Wa-Daisho City





	Wa-Daisho City is a coastal community of approximately 58,000, built on a small lip that reaches out into the Pacific providing a natural south eastern and western port, the former being considerably smaller than the latter. On the western and southern sides of the city, the city proper is shielded by the impressive Pacific Wall. To the North and East of the city proper are the Inland Walls only slightly smaller, and less impressive, with a gate on the North Western side of the city, allowing access to the Western Port, and then there is a small opening at the South East where there are no walls protecting the city. It is a modern city where high technology is common, and magic is seen daily in the streets. The streets are kept clean - and the structures are safe and uniform in appearance, rather than strewn about here and there. The city is under constant guard under a large number of military personnel specifically assigned to policing activities. Streets and roads are paved and well maintained, the motor vehicles are mostly electric powered, and the city is powered by a network of nuclear reactors kept under constant guard. Below you will find the places of interest, of the above ground city.





Nobunaga Palace & Wa-Daisho's City Walls





	Nobunaga Palace and the City Walls took a great deal of time to build, with the ultimate goal of keeping the people of the City of Wa-Daisho safe. Now that Wa-Daisho is a Republic that claims all of Vancouver Island, such heavy defenses of the city seem almost silly now - however they are still in place, and continue to protect the bulk of the population of the city, the cradle of the Republic of Wa-Daisho. Described first is Nobunaga Palace, formerly the capital building, it now serves as a military base and as the home of Nyan Tamya. Further down the page however is a description, and the statistics to the walls of Wa-Daisho.





Nobunaga Palace





	This was one of the first major structures to be built after the plans to build the city of Wa-Daisho were made. It is a sprawling fortress completely surrounded by a wide though decorative moat, with four steeply angled walls with a jutting lip at the top, in direct relation to the four sides of the compass. At the North West and North East corners of the walls, is a large turret structure that can swivel around to cover all of the northern, western, and eastern walls of the fortress. Centered in the middle of each of the walls is an enclosed battery of energy weapons, that protrudes from above the walls enough for a clear field of fire. At the South Western corner of the walled enclosure is a Pagoda tower that is three stories high. The South East corner of the walled enclosure involves an elaborate gate house, with numerous barriers, and several magical and technological safe guards to fight against invaders. The center of the enclosed structure is of course the main keep of Nobunaga Palace, surrounded by a small 15' across, moat. This too is a Pagoda 


structure with three main components all joined together - all elevated above the fortress floor by a 


large sloping foundation that elevates the keep 20' into the air. Facing North to South is the smallest 


of the three segments, a 90' high gate tower that leads into the keep. The main tower is a much larger 


structure that meets the smaller gate tower at the North Eastern Corner of the gate tower, and the 


south western corner of the main keep. The main keep faces west to east in it's girth - and towers a 


whopping 125' into the air. Although not quite the smallest, being itself only barely larger than the 


gate tower, a secondary tower rises from the eastern wall of the main keep, that is too 90' high.


	In the early days of Wa-Daisho's history, this fortress served as the primary defense against invasion of the newly forming city. Anything that would get within a few miles of Nobunaga Palace would be warned away - or would be fired upon. Few have dared to try to enter it's walls uninvited - and only a small handful ever have and only due to incredible powers at their disposal. In those days it served primarily as the main base command of Wa-Daisho's armed forces, as well as a capital building where all major decisions are made. After Wa-Daisho became a Republic however, and her military strength grew - as well as a city growing up around the Palace, it became less and less of a capital building - and more the home of Nyan Tamya, and the base of operations for the Tenzan Elite. Still it is a major military fortification, is kept 


in top shape, and is always manned with a full garrison of troops.


	Nobunaga Palace is a heavy fortification, perhaps the most major fortification rimming the Pacific. It is built using mega-damage concrete - which is actually more like a super dense ceramic, similar to that used in body armor. It is fashioned artistically to appear to be Japanese in origin, according to the specifications of the founder, Nyan Tamya. Despite this, it is intended to take an incredible amount of punishment. The keep and tower walls are armored to at least 25 inches in thickness, while the walls that protect the palace court yard is actually nearly solid walls of 216 inches of hard mega-damage concrete - less near the gun 


placements to provide for electronics and such. As one can imagine - a battle ship hull with 20 inches 


of Pre-RIFTS hardened steel armor is considered incredibly tough, especially when angled - all of 


the walls surrounding the court yard are sloped, and the ceramic even at 20 inches of thickness 


would have been considered 100 times as tough as a battleships armor, so even heavy bombardment of vessels like the Javelin Class Battleships are not likely to phase these walls much. In game use, regard the walls are impenetrable by anything less than weeks on end of bombardment - and even then, only if heavy artillery, or true nukes are in use. (In the latter case, it's more likely that the entire surrounding area will glow bright green with radioactivity before the walls are penetrated!) The towers, buildings, and keep are all another matter however - consider them as the following. However as a GM, I must warn my fellow game masters - use destruction of things like this as being matters of either awe, or something major to be destroyed - but don't make it too easy. If you feel that these stats are unrealistic, adjust them according to your' game, if you feel that they should be even tougher - say you're running a campaign of CS fighter pilots - have them hammering this ROCK for weeks on end seemingly with little or no effect! It'll be frustrating yet incredibly rewarding when someone does manage to destroy it. Anyway - enough pep talk, here are the stats I've used for our game;





Palace M.D.C. by Location:


   Northern Turret Buildings(2)-10,200 each.


   Northern Turrets(2)-2,200.


   Northern Battery(1)-1,550


   Battery Towers(4; 2 on the west and east walls.)-1,250 each.


   Battery Tower Cannons(3 per tower)-175 each.


   Garrison Barracks(2; Both near the southern wall)-650 each.


   South East Tower-15,500.


   Gate Tower (Main Keep)-25,000.


   Secondary Tower (Main Keep)-36,000.


   Main Keep Body-75,000.


   Techno-Wizard Force Field (Described Below)-6,000.





Defenses





	As mentioned before, the construction alone is an incredible defense. The palace is surrounded by a clean, man made moat that is 25' across, and 30' deep. The only access, without magic, is a permanent bride at the south eastern corner of the palace, that is easily blown in times of siege, and a retractable bridge at the North Eastern corner. The heavily armored walls are sloped slightly being widest at the bottom, with a jutting lip at the top of the walls, making scaling difficult - and nearly impossible with the heavy energy weapon stations that overlook the walls. Among the passive defenses numerous magical wards guard the entire palace from alien intelligences, numerous evil deities, and their known lieutenants that are not overly fond of the Tamya family. A techno-wizard force field is also able to be erected over the court yard, that 


meets the tops of the walls, and covers all of the buildings within. This elaborate system, was devised 


using P.P.E. generators, that can allow the force field to be set up and to function up to a hundred 


times per day.


	With the strength of the walls - the main gate is considered to be extremely vulnerable, comparatively - thus an elaborate gate house surrounds the gate. There are three separate sets of doors that can be closed here to stop would be attackers and invaders. Defending these two corridors between the gates, are two LARGE energy cannons that are directed into these corridors. There is virtually no way to escape these when trapped between the gates - due to the beam spreading devices they are fitted with. To make matters even worse for invaders - the walls of the gate house, are enchanted to be impervious to energy and fire.


	As with any fortress it's defenses are only as good as the men that man it's walls and defensive systems. There are 160 members of the Red Devils that stand guard over the fortress at all times, plus twelve members of the Tenzan Elite. Eight of these are sworn to protect the armory level of the main keep, and four of them escort Riko Tamya wherever she goes - but remain on the third floor if she is to be in her home. Additionally, two lesser water elementals reside in the moat, and four lesser air elementals glide on the wind in and around the Palace at all times.





Weapons





	Nobunaga Palace is very well armed, as it was intended to serve as a primary defense for the budding city of Wa-Daisho. Since the city has grown, and the outer walls have been completed it's importance and uses are slightly less vital than they were in those days. The weapons however are maintained, and used in the event of air defense or for defending against attackers coming from within the city. Thankfully attacks of both types are extremely rare in these times. The weapons of Nobunaga Palace are described below;





1. North West & North East Turrets: These large turrets were installed on that wall to 


provide great protection to any attacks from the North on the island of Wa-Daisho. When the 


Tenzan Elite first arrived on the island, they embarked on a purge of any dangerous forces located 


on the lower portions of the island - the most dangerous opponents were pirates that had established 


a base to the north of Wa-Daisho on the eastern coast of the island. Hence the reasoning behind 


these turrets. Each turret contains one heavy laser cannon, that has it's origins on Phase World. 


During the time that Wa-Daisho was founded, Nyan had just returned from Phase World to study it, 


and record as much about it as he could. During that time he'd developed many contacts, that could 


attain such equipment for him. Each turret can swivel 90 degrees side to side from their direction 


facing due north west/east, and can raise up to 55 degrees, or lower to -20 degrees. It's crew, is 


composed of a systems operator, and a gunner - who's crew compartment is in the turret itself.


   Primary Purpose: Defense.


   Secondary Purpose: Anti-Aircraft.


   Mega-Damage: 2D4x100 M.D. per heavy laser laser cannon blast.


   Rate of Fire: Can fire up to four blasts per melee, and requires a cooling period of 20 


   minutes after every 30 blasts.


   Maximum Effective Range: 5 miles - or 30,550' (Nautical Miles).


   Payload: Effectively Unlimited, due to each turrets independent nuclear power supply - 


   however, the turrets are limited to how often they can fire without damaging the weapon.


   Targeting: Each turret has an extensive targeting system that involves range finders, a HUD, 


   and a tone system - providing a +3 to strike.





2. Northern Battery: The Northern Battery is a long rectangular building with three wide 


gun ports open for the heavy laser cannons mounted within. In the middle a powered articulated 


mount is located, with a seat at the back, and is operated by one user. This mount incorporates two 


heavy laser cannons that can be swiveled back and forth approximately 30 degrees to each side, and 


can lower to point down the length of the wall (about -60 degrees) or can raise to 40 degrees of 


elevation. The other two positions are lighter laser cannons, but are still incredibly heavy in fire 


power by Earth standards. These are mounted on hinged pintle mounts that must be manually turned, 


pointed, and fired each by an independent gunner. These can swivel approximately 70 degrees to 


each side, can raise 70 degrees, and can lower to -60 degrees.


   Primary Purpose: Defense.


   Secondary Purpose: Anti-Personnel.


   Mega-Damage: The heavy mount, has two laser cannons that inflict 3D6x10 M.D. per blast 


   each - which both CAN be fired simultaneously!! The two lighter, though still heavy laser cannons on 


   pintle mounts each inflict 2D6x10 M.D. per blast.


   Rate of Fire: Equal to the gunners hand to hand attacks.


   Maximum Effective Range: 2,000' for the lighter laser cannons, or 2 miles - 12,220'.


   Payload: Effectively unlimited; The entire Northern Battery has an independent nuclear power supply.


   Targeting: The heavy mount in the middle has a range finder as well as a cross hair sight - 


   providing a +2 to strike. The lighter weapons too have cross hair sights, which provide a +1 to strike.





3. Western and Eastern Batteries (4; 2 per side): These batteries are very similar to the 


Northern gun battery. The only differences between these four batteries is that instead of having two 


light mounts and one heavy mount, these each have three light gun mounts. See the Northern Battery 


for details on these.





4. South Eastern Tower Turret: At the top of this tower, is a heavy remote control laser 


turret. This laser turret can swivel 360 degrees, and it's quad laser cannons can elevate up to 80 


degrees, or lower down to -60 degrees. It is operated by a pair of individuals in the basement of the 


South Eastern tower, one who operates the guns, the other who operates as a spotter/target 


designator, and monitors the gun systems.


   Primary Purpose: Defense.


   Secondary Purpose: Anti-Aircraft.


   Mega-Damage: 1D6x10 M.D. per laser blast, or 4D6x10 M.D. per quad laser blast.


   Rate of Fire: Equal to the gunner's hand to hand attacks.


   Maximum Effective Range: 1 mile - 6,110'.


   Payload: Effectively unlimited, thanks to the independent nuclear power supply.


   Targeting: The targeting computer of this weapon system is a heads up display with a 


   display in a pair of helmets as shown by a wide angle camera mounted between the laser barrels. 


   This system provides a bonus of +3 to strike.





5. Guard Turrets(12): These twelve wall mounted turrets are really nothing more than shielded 


pintle mounts on top of the wall, with a ladder behind it for access. There is one on the West wall, 


two on the North wall, three on the west wall, and three on the south wall. Each one has a pair of 


laser cannons mounted on it, and is operated by one gunner. He can angle the gun to face straight 


down the length of the wall (-60 degrees), or can elevate the gun up to 85 degrees. The guns swivel 


side to side as well, but it is awkward to swing them to angle more than 70 degrees to either 


side.


   Primary Purpose: Defense.


   Secondary Purpose: Anti-Aircraft.


   Mega-Damage: 1D6x10 M.D. per blast, or 2D6x10 M.D. per twin blasts.


   Rate of Fire: Equal to the gunners hand to hand attacks.


   Maximum Effective Range: 2,000'.


   Payload: Effectively unlimited, thanks to the independent nuclear power supply.


   Targeting: Targeting is composed only of a cross hair targeting sight, providing a +1 to strike.





6. Gate House Blaster: The gate house attached to the main wall, leading into the Palace, is 


a notorious defensive system designed to vaporize enemy personnel who have gotten themselves 


trapped between the doors. The walls surrounding this weapon system are impervious to energy, 


and there is virtually no way to escape the beam splitting system that expands the beam like a shot 


gun. The only defense is not to be there in the first place. The two laser cannons that do this, are 


operated by one man - the gate keeper, and he is only allowed to use this system under prior 


authority because of it's sheer deadly qualities.


   Primary Purpose: Defense.


   Secondary Purpose: Anti-Personnel.


   Mega-Damage: 800 M.D.! (Point Blank.)


   Rate of Fire: One blast every other melee.


