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A Note from the Author:

Like many of the fans of Rifts® I have been an avid reader
of every world book published, curious and excited to read about
the next amazing place it will take me and my adventuring group.
However, not every aspect of Rifts Earth gets covered as quickly
as our imaginations can explore. Many such places are left unex-
plored or not revealed in official canon and are left up to G.M.s
to create on their own (which isn’t a bad thing). Then there are
books that for some reason are envisioned but fizzled out due to
lack of commitment from the writer who volunteered to work on
it. Rifts® Lemuria was once such book. It was vividly hinted at
in Rifts® World Book 7: Underseas and all of us gamers were
tantalized and teased with the possibilities of seeing just what it
was the Lemurians were all about. Some of us had our own pre-
conceived ideas, but nonetheless, would accept the awe-inspiring
thoughts that are often the end result of Kevin’s brainchild (or his
conglomerate of like-minded freelancers). Rifts® Lemuria was
unfortunately scrapped due to the freelancer being unable to carry
through with his original proposal and the book was shelved in-
definitely.

Like all gamers who had been awaiting details on this part of
the world, I was understandably crushed. So as the old adage goes,
“if you want something done, do it yourself!”

So I started writing down ideas that I thought should have been
in the book, and my thoughts coalesced into a rough outline of
what I was thinking of sending to Palladium Books as a proposal.
Only having one Rifter® article under my belt at the time, and the
“recent” news that Palladium Books was no longer accepting un-
solicited manuscripts from outsiders, my hopes dropped even fur-
ther. I decided to keep up my work however, sending in a couple
more Rifter® articles and managed to get them published. It was
during this phase that I decided to do something with my ragtag
set of notes, and I thought about submitting a small article to the
Rifter® about the Lemurians in hopes of getting the approval to
whip up a full-scale World Book. It was about this time that I no-
ticed that a number of other Rifter® freelancers were getting some
of their own books, so I took a giant leap of faith and sent in a let-
ter to Kevin, letting him know my ideas and what I had outlined
for a Rifts®: Lemuria World Book. To my amazement, Kevin was
equally surprised and excited that a freelancer wanted to tackle the
project and, after some banter back and forth, we hammered out a
decent outline... the resurrection of Rifts® Lemuria was well on
its way. The rest is essentially what you are about to read. I hope
you enjoy the book and have as much fun reading it and using the
material presented here as I had writing it.

— Greg Diaczyk, 2009



The Lemurians

Lemuria originally emerged during the same prehistoric era
as Atlantis and Nazca, and like the other two civilizations, mys-
teriously disappeared into myth and legend, leaving a murky but
lasting legacy. Lemuria rose as a world power far more advanced
than the majority of her primitive neighbors. During the king-
dom’s original reign, it dominated much of the coastal regions in
and around the Indian Ocean, and it is the place Lemurians still
consider the cradle of their civilization.

For the most part, Lemurians have always been a people of a
high moral fiber, tending to the needs of the individual as much as
to the needs of the community. At the pinnacle of their early civi-
lization they had mastered many different sciences, practiced ad-
vanced holistic medicine, harnessed the Earth and magic to power
and operate their cities, tamed the wilderness and brought peace
and prosperity even to their barbaric neighbors.

True Atlanteans and Lemurians shared a deep friendship,
and with it, the secrets of Stone Magic and the creation of stone
pyramids to channel and control the mystic energy of ley lines.
In fact, there was some friendly debate between the two civiliza-
tions as to which first invented the ancient craft. While both claim
to have originated Stone Magic and pyramid technology, neither
knows for certain if their claim is accurate. Regardless of which
civilization was the first to develop the magic and implement the
use of pyramids, Stone Masters of both great civilizations learned
to tap into, channel and manipulate what they called “Earth Ener-
gy” (P.P.E./magic). This involves the making of giant stone struc-
tures, pyramids and stone megaliths. Unlike the Atlanteans, who
focused on reaching into the heavens and piercing the inter-dimen-
sional barrier with pyramid technology, the Lemurians turned their
efforts inwards. Instead of plain stone pyramids, Lemurians built
thriving ziggurats teeming with gardens, hydroponics, waterfalls
and water fountains. Such places were natural refuges for a host
of wild and exotic birds, insects and animals. The harmonious
and friendlier stone ziggurats offered Lemurian mages a different
range of powers than the pyramids of Atlantis. Instead of inter-
dimensional travel, Lemurian edifices had the power to rejuvenate
and heal, aiding the Lemurians in their quest to understand the
mechanics of life.

Though Lemurians are said to have originated as ordinary hu-
man beings, their mastery over Biomancy and understanding of bi-
ology enabled them to transform themselves into something more
than human. Lemurians always loved exploration and nature. Af-
ter having explored many parts of the surface world, they began
to wonder what wonders existed below the waves. Oceans and
seas dominated more than two-thirds of the planet, and Lemurians
found themselves craving to be part of the bigger, unseen world
underwater. To explore the oceans, Lemurian Biomancers geneti-
cally altered their people to survive above and below the waves.
Their cities, powered by energies of the Earth (P.P.E./magic), were
already designed to float on the waves and in the air, now they
were made to float underwater as well. Lemurian cities, even ones
as vast as the City of Mu, could travel over land or sea or un-
der the waves with comfortable ease and good speed. Traveling
and spending time underwater also kept the peaceful Lemurians
safe from the rise of aggressive, human civilizations given to war
and conquest. One of the Lemurians’ greatest achievements was
the construction of the enormous City of Mu. Mu was the total
sum of Lemurian mystic knowledge and achievement of the time.

From this magnificent city, Lemurians explored the world around
them and collected samples of flora and fauna, above and below
the waves. Wherever the great floating city traveled, they collected
new specimens of life and added them to their already impressive
areas of knowledge, medicine and science, all of which were care-
fully guarded secrets.

One such secret was the Code of Life. A blueprint found in
all living creatures that dictated their form and function. (Modern
surface dwelling humans call this “Code of Life” DNA.) Through
several centuries of in-depth research, Lemurian Biomancers and
scientists were able to change, copy and create new codes from
pieces of other code, building chimeras, tweaking existing genetic
designs and improving the quality of life for their people and oth-
ers.

Global disaster came without warning. The Atlantean civili-
zation vanished, continent and all, and most of the planet’s magic
energy vanished with it. The Lemurians called magic “Earth En-
ergy” because P.P.E. or magic energies radiated from the very
planet. These lines of Earth Energy had become the basis of Le-
murian technology as well as a renewable source of clean energy.
Suddenly, that energy all but vanished. Somehow, the global loss
of magic coincided with the disappearance of Atlantis. Several
Lemurian floating cities had received distress calls from Atlantis
before communications went dead. Like any good friend, the Le-
murians gathered their cities and went to investigate and rescue
survivors. Details of Atlantis’ fate were pieced together from the
little physical and anecdotal evidence that could be found. Other
bits of information were filled in by a tiny handful of Atlantean
survivors gathered by the floating cities. Even without it, the Le-
murians would have guessed what happened.

Their Atlantean friends had always been fascinated with di-
mensional travel to other realities. Something clearly went terribly
wrong during one of their dimensional experiments, taking the en-
tire continent of Atlantis with it. Nobody knew where Atlantis had
vanished to, or whether it even existed anywhere, anymore. The
number of survivors from a continent that had a population in the
millions, were a terrifying few thousand.

The disappearance of Atlantis sent shock waves across the
planet. With the continent gone - just gone — (accidentally sent
to another dimension until the Splugorth brought her back after
the Great Cataclysm), water levels and coastlines changed, people
died, and the world was irrevocably altered. Lemurians felt the
loss on a personal level, as their long time friends, allies and trad-
ing partners had vanished in the blink of an eye. The many small
Atlantean coastal colonies located on other continents and islands
were wiped out by the changing seas and Ley Line Storms that
erupted when Atlantis disappeared.

And the catastrophe was not over.

The level of magic energy plunged to terrifying lows never be-
fore experienced. Ley lines that had once roared with energy like a
mighty river were reduced to a mere trickle. Demons and monsters
went on the warpath, and dimensional travelers like dragons and
the sphinx found themselves stranded on Earth without enough
magic energy to open a portal to leave.

