
Warning! 
Violence, War, Magic & the Supernatural 

The fictional world of Rifts® is violent, deadly and filled with supernatural monsters. Other-dimensional 
beings often referred to as "demons," torment, stalk and prey on humans. Other alien life forms, monsters, gods 
and demigods, as well as magic, insanity, and war are all elements in this book. 

Some parents may find the violence, magic and supernatural elements of the game inappropriate for young 
readers/players. We suggest parental discretion. 

Please note that none of us at Palladium Books® condone or encourage the occult, the practice of magic, the 
use of drugs, or violence. 

Rifts® Coalition Wars™ 
Chapter Six (of Six): Final Siege™ 

The Coalition Army returns with a vengeance. General Holmes strikes from the north. Tolkeen is in 
flames and the final battle begins. One wins. One falls. This is the story. 

• The City of Tolkeen mapped and described! 
• Chronological turn of events and layout of the war. 
• Tolkeen under siege. What went wrong? Who might live? Who might perish? 
• King Creed, Warlord Scard and 42 other notable characters and their place in the war. 
• Freehold and the Dragon Kings, Princes and Heirs. Where are they? 
• Secret Weapons and war machines like the Wing-Blade Iron Juggernaut. 
• Chatterlings, Gargoyles and other "Beasts of War." 
• Maps, diagrams, adventure ideas, and siege notes throughout. 
• The fate of General Drogue and much more. 
• Over 200 pages. 

Rifts®, endless possibilities limited only by one's imagination!TM 
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In the shadow of victory 
Circa 109 PA 

The success of the Sorcerers' Revenge had crushed the Co
alition Army. 

A week long celebration throughout the Kingdom of Tolkeen 
punctuated that fact. Meanwhile, Daemonix, BrodkiJ, monsters 
and madmen stalked the forests hunting down stragglers and 
fleeing CS soldiers. Slaughtering them in an orgy of bloodlet
ting that kept the CS on the run. 

The Tolkeenites estimated more than half a million CS troops 
perished in the conflagration; possibly two or three hundred 
thousand more than that. Among them, the legendary General 
Jericho Holmes, consumed by the Xiticix in the north. He and 
half the CS Invasion Force were (presumed) lost in a foolish at
tempt to flee the attacking Tolkeen forces. The rest of the army 
splintered into a thousand frightened bits and scattered to the 
winds. Thousands more were slaughtered in a carnage of bloody 
revenge in the days that followed. 

Surely nobody, not even the Coalition States and its Em
peror, would risk another crushing defeat such as that. 

Although Coalition troops had begun to regroup, they gath
ered hundreds of miles from the front lines, and in much smaller 
numbers than before the war. Emperor Prosek himself publicly 
mourned the loss of General Holmes and decreed a month long, 
"period of sorrow and remembrance" for the heroic soldiers who 
lost their lives to "the treachery of Tolkeen." 

While one nation grieved, another declared victory, cele
brated and watched its army begin to unravel. A mass exodus 
began among the volunteers and mercenaries of Tolkeen. The 
propaganda surrounding the blitzkrieg attack known as the Sor
cerers' Revenge had worked too well. To get its legions to unite 
and strike in the all-out (some would say suicidal) assault, the 
powers that be had to "spin doctor" the battle plan as an effort 
that would "crush the Coalition Army once and for all, and end 
the war." Absolute victory was promised, and absolute victory 
was delivered. All their struggles and sacrifices had fmally paid 
off. The blitzkrieg went off without a hitch, and the CS Army 
crumbled before them. What other conclusion could there be, 
but "absolute victory." And with the promised victory, the war 
must be over. 

It was a conclusion that swept through the nation of magic 
and sent tens of thousands of its defenders packing. The War
lords and King of Tolkeen cautioned that it was too soon to de
termine whether or not the Coalition States had been 
vanquished. Thus, it was important to maintain the army, ford 
up defenses and ready themselves for an "unlikely" counterat
tack. Many patriots lingered anxiously for several weeks, but af
ter two months of calm and peace, they could not contain 
themselves and began to leave the army in droves. The King's 
petitions to stay a while longer fell upon deaf ears. Their lead
ers' own false bravado and claims of "absolute victory" were 
too convincing. Nobody, especially those without extensive mil
itary experience, could believe the CS would be so foolish as to 
face another crippling defeat. Thus, convinced that the Coalition 
Army was decimated, they left. 

The volunteers and patriots had endured enough of war. They 
wanted peace so badly and had fought so hard for it, that they 
could accept no other outcome. Victory in hand, they returned to 
their loved ones. They saw it as a time to return home, push the 
war from their minds and try to rebuild their lives. Many merce
naries left to fmd new sport and profit elsewhere. Others had 
had enough of Tolkeen's murderous tactics and increasing reli
ance upon bloodthirsty monstrosities, and left in disgust - feel
ing a little bit dirtier for their part in the war effort. Among the 
seasoned warriors and professionals who feared a CS response, 
many of those committed to Tolkeen only by a pay check de
cided they did not want to be present if and when the CS retali
ated, and got out while the going was good. 

Between the heavy casualties of the Sorcerers' Revenge and 
the exodus that followed, the Kingdom of Tolkeen saw its army 
reduced by nearly two thirds . Among those who remained, a full 
half were demons and other inhuman monsters not so quick to 
accept victory. Beasts who salivated for more destruction and 
who, during the calm, busied themselves with hunting down CS 
troops still separated from their units as well as sniffing out 
spies, infiltrators and enemy forces filtering back into the re
gion. 

Coalition Military High Command took full advantage of the 
exodus, making a point of not retaliating against Tolkeen and 
keeping their distance. The CS troop buildups that did occur, 
grew along the borders of the State of Chi-Town (which in
cludes Iowa). An action that made many Tolkeenites laugh, be
lieving the CS now feared them so much, that the mighty nation 
was on the defensive, sending troops to protect its borders and 
the Capital City of Chi-Town. 
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