   Maximum Effective Range: Will clear out everything in the entry ways, between the doors.


   Payload: Effectively unlimited, thanks to the independent nuclear power supply.


   Targeting: Not Applicable.





7. Retracting Missile Launchers(3): These missile launchers were installed to provide 


Wa-Daisho with it's ranged weaponry, against would be attackers. For the most part, they were 


installed - in case the Coalition States ever were to decide to try to mount some sort of attack 


against Wa-Daisho - in which case, Wa-Daisho would nuke the attacking forces until they were the 


new "glow in the dark corps". These are located in three locations in the court yard, one near the 


north east turret tower, one near the gate tower of the main keep, and one near the eastern wall. To 


operate, a panel covering over the missile tubes will open up, allowing for the missile(s) to be fired 


upward, from there they will search out their programmed target. Operation of this weapon system is 


complicated, requiring at least one man of Vice Admiral or Vice General rank or higher to give an 


access code only men of that rank would know, and a gunner.


   Primary Purpose: Anti-Aircraft.


   Secondary Purpose: Strategic Attack.


   Mega-Damage: Three different types of missiles are in use in this system, there are Plasma 


   Medium Range Missiles, Long Range Proton Torpedoes, and then finally there are Anti-Matter 


   Cruise Missiles. The damages to the first two may be found on page 46 of the RIFTS Main Book, 


   and the damage to the last may be found on page 155 of RIFTS Dimension Book 2: Phase World.


   Rate of Fire: Can fire up to 6 medium range missiles at a time, up to 4 long range missiles at 


   a time, or up to 2 cruise missiles at a time. More than one missile type cannot be fired at a time.


   Maximum Effective Range: See page 46 of the RIFTS Main Book for details on the Proton 


   Torpedoes and Plasma Medium Range Missiles, and page 155 of RIFTS Dimension Book 2: Phase 


   World for details on the range of the cruise missiles.


   Payload: Each launcher contains 36 medium range missiles, 24 long range missiles, and 8 


   cruise missiles. Contained below the Palace is an arsenal of missiles where up to four reloads for 


   each are contained.


   Targeting: The missile launchers have a high tech targeting computer that gives the missiles a 


   +4 to strike.





8. Sensors & Communications Systems of Note: Nobunaga Palace was designed to be the heart of military operations in the home theatre. The South Western tower is the home of most of the special equipment placed at this strategic post.


   1. Elevating Radar Dome & Radio Mast: Protruding from the top of the Medium HI Laser Cannon turret, is a shaft with a ball like structure placed upon it, with a long mast sticking up from that. Inside of the building is a hydrolic system that can elevate this parascoping mast 75' into the air for a total height of 145' over ground level. This is done to bypass any interferance the main keep might have provided to this sensory and communications array. With the mast elevated the radar has a range of 125 miles, and a radio range of the same. With a Dragonfly relay aerodyne, the communications and radar range can be increased significantly, but without such external assistance, that is the range of their systems. That isn't for lack of technology, it's for lack of capabilities for a ground based radar and radio unit. Radar and radio masts are also erected in the mountains overlooking Wa-Daisho City that permit communications over 600 miles out, and radar for a range of about 250 miles.


   2. Telephone & PA System: Nobunaga Palace also has telephones placed throughout for convenience and for obvious communications purposes. A PA system is also found throughout, that can be used for alerting the entire post, and the city as a whole of approaching dangers. 





Wa-Daisho City Walls





	Wa-Daisho's city walls were built over the course of years of construction, for the safety of the city. Due to the nature of RIFTS Earth, freak storms, tidal waves, monsters, and any number of threats have been known to bound into most cities with little or no warning! Nyan deemed early on that this wouldn't be the case with Wa-Daisho, thus, the Republic's cradle has it's founder again to thank for it's relative safety. The wall is divided into two portions, there is the Pacific Wall which stand 65' tall with 75' tall turrets, and the inland wall which stands 35' tall with 40' tall turrets. The notations of which are described below.





City Fortification's M.D.C. by Location:


   Pacific Wall (Per 50'x50' section)-2,000.


   Pacific Wall Turrets (18)-4,500 each.


   Heavy Laser Cannons (18; 1 per turret)-1,100 each.


   Inland Wall (Per 30'x30' section)-750.


   Inland Wall Turrets (12)-1,200.





Crew





	A fortification is only as good as the men who man it, thus at ALL times, there are 140 men manning these walls, 60 operating the weapon systems, and 80 walking the walls. During periods of stormy weather, involving high waves, most often the men walking the walls, will stay in the turrets and keep watch from there.





Weapon Systems





	Aside from the weapons carried by all of the troops stationed on the walls, the turrets on the walls each have integral weapon systems described below;





1. Pacific Wall Laser Cannons (18; 1 per turret): These heavy laser cannons, mounted in 


the huge turrets of the Pacific Wall, were imported by the city's founder Nyan Tamya, from Phase 


World where they were originally intended to be mounted on huge star ships! These weapons are 


difficult to maintain due to the sea spray, and high level of technology involved - thus at all times, 


2D4 of these laser cannons are being dismantled by repair crews for maintenance and repair. Each 


laser cannon is operated by two men, a target designator/systems operator and a gunner. Each 


weapon can elevate 25 degrees, can lower -10 degrees, and can swivel side to side 45 degrees.


   Primary Purpose: Defense.


   Secondary Purpose: Anti-Warship.


   Mega-Damage: 1D4x1000 M.D.!


   Rate of Fire: 1 blast per melee.


   Maximum Effective Range: 15 miles - 91,665'.


   Payload: Effectively unlimited, thanks to the independent nuclear power supply.


   Targeting: These cannons are guided by the best available electronics, and can usually pick 


   a sailor off of a ship's catwalk at 10 miles distance. Thus the HUD and targeting computer together 


   grant a +5 to strike.





2. Inland Wall Laser Cannons (12; 1 per turret): As described under Nobunaga Palace's 


defenses to the north side of the Palace, originally when Wa-Daisho was founded threats were 


anticipated from the North, from independents almost as much as was feared from the sea - thus 


when the walls were erected, it was vowed that the inland regions would not go unprotected. 


Although threat from over land no longer seems to be much of a threat, the weapons and posts are 


maintained in case any opponent were to try to rush Wa-Daisho by going overland in this way. Each 


turret is operated by a pair of operators, one a gunner, with the other being a target 


designator/systems operator. Each weapon can elevate 60 degrees, and can lower -15 degrees, plus 


can swivel side to side 60 degrees.


   Primary Purpose: Defense.


   Secondary Purpose: Anti-Armor.


   Mega-Damage: 2D4x100 M.D. per laser blast.


   Rate of Fire: Can fire up to four blasts per melee, and requires a cooling period of 20 


   minutes after every 30 blasts.


   Maximum Effective Range: 5 miles - or 30,550' (Nautical Miles).


   Payload: Effectively Unlimited, due to each turrets independent nuclear power supply - 


   however, the turrets are limited to how often they can fire without damaging the weapon.





Various Other Places of Interest





1. Wanese Commodities Store





Owner: Government owned and operated.


Reputation: Fair prices, good products.


Description of Shop: This is a large sprawling rectangular 22' tall grocery store type building, with a flat roof, brick construction, and a glass front, with several glass door entrances.


Description of Services: This is actually a gigantic department store, where various items can be attained from the fresh produce, meats, and canned goods - to alcohol and cigarettes made with greenhouse grown tobacco or marijuana. An automotive department provides tools and hardware to keep most any vehicle in operations, including order forms to order parts directly from manufacturers in the East. A survival equipment department also includes items such as ration kits, tin sets, water purification tablets, rope, iron spikes, air filters, gas masks, an assortment of tents and bedrolls, as well as other various non-combat type equipment, as well as most anything else one would find in a Super Walmart/Kmart, or other department store.





2. L & N Vibro Weapons





Owner: Nyan Tamya, and Logan Nothwatch.


Reputation: Weapon quality of all of their lines of weapons is considered to be top notch, albeit a tad on the expensive side. (30-40% higher than book prices for Vibro-Weapons; not counting taxes.)


Description of Shop: The shop is a single story brick structure that is roughly 30'x80', with a single glass door entrance at the front, and a door at the west side of the shop. Weapons are manufactured in the western most part of the building, where a 20'x30' room has been walled away. The front of the shop is dominated by windows flanking either side of the door, overlooking display cases. The windows are M.D.C. structures with 25 M.D.C. each. The entire shop is composed of glassed in display cases that tower up to 8' in height, all that have between 10-25 M.D.C. each, so there is no easy lifting of weapons. The walls above the display cases have vibro pole arms, and finely crafted S.D.C. pole arms and lances decorating the walls - all available for sale.


Description of Services: A part of a small chain of melee weapon manufacturers, this shop specializes in high quality vibro weapons that have superior balance and weight to those commonly available. In addition to these however, normal high quality melee weapons are also being produced under this label. Prices are a bit higher than normal but you get what you pay for. (Use bonuses listed in the Ancient Weapons & Armor Compendium for these weapons.) Above the cash register, there is a notice hanging there that makes note one of the lesser known rules in Wa-Daisho. That is that any weapon that is bought here, must be paid for (see taxes, and reputation above for charges over and above the book prices) and then set to the side. A receipt will be given to the purchaser of the weapon, which must then in turn be taken to the local police department for the purchase of a license for that particular weapon. Custom jobs ARE taken, but double the book price for that weapon type they are purchasing - vibro or otherwise, and add the cost of any special additions that are requested as well ... mother of pearl grips, ivory grips, jewels, precious metals, etc.





3. International Firearms





Owner: Scott Foresman. Scott is an old head hunter who's only out to make a buck or two before he dies - but none the less, he believes in getting his money the right way. 


Reputation: Prices tend to be 5-10% higher than anywhere else on the continent. (Not including taxes!) Scott has a deal with the local Black Market dealer, who he can easily redirect clientele towards IF the characters do not want to go through the licensing process to attain their weapons. HOWEVER, even the Black Market in Wa-Daisho knows better than to allow clients to purchase unlicensed weapons inside of the City of Wa-Daisho - thus any potential purchaser will be sold a weapon that will be delivered at a rendevous sight somewhere outside of the city itself.


Description of Shop: Directly next door to L & N Vibro-Weapons, this shop is also of brick construction of similar proportions - but unlike L & N which protects it's weapons with expensive mega-damage glass, this shop has no front windows, and only a plain white sign, with black lettering above it that reads - "International Firearms". There is one entrance into and out of the place, and this entrance is a heavily armored door, with a small peek window, that has the metal mesh across it. This door is 60 M.D.C., and won't even budge under a shoulder thrown into it. At the door, you must buzz the desk clerk, and then he will come to the front, and inspect the party. If he feels that they can enter, then he'll hit a button for a credit card slot to be opened up, allowing the characters to slot any Alliance Credit Card available. Nothing under 600 credits enters the room. This number is automatically transferred to the police, which also gives them a valid name, place of residence, description of the card carrier, and a snap shot taken of the individual in the door way from a hidden, flashless camera. Elaborate but effective defenses. Inside are rows upon rows of dusty wooden shelving, with plain, non-descript wooden stands holding up energy weapons and projectile weapons of every shape and size. On the wall behind the counter at the west wall, is an assortment of heavy rail gun weapons, and a Kittani K-1000 that has been in the shop since he opened it. Above the cash register, there is a notice hanging there that makes note one of the lesser known rules in Wa-Daisho. That is that any weapon that is bought here, must be paid for (see taxes, and reputation above for charges over and above the book prices) and then set to the side. A receipt will be given to the purchaser of the weapon, which must then in turn be taken to the local police department for the purchase of a license for that particular weapon. Scott sits in on his shop about four days out of the week, normally from 10 AM to 6 PM, but he can call in a backup person to run the shop at any time. He's mostly retired, and uses it as an excuse to get away from the old lady and nod off during slow times.


Description of Services: This store sells most any weapon type from, projectile weapons, rail guns, lasers, partical beams, and weapons of all sorts of different types, available in the Eastern part of the continent. Even then, they almost always have a half dozen or so exotic models of weapons available as well. Repairs are available, as are charging of E-clips - all for a rate of 50 credits an hour, with a 2 hour charge minimum for repairs, and 5% above book price for E-clip charging.





4. Wa-Daisho S-Mart Outlet





Owner: Ace Ripley, Owner of S-Mart.


Reputation: This shop is more like a corporate office than like an outlet of any other business. They are known for being well supplied, a bit by the book and inflexible, but reliable. Prices are identical to that of items straight from the factory - which these are. (Not including taxes.)


Description of Shop: This shop is located across the street from L & N Vibro-Weapons and International Firearms. It is a two story, 100'x90' building with it's entire face being glass, and having double doors for entry in the front, a large, hangar type door on the East side of the building, and a pair of service doors on the same east side wall. Inside of the glass face a highly polished specimen of each of S-Mart's yearly models of civilian vehicles are visible, along with modifications and specifications of each vehicle on a holographic plaque that displays on the front window of the vehicles. The display room here leads further into the building, where a large lobby is arranged, with plush furniture, potted trees of medium size, and well dressed service reps attending to each person or party which enters. Bathrooms dominate the west wall, in addition to several desks and a cabinette full of catalogs. If the individuals are interested in a fire arm or weapon of some model, one of the vehicles in the window, or any body/power armor produced by S-Mart, they will lead the characters to rooms in the back. (If of something else, like a robot vehicle, large cargo truck, etc. they will be brought each a cup of coffee, cider, or tea - and a clean looking binder with crisp laminated pages with photographs and specifications of various S-Mart wares, that may be ordered and delivered to this outlet.) In the rooms to the back of the building, solid glass cases display the items in question. The Body/Power Armor room, contains one complete suit of each model of armor created currently by S-Mart. These are standing upright in the display cases, with the entire floor of the display case, being a light - illuminating it from the ground up. Specifications, may be called up at the push of a button on the side of the glass case surrounding the armor suit. This will then be projected down from the ceiling onto the display case glass. Any information the individual may be interested in from materials constructed out of, to the specific duration of oxygen contained within the armors environmental systems. In the firearms/weapons rooms it's much the same, only large glass cases are built into the walls, with a button next to each weapon for holographic information to be projected down on the item. Those interested in civilian vehicles, are led to a room to the far back which contains an assortment of vehicles of all sorts of colors - most, but not all being electric powered. The service rep will talk to the individual, and offer to give the characters a ride around town a little bit to get a feel for the vehicle, all the while the rep will be talking about how the vehicle is superior to others available. (Fuel consumption rate, charge rates, accelleration, durability, maintenance worries - or lack there of, etc.) To the western side of the display room for the civilian vehicles is a repair bay where most any vehicle type may be repaired. Note that any weapon, or vehicle that has built in weapons requires for the S-Mart service rep to inform the customer of a local rule regarding the acquisition of such weapons and that is; Any weapon that is bought here, must be paid for (see taxes, and reputation above for charges over and above the listed price) and then set to the side. A receipt will be given to the purchaser of the weapon, which must then in turn be taken to the local police department for the purchase of a license for that particular weapon, then and only then can the weapon be taken with.