Things were no better on the mainland. Without levels of
magic strong enough to cast spells and work magic, overnight the
old power base of Druids, priests and sorcerers found themselves
nearly powerless and very, very vulnerable. Suddenly, those who
had used magic to keep barbarians and warlike primitive people
at bay were without means to defend themselves. Yes, magic still
existed, but reduced to pathetic power levels. Civilizations that
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had risen to power before the Sumerians and Egyptians crumbled
and faded without ever being recorded in the pages of history.
The worldwide loss of magic energy also had an impact on true of
creatures of magic like dragons, as well as Deevils, demons and
all manner of supernatural beings. Though the magic powers and
spell casting abilities of such creatures had been reduced to almost
nothing, these monsters still possessed brute strength and enough
physical and/or psionic power to haunt, hunt and battle human-
kind for millennia. The last dragons did not perish until the middle
ages, some 14,000 years after the disappearance of Atlantis and the
obliteration of magic. Many mythic creatures lingered on Earth for
thousands of years before being wiped out completely or forced to
hide from the growing civilizations of humanity that would rise in
the centuries that followed. Many ancient “myths” about dragons,
vampires, demons and monsters are based upon real creatures that
existed in considerable numbers until the Atlanteans made magic
all but vanish. However, the truth and specific details about these
beings became jumbled and forgotten as the growing numbers of
humans wiped them out and science became the new magic. By
the 20th Century, the truth about these creatures was indeed lost to
myth, and few believed they had ever truly existed.

As magic continued to wane, the floating cities of Lemuria,
whether above or below the waves, began to float slower and the
infrastructure and machines that ran on Earth Energy began to
grind to a halt. Lights, heat and fuel to run the machines had all
been based on magic. Without it, everything began to shut down.
Eventually, Lemuria’s floating cities would have come crashing
down, perhaps ending their glorious civilization then and there,
had it not been for the massive reserves of Earth Energy contained
within their stone ziggurats. Still, it was only a matter of time,
counted in months, before their floating cities would have to settle
on a final resting place and stop moving. Magic was dying and
with it, the Lemurian way of life.

Perhaps because the floating cities of Lemuria, of which the
City of Mu was the greatest, still contained dwindling magic en-
ergy within their mighty ziggurats, supernatural horrors began to
besiege them in an attempt to get at that magic. Many of the super-
natural and magic creatures hoped to steal enough P.P.E. to escape
Earth and go home, or at least to another dimension with natural
reserves of mystic energy. To evade the clamoring supernatural
hordes, the Lemurians went underwater. There, concealed and
much less accessible, Lemuria’s greatest minds formed a plan. To
stay on Earth meant forfeiting magic and the sciences of magic.
Life below the waves without magic seemed a viable solution, but
it would be a very different way of life and long-term survival was
not assured. However, if they could find a portal to another Earth-
like world with enough magic energy to sustain their machines,
they could travel to it and continue to live as always.

It was a risky proposition, so the choice was made voluntarily.
Mu and the majority of cities decided it was a chance worth taking.
A few Lemurian cities opted to stay behind and resettle on land.
A few would remain underwater. While those that stayed behind
would survive for centuries, some contributing to new megalithic
and stone pyramid societies of other human civilizations, each
would eventually perish.

Those looking for a way out traveled to one of the most power-
ful underwater nexuses the Lemurians had uncovered in their past
explorations. In the Pacific Ocean years earlier, mages had detect-
ed great magic and dimensional energy among a trio of massive
and powerful ley lines in the Marianas Trench. Lemurian psychics
also felt the presence of danger and supernatural evil, so they did
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not linger to explore much of it. Thus, it was an unknown quantity,
but they had gleaned enough information to know there was an
open portal to another dimension present. They also knew it led
to an alien realm of water and magic much like their own beloved
Earth. Acting quickly, the floating cities gathered with the hope of
going through the Rift and making a new life.

Upon returning to the Marianas Trench, the mages of the float-
ing cities found the portal floundering and fading. Lemurians
quickly assessed the Rift and determined it could collapse at any
time. It was a miracle it was still there at all. In fact, the mages
determined it was only the efforts of an unknown outside force that
was somehow enabling the shriveling ley lines to hold the portal
open. It was now or never. There was no time to send probes or
reconnaissance teams through the portal. They had to take a leap of
faith and go. As the first two cities passed through the dimensional
Rift, something attacked the third, destroying it in minutes. Feel-
ing they had no other choice, the other floating cities made a mad
dash to the open portal. Each time such a massive object with so
many people on board passed through it, the Rift shuddered and
threatened to close. Meanwhile, the force that destroyed the city
went on to attack two others. It was madness. As the City of Mu
went through the dimensional portal, after making certain a few
smaller cities were able to slip through before it, the Rift collapsed.

Without sufficient energy left to reopen the massive Rift, the
Lord of the Deep was trapped on Earth where it would languish
as an angry shadow of its true self for thousands of years. Perhaps
needless to say, this has earned the Lemurians the monster’s eter-
nal enmity. The Lemurians had no idea the Lord of the Deep ex-
isted, nor that the Rift was his means of escape. All they knew was
that an evil force had destroyed at least two of their cities and clung
to one other, preventing it from going through the Rift. The sur-
vivors could only imagine that those left behind were destroyed.

The good news for the Lemurians who made it through the Rift
was that the new dimension was almost exactly like Earth. What
the Lemurians could not have known was they had not gone to
an alien world, but to a kind of pocket dimension created by the
Lord of the Deep. An ocean-like space capsule the size of a small
ocean that could maintain the evil Alien Intelligence as it traveled
to other worlds in the Megaverse. For every thousand years that
passed on Earth, one decade passed for the Lemurians, but that’s
still 150 years from then to the present day.

If not for the Coming of the Rifts, the Lemurians might have
been trapped in the Lord of the Deep’s private, dimensional ocean
forever. When the Rifts came, and magic flooded back more power-
fully than ever, the Lord of the Deep’s dimensional portal to Earth
reopened and the contents of the pocket dimension were disgorged
into the Atlantic Ocean, including the floating cities. Half-asleep
and disoriented by the sudden surge of renewed energy, the Lord
of the Deep was too distracted to take immediate action against
the returning Lemurian population, but the monster did close the
underwater Rift. Confused and frightened themselves, the Lemu-
rians fled into the larger ocean around them. It would take decades
before they realized that they (and Atlantis) had been returned to
Earth 15,000 years in the future, and that the planet Earth was,
once again, in upheaval because of Earth Energy.

This was a much more hostile and alien Earth than the one
known to their ancestors. The Lemurians spent most of their first
250 years back on Earth hiding, adapting and battling the forces
of chaos and the wrath of the vengeful Lord of the Deep. Most
of that time was spent underwater, where things seemed less tu-
multuous and safer than the surface world. Lemurians again found



themselves exploring the oceans and seas of the world, learning
about the new underwater realm and developing new magicks, de-
fenses and armies to ward off frequent attacks by the Lord of the
Deep, Naut’yll, Horune Pirates and other monstrous forces. It also
took time to figure out and learn to live within the Earth’s new
ecosystem. During this period of survival and adaptation, Lemu-
rians were kept on their toes and the loss of life was high. Still,
they made new developments in Biomancy magic, weapons and
armor, as well as the development of Symbiotes and methods to al-
ter the genetic structure of their sea mounts. It has only been in the
last 50 years that the Lemurians have felt they can hold their own
against the monsters of the deep and keep their people safe. With
that accomplished, they have once again begun to quietly explore
the underwater and surface world in greater depth. Lemurians are,
overall, thrilled to be “back home” even if Earth is a very, very
different place. In the last decade, Lemurians have decided to take
a much more active role in this bold, new Earth. They are hiding
less and have begun to send out individuals and small squads to
“walk among the new people of Earth” and make contact with sen-
tient life forms below and above the waves. This is why, for many,
rumors about an aquatic species of humanoids calling themselves
Lemurians have only started to surface over the last few decades.

For the most part, life is good for the average Lemurian. They’ve
even come to terms with having to deal with the wrath of a venge-
ful god like the Lord of the Deep and have become more militaris-
tic to survive. The Lord of the Deep is the Lemurians’ arch-enemy.
The supernatural monstrosity hates them above all others and will
not rest until every last Lemurian is slain. To that end, the fiend
sends members of the Cult of the Deep, monsters, minions, sea ser-
pents, demons, evildoers, dupes, and trouble their way whenever
it can. For this reason, Lemurian floating cities never stay in one
place for long. Instead, they are constantly on the move, spending
equal time underwater, floating on the water’s surface and floating
in the air. They are so elusive that most surface dwellers aren’t
sure if the Lemurians are real or myth, and few know when, where
or how to find them. More often than not, it is the Lemurians who
decide when they make contact with people on the surface.

Lemurians are fond of helping others, and have a reputation
for assisting floundering ships, rescuing people from storms and
drowning, and saving people from pirates and sea serpents, espe-
cially from the clutches of the Lord of the Deep. Half the time,
however, surface dwellers are unaware that Lemurians have inter-
vened on their behalf. Until very recently, the Lemurians operated
in secret, using magic from a distance to help those in trouble.
Tales of “miracles™ at sea, storms mysteriously stopping or chang-
ing direction, rough seas suddenly becoming calm, being pulled to
the surface by an unknown force or animals, and encounters with
“mermaids”, helpful “aliens” or “Elemental beings™ are more than
likely to have been Lemurian rescuers. They don’t identify them-
selves nor wait for a thank you, they just appear out of the blue and
quietly vanish when people are safe.

Long ago, Lemurian society developed a great respect for life
— all life — from plants and animals to sentient beings — as well as
a keen sense of responsibility to other life forms and the environ-
ment. To the average Lemurian, all life is precious and all intel-
ligent beings are responsible for the care and nurturing of Mother
Earth. Lemurians take that sense of responsibility several steps
farther than most people and see themselves as the caretakers and
protectors of the planet Earth and the environment. That is why
Lemurians try to live in harmony with the planet and everyone in
it. There was a time when no Lemurian would raise a finger to hurt

12

another creature. Not to harm a fellow human being, swat a fly or
cut down a tree. Over time, the secrets of Biomancy enabled them
to mold and manipulate plant and animal life on a genetic level,
and even their own bodies. Ancient Lemurians were the first to use
methods of conservation, hydroponics (and magic) to grow crops,
and have always tried to replenish forests and replace whatever
resources they take. It has only been their return to Rifts Earth and
the constant onslaught from the Lord of the Deep that has turned
Lemurians into warriors and a much more proactive force for good.

Other people with the knowledge and power of the Lemurians
might have become embittered and vengeful, or aggressive and
militant, conquering other civilizations or destroying their en-
emies. Not Lemurians. Though they have become skilled fight-
ers and warrior mages, they revere the life and freedom of other
people more than ever. They battle the Lord of the Deep only to
escape his onslaughts with minimal loss of Lemurian life. They
fight primarily in self-defense, and their first priority is always to
avoid collateral damage to innocent people and the environment.
Whenever they can flee without confrontation, they do so.

However, there is one big change in Lemurian philosophy: they
are not hesitant or afraid to take the life of an evildoer to protect
themselves, innocent people everywhere and the environment.
While Lemurians do not go looking for trouble or conflict, they
will not turn their backs on someone in need. Not when they are
in a position to do something about it. They have also come to
accept that the forces of supernatural evil are real and not going
away. That there are supernatural creatures whose very reason for
existence is to cause suffering, sorrow and death. That the Lord of
the Deep is one such being, demons and Deevils another two. The
verdict remains out on the Splugorth and their mortal minions.

There is one type of vile creature Lemurians have never balked
at destroying: the undead. Lemurians (and Atlanteans) see the un-
dead, living dead, walking dead and similar beings that defy death
and prey upon the living, as the very antithesis of life. From their
point of view, vampires and other types of undead are the equiva-
lent of what anti-matter is to matter — anti-life — monsters who
enslave, torment and destroy the living, and who thrive in darkness
and shun life as the natural world knows it. To allow the undead
to exist is to endanger all sentient life forms. As far as the Lemuri-
ans are concerned, these unnatural, anti-life monsters must be de-
stroyed wherever they are found. Likewise, Necromancy is seen
as a type of anti-life magic, which is why its practice is forbidden
and repulsive to Lemurians dedicated to protecting the planet.

The dramatic changes to the Earth since the Coming of the Rifts
have made the planet a nexus to infinite worlds across the Mega-
verse, introducing new life forms into the planet’s ecosystem. The
alien people (D-Bees), flora and fauna are all embraced by the Le-
murians, who see life as constant change and motion. However,
the Rifts have also unleashed the undead and wicked monsters of
countless variety into the world. The undead, along with any vile
supernatural being or creature of magic who threatens the innocent
or the environment, are seen as the Enemies of Life. Enemies to be
driven away, back through a Rift, or destroyed. That kind of think-
ing and commitment has led current day Lemurian people to think
of themselves as Protectors of the Earth. A new and unfamiliar
role they are trying to figure out.

Lemurians are becoming increasingly bold about visiting and
exploring the surface world to get a better understanding of the
many diverse people and cultures that now claim Earth as their
home. Ever curious about new ideas, people, places and life forms,
Lemurians have also begun to bring surface dwellers down into



the watery depths of the oceans. Surface dwellers are given aquat-
ic capabilities via the use of magic, Symbiotes, special herbs and
sometimes, machines, all of which enable land dwellers to func-
tion underwater as if they were fish.

Even with greater contact among other civilizations of Rifts
Earth, Lemurians remain an enigma, and to most people, the stuff
of myth. Reports of underwater cities floating through the oceans
or even in the sky are dismissed as hallucinations and fairy tales
by most surface people. So far, Lemurians have kept their num-
bers and magic a secret, preferring to make tenuous forays into the
surface world and picking when, where and with whom they make
contact. Their main area of operations has been the waters of the
Pacific Ocean, avoiding the Atlantic and the Minions of Splugorth,
whom they fear.

Lemurians have adapted to the higher levels of magic across
the face of the planet since the Great Cataclysm. They have made
Lemurian magic, their bio-constructs and stone creations more
powerful than they ever were in the past (i.e. S.D.C. to Mega-Dam-
age). Even with this advantage, the Lemurians still find themselves
faced with surviving in a chaotic and dangerous environment with
enemies like the Lord of the Deep hounding their every move.
They now find themselves grasping at any and all means to rout the
monster and its evil servants, and are even entertaining the idea of
seeking assistance from surface dwellers and the mysterious Cap-
tain Nemo and his New Navy. Clever enough to avoid the wrath of
more than one dark god or powerful nation at a time, Lemurians
are careful about open opposition to the Vampire Kingdoms, the
Xiticix, the Splugorth of Atlantis, and the Yama Kings, but fear
they may all represent grave danger to the future of Mother Earth
and her people.

The Lemurian People

Long ago, the Lemurians were completely human. However,
they have used Biomancy to genetically re-engineer themselves
for a dual life above and under the sea. This means they have the
ability to breathe air as well as gills to breathe underwater. Their
“ascension” to their current state has been brought about by mil-
lennia of tweaking and fine-tuning their Code of Life (DNA). The
current genetic structure of Lemurians has not changed in centu-
ries, and most Lemurians agree that they have found the perfect
level of physical development for their people. As one might ex-
pect, this means Lemurians are tall, physically fit, attractive people
free of genetic illnesses and immune to most disease.

Though Lemurian ancestry probably goes back to the people
of Southeast Asia, genetic modification has made Lemurians look
quite different. Most surface dwelling people assume Lemurians
look like a mermaid with the upper body of a human and the tail of
a fish, but that is not the case. Lemurians have chosen to keep their
human bodies. As a result, they are an attractive, graceful people
with muscular bodies, slight builds, and delicate features. Lemuri-
ans have two arms and legs, their fingers are not webbed, they have
human faces with a nose, lips, two almond-shaped eyes, a pair of
small, pointed ears, and a thick mane of hair on their heads, usually
grown long. Other than their eyebrows and the hair on their heads,
Lemurians have no other body hair and cannot grow mustaches
or beards. Gills for breathing underwater are located just behind
back of the jaw near the ears. The skin color of Lemurians ranges
from gold to a warm grayish brown with flecks of iridescent blue
or green along the sides of the neck and shoulders and down the
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tops of the forearms. The color on the throat, underarms, inner leg
and belly is 10-20% lighter than the rest of their body and has faint
hints of blue, green or yellow. Lemurians have a wide range of hair
color from light brown, blonde (almost golden), red, copper, violet
and purple to shimmering silver and white hair with streaks or tints
of light blue, light green, dark green or dark blue. Though they
can move their mouths underwater to speak, they create noises
and sonic impulses like dolphins and whales. Te actually vocalize
words they must be on the surface. Lemurians can also use Telepa-
thy and Empathy to communicate.