Description of Services: The Wa-Daisho S-Mart Outlet is the specialist in S-Mart wares in this city, and thus they promote and sell MANY items, weapons, and vehicles of S-Mart make. The shop also has a service bay where pretty much ANY vehicle type may be repaired, however a 10% discount is offered to any who are having an S-Mart vehicle or item repaired here.





5. The Golden Laddle





Owner: A businessman named Eric Littenhow, from Lazlo - he rarely stops in, but to check to be certain his business is being run correctly by the manager.


Reputation: Has a reputation of being a blue collar bar/restaraunt, that offers family services. It's a good place, with few fights, no roaches in the kitchens, clean tables, and good service.


Description of Shop: This is a very large business, with dimensions being 120'x100', with seating for hundreds of clientele. It is a single story brick structure with mirrored windows, and mirrored glass doors every few feet. Entertainment is a two bit arcade in a corner where the kids are allowed to play, several dart boards, and a half dozen pool tables also provide entertainment for the adults. There is no seating at the bar, only a bar where orders may be made, nor are there any booths - only round tables, with seating for 4-10 people may be found.


Description of Services: Offers service in the form of food and drink, at a reasonable price - in a low threat atmosphere. Example Prices are as follows;





-Tap Beer: 2 credits a mug.


-Exotic Beer (Any foreign make): 5 credits a bottle.


-Hard Liquor: 3 credits a shot.


-Mixed Drink: 5 credits a glass.


-Soda/Pop: 1 credit a glass; w/refills.


-Specialty Soup: 5 credits a bowl - BIG bowl, served with fresh baked bread and salad.


-Hamburger: 8 credits for a half pounder, served with fries, and choice of two add ons like lettuce, tomato, cheese, sauteed mushrooms, bacon, or special sauce. Anything more than two add ons, costs an additional 2 credits - for all of them, or just three of them.





6. The Arts of Woodworking





Owner: Terry Thorne, once a wilderness scout, now turned craftsman, due to the loss of a leg in a wilderness encounter he never talks about - and refusing prosthetics. He lives in the back of his expansive shop, with two female timber wolves named Aegis and Gungnir.


Reputation: Terry's work is considered art by many - his work is of the highest quality, and although expensive are highly sought after.


Description of Shop: The Arts of Woodworking is a large single story, 100'x80' shop located between The Golden Laddle and Lance's Grill & Ale House, and across the street from the Coinspinner Casino. The front entrance, facing to the South, is where all of the shops services are provided. This has a large show room dominating the front portion of the shop, plus rows upon rows, of shelves, dressers, wooden framed mirrors, picture frames, and wooden sculptures on the east and west side of the large show room. The rear most 20'x100' part of the shop is Terry's home and work shop, with a separate entrance to the street there, as well as a garage door entry for Terry's vehicle. People are almost never invited back there, and the two wolves he lives with do not warmly welcome strangers without Terry being with them. The shops hours are usually from 12 PM to 8 PM, with Terry using his time in the mornings to work on new projects. Custom orders are taken, but take anywhere from a week to several months to attain due to the high demand for his intricate works.


Description of Services: The Arts of Woodworking provide high quality wood work in the form of fashionable furniture, wooden sculptures, and other decorative wooden fixtures. Custom orders are taken, plus a large stock of wooden items are on display for selection as well.





7. Lance's Grill & Ale House





Owner: Sir Lance Olgmann, a Cyber-Knight who is a bit of a Warhound (See RIFTS Siege on Tolkeen Book 4: Cyber-Knights for details), runs Lance's Grill & Ale House. He is a jovial character of Scrupulous alignment, but he enjoys the brawls as much, if not more than the patrons that engage in them in his ale house! Lance retired from the Tenzan Elite about five years ago, and has since settled down here for a "calm" life. He has taken a wife, has two sons, a daughter, and a pet German Shepard named Max. He is a braggart, and is quick to display his many trophies from years of fighting and adventuring both in and out of the Tenzan Elite.


Reputation: The reputation of Lance's Grill & Ale House is a good one. It's owner is generally well liked, and well respected in Wa-Daisho - as well as among the Cyber-Knight orders. It is typically frequented by warrior classes, it can get a bit rough, so families tend to steer around it. The criminal element in Wa-Daisho also tends to steer away from it as well however, due to the large numbers of troops and knights that frequent it.


Description of Shop: This single story brick establishment measures approximately 80'x80' with it's front side facing towards the Coin Spinner Casino across the street to the south. The north west 30'x30' most portion is partitioned off as the kitchen with spaces for orders and such to be placed by the bartenders and waitresses, with the bar lining the kitchen walls in towards the kitchen. Relatively cheap round tables provide the majority of table area, with basic wooden chairs and stools for seating. Decor of the establishment is very much military and adventurer oriented, with numerous mementoes from battles Sir Olgmann has been in, hanging on the walls in glass cases. The bar itself is actually quite unique - and is the most decorative feature in the establishment. It is built from hard cedar wood, with coins of all different sorts both from before and after the apocalypse set into the wood along the upper most edge, and bladed weapons of various sorts also set into the wood towards the center of the bar, most of which were attained in battle. For protective purposes, the surface of the bar is completely covered in a plastic coating, both on the top, bottom, and sides - a mega-damage material, similar to that used in armor visors (45 M.D.C.). Rest rooms are clean, and are found in the North East corner of the establishment.


Description of Services: Lance's Grill & Ale House provides greasy food and quality drink to the warrior classes in Wa-Daisho. It opens usually around 4 PM, and does not close until around 4 AM. Prices are fair, but the bar can get a bit roudy - fights will not be broken up unless the fights start getting deadly; and Lance can be very persuesive when weilding a psi-sword against the antagonists. Entertainment in the establishment usually is composed of a house band, a handful of pool tables, and a number of dart boards.





8. Goodie's Bakery





Owners: Goodie's is owned by an elderly elven couple named Meldra & Tarl Weis, who live in the second story of their shop. They are a kind couple, who delight in making the tastiest treats for their customers.


Reputation: Town sweethearts is the best term to describe the Weis couple. Even the most cynical citizen in the Republic finds it difficult to say a single bad thing about them - except perhaps that they are too nice, smile too much, or are too grand-parental. They love children - which is tragic, since Mrs. Weis was rendered baren early on in their marriage when her first child birth went wrong. Although this is not common knowledge - it does provide depth and understanding towards their mind set.


Description of Shop: The Weis's shop is the image of an old fashioned mom and pop bakery, only that this couple never seems to gain an ounce from their goodies, have angular features, and have pointed ears! It's two story ceramic sided wooden structure measures approximately 80'x50', with it's shop face at the East side of the shop, and it's kitchen portion being the entire rear 50'x50' area, with only the front 30' area being the actual shop. The shop has a large main counter/display case that goes north to south, blocking off all but a walk way to the baking area. This counter/display case contains pastries and goodies of all different sorts, all freshly baked, and all of the highest quality. Rows of racks contain all sorts of fresh baked breads, boxes of cookies, boxes of pastries, and similar wares. Catering services are also provided, and special events cakes and snacks may be ordered. The upstairs portion, the home of the Weis' is spotlessly kept, and sparsely decorated with only a hand full of photos of family members, a number of paintings, and a few knick-nacks. A play room upstairs is kept stocked with a vast assortment of toys, and children are occasionally invited to play there when parents are making arrangements for catering and similar orders are being made.


Description of Services: Only the finest baked goods may be found here at good prices from 6 AM to 6 PM. Their slogan, and often confirmed compliment is that their wares are the finest West of El Paso. Custom orders are allowed and are made at fair to medium prices. Oftentimes, goodies that are left over at the end of a work day will be donated to the two schools that are located across the street to the North of Goodie's Bakery.





9. Crossed Swords Tavern & Inn





Owner: This tavern & inn is owned by Sylvia Vess, a middle aged blonde woman who is well dressed, well groomed, and displays an excessive amount of money. Sylvia is a selfish woman, who married a millionare with too little sense on his death bed. She lies to make herself look better about when exactly it was that she married her deceased husband however. Her greed is notorious, and is well known for using her feminine wiles to attain an investment agreement with men, she attained this establishment eight years ago in a secret business agreement with the wealthy man who owned it. (In fact Sylvia black mailed the original owner, after he had had an extensive affair with Sylvia, that she would tell his wife unless....)


Reputation: Has a reputation of being a high priced, fine dining and drinking establishment with little tolerance for the lesser classes in society.


Description of Shop: This is a very large, two story brick building that measures approximately 150'x200' and has entrances on the North and South side of the building - both with excellent security. The prime attraction of the Crossed Swords is it's huge polished wood dance floor, with a live string orchestra that plays for those dining, or for those who wish to dance. Private meeting rooms are available on the main floor. The main, common area, has a vast supply of seats available. The chairs are comfortable, padded, wooden sculpted chairs, the tables are very decoratively sculped, and crystal chandileers provide lighting to the room. On the west wall of the main common room is a fine polished chrome bar upon which only the finest drinks are served. The dinnerware is decorative and expensive (100 credits a plate if broken!) and the silverware is real. The upstairs portion, accessible through the use of one of two staircases that snake up at either side of the bar, is the inn portion of the Crossed Swords. Although only about a dozen rooms are available, they are large, expensive, but of the highest quality available in Wa-Daisho. Each room is a suite, has it's own small bar, a bathroom, a well stocked kitchen, a bedroom, and only the finest furnishings including large screen televisions with surround sound, sound proofing of the room, computer with WaNet access, adjustible tint windows, a balcony, crystal chandileers, plush chairs, plush sofa, and fine within-120-second-service.


Description of Services: The Crossed Swords is a Tavern and Inn for the high society in Wa-Daisho. It's drinks are of great quality, of both domestic and foreign manufacturers. Food is of the highest quality, cooked, arranged, and decorated by the finest professional chefs in Wa-Daisho. The employees are well dressed, well groomed, and all have a PB of at least 14. The few rooms available are six star to put it mildly - with service being available literally within 2 minutes. Cost for these suites however is 2,500 credits a night! A half dozen licensed prostitutes have a side deal with Sylvia giving her a 10% cut of their high priced services in exchange for allowing them to conduct their business within her establishment. Usually these ladies target the single businessmen dropping by for a quick drink.





10. Lisa's Pets & Toys





Owner: The owner is a former member of the Tenzan Elite, a Psi-Stalker who went by the name of Wraith. Before her time in the Tenzan Elite, she spent several years tracking down known assassins and killing them where they stood. When she met the Tenzan Elite, their causes and reasons seemed to make sense to her, and so she tagged along. She seems to have forgotten her quest against the assassins for the time being. She has only recently retired from the Tenzan Elite within the last few months, but is still very active in the community. Since her retirement she's opened up this pet shop and toy store, but usually can only be found here on Fridays and Saturdays - with employees tending the store on all other occasions. Note that when in the shop, she goes by the name Lisa, since it sounds so much more appealing to children than "Wraith".


Reputation: It's reputed to be a kid's place to hang out and spend his or her allowance. It's proprietor and employees are all well respected, and liked by the community.


Description of Shop: This is a single story wooden structure that measures approximately 70'x60'. It is rather plain in appearance, with a stone stair way leading up into the shop, and a plain blue sign, with white cursive letters that read the name of the shop. The front entrance on the east side of the shop, has a display window on either side of it, with various popular toys up for display there, in addition to models hanging down from the ceiling in the windows. Inside is a small desk with a cash register, with price notations and a receipt list jotted down on an ever present pad of paper. All of the walls are nothing but animal cages, and fish tanks with various animals of all different sorts contained within - most of which are of domestic varieties of course. There is then row after row of racks in the middle of the shop with toys of various sorts.


Description of Services: This shop provides toys such as; bicycles, tricycles, carts, wagons, push toys, toy guns, squirt guns, cap guns, wooden and plastic swords and knives, toy hand cuffs, toy sports equipment, balls of all sorts, dolls, doll clothes, doll houses, cars, planes, power armor, poseable armored figures, toy soldiers, stuffed animals, colors, color books, games, educational videos, and all sorts of other toys available as well. Most of which are fashioned of wood, die cast metal, and some plastic. Pets that are available are usually of domestic types - that is, those available in the immediate vicinity of Wa-Daisho, such as dogs, cats, mice, hardy fish, and birds. Occasional exotic types such as parrots are also found here. Rarely however are any animals which may be dangerous to children, found here due to the dual nature of the shop. Children are consulted for phone numbers before purchase of animals are allowed - for parents sake.





11. Shinto Shrine





Owners: Originally opened by Nyan Tamya as a personal shrine, it is now owned by the numerous Shinto believers in Wa-Daisho. It is maintained and serviced by a half dozen Kannushi, or Shinto Priests. They are all pure believers, two being native to Kyatashiro, and the remaining four being native to Hachiman's diefic realm.