Underwater, Lemurian warriors dress in any number of dif-
ferent types of Biomancy living armor. Otherwise, citizens and
most people wear a wide range of different clothing. Casual wear
for men may range from a pair of swimming trunks or trousers to
shirt and pants. Women may wear the equivalent of a bikini to a
light silk blouse and skirt. Others wear organic clothing that more
resembles a second skin or a weave of seaweed. Lemurian women
have a thing for wispy scarves, capes and cloaks that sometimes
appear to be gossamer wings or the frilly-fins of a Lion Fish that
flow as they swim. The material used in such clothing for both
males and females often looks and feels like silk, but is actual-
ly spun from a variety of marine plants that creates a fabric that
is lighter than silk, but several times stronger and more durable.
Many Lemurian women wear sexy, exterior waist garments that
resemble ornate corsets, some of which appear to be made of fine
or large fish scales, others appearing to be made of leather cov-
ered in pearls or fish bone, or gems or seashells. Men tend to stay
away from jewelry, but Lemurian women enjoy rings, necklaces,
bracelets, anklets, earrings, hair combs and tiaras. Pearls are very
popular, as is jewelry made of seashells, coral and, of course, gem-
stones. Bare feet, partial nudity and minimal clothing are common-
place and completely acceptable in Lemurian society, especially



when underwater or swimming. Lemurians are accustomed to the
tactile feel of the water on their bodies and say it makes them feel
at home. That having been said, boots are very common, especially
among males, while females seem to prefer sandals or short boots
that resemble pixie boots. Long hair is the fashion whether the
Lemurian is a child, male, female or a soldier, and Lemurians do
not lose their hair as they age. Of course, genetic manipulation and
magic have made it so Lemurians look youthful even when they
are ancient. An elder Lemurian in his hundreds seldom looks older
than a human in his thirties, forties or early fifties.

On the surface, Lemurians tend to cover their bodies more, but
when not wearing living body armor, still prefer airy, loose fitting
clothing that resemble the togas and light silk gowns and blouses
reminiscent of the ancient Egyptians, Greeks, Romans and Persians.
On the surface, males and females may wear baggy pants that tuck
into boots or end below the knee. Short and long cloaks, capes and
hooded robes are also very popular. Some Lemurians choose to wear
the clothing of other cultures, be it China or Chi-Town. Lemurian
adventurers out in the world tend to wear clothing that is suitable
for travel and exploration, and which fits in with the local culture.
Adventurers and warriors may also wear one of the many different
suits of living, environmental Biomancy body armor.

The Lemurian navy is an unconventional force of warriors
that use a wide range of weapons, armor and equipment that com-
bine high-technology, magic and living weapons and symbiotic
constructs. Most soldiers are Oceanic Guardsmen which make up
40-50% of their armed forces. Psychics such as Zappers or Spout-
ers make up elite combat troops in Special Forces, and represent
20% of their troops. Lemurians prefer hit and run and other gue-
rilla tactics instead of full frontal assaults, which is more suitable
to the powers of psychics, mages and Special Forces. Experienced
Master Psychics, mages and hardened combat veterans make up
the majority of leaders and ship commanders. The rest can be al-
most any adventurer and men-at-arms O.C.C. including Lemurian
Scouts (many with Major Psionics), Biomancer Gene-Mages and
support personnel.

Occupations that serve or call upon the supernatural such as
Witches, Shifters, Necromancers and even Priests and Warlocks are
frowned upon by most Lemurians who see these people as “tainted”
by inhuman and otherworldly beings. Those who choose to select
any of these O.C.C.s are looked upon with worry and distrust, even
revulsion, and some, like Necromancers and Witches, may be cast
out for their beliefs and pursuit of evil magic. To counter this nega-
tive image, Lemurian Priests try to associate with benign and aquatic
deities such as Poseidon/Neptune. Warlocks find greater acceptance
if they dedicate themselves to the elemental forces of Water (50%)
or Air (20%), though any element may be selected.

Dark magicks go against the Lemurian culture and way of life.
Shifters, Temporal Wizards, Necromancers, and any magic that
enslaves, harms or kills the living as a matter of practice are very
rare among Lemurians, who generally revere life and freedom.
Only outcasts and evil individuals practice these dark types of
magic in secret. A few Shifters and Temporal Wizards are known
to practice within Lemurian society, but most avoid making a link
to the Supernatural and focus on inter-dimensional magic and trav-
el rather than commanding sinister, evil beings. However, after the
Atlantean Catastrophe, dimensional travel and manipulation of the
Rifts and dimensional energy are considered too unpredictable and
dangerous, and best to be avoided like the plague. Moreover, its
practice within city limits, where an “accident” or magic “gone
wrong” could unleash demons and monsters or dimensional forces
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that could hurt or kill scores of innocent people, is forbidden. This
is seldom a problem as less than 0.32% of Lemurian practitioners
of magic pursue Temporal or dimensional magic. Stone Magic,
Biomancy, Warlock/Elemental, Ley Line Magic, Invocations, Wiz-
ardry and other types of spell casting are the most common and
popular of the mystic arts among Lemurians.

Lemurian Technology

Lemurian “technology” is magic, and most devices, vehicles
and everyday utilities run on Earth Energy (P.P.E.) stored up in
stone pyramids and ziggurats. Biomancy and Stone Magic are the
two major magic arts used in creation and building, control and
dispersal of energy, and are combined with other sciences from
botany and farming to the manufacture of weapons, armor and
clothing. Lemurian technology is a synthesis of magic, nature and
technology, even when it comes to the making of cities, vehicles
and everyday items, but in a very different way from Techno-
Wizardry. Many Lemurian devices are alive or made of stone and
other natural materials such as plant fiber. As a result, Lemurian
technology is considered alien technology to most outsiders (-40%
skill penalty to understand and use it, -50% to copy or repair it;
half those penalties for Atlanteans and the Splugorth). This also
means very few Lemurians learn to master conventional science
as practiced by the Coalition States, Triax and other human na-
tions, so O.C.C.s like Scientist, Operator and Technical Officer are
uncommon among Lemurians. Biomancers are the scientists and
Stone Masters the builders in their civilization.

Biomancy and Stone Magic are the cornerstones of Lemurian
technology, but other magicks also play a role. Ancient Lemurians
learned how to manipulate stone with Stone Magic to better har-
ness and control Earth Energy (magic/P.P.E.), ley lines and nexus
points, as well as to stabilize dimensional anomalies and quell Ley
Line Storms and other ley line related concerns. Unlike other uses
for magic, Lemurians direct Earth Energy to build, heal, nurture
and understand and protect nature. This has led to an in-depth un-
derstanding of the genetic codes and structures of plants and ani-
mals that are the keys to life, and in the case of the Lemurians, the
creation of living armor, weapons, and even vehicles and houses
made of living coral, woven from living plants and creatures, or
castaway fibers, resin and other natural materials. Thus, Lemurians
have unlocked many secrets of genetics and use Biomancy to mod-
ify their environment, the living creatures around them and even
their own bodies. They have learned to live in harmonious syn-
ergy with the natural world. So while one might classify the stone
megaliths, pyramids and ziggurats as “technology,” and the cre-
ation of fantastic, new animal life forms as “genetic engineering,”
the Lemurians see them simply as extensions of the Earth and life
— even if they were designed and altered by Lemurian Biomancer
Gene-Mages into their current configuration and functionality.

Lemurians rely heavily on their gene-tweaked psionic abili-
ties to communicate with the animals and Symbiotes they create
and tame, and use Biomancy Bio-Constructs to meet their daily
needs (tools, equipment, weapons, armor, vehicles, food, medi-
cine, clothing, companiouns, etc.). While a surface dwelling warrior
might rely on a suit of power armor, an M.D. laser rifle, cyber-
netics and computers, a Lemurian warrior uses living Bio-Armor,
Bio-Weapons, Biomancy altered animals and his own psionics and
aptitude for magic. Plant and animal byproducts (fruits, plant fi-
ber to make fabric and cords, resins, herbs, extracts, etc.) are also
used in eco-safe Lemurian manufacturing. Even some of the stuff



one might classify as “technological,” like Lemurian aircraft, are
actually an amalgamation of Biomancy and Stone Magic — a stone
construct/structure that houses a living organism which functions
with a Lemurian pilot to make it work.

Much of the Lemurians’ “technology” melds Earth Energy
(magic/P.P.E.) with living plants and animals that serve the purpose
of a machine or piece of equipment. As their technology advanced
via Biomancy, Lemurians (who still think of themselves as human)
changed themselves, the living organisms they use and their envi-
ronment to fit their needs. Magic and technology have been taken
to the point that it is, in effect, genetic engineering. Biomancy and
bio-manipulation improves the quality of life and creates living or-
ganisms and animals that help Lemurians safeguard their people,
preserve nature, and protect the Earth. They are used to fight mon-
sters, dark magic and evil supernatural forces that would enslave
and harm people, and destroy the natural environment. Lemurians
are so resolute about this that even ordinary citizens believe it is
their destiny to destroy the evil supernatural horrors that run rampant
across the planet. If the Coalition States didn’t consider Lemurians
to be “magic using D-Bees,” Emperor Prosek would hang a medal
on them and welcome Lemurians into the CS with open arms. Un-
fortunately, Lemurians, though human in origin, are much too alien
and mysterious to be accepted by the Coalition. Furthermore, the
culture clash between these two would be catastrophic (Lemnrians
are educated, tolerant and open to all people; the CS is notoriously
intolerant and closed to all of the above).

Creatures the Lemurians call “Bio-Constructs” — living armor,
living weapons, living vehicles — as well as symbiotic organisms
and animals used for riding, labor and other purposes, pose no
threat to the environment and are biodegradable resources. They
draw upon renewable Earth Energy/ley lines, the P.P.E. of individ-
uals, and LS.P. (psionic energy and force of will). Lemurian Sym-
biotes and Bio-Constructs are altered on a biological and genetic
level to serve the specific needs of Lemurian society. Since the
relationship between man and organism is symbiotic, both accept,
need and draw upon each other and there is no resistance between
the symbiotic organism and its user. Both meld and benefit from
the union and function as one. To that end, the control and proper
use of living Symbiotes and Bio-Constructs usually requires a
minimum of P.P.E. or inner strength (I.S.P.) and at least minor
psionics, such as Empathy, Telepathy and/or Empathic Connec-
tion with Animals (an ability that is much like the Psi-Stalkers and
Simvans’ power to communicate and control animals) or the Bio-
mancer power of Communicate with Plants and Animals. Note:
The psionic power of Telemechanics does NOT work to control or
operate any Lemurian living armor, weapon or machine.

For Lemurians, magic and psionics are not only part of every
day life and abilities possessed by them all, but the very founda-
tion of their ecosystem, technology and civilization. Without them,
they would be lost.

Lemurian Caste System
& Government

The Lemurian caste system bears some similarities to the Japa-
nese and Hawaiian caste systems of ancient times.

Ali’i: At the top of the list are the Ali’i, Lemurian families that
have achieved near mythic status for generations of humanitar-
ian efforts and legendary contributions to Lemurian civilization.
These families are highly educated, wise and live to serve the Lem-
urian people in positions of leadership and guidance. They can be
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considered “royalty,” and only a member of this class is worthy of
taking the position of King. The King is the ultimate leader within
Lemurian society, with his Ali'i family members as his court, advi-
sors and other members of the ruling body. However, unlike many
societies, there is little corruption or abuse of power and position.
The Ali’i truly live to serve and see their position as an honor and
privilege.

The Ali’kili, or “King,” is the head of government, chief repre-
sentative of the citizenry and is said to be the “soul of the people.”
As such, he has only the best interests of the populace at heart.
When the Ali’kili finds his task too daunting or boring, he may
step down, appointing another member of the royal family in his
place as the new King (or Ali’i aimoka/Queen). After several de-
cades of leading the people, most will volunteer to step down and
pass the mantle to another worthy member of the Ali’i while the
former King/Queen goes off to pursue other humanitarian or edu-
cational efforts, or engage in personal pursuits. The current Ali’kili
is Tangaroa, however, his older twin brother, Rongo, passed on
the mantle of leadership to him because he felt that Tangaroa was
better suited for the job. And it seems he was correct, as Tangaroa
is proving to be a kind and capable leader, as well as a clever mili-
tary strategist and tactician in the campaign against the Lord of the
Deep and other enemies.

Kahuna: The Kahuna are what one could call the master or
professional class. Each member of this caste is typically an edu-
cated specialist and well-trained individual who strives to master
his profession and attain a degree of perfection. Biomancer Gene-
Mages, Stone Masters, Ocean Wizards and most practitioners of
magic, psychics, healers, engineers, architects, writers, artists, phi-
losophers and academics are of this class.

Maka’ainana: This is the working class occupied by farmers,
laborers, builders, salvage experts, Wilderness Scouts, Psi-Druids,
entertainers, explorers, Vagabonds and the occasional Biomancer
Gene-Mage whose focus is on tending to crops and the care of
animals. Warriors/soldiers — seen as servants of the people and
protectors of the Earth — also fall into this class, the intention being
to keep warriors and heroes grounded and humble.

Kauwa: Outsiders/non-Lemurians. These are, as a general rule
of thumb, visitors, friends and associates who do not seek citizen-
ship nor necessarily share Lemurian values. However, because
Lemurians value all people, surface-dwelling humans and D-Bees
who wish to become citizens of Lemuria may achieve any position
within Lemurian society, except for the office of Ali’kili (King).

Maui-Kau: Criminals, Qutcasts, traitors and evildoers. Mem-
bers of the Mauian Order fall into this category, as do Lemurians
and outsiders who exhibit no respect for life and murder, enslave
or torment others.

The Mauian Order

The enemy within

Lemurians were shocked and horrified by the sudden disap-
pearance of Atlantis and the profound impact it had on the entire
planet. In the aftermath of the disaster, most Lemurians felt a great
sense of grief, fear and uncertainty. Their world had changed over-
night. The disappearance of Atlantis caused a massive depletion of
magical Earth Energy. What had been a small but steady stream of
Earth Energy turned into a minuscule trickle. Atlantis’ folly had
transformed the world. Magic was virtually gone, and with it, the



Lemurians’ way of life. Without sufficient magic, their machines
would soon stop working and their floating cities would fall from
the sky. Atlanteans had not only doomed themselves, but Lemuria
as well. The catastrophe was beyond belief and emotions ran hot.
Faced with a world without magic, the Lemurians would have to
change and adapt to the world of ordinary men (most other people
of that era were barbarians and savages) or flee to a different plan-
et. One with sufficient magic energy to support their magic based
technology and lifestyle. As already recounted, most Lemurians
chose to leave Earth.

Despite the shock and raging emotions, the vast majority of
Lemurians felt sorrow over the destruction/disappearance of their
Atlantean friends. They wondered about their fate and prayed that
a few had somehow survived. Most Lemurians did not hold ill-
will toward the Atlanteans. Rather they felt a deep loss, sadness
and sympathy. Lemurians treasure life and considered True At-
lanteans to be their closest friends and allies — a mirror image of
themselves. As a result, the vast majority of Lemurians understood
that people make mistakes, and they forgave their friends for the
disaster that now threatened their own existence. Magic is a tricky
tool. Dimensional magic is the trickiest. If anything, the disaster
that caused Atlantis to vanish, and all but erased magical energy
from the planet, was a lesson to the Lemurians that taught them to
be very careful with their own pursuits in the mystic arts. It served
as a cautionary tale that would curb their own magical experimen-
tation and make them careful to be sure their own actions did not
have dire consequences for their entire civilization, other people or
their beloved planet.