Reputation: This is simply put a shrine to the Shinto faith - a modest place of worship. It is known for it's serenity, and devout priests who have been very helpful to more than a few citizens of Wa-Daisho.


Description of the Shrine: It is an open grounds shrine surrounded by a rather non-descript white stone wall, with the traditional Torii gateway at the entrance, and a small plain looking white fountain next to the entrance. Those entering the shrine, who are familiar with tradition, wash their hands and faces in the fountain, and clap their hands twice. Upon entrance one would find a stone walkway leading through a serene garden of cherry trees, ornate exotic shrubs, and rock gardens, surrounding a good sized fish pond. Along the inside of the wall are small ornate pegs, some of which have small hand painted plaques hanging from them with prayers and requests left for the Shinto Gods to fulfill by believers. At the back of the Shrine area, is a Shinto temple. It is an elevated structure, built up on a mound of fitted granite stones, and a granite stone stairway leading up the front of it. The temple itself is very ornate, with the traditional looking carved wooden roof, with upturned corners, and elevated center portion. At the front are four ornately carved, pillars. The entire structure is polished wood, with a red roof, and bronze fittings and touches here and there. Inside of the temple a half dozen Kannushi (Shinto Priests), who conduct a number of services.


Description of Services: From Sunrise to Sunset every day, the Kannushi are available for a variety of services. They conduct marriages, baptisms, and similar practices. They sell fortunes for 3 credits each (Which are then hung on one of the cherry tree branches by a piece of string in the hopes that the gods will make them come true, or make them go away.). They give Oharai (Cleansing or purifying the worshipper of impurities, sins, or misfortunes.). Most notably however they sell Omamori or Talismans, at a cost of 5 credits per Talisman, for providing luck for a specific task or activity. This could be anything from luck in battle to luck to avoid an auto accident. The items have little magic on them, but they do however provide a +5% bonus to whatever task is mentioned with the Talisman, IF the character has faith in that belief. Typically, believers in the faith will make donations, monthly or even weekly, to help keep the temple and grounds in good shape.





12. Church of Dragonwright





Owner: The Church of Dragonwright is owned and operated by four priests, one for each of the God Dragons, Kym-nark-mar, Zandragal, Kormath, and Styphon.


Reputation: The Church of Dragonwright is regarded with a great deal of suspicion by the populace of Wa-Daisho. The lessons and tales told by natives of the Palladium World, about the Cults of Dragonwright are commonly told in whispers, thus believers in the other faiths in Wa-Daisho tend to avoid this place of worship. Despite the prejudice, the Church continues to function - actually being an established Church branch of the religious beliefs, that follow more the original beliefs than those practiced in the more savage regions of the world. Although typically blood sacrifice is part of their religious beliefs, within Wa-Daisho these practices are banned. Any suggestion made of such practice, by ANY practicioner, is a sentence of EXHILE, and all personal possessions being siezed! Any one who does sacrifice a sentient-being within the territory of Wa-Daisho are sentenced to capital punishment, and all their belongings are siezed by the Republic. Instead of their traditional sacrifices, fasts, and symbolic offerings of food and drink are offered.


Description of Church: From the outside, the Church of Dragonwright is a towering 85 foot high, ornate, gray marble structure, with a steep black roof with tiles shaped as archways, ornately carved pillars supporting the grand overhangs of roof on all sides, and four massive sculpted stone dragons - one for each of the God Dragons at the front of the structure. The sole entrance to the building is a gigantic stone archway that towers almost half way up the height of the gigantic structure, filled with equally gigantic dark stained wooden double doors. The inside of the structure is no less impressive, with a mural covered vaulted ceiling, and support pillars carved to resemble dragons supporting the roof. The seating inside is composed of stone benches arranged in an archway pattern around a central altar with four podiums arranged at the archway points of the altar. Side rooms to the main chamber include sparsely furnished dining halls, quarters for the four priests of dragonwright, complimentary quarters for a half dozen visiting dignitaries, as well as meditation rooms - and rooms for specific ceremonies.


Description of Services: This is a house of the Gods of Dragonwright, where the Gods are asked for guidance in any number of things - usually through the Priests of Dragonwright.


Author's Note: I included this church, since this seemed to be one of the most common churches in the Palladium World, since the practicioners would have carried it with them to the new world. Although the Palladium Books supplement "Dragons & Gods" was wonderful for providing all sorts of nifty details on symbols, holy books, holy places, and stats for the Gods that no GM in their right mind should ever need - it left out all of the necessary details such as marriage ceremonies, peculiar cultural details - such as holidays, specific rites of passage, etc. Feel free to extropulate at your' own free discression, however for reference you may consult Palladium Books Dragons & Gods for Palladium RPG; 2nd Edition, pages 221-228.





13. Temple of Heroes





Owner: Government owned, financed and sponsored by the Lazlo Guild of Learning. There are always two employees well versed in the legends and stories of heroes present.


Reputation: Has a reputation of being sort of a cross between a museum and a shrine to heroes both modern and ancient. It tends to be rather quiet place.


Description of Temple: It's exterior structure is very reminiscint of Greek architechture with it being constructed tall, made of white marble, with the vaulted roof, with sculpted scalop shell ridge pillars, light stained wood doors/window frames, with golden fittings finishing the touches. Inside is a network of rooms, each dedicated to one hero or period of heroes with brass plaques describing deeds, history, and myth - along with sculpted busts, and/or statues dedicated to that hero.


Description of Services: The service of the Temple of Heroes is a very well thought out one - educating people on just what heroics is all about. Showing the people that not everyone is bound for normality, giving children and adults alike figures which they may look up to, and recognize as being true heroes. Among those displayed are Erin Tarn, Sir Winslow Thorpe, Plato, Nyan Tamya, King Arthuu, and yet still dozens of others.





14. Evangelical Christian Cathedral





Owner: Self proclaimed Bishop Mohammad Tomrahd, opened the Cathedral only in the last couple of years, after retiring his small church just outside of the religion district of Wa-Daisho. Bishop Tomrahd is a short balding fellow, who wears thick eyeglasses, has a thin moustache, olive complexion, and appears to be in his mid to late fifties. Although claiming to be a man of God, he more seems to be a man of Gold, spending a great deal of the money he receives from the communal offering plate on his wardrobe and personal effects.


Reputation: Being the center of Christian belief in the western most nation of the America's, believers of the bible feel that it is a serene house of God, to be revered and kept well through donations of both money and services. Those who do not believe in the Christian faith, hear far too many stories about Bishop Tomrahd's misuse of donated money - and rumors about far worse things that the Bishop has supposedly done.


Description of Cathedral: The Cathedral is a tall, Elizabethan style structure, with pointed spires, black granite construction, and a tall pointed Steeple. The front doors are built of polished black ebony, with fittings made of polished black iron - and the windows are made of brightly colored stained glass. Despite it's odd exterior, it's interior resembles any Christian cathedral of the Pre-RIFTS world, with pues, an altar, an ornate cross behind the altar, a magnificent pipe organ, ornate statues and fittings thoughout. Also contained within this structure is quarters for the Bishop, and a half dozen other attendants of the faith.


Description of Services: Sunday services, Sunday school for the children, weddings, babtisms, and Christian services of all various sorts are conducted here usually for a fee.





15. Akersley Fishing Corporation





Owner: James Akersley, an old timer from before Wa-Daisho was even called Wa-Daisho. James surrendered the helm as the mayor of the small town, in favor of the new nation to be built. He has since focused on his family's tradition of fishing - by building up a large corporate entity known as Akersley Fishing. He's quite wealthy but doesn't flaunt it a lot, he's average height, is clean shaven, with short cropped silver hair. He appears to be in his mid '60s. These days he spends most of his time at the office dressed in blue collar appearing suits, or out checking on his fishing fleet in blue jeans and a flannel, being flown around in his personal Republican Industries Type 16 executive aircraft. He does very little fishing at his age, but is still very active in the fuctions of his business.


Reputation: Akersley Fishing Corporation until recently was the only commercial fishing company in Wa-Daisho - being a major source of income for the nation, as well as a supplier of food to the people of Wa-Daisho. Their prices are fair, and services reliable.


Description of Shop: The shop itself is a metal framed, wooden structure, with metal tan metal siding. It is located to the south of the main Pacific Sea Wall where it has been since 73PA. There it overlooks a small man made bay with break waters on each side, that serves as the home of Akersley's fishing fleet, as well as public access for other vessels. The shop itself is about 175' long, two stories high, and about 120' deep. This serves as an office building, break room, course plotting center, refrigerated store house for fish, as well as a radio room for Akersley's Fishing Fleet.


Description of Services: Akersley Fishing provides fish and shell fish, both for sale and exportation, through the services of their fishing fleet (4; 90' fishing vessels, with numerous smaller ones fleshing it out.) There is however no sales room, any fish or shellfish to be distributed are sold from Akersley's Fish Market (#37), or are sent North to Silverstone, to be processed and packaged/canned. The fishing fleet operates off of Wa-Daisho, but rarely ventures more than 50 miles off shore without a military escort of some sort.





16. Akersley Boat Rental





Owner: James Akersley. See #15.


Reputation: Akersley's boat rental establishment is known to be more of an after thought business than a key marketing establishment for Akersley. Thus it is on the expensive side, and just brings in a little more revenue towards the Akersley marketing empire. They are popular though, and many people use the services of this business at some point during the summers.


Description of Shop: The shop itself is a wooden structure, painted a light tan color - most every year and is located right directly next door to Akersley's Fishing Corporation. It is much smaller being composed of an office at the front, with a sign in book, to reserve boats for future outtings, and a list of boats being posted on a bullitin board for boats that were reserved, but are available that day for whatever reason. Behind the office, is a store room with small paddle boats, rafts, swimming gear, scuba gear, snorkels, and a butt load of floatation devices.


Description of Services: Akersley Boat Rental provides rental of various small vessels and various water gear for recreational purposes. All of these vessels and gear has Akersley's logo emblazoned upon them in a paint resistant finish. Among those vessels available are; 10 small fishing boats (30'); 45 credits an hour, 10 sail boats (20'); 15 credits an hour, 2 Yautes (40'); 50 credits an hour. All of this in addition to those small boats mentioned above that run 5 credits an hour, plus Jet Skiis and Underwater Sleds at 10 credits an hour. Akersley Boat Rental also maintains and operates 2 ferries that transport people to Water Point Preserve twice a day, once at 10 AM, returning at 1 PM, and again at 6 PM, returning at 9 PM. (Max capacity is 200 people and 15 automobiles.) Fees are 6 credits a person, and 25 credits per automobile.





17. United Trappers of Wa-Daisho





Owner: There are actually seven owners to this shop, seven Wilderness Scouts that maintain, stock, and own the shop in a united venture. At any one time there is always one or two scouts on hand to tend to the shop. 


Reputation: The United Trappers of Wa-Daisho are known to be the best source for furs in the entire Republic. Their prices are fair, and the selection is incredible.


Description of Shop: The UTWD is a 60'x50' wooden structure, with stained wooden slats for roofing and for siding, one central door with a glass window in it, and large display windows on either side of the door. Above this main door is a large stained wooden sign that has the words "United Trappers of Wa-Daisho" burned into it. Inside it is dark, with all wooden furniture, a wooden floor, and wooden shelves with stacks of furs on them, of various sorts, with hand written prices written on small strips of hide or birch bark, secured to the shelves. A main counter stands at the back of the shop, with a large space opened behind it. Racks with fur frames in them of various sizes are arranged here, for the stretching of furs.


Description of Services: This shop supplies a full 95% of the fur trade and purchase that occurrs i the Republic of Wa-Daisho, while all other fur traders and salesmen are traveling fur traders that set up shop for a day or two at a time with their latest stock in the open market.





18. Butcher Shop





Owner: Jim Thorpe started this shop when one of his cousins was starting up the United Trappers of Wa-Daisho establishment. He's a portly bald fellow, that stands 5' tall, and has quite the belly. He's married, but is known around town for his numerous affairs with women.


Reputation: The Butcher Shop as it is unimaginitively called, is known to be reliable - the products are known to be fresh, and the supply is well stocked. Prices are quite cheap, thus families of limited means, trying to cut corners usually rely on this less than traditional meat market for their meats.


Description of Shop: Built around the same time as the United Trappers of Wa-Daisho establishment, it's almost identical in construction to that establishment. It is a single story wooden structure, which has dimensions that are 60'x50'. It is painted a deep burnt umber, and has a painted black wooden slat roof, with a main door centrally located at the front of the building, with large display windows on either side of it. Inside of these display windows are price signs for specials that are being held, jerky and preserved meats of various kinds, and similar signage. Inside is the customary refrigeration counter that contains the various fresh cuts of meat available - behind which is the cutlery boards, the racks for hanging of meat, and dozens of freezers and refrigeration units with drawers for storage of fresh meats.


Description of Services: The Butcher shop actually makes meats available, from animals that the Trappers of Wa-Daisho have captured and brought back alive. Common meats include rabbit, squirrel, venison, and bear meat with occasional exotic exceptions.





19. The Masterpiece Hair Salon





Owner: Sarah Tike, a former citizen of the Colorado Barony of Hope, owns this establishment. She's a healthy woman - who is by no means a model that will be on the cover of a fashion magazine, but she's not unattractive. She has light brown hair she often wears in a pony tail, and has brownish green eyes. She is a short woman, at 4'9" in height but never lets that get her down. She often flirts with the men, that God made her that way for a reason - followed by a mischievous grin. She's been here since 107PA, and has made a great reputation for both herself and her establishment - but mostly just enjoys giving people hair cuts that they really enjoy. She's quite popular among both the men and women of Wa-Daisho for in style cuts, and just for conversation. She's a bit of a gossip, will swap, and listen to stories for hours, but will never stop working while she listens to each story. All in all she's well liked, however, and never seems to be too busy to take on a new client.


Reputation: Sarah's Masterpiece Hair Salon is known to be a bit on the expensive side at 15-100 credits a cut, depending on the intricacy, but she is considered THE expert on fashionable hair styles in Wa-Daisho. Thus most every woman in Wa-Daisho demands cuts by Sarah, and well to do men may insist on having their hair cut by her to attract the attention of women.


Description of Shop: Sarah's Masterpiece Hair Salon is a wooden building with durable plastic siding that is lemon in color, with deep green trim around the windows and around the base of the roof - the sign outside is mounted on top of the roof, with broad itallic letters that reads, "The Masterpiece Hair Salon", with a smaller font saying the motto of the shop, "If our cuts do not satisfy, we guarantee your' money back!" The one main entrance is a glass door at the front of the 60'x60' single story building, opens to a tiled lobby, with various posters of popular Lazlo & Hope hair styles. Various couches and chairs are here for waiting customers, usually these are half to three quarters full. Scattered about the seating, is an assortment of bright and exotic - though non-dangerous plants from various parts of the continent for decoration. At the main counter is the cash register, as well as a plethora of different hair gels, hair sprays, and salon niceties for purchase at the main counter. Behind this main counter is the twenty chairs kept staffed by only the best stylists on the west coast, but it always seems that Sarah Tike herself does about three quarters of the work in the place. There are rest rooms in the back as well as a small store room, and a small office.


Description of Services: The Masterpiece Salon offers all manner of services that any other Salon would, including hair care, a full variety of hair styles, a manicure services, and similar. All are a tad on the expensive side, but are considered THE best in Wa-Daisho.


Note: Although this is the only stylist location listed in the places of interest of Wa-Daisho City there are also numerous home owners that have small barber shops in their front rooms and such. These places are not necessarily inferior, but lack the assortment, and glamour that Sarah Tikes establishment has.





20. South Bay Lighthouse





Owner: Government owned and operated, it is manned 24 hours a day by two spotters and a lighthouse keeper.


Reputation: It has no real reputation, except for being an accurate visual aid for guiding vessels into the south bay.


Description of Lighthouse: A 50' high white pillar shaped light house, with a red tiled conical roof, and modern fittings for the light. It is a very strong structure built with a heavy ceramic skin, and a reinforced merctite geodetic construction frame, supported by merctite beams that are loosely hinged to permit for gentle swaying with hurricane force winds or stronger, to reduce the impact of waves should they ever get to that height, or to permit for swaying from earthquakes. Translated - it is a very sturdy structure, that has been designed and built to withstand decades, perhaps centuries of service, with 750 mega-damage.


Description of Services: Acts as a visual aid to vessels approaching the south bay of Wa-Daisho City, for vessels that are either not equipped with higher technology guidance, or vessels that have sustained serious enough damage to not have access to more high tech guidance. It's long reaching light provides a +10% to piloting and navigation rolls when within 40 miles of Wa-Daisho's South Bay. For those with advanced guidance, the west and south lighthouses both transmit vital navigation related data to vessels at a distance of 125 miles, that provides a bonus of +20% to both piloting and navigational skill rolls.





21. Library of Religious Doctrine





Owner: Government constructed and owned.


Reputation: It is known as a place of learning among the people of Wa-Daisho, for those interested in learning the particulars about various religions. For most people it's a boring place, with countless doctrines and teachings that oftentimes contradicts other ways of thought thus few people aside from scholars appreciate the knowledges it's walls hold.


Description of Building: This is a rectangular two story building, that looks more like an office building than like a library. Inside are rows upon rows of shelves full of books, scrolls, various tomes, and texts on this religion and that, divided off into sections where each religion is described independently. The upper floor is composed partly of independant study rooms with desk top computers, plenty of desk top room, fully stocked with paper, pencils, and pens. The remainder of the upstairs is composed of large conference rooms, for eight to ten individuals with a large table, a table top projecter, and similar conference equipment.


Description of Services: Everything from small cults to vast religious doctrines are recorded here for the purpose of study.





22. Wa-Daisho City Elementary School 1st District





Owner: Government owned and staffed on government payrolls. Every two years a new Dean, usually selected from the teachers on staff, is elected and serves as spokesman and supervisor for the school over all.


Reputation: Wa-Daisho City Elementary School 1st District was the first elementary school in Wa-Daisho, and taught both the native citizens' children, and those of the construction crews as well during the early days of Wa-Daisho. People who attended here, say that the education there was fun, effective, and look back on their times there mostly with fond memories. Only in the last three years has the school started to have any bad press, because of the lack of class room space.


Description of Establishment: This is a large campus like school capable of educating up to 2,000 children at a time, constructed of white painted cinder block, with red trim. It is three stories tall, has an immense gymnasium, a well stocked library, full computer services with WaNet access, a fully equipped fitness center, and an indoor recess/lounge area.


Description of Services: Provides basic educational facilities to students of 5 years to twelve years of age. Students are divided into seven different grades, starting with "Introductory Student" then up through 1st Class, 2nd Class, 3rd Class, etc - to 6th Class. Students are taught to speak and read American, basic mathematics, rudimentary history of North America since the catacalysm, a tad about Pre-RIFTS Earth, as well as a basic understanding for the RIFTS, magic, and technologies. In addition to skills, students are also taught tolerance and understanding for the differences between each of the races. Discipline, honor, tolerance, and respect are among the most important lessons they strive to teach here.





23. Wa-Daisho City High School 1st District





Owner: Government owned and staffed on government payrolls. Every two years a new Dean, usually selected from the teachers on staff, is elected and serves as spokesman and supervisor for the school over all.


Reputation: Wa-Daisho City High School 1st District was the first high school in Wa-Daisho, and taught both the native citizens' children, and those of the construction crews as well during the early days of Wa-Daisho. People who attended here, say that the education there was grueling and difficult though effective, and helped prepare them for the riggors of real life. 


Description of Establishment: This is a large campus like school slightly larger than the elementary school, capable of educating up to 2,000 students at a time, constructed of white painted cinder block, with red trim. It is three stories tall, has an immense gymnasium, an incredibly well stocked library, a fully accessible tutoring department, full computer services with WaNet access, a fully equipped fitness center, and an indoor student lounge area.


Description of Services: Provides basic educational facilities to students of thirteen to nineteen years of age. Students are divided into six different grades, being "Advanced Introductory Student", "Freshman", "Senior Freshman", "Sophmore", "Junior", and "Senior". The standard curriculum for the students is that they brush up on their language and literacy skills, advanced mathematics are to be introduced, as are Biology, Writing, Computer Operations, and one other Language and Literacy skill of choice. As with the elementary school, the concepts of tolerance and discipline are also reinforced in the high school, while also introducing leadership, and responsibility. If starting a character fresh out of this high school, all of these skills must be selected under the related and secondary skills as either a City Rat or Vegabond, and all other skills that are learned must be selected from non-military oriented skill selections, such as Basic Mechanical skills, Basic Electrical skills, technical skills, and similar. WPs are typically restricted to being non-military types, such as Archery & Targeting, Bolt Action Rifle, etc.





24. Zachary's Hometown Cafe





Owner: This establishment is funded and owned by Zachary Tobard, a member of the Tenzan Elite. Originally from Lazlo, Zachary built up the Hometown Cafe, as a means of creating a retirement plan for himself. He figures that he only has another decade or two left of Military Service his body can handle, and as such he'll need something else to keep him busy - hence the restaurant. Zachary is presently a Vice General in the Tenzan Elite, is married, and has five children - two of which are grown.


Reputation: It is reputed to be an A+ establishment, with sensibly priced, like home cooked meals.


Description of Shop: This is a large single story establishment, that is approximately 150'x200', of combined brick, and wood construction. It's interior is well lit, with highly polished white tiled floors, round cornered tables in red booths, white highly polished round tables, with red padded chairs in the open. Near the kitchen entrance there is a highly polished white bar, with red stools on one side of it. In the main common room, there is a humongous large screen TV, that constantly plays music videos from all eras. Behind the bar, is a smaller - though still large screen television set that also plays the same video as the large one in the common room.


Description of Services: Zachary's is a family establishment, that provides like home cooked meals, at sensible prices. It is mostly popular with the lower and middle class, but even the higher class young people tend to hang out here on the weekend. It's most popular attraction is the entertainment of course, being the big screen televisions, that constantly play music videos from both after the RIFTS, and a handful of Pre-RIFTS videos that were recovered in a dig somewhere in the East.





25. The Stone Tavern





Owner: This tavern, one of the oldest in the City of Wa-Daisho, is owned and operated by Keith and his wife Myra Tamis, a Titan couple originally from the Palladium World. After adventuring on Earth together for several years, they finally decided to settle down in Wa-Daisho to open The Stone Tavern. They reside in a modest residence in the back of the establishment, spending most of their free time in the Tavern itself.


Reputation: The Stone Tavern is known as a hang out that caters specifically to the supernatural and superhuman populace of Wa-Daisho. Few humans, high or lower class would dare wander into the shop. Although popular among it's clientele, there has been more than a little trouble with accidental killings in bar fights, and lately there have been protests against the establishment after Keith was actually brought up on charges of Racial Discrimination for refusing service to a Jotan that wandered into his establishment.


Description of Shop: This appears to be a rather non-descript three story gray ceramic/concrete building that measures approximately 150'x200'. In the front (North side of the establishment) is a painted sign with bold black letters, that say the name of the establishment. (Two small lights in front of the sign illuminate it at night.) There is only one entrance into the Tavern itself, a 20' high double door on the North side of the establishment. Next to the doors, in a number of languages are posted warnings about the clientele and the potentially dangerous atmosphere there. Upon entering, one sees that although the building appears to be three stories from the exterior, it is in actuality a single story with vaulted ceilings, and elevated balconies. However, although built to capacitate giant kind, it is actually mostly frequented by human sized/proportioned clientele. All of the tables to the back and sides of the bar are human sized, with human sized chairs, same with those located on the balconies. The bar however is proportioned to suit a Titan - and seats everything from Titans to Gargoyles comfortably.


Description of Services: The Stone Tavern is best known providing drink that can effect super human creatures, even dragon kind. Their most famous imported drinks such as the Borg Battery Acid famous in Silvereno, Mindbender Beer from Tolkeen, Dwarven Spirits from Kingsdale, and Dragon Drink from Lazlo all flow freely here, and can cost anywhere from 5-25 credits for a 16 oz. glass. Occasional specials are held to showcase new imports, or new concoctions brewed by regular patrons. Entertainment is music, and an integrated stereo system, allows patrons to select three songs per credit paid at an ATM looking device, that is essentially a make shift juke box.





26. Coinspinner Casino





Owner: The Coinspinner is owned by an exceptionally wealthy underworld figure who goes by the name of Rob Zombie, who resides in a luxurious condo in Kingsdale. Rob is an eccentric fellow, who throws grand parties in his condo above the Gryphon's Nest, and has a vast collection of military related "trophies" he has acquired, "from his sources" as he puts it. Little is known about who he is, or where he is from, as he tends to be very private about personal details. It is known that he is a business owner - but even then his lifestyle far exceeds the earnings he would gain from his numerous businesses. He is suspected of funding underworld smuggling rings in Kingsdale, but nothing has ever been displayed to prove this. The one major bit of controversy surrounding this individual is that he is unofficially known as the dreaded Assassin, Silk's, only known agent. On the other hand, anyone who has tried to prove this in the past, has turned up missing.


Reputation: The reputation of the Coinspinner is like that of any Casino. It's a money making industry - a business designed for people to go to it, to throw their money away on the off chance that they might win. On the other hand, the Coinspinner uses a great deal of showmanship to draw attention to it, thus among those who enjoy gambling, it is the most popular Casino in Wa-Daisho.


Description of Shop: The Coinspinner Casino is a four story building, that is 400' long, by 150' wide - a gargantuan establishment. It is a brick structure, with a huge neon sword on the front of the building, with a pair of dice that are constantly moving on the pommel piece, and the words "Coinspinner" that fade in and out on the blade of the sword. Inside is the typical large casino atmosphere. Tables for Poker, Blackjack, Roulette, and Craps litter the inside of the common room, in addition to the ever present slot machines in their nice orderly rows with constantly blinking lights, chiming bells, and unlikely prizes. To one side, is a gift shop, a sports bar, and then further down a regular bar - with a small stage in front of it. To the oposite side of the establishment is a dinner hall, where the name groups and acts take place before dining patrons. A bit further down that side, is a buffet - complete with Keno, and Bingo sections. The rear portion of the casino, and the upper floors are part of a vast four star accomodations hotel, complete with an indoor olympic sized swimming pool, and a complimentary fitness center.


Description of Services: Provides gamblers with a top notch establishment which they can attend, to take that grand chance of going there and losing all - or going there, and walking away richer than they were before. Drinks are priced fairly in the bars, the dinner buffet is excellent, and scantily clad waitresses in lacey red and white outfits seem ever present within earshot of each patron - who regularly carry around complimentary drinks for those playing the games. The hotel accomodations, as mentioned are top notch in quality, with complete room service available, but they are terribly expensive as well. Although of grand proportions and four star accomodations, it lacks the class of the Crossed Swords Tavern & Inn, but it's ideal for those who have an interest in gambling - or for tourists.





Chances of Winning


	This is always difficult for a GM to gauge, I think most game masters would rather that their players stick to the combat and actual role play rather than playing games within the game. None the less these can enrich the campaign, and also present a great campaign tool.





Games of Chance:


01-10% Wins.


11-00% Loses.





Winnings:


01-75% Break Even.


76-85% +1D4x10 Credits.


86-95% Double Your' Money!


96-99% +1D4x10,000 Credits.





27. Woundhealer Clinic





Owner: The Woundhealer Clinic is government owned and financed. It was founded, and funded by Nyan Tamya during the first two years of the city's establishment. It is run by a board of directors, all capable Body Fixers or Cyber Docs, who know how a large clinic should be run.


Reputation: It is a place of healing, known to be useful, reliable, and flexible in treatment.