Not all Lemurians were so forgiving.

A small group calling themselves the Manian Order blames
the Atlanteans for all the woes that have befallen their civiliza-
tion and damaged Mother Earth for thousands of years. These bit-
ter misanthropes are determined to see True Atlanteans and their
Chiang-Ku dragon mentors pay for their crimes against the planet
and its inhabitants. Pay in blood.

The Mauian Order was founded under a charismatic leader by
the name of Maui-tikitiki (pronounced: mow-wee-teek-key-teek-
key), and they live for a simple agenda of revenge: destroy every
last True Atlantean and Chiang-Ku as punishment for the unfor-
givable sins of their fathers. Some have even convinced them-
selves that as long as any Atlantean lives, there remains the danger
that another mistake that damages the flow of magic or alters an
entire world could take place. Though Lemurian society condemns
such madness and embraces True Atlanteans as ancient allies, the
Mauian Order will not listen to reason. To them, any Lemurian
who chooses to stand in the way of their punishment of Atlanteans
is a fool and shall pay a harsh price for their misplaced loyalty.

Though the Mauian Order is few in number — believed to be
no greater than one thousand total - they are zealots dedicated
to the destruction of all True Atlanteans and the Chiang-Ku. The
cult’s leader, Maui-tikitiki, is a man consumed with hatred and
fueled by self-righteous indignation. He has a brilliant mind, but
is hardened by hate and consumed by unreasoning paranoia, anger
and an unrelenting need for revenge. Maui-tikitiki is so twisted by
hate and imagined fears that he regards his fellow Lemurians as
blind fools for not condemning Atlanteans as he and his followers
have. According to Maui-tikitiki and the members of the Mauian
Order, what the Atlanteans did, accident or not, is unforgivable
and must be punished. The Mauians insist Atlanteans have not suf-
fered enough for their hubris and crimes against the Earth itself.
To them, Atlanteans are monsters who must be destroyed before
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they cause more harm to the Earth and, perhaps, the Megaverse.
They insist Atlanteans have learned nothing from the destruction
of Atlantis or the damage they did to the Earth 15,000 years ago.
If anything, they are worse than ever, traversing the Megaverse
and interfering in the lives of countless humanoid civilizations and
provoking trouble with such powerful beings as the Splugorth.
Someone has to put a stop to the insanity, and that someone is
Maui-tikitiki and his followers.

The Mauian Order believes that the arrogant, dimension-trot-
ting Atlanteans might one day shatter the very fabric of reality
across the dimensions. They even blame them for the Minion War
(as well as many other wars and troubles the Atlanteans had noth-
ing to do with) and believe they must be stopped at all costs. As
a result, members of the Mauian Order have become dimensional
travelers themselves and consort with the enemies of True Atlan-
teans, including the Splugorth, Deevils, demons and other evil be-
ings. If fellow Lemurians are injured by the Mauians’ actions, they
consider it unfortunate collateral damage.

While this may sound like utter madness to a rational person,
Maui-tikitiki is adored by his followers, who revere him as a vi-
sionary and a living god. They accept everything he tells them as
truth and obey his every command. All members of the Order are
willing to lie, cheat, steal, murder and die for him and their cam-
paign of genocide. To that end, the members of the Mauian Order
are willing to trick and manipulate anyone to do their dirty work.
They don’t care if their actions may jeopardize their own people or
allow evil to triumph, provided Atlanteans or Chiang-Ku dragons
are made to suffer and die in the process.

The Mauian Order and their leader believe all dragons are a
danger and a scourge upon the Megaverse. No dragon is ever to
be trusted, and when the opportunity presents itself, it is best to
destroy them. The Chiang-Ku — allies of True Atlanteans and the
creators of Tattoo Magic — are regarded as the worst of the worst
and top the list of dragons to be wiped from existence. In fact,
some people believe the Mauian Order’s efforts to destroy the fa-
bled dragons have been so successful over the last 300 years, they
have helped bring the species to the edge of extinction, at least on
Rifts Earth.

Obsessed with hatred for the Atlanteans, Maui-tikitiki and
some of his followers have mastered magicks that allow them to
travel to other worlds and dimensions. Most Lemurians (99%)
avoid dimensional travel and Temporal Magic, but Maui-tikitiki
believes he must master such mystic arts to fight fire with fire and
to track down and destroy True Atlanteans wherever they hide in
the Megaverse. Thus, members of his inner circle include Shift-
ers, Temporal Wizards, Ley Line Rifters, Necromancers, Demon
Mages, Witches, Fire Warlocks, Soulmancers, Blood Mages and
other practitioners of dark magicks forbidden by Lemurian soci-
ety. They also recruit Serpent Hunters to become destroyers of the
Chiang-Ku and other dragons deemed by the Mauian Order to be
dangerous or untrustworthy. In fact, it was Maui-tikitiki, before he
fell from grace within Lemurian society as a madman, who orga-
nized and trained the very first Serpent Hunters.

Since then, Maui-tikitiki has given up on Lemurian civiliza-
tion, and he and his Mauian Order continue to track down and
slay Chiang-Ku dragons and True Atlanteans at a relentless pace.
A large part of the knowledge Maui-tikitiki and his men have col-
lected across the Megaverse deals with uncovering the secrets of
dragons, True Atlanteans and other “monsters,” so that they might
better hunt and destroy them.



In a bid to win over new recruits and allies, the Mauian Or-
der accepts select outsiders into their secret society. They have
even gone so far as to teach a few fledgling civilizations many
of the Lemurian philosophies and teachings to make the world a
better place. Of course, such potential acts of kindness are always
twisted with the sordid tale of what the Atlanteans have done to
the Earth, how they are responsible for the Great Cataclysm and
the Coming of the Rifts, and why they should be feared, hated and
destroyed. The most notable civilization to be heavily influenced
by the Mauian Order is the Jungle Elves of South America. These
beings have accepted the Mauian Order’s teachings, believe the
lies about Atlanteans and dragons, and have been so steadfast in
the teachings of the Order that some consider Maui-tikitiki to be a
sort of demigod.

The Mauian Order represents a danger not only to the beings
they have targeted for eradication, but to Lemuria itself. First, the
actions of the Order may reflect badly on the rest of Lemuria. After
all, the Order proudly kills in the name of Lemuria and makes no
bones about being Lemurians.

Second, the Mauian Order’s campaign of hate is corrupting
fledgling civilizations and people of Rifts Earth, like the Jungle
Elves of South America and a number of tribal people in Polyne-
sia, to fear, hate and murder True Atlanteans, dragons and other
targets designated by the Mauian Order. There are Lemurian out-
casts, terrorist groups and secret members of the Order scattered
across Rifts Earth and the Megaverse who spread lies, corrupt na-
ive individuals and entire cultures to engage in acts of murder and
genocide. There are also members of the Mauian Order who travel
the Megaverse in search of dark secrets, new magicks, and ancient
artifacts, as well as Chiang-Ku dragons and True Atlanteans to
murder in their sleep.

Third, the Order is a menace within Lemurian civilization. As a
“secret society,” no one knows how many members of the Mauian
Order exist, who they are or where they operate. As with any secret
society, the membership is exclusive, elite and very secret. Secret
members of the Mauian Order use their positions within Lemurian
society to influence and manipulate people, events, laws and at-
titudes to further the Order’s own agenda. This includes painting
the Chiang-Ku and True Lemurians in a bad light, locating them
for extermination, interfering with diplomatic relations with them
(along with their allies, and dragons in general), and creating gen-
eral unrest in matters involving them. This means that a senator or
social leader, war hero or businessperson or hard-working laborer
could be a secret member of the Mauian Order quietly pushing
their agenda or using his or her influence to cover up their activ-
ity, bankroll their operations and help the Order in any number
of ways. Though it is believed their numbers are small, nobody
knows for sure. Try as they might, the leaders of Lemurian society
have not been able to completely root out the Mauian Order.