Description of Establishment: The Woundhealer clinic is a 5 story white block, brick building that measures approximately 180' long North to South, and 150' wide west to east. It's symbol on the entrance signs as well as on all letter heads, prescription notes, and similar is a 2 handed blade with a red cross emblazoned on the pommel piece. Representative of a legendary sword, called Woundhealer, that Nyan encountered some time ago, before having it placed in a monestery, in the hills overlooking New Camelot. Immediately inside the clinic, which is in reality a full service hospital, is a number of waiting rooms and triage desks for distribution of patients. The emergency ward, gift shop, and a small cafe are also present on the main floor. Following up the stairs or going up in the elevator, takes one to the higher levels - each floor having two or three different departments that cater to one or more specialized form of care. Including Mystic Analysis and Rejuvenation (MAR) and Cybernetic Limb & Organ Replacement (CLOR) wards, in addition to all the usual medical care available. Note however, that between MAR and CLOR burn recovery and several reconstruction specialist departments that in Pre-RIFTS times were only found in the largest, most prestigious hospitals, are no longer considered necessary.


Description of Services: The Woundhealer clinic provides medical care to the citizens of Wa-Daisho using most, if not all, the state of the art techniques used in other parts of North America. Full emergency services are available to those who are in true need of medical assistance and specialized medical wards are present to care for the more in depth medical problems. CLOR as mentioned above is available to all people in Wa-Daisho, provided that their anatomy matches the design of the cybernetic limbs or organs. Those who opt for it, are also served with MAR, Mystic Analysis and Rejuvenation. A patient may be stone dead from a heart attack, and the paramedics will still rush the body back to the hospital. A Cardiologist can open the person's chest, and literally clear out the person's arteries, stiching him or her up, then MAR can bring that patient back!! Thus even death is no longer an absolute barrier. Unlike Pre-RIFTS USA, there is NO cost to the medical care rendered to patients, provided that they are Citizens or authorized immigrants to Wa-Daisho. Outsiders who require medical care, either pay up front, OR sign a contract stating that they will remain IN Wa-Daisho until their medical bill is made good. The penalty for skipping out, is a bounty placed on their heads - alive of course, which asks that they be brought back and turned in for Fraud.





28. Merchant Drive





Owner: Government owned and regulated.


Reputation: The Merchant Drive/Square of some communities are considered shady places, where one must watch his or her wallet as much as he or she may be looking for deals. In Wa-Daisho however, the Merchant Drive is well patrolled, with anywhere from 16 to 32 soldiers patrolling it at any time.


Description of Establishment: Merchant Drive is a curved loop road that swings up from the city proper towards the entrance to the underground portions of the city, before swinging back down towards the city, set there as an open space meant for independant merchants to set up their carts or tables.


Description of Services: Merchant Drive is a location for traveling merchants and craftsmen to sell their wares to the populace of Wa-Daisho. There are regulations that cover how long such a merchant may remain in business without a permit, however those are covered under Various Living Expenses of Wa-Daisho. Such items that may be regularly found here are furs, leather goods, home spun clothing, carvings, various artwork, food vendor carts, used goods, game carts, snake oil vendors, and similar.





29. University of Wa-Daisho





Owner: Government owned and staffed on government payrolls. Every two years a new Dean, usually selected from the teachers on staff, is elected and serves as spokesman and supervisor for the school over all.


Reputation: The reputation of UWD is sterling. It is considered the highest quality University in the free world, west of Lazlo. Students who have attended here say that the work IS difficult, but again as with the 1st District High School, it prepares the student for the riggors of real life.


Description of Shop: UWD is a self contained campus establishment that prevents students from having to walk from one building to another between classes. It is a five story structure, that measures 200' North to South, and 600' West to East, built of white painted cinder block, with red trim, and could easily house up to 4,500 students. On the main floor is most of the facilities of the establishment including a large gymnasium, olympic sized pool, a gargantuan cafe, lounges, fitness centers, small book store, a gift shop, and a small post office - including the office of the Dean, and other supporting figures of management. The upper four floors are composed of 45 class rooms complete with holographic projection units, professor's office, and desks for up to 100 students per class room, plus a desk for the professor, and his/her assistants.


Description of Services: Provides advanced classes, directly following up education received in High School, with the intention of providing the necessary skills for a specific occupation. Among those available are Operator, Scholar, Scientist, Lawyer, Social Worker, Business & Careers, Pharmacist, Body Fixer, Cyber-Doc, and the military occupations of Wa-Daisho. There are three ways of attaining a scholarship to UWD, the first and easiest is to attain high enough grades in High School. If that occurs, B+ grade average at the least, then attendance is paid for by the High School. The second way to gain an education, is almost as easy, to agree to a three to ten year term of service in Wa-Daisho's military. The third way, is without a doubt the most difficult, as it requires lots and lots of money - to simply pay for the education. This may cost anywhere from ten to eighty thousand credits. Approximately 30% of the students attend on paid scholarships. Exact fees, and time requisits, are as follows;





Military Occupations: *N/A.


Social Worker: 2 years training, 10,000 credits.


Business & Careers: 2 years training, 10,000 credits.


Pharmacist: 2 years training, 12,000 credits.


Operator: 4 years training, 40,000 credits.


Lawyer: 4 years training, 42,000 credits.


Scholar: 4-8 years training. 46,000-52,000 credits. 


Scientist: 4-8 years training. 48,000-60,000 credits.


Body Fixer: 8-10 years training. 62,000-72,000 credits.


Cyber-Doc: 8-12 years training. 70,000-80,000 credits.





* Military Occupations vary in training length, and can only be attained by signing up for service.





30. Arcane Theory





Owner: The owner of this shop is an Elven Ley Line Walker named Warthinsa Silverleaf, and was one of the original residents of the colony James Akersley started back in the late 80s PA - sort of. The way it is told, he did not come across with everyone else, and most certainly not for the same reasons. No one is certain where he came from before Water Point Preserve, but the known story begins in Water Point Preserve. Stories tell that he was forced to move to Vancouver by Authorities in Water Point Preserve. This rumor goes further to state that he laid a curse on a reputable family in Water Point Preserve, that turned out to be quite deadly - after the first two family members passed away, he was exiled to Vancouver Island. Apparently this was done because they expected, or perhaps hoped, that this would stop the curse. They drastically underestimated him however. Within two decades the entire family line had died out. In the meantime, Warthinsa took his exile order with a grain of salt. He built a home by himself set off to the North of the small settlement that was being built at the time, by a few hundred feet. As the first decade wore on, a handful of settler's teenage children became curious, and so started going out to visit the seldom seen elf. In a few months, they became so enthrawled with him, that they became students of the Arcane Theory, and thus became Ley Line Walkers. From there the magic community in Vancouver blossumed. It was only a slight stretch to open up the shop, by that same name, catering to the magic population of the the town of Vancouver. Although people still speculate on Warthinsa's origins, he has done nothing to disturb the peace of the new Republic, or to harm it's citizens - so he is not interfered with.


Game Master's Note: Warthinsa Silverleaf has very little in the way of plots for the future, as he has settled into a nice comfortable life here in Wa-Daisho. He does serve occasionally as an advisor regarding magic and arcane knowledges to the founders of Midnight Blue on occasion, but that is the extent of his shading dealings today. In the past however, he was so very much more than what he is today. At one time Warthinsa Silverleaf was known among the highest circles of magic users as a renegade of incredible power. He dabbled in most forms of magic, and had an understanding of almost all spell magic. His power was legendary, and led him to serving as an advisor to none other than the infamous Nostrous Dunscon! Being single at the time, and not having much in the way of friends due to his rebellious ways - he became strangely detached from the fighting between the Federation of Magic and the Coalition States. Despite this he remained faithful, fought at the side of Nostrous - right down to the last battle for the Grand City. When the Coalition forces approached on the last citadel of power, Warthinsa and the others prepared to cast a massive spell of legend, very similar to the diefic ability of Godblaze (See Dragons and Gods, Diefic Abilities pg 94) to destroy all of the attacking enemies. With little of the Grand City standing, there was little left to lose, and the Coalition forces may have won the war, but they would lose all of their armies in the process. As the spell progressed, and the enemy drew nearer, Warthinsa felt the sudden urge to flee - as he sensed something was about to go terribly wrong, and so teleported away just as the spell was supposed to work. Although his energies were expended into the spell already, and the spell would have continued as normal, a milisecond after his teleportation, the spell collapsed upon itself, and killed many of those present for the spell and left the attackers unharmed. Although Dunscon survived, he was terribly wounded - it was then, that Joseph Prosek the 1st attacked, and killed the nefarious leader of the Federation. Word somehow got out that Warthinsa was responsible for Dunscon's demise, thus he is one of many names on Alistair's LONG list of people who need to die. Fortunately after his flight to the west, he has managed to keep a relatively low profile. Even notables such as Plato of Lazlo, has not learned of who it is specifically that owns Arcane Theory ... thankfully. In game terms if this ever came out, there could be a great deal of people trying to kill or capture Warthinsa - a player group could be on either side of this conflict.


Reputation: Arcane Theory is a dark, musty, and dusty magic shop - that is highly regarded among magic users, but is avoided by most citizens. Most citizens avoid the dark shop like the plague because it is simply that imposing.


Description of Shop: This is a tiny shop, measuring only about 40'x50', constructed of wood, with wooden siding, and wooden shingles. It looks to be much older than it actually is, with the wood appearing to be in a state of disrepair, with unfinished surfaces. The windows are fairly shaded, but if an attempt to see inside is made one can see inside. The only obvious sign that this is a business is the plain wooden sign on the front of the building, with the words "Arcane Theory" and directly under this "Arcana Fomes" (Arcane Theory in Dragonese) being burned into the wood. Inside it is a crowded shop full of old ratty books, some arcane, some ancient. Strange globe like jars hang from copper chains before the large shaded windows, full of sparkling powders, reddish strands of string ... wire, twine, or perhaps hair? Bones of creatures both native and foreign lay scattered about the cluttered shelves in labeled bins. Furs, hides, skins, and scales hang stretched behind the plain stained oaken counter. A rack on the wall behind the counter contains a rack full of vials containing odd powders and liquids of unknown origins. As cluttered and disorganized as the shop may appear Warthinsa knows this shop like the back of his hand. Warthinsa's personal residence is in the basement of this establishment, thus it is very unlikely that any of the characters will be able to "wander" into his home without being too obvious.


Description of Services: Provides magical materials to assist with the workings of magic, items of alchemy, diabolists tools/substances, the occasional magical item, and literature involving magic as well. Histories of magic, and use in various cultures are available, including the theory of magic itself. In depth study of such books may help with attaining the skill of Magic Lore. (GM's disgression) In unseen areas of the shop, Warthinsa keeps the most sensitive materials - including scrolls, and spell books that include virtually all spells Level 1-7. Most Ocean Magic spells levels 1-2 are also available about 75% of the time as well. Warthinsa may also sell spells level 8-12 if contacted through a Midnight Blue Black Market Syndicate contact, or if enough money is offered - 25-50% above the rates listed in the main book he may be willing to provide a scroll or tome detailing how to cast such a spell. Cost of these services always average on the high side, but this comes from supply and demand - Arcane Theory has little in the way of competition this far west.





31. Grand Imports





Owner: This business was recently purchased from the government of Wa-Daisho by an ambitious young businessman by the name of Jason Reid. Jason is in his mid 20s, graduated from the University of Wa-Daisho in 114PA, and is planning to expand this business line to an international chain. Although for the time being, he is setting up this shop to be a more effective business place to draw him the capital he needs to start other businesses.


Reputation: Grand Imports has been in business since early after Wa-Daisho began accepting outside comerce, under the name of General Imports. It was formerly a government funded agency, and thus it gained a great deal of approval from the populace due to their fairness in business. Jason Reid has capitalized upon that trust and approval, by advertising more ambitiously, while increasing the prices in the store while offering, "Out of This Dimension!" savings, that in reality only fall slightly short of the old retail values. Despite this, most people have little noticed the changes, and accept it as they always have.


Description of Shop: Grand Imports resembles a classic Kmart or Walmart of Pre-RIFTS times, built of cinder block style bricks, with a large area of glass in the front, and glass doors leading into the building. One of Jason's "radical" changes, has been to add a more attractive face to the building. Thus he has had the upper portions of the building painted very light blue - more a bluish white, with a red stripe at about the half way point, and dark blue below that. He has purchased approximately seventy custom built carts for customers, and has replaced the generic white sign with bold black letters that read General Imports with a grand illuminated blue sign, that reads "Grand Imports", in stylized itallic letters. The inside has been completely redesigned with impressive looking displays being arranged, special promotions and deals being held in all areas of the establishment, with a registration booth at the front of the shop being set up for a weekly drawing held for a free prize of some sort, television, bicycle, vid disc player, etc.


Description of Services: Among the products carried by this establishment are; imported foods, household items, nicknacks from various parts of the continent, seashells, jewelry, tools, survival equipment, and even a small weapons section. Among the weapons regularly stocked are Wilks 320s, NG-33s, Bandito Arms IP-10s, and Tritonian Industries BG-15 Blue-Green Laser Pistols. They also carry a modest armor selection, including common selections such as those displayed in the main RIFTS book.





32. Alliance Bank





Owner: The Alliance Bank is a government owned establishment. The President of the Bank is currently Arron Swenson a Level 6 Rogue Scholar, turned businessman. Under his administration, the bank has served without error for over five years and counting.


Reputation: The Alliance Bank is the only major bank in Wa-Daisho, and single handedly - between this office, and the ones located in Kyatashiro and Desert Star, controls the value of the Alliance Credit Currency. Altogether however, the populace relies upon the Alliance Bank.