Each member of the Mauian Order has his or her given name
and a chosen name within the Order. The chosen name almost al-
ways starts with ‘Maui’ in respect to their illustrious leader, Maui-
tikitiki. So Klayn Valotiki may be Maui-valto or Maui-Valiant —
something similar, or something completely dissimilar, to his true
name. At this time, 95% of the members of the Mauian Order are
Lemurians. The Mauian Order is essentially a full-blown terrorist
cult, fully rooted within Lemurian society, with operatives working
on the surface world and within Lemuria. Their continued efforts
and covert operations have allowed the Mauian Order to keep in
touch with the supernatural forces that hate True Altanteans, which
include the Splugorth and their minions, Deevils and demons.
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They are known to associate with members of the Federation of
Magic, the Jungle Elves of South America, the Blood Druids of
France, Temporal Raiders, the Yama Kings and others of question-
able character. Rumor has it that Maui-tikitiki’s secret base of op-
erations is on Splugorth-occupied Atlantis, is safeguarded by one
of Lord Splynneryth’s elite squads, and that Maui-tikitiki has the
ear of the Lord of Atlantis himself. And that cannot possibly be a
good thing for anyone.

Secret quest for the Blade Eternal

While on one of his many dimensional travels, Maui-tikitiki has
come across information that may be a piece to the Current-Riders’
enigmatic prophecy. He has heard stories about an ancient magic
sword said to be in the possession of a powerful aquatic creature on
an alien water world. The weapon is known as the Blade Eternal
and is said to burn even in the depths of the sea, where it radiates a
heat so intense that it boils the water around it. The weapon is also
said to be indestructible (probably an ancient, Greater Rune Weap-
on), able to fire a beam of heat so hot that it can even burn demons
and Deevils (does 1D6x10 M.D., double damage to Lords, evil
gods and Alien Intelligences; 2,000 foot/610 m range), make its
wielder impervious to both fire and cold, and enable that person to
survive in any environment as long as the Blade Eternal remains in
his possession (in hand or on his person). Moreover, legend claims
the Blade Eternal can cut through anything. Only the Sun Scab-
bard can contain the Blade Eternal’s fiery essence without radiat-
ing heat and fire. Some legends say the Blade Eternal was made
from the heart of a sun, others claim it was forged by a powerful
engine of creation in a distant galaxy. The Mauian Order believes
the sword may indeed be the Eternal Flame Blade described in the
infamous prophecies known to the Current-Riders, and the Order
wants to get their hands on the magical item for Maui-tikitiki. They
have information that points to a half dozen planets that might be
the actual water world where the blade might be located, the planet
Earth among them.

The Mauian Order is on the constant lookout for this fabled
blade and rumors about it, as well as other legendary magic items.
They are seriously thinking about hiring several groups of trust-
worthy mercenaries and adventurers to go looking for it. Their
concern is that to hire outsiders is to share the existence of the lost
relic with other people, and worry that if the lords of Hell learn
about the weapon, they will try to find it for themselves. Thus, cau-
tion and secrecy are of the utmost importance.

Maui-Tikitiki, Leader of the Mauian Order

kind, has rough looks, scars and an aura of confidence and danger
about him that many people find quite chilling. He has traveled the
Megaverse in search of power, the secrets of magic and dark arts
for two centuries. The acquisition of such power has made him a
formidable mage — a Shifter — and won him an unusual amount
of mystic energy (P.P.E.). However, this acquisition of power
and forbidden knowledge has marred his Lemurian good looks,
scarred his body, and some say, his very soul. He has shoulder-
length, white hair braided with seaweed and seashells into dread
locks. His beard is white with hints of blue, and his athletic body
is “decorated” with a number of deep scars he wears like badges
of honor. Each scar has a story. Many represent narrow escapes
from death, while some are the marks of power won from dark and
deadly sources.



Once, long ago, he was filled with high ideals and an insatiable
lust for knowledge. His hatred and resentment of the Chiang-Ku
dragons and True Atlanteans has warped his sense of right and
wrong, but it has been his pursuit of forbidden magic that has
turned him into a twisted monster. While his physical appearance
has changed to the point where few would mistake him for a hand-
some Lemurian, it is his heart that has changed most of all. Not
only is he a cold, calculating killer bent on the genocide of True
Atlanteans and Chiang-Ku dragons, but he has decided that he
knows what is best for Lemuria and should be the leader of his
people. Worse, he has grown to see ordinary Lemurians as dull-
witted weaklings — sheep — instead of tigers and sharks who should
conquer and rule over the lesser people like “humans” and D-Bees.
Maui-tikitiki believes Lemurians have risen above their human an-
cestry and are now superior beings with the knowledge and power
to reclaim and rule the planet Earth. They just lack the will and
proper leadership. Leadership he could provide if only they would
stop being pacifists and listen to him. Thankfully, only a tiny num-
ber of Lemurians share his sense of superiority, and most of them
are already members of his Mauian Order.

Those who knew Maui-tikitiki in his youth insist that it has
been the corrupting influence of the demons and monsters he com-
mands as a Shifter that has turned his heart black. Others say it
is the dimensional travels he has taken that have not only cast a
shadow over his soul but driven him quite mad. The truth is, both
are certain to have contributed to the corruption of a brilliant mind,
but Maui-tikitiki always had a dark side going back to his youth
and stemming from his bitter, abusive father.

So it is, Maui-tikitiki is almost the opposite of his Lemurian
brethren. He lacks compassion and empathy for the human condi-
tion and shares little appreciation for life. He is a sociopath con-
sumed with the acquisition of power and a need to prove he is
better, smarter and more fit to rule than any Lemurian. Though he
has his own twisted code of honor, he is a monster with an agenda
of misplaced retribution against True Atlanteans and Chiang-Ku
dragons, both of whom he seeks to destroy. Though he and the
Mauian Order take action to destroy all enemies of Lemuria (At-
lanteans and Chiang-Ku first among them), the Dark Son of Lem-
uria seeks to undermine Lemurian civilization so he may one day
step in as a hero and seize the position of King.

The long reach of Maui-Tikitiki. During his travels across the
face of the Earth and through many dimensions, Maui-tikitiki has
made many questionable and dangerous friends and associates.
People and beings he can call upon for help and information when
he really needs it. The least of them include fellow Biomancers,
Ley Line Walkers, Ley Line Rifters, Mind Melters, Mystics, Stone
Masters, Shifters, Temporal Raiders, Wizards, Wilderness Scouts
and Jungle Elves. Among the more powerful and least human al-
lies are various dragons, the Minions of Splugorth, the Splugorth
themselves, and, some say, dark gods. If such rumors are true, one
or more of the Yama Kings may be a friend and ally of Maui-
tikitiki. It is also rumored that Maui-tikitiki has visited the fabled
Green World (probably as a favor from his vile Splugorth allies),
and knows secrets of Biomancy that are not known to Lemurians
or Jungle Elves. Still other rumors warn that within the Lemurian
elite there are some Biomancers who are more loyal to him than to
Lemuria, and work, in secret, on his behalf. Some circles whisper
that his campaign to slay the wise Chiang-Ku has much less to do
with revenge than the acquisition of power via the dark arts and the
blood sacrifice of the ancient dragons.
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Maui-Tikitiki NPC Villain

Also Known As: Maui-Mu, the Lone Traveler, and the Dark Son
of Lemuria.

Alignment: Once, long ago, he was Scrupulous, but his extreme
views, prejudice and arrogance have turned him Aberrant evil.

Attributes: 1.Q. 25, M.E. 29, M.A. 22, P.S. 22, P.P. 23, P.E. 24,
P.B. 9 (was once 21), Spd 30.

Hit Points: 74

S.D.C.: 53

Size: Five feet, eight inches tall (1.7 m); 135 1bs (60.7 kg).
Age: 329; looks to be in his early 50s.

P.P.E.: 548

Level of Experience: 15th level Shifter O.C.C. and founder of the
Mauian Order. Some say he also derives power and knowledge
from one or more dark gods who serve as his benefactor(s) (or
does he serve them as an agent of darkness?), but most believe
this is merely a tall tale.

Natural Abilities: As per all Lemurians, plus supernatural level
of P.P.E. and extensive knowledge of forbidden magic; most
notably Shifter, Ley Line Magic and Temporal Magic.

Psionic Powers: As per all Lemurians: Empathic Connection with
Animals, Empathy (4), Mind Block (4), Object Read (6), See
the Invisible (4), Speed Reading (2) and Telepathy (4). Consid-
ered a Minor Psychic and has 79 L.S.P.