Description of Shop: A two story red brick structure, that measures 110' west to east, and 160' north to south. The main floor includes reception areas, meeting rooms, and service counters. The second floor is composed entirely of offices of administrative workers. On the main floor there are six security workers, two of which are full conversion borgs, one is psychic, and another is a Ley Line Walker. The windows and doors are all built of M.D.C. materials, and an alarm may be triggered by them, or by any of the receptionists to alert not only the security workers, but a military squad based ony a few blocks away. Security cameras hidden from the eye of would be thieves also watch every corner of the bank. An Alliance Bank has never been robbed ... successfully.


Description of Services: The Alliance Bank offers several services. Among them being distribution and storage of Wa-Daisho currency. They also provide Credit Accounts, which are valid in all the Allied Nations, for a cost of only 150 credits. Savings accounts are provided that cost only 20 credits to activate, which they then provide a 7% interest rate for any money left in the account for over 6 months. Lock boxes are also provided and are 20 credits for small ones (1'x2'), 50 credits for medium ones (3'x3'), and 100 credits for large ones (5'x3'x5'). Loans are only made to citizens of Wa-Daisho, with a 12% interest rate a year. There is an absolute limit of 250,000 credits to any loan made by Alliance Bank. Those who skip out on loans have a bounty placed upon them amounting to anywhere from 2,000 to 25,000 credits - at which time they are turned over to the Republic of Wa-Daisho, and are persecuted for fraud. (In which case they get their money back!)





33. Museum of the Golden Age





Owner: Government owned and staffed on government payroll. The present manager of the establishment is Trisga Renvas a level 8 Lizard Man of Aberrant alignment, who is obsessed with the history of the world his parents settled on - Earth. He is so obsessed with it, he deals quite frequently with Midnight Blue, the Black Market of the Allied Nations, to attain new pieces for "his" museum. He never asks questions of the method items are attained, just the location.


Reputation: Museum of the Golden Age is quite popular among the more cerebral peoples of Wa-Daisho, frequented by young and old alike. Tourists attend the museum daily, and citizens attend the monthly expos to see new exhibits on display.


Description of Shop: The Museum of the Golden Age is a large three story structure red brick structure, with exits at each side of the building, with stairs leading up to them. The business front of the establishment is at the North side of the building, with large pillars supporting an overhanging roof, that covers the entrance of the building. On display on this open air entrance, is a sculpted slate of white marble, with a Pre-RIFTS Rand McNally world map etched into the white marble, with the etchings then stained a dark color. The sign, in the front of the establishment, is set off away from the front, on a pedestal in the well maintained lawn, with golden letters reading "Museum of the Golden Age", that is illuminated by a pair of lights hidden at the base of the sign, after dark. Inside is a map in a glass enclosed pedastal, that describes what each of the wings of the museum exhibit during this week. The exhibits that always remain are, "Lifestyle During the Golden Age", and "Military of the Golden age". Lifestyle includes household goods, cans with well preserved labels, and a description of how economic success during the era constantly caused competition on every level, including companies that would supply identical products to anothers, using catchy tunes on television, catch phrases, and a more eye pleasing label. Television during this era is described in how governments of all sorts controlled what was said to either rally or sedate the populace, by controlling the mood of news that was released ... and so on. Constantly playing on an authentic Pre-RIFTS television, is a news broadcast from July 16, 2052 that was recovered from a ruin near old Portland Oregon - which is always a hit among tourists. The Military section, begins by describing how the firearm evolved so meteorically from the 19th to 21st centuries that technology was difficult for all countries to keep up on. A number of firearms from the 19th century are displayed, along with a handful of those from the 20th century, describing categorically the advances that were made with the designs over the years. In the 21st century section they describe the firearm as it evolved to become energy weapons, including the Laser, Particle Beam, Plasma Ejector, and Rail Gun in place of the Automatic Rifle, Grenade Launcher, Flame Thrower, and Machine Gun. A number of weapon designs are presented here, as examples of Pre-RIFTS energy weapons including the M-160 of the New Navy, the C-12 of the US Army/CS Army. The largest two items in their military display is a Northern Canada Aviation Technology (NCAT) CF-52 Falcon II (Interceptor version of the Gray Falcon, that is not as heavily armed or armored as the IHA Gray Falcon.), and an M1A2 Abrams both restored to static display condition and placed in the main hall. The last portion of the tour describes several theories of how it ended, and has several known hallmarks of the RIFTS world as it is today, and how they are actually hold overs from the old world. A rebuilt Glitterboy hulk, with no electronics, or mechanizations inside, is displayed here as a prime example of this.


Description of Services: Gives tours to educate people on the condition of life, and what life was like on Pre-RIFTS Earth. Including a taste of how technologies came about to where they are today.





34. The Diamond Forge





Owner: The Diamond Forge is owned by Aben Wu, an Anarchist aligned, level 23 Stone Master, who happens to be a Chiang Ku Dragon - unbeknownst to most citizens of Wa-Daisho. He is over 3,000 years of age, and has been to Earth on many occasions throughout it's history - but admits that he likes this era more than any other he has been here during. To complete his masquerade as "human" he goes by the name of "Galdus", and takes the form of a 6'8" hairless ebony skinned human, with bright golden eyes - and typically wears flowing robes of dark colors. His claim to fame here in Wa-Daisho is his ability to transform nearly worthless coal, into diamonds. Most Stone Masters are NOT capable of this, but he has learned to manipulate the minerals that compose coal, into it's super dense, super valuable transmuted form. Just the same, he has learned to manipulate metals as well. Among his peers he even brags that it was he who set man in the middle ages to struggle towards that enigma that was Alchemy, that was in actuality impossible in this world when it was magicless. He still laughs away the evenings when thinking of just how man struggled centuries to achieve what he can do in an evenings time. He works five days a week, with the two days taken at his whim whenever in the week, and works year round. On December 1st however, he leaves his shop, and goes south. Without fail, by January 1st, he returns. No one really knows where he goes...


Game Master's Note: Aben Wu is actually a spy sent to Wa-Daisho to conduct espionage against this island nation, by none other than Lord Splynncryth of Atlantis. Lord Splynncryth, although content with his place in Atlantis, is always curious of the goings on in other parts of the world. This "heroes" realm that Nyan Tamya has created, fascinates him, and he seeks to keep a close eye on it. He has toyed with the idea of testing it's defenses by waging war against it, but for the time being, he wants to see how long until Wa-Daisho's outspoken nature gets it destroyed/mauled by it's own actions. Aben Wu makes his report once a year, during December - usually by metamorphing into a large bird of some sort, and flying the distance from the mainland to Atlantis. His primary mission is to report the morale an opinion of the populace on a number of subjects, and to create a network of informants who are blissfully unaware of who they are working for. Note that Nyan Tamya IS aware that Galdus is a Chiang Ku Dragon, but he is not aware of any ulterior motives this serpent may have by setting up shop.


Reputation: The Diamond Forge is a high class establishment that caters to the wealthy. It is highly regarded among the upper classes to own at least one or two such diamond sculptures. On the other hand, people tend to find the little shop more than a little creepy so they stay away from it, unless they really have the money and desire to have the prestige of owning such a sculpture.


Description of Shop: This is a tiny shop, measuring only about 40'x50', constructed of wood, with wooden siding, and red earthenware shingles. It is in great condition the wood of the siding being stained, varnished, and polished to a shine. The windows (High SDC plastic) are clearly visible from the main street, with numerous diamond sculptures and trinkets being visible on display beyond. The sign on the front of the building is white, with a sparkling diamond drawn on the right hand side, with the words "The Diamond Forge" being written in grand scrawl work, on the white background, in black letters. Inside it is kept like a jewelry store with everything under lock and key, in glass cases - all made of high SDC materials, or MDC glass for the most precious of creations. All of the creations on display here are a cloudy white crystaline material - authentic diamond, of ceremonial daggers, swords, eating utensils, vases, small figurines of dragons, beautiful women, pegasus, busts of famous people, animals of all sorts, plants, and miniatures of buildings - including Nobunaga Palace. The one other item of interest is a large glass case behind the main counter, that contains a full sized suit of armor made of the same opaque white diamond, a diamond blue visor, and details, as well as crystal clear detail portions. To any who can see magic energy they can tell that this suit of armor IS magical. (GM's note, according to Galdus, this is his masterpiece. He is correct in saying this, but what he fails to ever mention is that it has been magicked, and is in reality a RUNE statue!!)


Description of Services: Provides high class muckamucks with beautiful diamond sculptures and items, at a cost of 5,000 credits per finished ounce, which is really a high turn around since coal is basically dirt cheap, right here in Wa-Daisho. Note that Galdus does take custom orders, but he can take anywhere from 6 weeks to 6 months to get around to it, due to such a large back order, and being of a lazy nature as it is. The suit of armor is NOT for sale. Note that items made of diamond are very impractical for actual use, and weigh four times as much as the original artifact.





35. Clearwater Custom Jewelry





Owner: Scott Jacobsen, a middle aged former resident of Tolkeen, owns and operates this shop with the assistance of his lovely wife Claire. They are both human, and grew up on the streets of Tolkeen coveting the fine things of wealthy people. They met on the streets as little more than City Rats - but when their lives turned around for them, was when Scott attempted to rob a well to do jeweler and found himself caught in a magical trap. The elderly jeweler cut a deal with the local authorities that if the boy came in and did chores and such for him around the shop, every day, he would press no further charges. Scott came to respect and even like the old man - and visa versa. They found their common bond was in their love of fine jewelry, and all manner of things that glitter. Within six months their relationship turned from victim/thief, to jeweler/apprentice. The old man eventually passed away, and a shock to his entire family was that he left most of all of his shop's possessions to the City Rat that once tried to rob him. From there Scott's life made a turn around - he and his girl friend Claire stopped hanging out with the gangs, partying, and staying up late and became reputable business owners over the next ten years. They finally left the city of Tolkeen in June of 110PA after the MMI (Mystic Military Intelligence) of the Royal Tolkeen Army came in and drafted all diamonds and gem stones in their shop of the time for military use. With their reasonable savings, and after liquidating most of their material possessions, they booked a train ride out of Tolkeen into the Colorado Baronies, finally coming to settle in the new City of Wa-Daisho. Although Scott and Claire both miss Tolkeen very much, there is still some bitter feeling there about the lack of compensation they received for their goods. Scott still keeps it on record that King Creed of Tolkeen owes him and his wife over 450,000 credits in diamonds and gems.


Reputation: Clearwater Custom Jewelry provides an exquisite selection of ready made items, and creates jewelry of all sorts to custom order. They stand by their product - any amount of disatisfaction results in money back, guaranteed, for the return of the jewelry. Among all walks of life in Wa-Daisho, and in the Allied Nations in general, an item purchased from Clearwater is a sign of high class taste. Prices vary according to the complexity, and cost of materials. Scott is notorious for his soft heart however - and has been known to cut GREAT deals for underpriviledged sorts of customers, especially fools in love with an underpriviledged lady.


Description of Shop: Located on Merchant drive, this shop is placed in a prime location for passerbys who might be interested in making a compulsive purchase. It is a relatively small 30'x40' single story brick shop, with a plain black sign that displays an image of a diamond ring, with an oversized diamond on it, with the words "Clearwater Custom Jewelry" written in ornate cursive writing. On the interior, it is well kept with maroon carpets, glass cases running along each side of the shop, with a single exit at the back into the work shop of the master jeweler who runs the establishment. It is well lit inside, and is constantly under protection. Cameras watch every corner of the shop including the work shop. Scott himself carries a Wilks-Remi 104 Derringer (pg 207 RIFTS World Book 14: New West) for protection, plus troops of the City Guard Division are constantly in the immediate vicinity, with anywhere from 16-32 troops walking around Merchant drive at any one time. Additionally two guard booths guarding the entrance of the underground city, each with a pair of soldiers in it are located less than 70' from the shop, who would investigate any sort of disturbances so close to their posts. There is ALWAYS at least one attendant inside of the shop itself, usually Mr or Mrs Jacobsen, but occasionally outside help is hired to man the till or help cover customers. Note that all valuable materials are kept in a safe in the back room. The glass cases are almost as safe as a true safe, given that they are composed of mega-damage materials designed to withstand brutal punishment of frustrated attackers.


Description of Services: They typically sell high quality jewelry at fair to high prices. However, they specialize in producing jewelry to custom orders. Prices vary greatly according to the cost of materials, work involved, and the complexity of the order. Unusual or special orders such as those that include items built into them such as microchip recorders, video cameras, mace, or pepper spray must be provided by the ordering party and likely cost double normal price. Any requests to place a lethal substance or object into a piece of jewelry will be flatly refused, and a report WILL be filled out after the departure of the ordering party. Hidden compartments increase the cost of items by 50%. Use the following price list as a guideline, but bear in mind that these prices are NOT hard prices. IF the project is extremely elaborate or ornate (translation: gaudy) increase the price accordingly. Also, since Scott IS a master jeweler, have him maybe try to talk the character(s) out of the more elaborate schemes and similar, especially if planned as a gift. More elaborate is not always better. Even if it won't make him as much money, remember, his work is guaranteed so he's got to be certain it's what the character wants. Here is the price list;





Rings: 250 credits to 2,200 credits maximum.


Bracelets: 180 credits to 3,200 credits maximum.


Pendants: 150 credits to 2,500 credits maximum.


Necklaces: 50 credits to 1,200 credits maximum.


Earrings: 25 credits to 450 credits maximum.





Note: These prices listed are intended for HUMAN sized jewelry. Larger jewelry for Dragons, giants, etc. could be substantially more upwards and around of 10 to even a 100 times more expensive given the time required to spend on such items due to their inherant size, and complexity. Also note that the prices above do NOT factor in the special projects as mentioned above. GMs again, I as a fellow GM cannot stress enough to use COMMON SENSE in this pricing. I did not even begin to cover the idea of an all diamond necklace like the ones worn at important Hollywood functions that are worth upwards and around of $1.5 million US dollars each in todays world - one can only begin to imagine how much it'd be worth in the RIFTS world.