Magic Knowledge: As a 15th level Shifter, Maui-tikitiki is well
versed in transdimensional and anti-supernatural magic. He
possesses the following Shifter abilities: Dimensional Sense
98%, Dimensional Travel, Communication Rift, Dimensional
Teleport Home (Rifts Earth), Sense Rifts and Familiar Link
(Iki the Lemur). Despite the rumors to the contrary, he does not
have a “link” to the supernatural, as he considers such things
vile and a tainting of the pure and noble human spirit. However,
he associates and makes deals with the Splugorth and other dark
gods and powerful forces of supernatural evil.

Summoning and Minions: While Maui-tikitiki claims dis-
dain for supernatural creatures and demons, and clearly treats
them as the scum of the Earth, he makes an exception in associ-
ating with their Lords and the deities who rule over them. This
means he has no qualms about summoning and using demons
and supernatural beings to do his bidding and fight his enemies.
He calls it “fighting fire with fire.” The Shifter also surrounds
himself with powerful animals, sea monsters, sea dragons and
sea serpents, using them as his minions, protectors, mounts and
pets (any in this book or Rifts® Underseas™).

Maui-tikitiki knows many spells, but those listed below are
among his favorites and most often used: All Ley Line Magic
spells, Animate and Control Dead ((20), Annihilate (600), Ar-
mor of Ithan (10), Aura of Power (4), Banishment (65), Be-
fuddle (6),Blinding Flash (1), Breathe without Air (5), Calling
(8), Call Lightning (15), Calm Storm (200), Carpet of Adhesion
(10), Circle of Travel (600), Cloud of Smoke (2), Compulsion
(20), Constrain Being (20), Control and Enslave Entity (80),
D-Step (50), Desiccate the Supernatural (50), Dimensional Por-
tal (1,000), Dimensional Teleport (800), Dispel Magic Barrier
(20), Distant Voices (10), Domination (10), Energy Disruption
(12), Energy Sphere (120), Expel Demons (35), Forcebonds
(25), Influence the Beast (12), Invisibility: Simple (6), Ley Line



Transmission (30), Locate (30), Magic Pigeon (20), Magic Net
(7), Magic Warrior (60), Metamorphosis: Animal (25), Meta-
morphosis: Insect (60), Meteor (75), Multiple Images (7), Mys-
tic Alarm (5), Mystic Portal (60), Negate Magic (30), Phantom
Mount (45), Plane Skip (65), Power Bolt (20), Protection Circle:
Simple (45), Protection Circle: Superior (300), Repel Animals
(7), Re-Open Gateway (180), Reality Flux (75), Reduce Self
(20), Rift to Limbo (160), Rift Teleportation (200), Sanctum
(390), See Aura (6), See the Invisible (4), Sense Evil (2), Sense
Magic (4), Shadow Meld (10), Sheltering Force (20), Summon
Ally (600), Summon and Control Animals (125), Summon and
Control Canines (50), Summon Fog (140), Summon and Con-
trol Sea Serpents (350), Summon and Control Rain (200), Sum-
mon and Control Storms (300), Summon and Control Rodents
(70), Summon Shadow Beasts (140), Sustain (12), Tame Beast
(30), Teleport: Lesser (15), Teleport: Superior (600), Time
Hole (210), Time Slip (20), Tongues (10), Trance (10), Turn
Dead (6), Watchguard (10), and Wink-Out (20+).

Maui-tikitiki also knows the following Temporal Spells: At-
tune Object to Owner (30), Dimensional Pocket (20 or 140),
Dimensional Envelope (60 or 380), Remote Viewing (45),
See Dimensional Anomaly (30), Sense Dimensional Anomaly
(30), T-Dep: Time Deprivation (20), Time Warp: Slow Motion
(45+), Temporary Time Hole (100), and Time Warp: Fast For-
ward (75).

And not to stray too far from his aquatic lineage, Maui-tikiti-
ki knows the following Ocean Magic spells: Armor of Neptune
(20), Coral Armor (10 or 45), Metamorphosis: Fish (50), Meta-
morphosis: Crustacean (60 or 120), Metamorphosis: Shark (90
or 160), Mystic Sea Horse (15), Strength of the Whale (20), and
Summon Sea Friend (40).

Combat Skill: Hand to Hand: Kapu Kuialua.
Attacks per Melee: Seven.

Bonuses: +6 on Perception Rolls, +5 on initiative, +9 to strike,
+8 to parry and +9 dodge, +7 to roll with impact, +4 to pull
punch, +3 to disarm, +11 damage, +1 to body flip/throw, +1
body block/tackle and a Critical Strike from behind on a Natu-
ral 17 to 20, +7 to save vs magic, +5 to save vs poisons, +9 to
save vs psionics, +11 to save vs Horror Factor, 70% to Trust/
Intimidate and 45% to Charm/Impress.

Skills of Note: Language & Literacy: Lemurian, Dragonese/Elven,
English/American, Spanish and Chinese; Language: Cetacean,
Demongogian, Faerie Speak and Oceanic; Astronomy, Basic
and Advanced Mathematics, Computer Operation, Horseman-
ship: General and Exotic, Lore: Demons & Monsters, Lore: Di-
mensions, Lore: Magic, Lore: Cattle and Animals, Lore: Sea
Creatures, Lore: D-Bees, Lore: Faeries and Creatures of Magic,
Undersea and Sea Survival and Underwater Navigation, all at
98%.

Weapon Proficiencies: W.P. Blunt and W.P. Trident at 15th level,
W.P. Sword and W.P. Knife at 6th level proficiency.

Weapons of Note: He has access to pretty much any weapon cre-
ated by the Lemurians, but the ones of note are:

T-Club (also known as Te Kauae Maro Muri-ranga-whenua
(Jawbone Club of Muri-ranga-whenua). This simple looking
Bio-Weapon looks like a paddle with a very short handle and
was created by Maui-tikitiki’s ancestor Muri-ranga-whenua.
She presented it to Maui-tikitiki on his first voyage, and it was
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her stories and insight into magic that sparked his curiosity
about the Megaverse beyond Earth.

The club inflicts 3D6 M.D. as a melee weapon, but does
double damage to temporal creatures and those using Temporal
Magic, including Temporal Wizards, Temporal Warriors, and
Temporal Raiders (as well as Prometheans, Phase Adepts and
Phase Mystics). It also provides the wielder with a +1 to save vs
any kind of Temporal Magic.

Guardian Staff. No one knows where Maui-tikitiki got this
magical staff, but many are well aware of its power and abili-
ties, especially when fighting against the supernatural. Those
who dare speculate as to its origins point to its cold stone ap-
pearance and gem facets to indicate that it might be some kind
of Rune Weapon. The staff is a long, octagonal cross-sectioned
staff with strange patterns and carving down its length. The
head of the staff is also octagonal in shape but is twice the diam-
eter of the base of the staff. Each face on the staff’s head holds
a colored gem; red, orange, yellow, green, teal, blue, purple and
violet. From each of the crystals emerges a glowing, colored
energy ball which then circles the staff while Maui-tikitiki uses
that particular feature or power. When it is not in use, the ball
of light returns to the staff and turns off. Activating a gem or
changing to a new gem uses one action, but otherwise each at-
tack counts as one of his own. When used as a blunt weapon it
does 4D6 M.D. to most foes, but 6D6 M.D. against supernatural
opponents, including creatures of magic.

Red: Unleashes a crimson beam not unlike a laser that inflicts
4D6 M.D. and has a range of 4,000 feet (1,219 m).

Orange: Unleashes a stream of fire that does 5D6 M.D. and has
a range of 300 feet (91 m). Does NOT work underwater.
Yellow: Launches a golden orb made of telekinetic energy that
hits with the force of a cannonball, does 2D6 M.D. and has a
range of 1,000 feet (305 m).

Green: Launches a green orb up to 200 feet (61 m) that causes
plants/trees and living coral to grow and entangle anything or
anyone within 12 feet (3.6 m) of it. Requires a 16 or greater to
dodge out of the way of the growing tendrils and takes 1D4+3
melee rounds to pull or chop free of the entangling vegetation,
or until