36. Jay's Pawn & Barter





Owner: The owner of this establishment is Jay Kesselrig formerly Sir Kesselrig, of the Cyber-Knight order. Jake was an imposing figure, who stood 6'5" in his prime, and was built like a power lifter. At one time, he was said to be the greatest of men west of the Rocky Mountains. He traveled this land, mostly west of the Sierra Nevadas in California, for almost thirty years as a knight, fighting for truth and justice. He crushed all vestiges of evil as he went - mercilessly, methodically. It was near routine for Sir Kesselrig the Slayer to walk into a small town, interview the people, learn of their plights, and he would dash it all away in an amazing fury of combat that would leave those responsible dead or dying. At thirty two years of age, he took a bride - an extremely attractive brunette woman, who was offered to Sir Kesselrig by her father for the slaying of a small pirate band that had stolen his fishing sloop. Despite these odd beginnings they quickly fell in love, and for the first time Kesselrig fell into semi retirement, as he pursued a family. His wife became pregnant on his 34th year - but died from complications at birth. Sadly he lost his child as well. Sir Kesselrig the Slayer made a return to business, with a vengeance. Any supernatural force, or villainous figure that would enter his territory would suffer an incredibly terrible fate. Stories are still told to this day, of the carnage and methods Kesselrig would use to kill his opponents. Many of his foes died of blood loss, rather than a swift blow - preferring to make the evil doer suffer before killing him. Meanwhile, stories about Sir Kesselrig the Slayer were reaching other Cyber-Knights. Several in Colorado, heard of the brutal tales about Sir Kesselrig, and began searching him out to investigate for themselves - to bring him to justice if need be. Before they found him however, he found a new woman in his life. This time it was a much heartier woman, who had several children of her own, but was widowed when her husband went to sea and never returned. Sir Kesselrig the Slayer softened during this one year of marital bliss again entering semi-retirement. Only a few days after their first year anniversary however a drunken driver claimed her life. Sir Kesselrig the Slayer went ballistic - he could not be consoled. He flew into a murderous fury, and killed the drunken man which had struck his wife's vehicle, chopped him apart, and spread his entrails over the city street. He chopped the car to pieces - then burned it's shattered remains. The towns people who witnessed this act, said that the gleam in Sir Kesselrig's eyes told fully well the story ... their hero's heart died that day. Shortly after he ran off into the mountains to continue his work. It was here that he met the Cyber-Knights which were searching for him. It is unknown what exactly transpired at that time - all that is known, is that Sir Kesselrig the Slayer was cast out of the Cyber-Knight order, and was forbidden to use the title of Sir in the future. When he arrived in Wa-Daisho he attempted to lead a life in the military, but was deemed as unsuited to military occupations because his demeanor was not fitting. He was entirely too brutal and sadistic. Today Jay Kesselrig is but a shadow of his former self. His 65 year old back is bowed from inactivity - giving him a stooped 6' appearance. His body is not what it once was - he is grotesquely overweight with a belly that hangs well over his belt. His hair is always greasy and disheavaled, his beard and moustache once very proud in appearance are unkept and stick out in every direction. He often goes days without changing clothes, giving him an over all smelly and stained appearance. Similarly this man is not who he once was - he is greedy, eyes every trinket that enters his store, and offers the lowest prices he can possibly conceive. Thus he now preys on the down trodden.


Reputation: Few know the truth about Kesselrig and his former days of glory this far to the North, but the tales can be heard in New Hope on the coast of California, so a few in town do know of his past - and those that do usually steer clear of this beligerant, greedy fellow. Even still, his shop is avoided most often by all but the most desperate for money. When you cannot get money for an item anywhere else in Wa-Daisho, you can usually get SOMETHING at Kesselrigs, though it's not likely to be near what you figure it is worth.


Description of Shop: This shop is located on Merchant drive, opposite of Clearwater Custom Jewelry across the entrance to the underground portion of the city. It is a single story 25'x35' wooden building painted in a deep green color, that is now chipping badly in many places. The single door entrance is raised about a foot off of the ground. Above the door is a white sign that reads the name of the shop, in a no frills bold black letter font. Once you enter the first thing that is noticed is the smell to the place - it smells of a gym locker room, or perhaps a pair of very sweaty socks, that gets more intense as you approach the East side of the building. Inside is a soda pop machine that seems perpetually out of three or four selections, and row upon row of shelves stacked with a vast array of items. MOST items are in working order, and are purchased as is. To the East is a glass counter locked up of course with watches, earrings, rings, hand guns, and various nicknacks that are obviously the valuables of this establishment.  Behind this counter sits Kesselrig himself, sitting at a small desk covered in papers, receipts, empty soda cans, empty styrofoam cups, plus a few different bags of junk food within easy reach as he sits there watching a small portable color television set. He always seems completely enthrawled in what is on the television, until someone picks up an item in his store. He will then blurt out the price to you, and eye you as you handle the item. Something about the man does not seem right, and very few are comfortable around Kesselrig. (Very intimidating, MA: 22!)


Description of Services: Jay's Pawn & Barter allows people to get a loan on items, or sell/barter an item for something else. Jay does not offer a gold mine to anyone who walks in there - seldom offering more than 10% value when pawning an item. (Thus for a fully charged E-clip priced between 5,000-6,000 credits brand new, he would only offer up to 500 credits.) When bartering, or purchasing an item, he will offer slightly more than this, anywhere from 15% to 20% retail value. (In essence then selling him that same E-clip COULD get you 1,000 credits, but is more likely to be 750.) He bases this figure off of how easily he can liquidate an item, this is where role playing a debate might come in handy. The items he sells are usually quite close to retail price, with a slight sliver carved off to compete, his greed however is his own down fall with this aspect. His jewelry on the other hand is typically marked slightly above retail price, but only someone skilled in Gemology would be aware of that.





37. Akersley Fish Market





Owner: James Akersley. See #15.


Reputation: Akersley Fish Market is known in town as the single best source of fresh fish in the entire City of Wa-Daisho. Although a good deal of fish is sold at Merchant Drive, it is only done so at the price of competing against a well known, widely approved business like Akersley Fish Market.


Description of Shop: This shop is another located directly on Merchant Drive. It's a fairly large establishment however, resembling a small town grocery store, with three central aisles, freezer secton to the north east wall, fresh fish and sea food section at the south west wall, and check out aisles on the south east wall.


Description of Services: Originally Akersley Fish Market was only an open air shack with a days fresh catch every day from a small ailing fishing fleet. The new and improved Akersley Fish Market is a far cry from the old days, having moved into at least the 20th century in modern convenience. It not only has a section that deals in fresh sea food, which is still admittedly their most popular section, they now have added live water tanks containing Tanner Crab, and some varieties of fish for guaranteed freshness. The new store also incorporates a section of frozen preserved sea food, that may be slightly older than the fresh, but will keep longer than the other because it has been prepared for long term storage, packaged, etc. (Also the only show in town during stormy weather - a common event in Wa-Daisho. Towards the center of the store are three super market like aisles containing spices commonly used in sea food preparation, synthetic lemon juice, recipe books for sea food, and canned sea food, such as canned tuna, salmon, oysters, and canned shrimp. All of which stamped, licensed, or approved by the Akersley Corporation.





38. John Wayne Movie Theatre





Owner: This fine establishment is owned by David Harris, a young rogue scholar that encountered a large cache of vid disks in an archaelogical dig in what was central Oregon. These disks were in pristine condition - and gave him the idea of opening this sort of establishment. Among the disks was the ENTIRE John Wayne movie collection - in a collectors edition form, along with five "NEW" movies filmed during the 2060s, with a digital version of the Duke playing in each of them. Mr. Harris doesn't spend a whole lot of time at his own theatre however, he spends most of his time out on digs, exploring, adventuring - but the theatre has proven to be invaluable for drumming up much needed funds for the digs!


Reputation: The John Wayne Movie Theatre is a nice place to go, for a date, to spend some time, see some interesting stuff, or even to spend an evening with the family. It is quite popular, and is almost always packed with people.


Description of Shop: This establishment is housed in a 150'x200' brick building, with a classy looking front face on it with the classic ticket booth out front, the vertical neon light sign in blue letters that reads "John Wayne Movie Theatre", with an image of John Wayne, tipping his hat, while sitting astride a horse. There are two entrances, one, that movie viewers are told to enter, and the other to a side business, a small movie rental establishment. Inside, the main lobby the smell of popcorn, excited chatter about this movie or that, rattle of ice in soft drinks, and the muffled sounds of movies playing on one of it's four screens, echoes loudly to remind one of theatres so common place on Pre-RIFTS Earth. The second business, is not disimilar to any average video rental store on Pre-RIFTS Earth. There are several shelves full of video cases, which you take to the counter, for them to pull from the rack behind the customer service counter, to give to you. Both portions of the business are well maintained, and have an ample number of personnel to give service to.


Description of Services: It's a movie house! Movies may be viewed on one of the the four big screens for a cost of six credits per person, or four for children. (No, they don't bother to see if they are shape shifters either - not enough of them to worry about, over a two credit difference.) Such a large selection of movies were recovered from the dig listing them would be impractical, instead determine what movies are playing via this system;





01-20% Comedy


21-40% Action


41-60% Western


61-80% Horror


81-00% Romance or Family





*Note: ADULT movies are not shown here, as they are not thought to be classy enough.





Additionally, inside of the main lobby they sell buttered popcorn for 2-5 credits a bag, soft drinks for 2-5 credits a cup, and candy for 1-2 credits a package.





The side business of movie rentals offers video disks (Copies of the originals of course.) for 6 credits per disk for two nights, or 11 credits to purchase a copy of the movie. In either case, there is a one time 10 credit membership fee. No more than 8 are rented out to any one individual at a time.





39. **Wa-Daisho Import & Export Center





Owner: Government owned and operated.


Reputation: It is reputed to be the center of Wa-Daisho's economic strength. In many ways the men and women who work here, are the heart and soul of Wa-Daisho. They permit Wa-Daisho's economy to grow at a manageable pace, through accurate in and unbiased research and decision making. 


Description of Building: This is a large five story building that is 350' in length (East to West) and 120' wide (North to South) built outside of all of the walls in Wa-Daisho, near the West Bay dry docks. It is an office building built of reinforced concrete, with armored doors, and high security. On the roof is a pair of reinforced helicopter pads (60'x60' each) that regularly carry dignitaries to and from various places in the city, and across Wa-Daisho. To the South of the building, is a large fountain, with three main streams that come up from the center and cascade down into the pool around it. At night, each of these streams is lit up by a small light - one blue, one red, and one white - representing the three founding nations of the Alliance, Kyatashiro, Wa-Daisho, and Desert Star. As mentioned the building is armored, and has a structural M.D.C. of 4,200, or 150 M.D.C. per 20'x20' section of wall. The windows are bullet proof, with 25 M.D.C. each, and the armored doors are 65 M.D.C. each.


Description of Services: This establishment is designed as a location where experts in economics, export, and import may get together crunch numbers and decide what is to leave and what is to enter the Republic - while taking into careful consideration what is needed in the Republic of Wa-Daisho. Once this information is gathered, it is then sent over to the Akersley Trade Center, where trades based upon this information may be arranged with foreign dignitaries.





40. **Akersley Trade Center





Owner: James Akersley. See #15 for a description. James contributed the funds to build the Akersley Trade Center to assist in the economic growth of Wa-Daisho, when he learned just how difficult arranging trades had become giving the political tie ins and tie outs. Although he contributed the funds, he has little say over what occurs here so it is for all practical matters owned and operated by the government.


Reputation: Along side of the Wa-Daisho Import & Export Center, it is reputed to be the center of Wa-Daisho's economic strength. In many ways the men and women who work here, are the heart and soul of Wa-Daisho. Through the information that is given to them from the Import & Export Center, they are able to arrange reasonable and mutually benefitial trade agreements with both foreign nations and free traders.


Description of Establishment: Like it's sister building, the Wa-Daisho Import & Export Center, this is a gargantuan office building that stands five stories tall, is 300' in length (East to West) and 250' wide (North to South), and is built of heavily reinforced concrete, also with the same armored doors and high security. On the roof are a pair of 60'x60' reinforced helicopter pads. Unlike it's sister building, however the top floor is little in the way of offices, but instead is composed of meeting rooms, break rooms, and a high class restaraunt/observation room that over looks the West Bay of Wa-Daisho. As mentioned the building is armored, and has a structural M.D.C. of 4,500, or 175 M.D.C. per 20'x20' section of wall. The windows are bullet proof, with 25 M.D.C. each, and the armored doors are 65 M.D.C. each.


Description of Services: This building houses the think tanks of Wa-Daisho's economy, who arrange trades with free traders and foreign nations. The entire building is built to cater to these men and women, and to house the dignitaries that will negotiate trade agreements with them. Facilities such as the meeting rooms and the restaraunt on the top floor are only a couple of the measures designed to secure trade agreements for Wa-Daisho. Trades conducted here are usually fair, but almost always slightly in favor of Wa-Daisho's goods in terms of value - as is expected most anywhere you go. It is also here where taxes are paid for goods that are to be imported.





**Important Author's Note: The Import & Export Center & Akersley Trade Center were designed while thinking of the World Trade Centers of New York in mind, back during the mid '90s. Back then I never would have dared imagine that the real things would ever be gone. I leave these buildings however, untouched, and unchanged from my original view. I only wish that scribbling a few figures on a piece of paper would have been enough to armor the real things so that they could not be harmed. Even still, never forget.





41. Wa-Daisho Public Library





Owner: Government owned and operated.


Reputation: It is reputed by scholars and information lovers in Wa-Daisho (of which there are many...) as one of the greatest additions to the city, being arguably one of the greatest libraries on Earth.


Description of Establishment: The Wa-Daisho Public Library was built to compliment the already existing, and woefully inadequate High School Library. It is utterly huge, being a single story tall, 75' wide North to South, and 350' long East to West. The Eastern three quarters of the extablishment is one gargantuan library composed of rows upon rows of books, most of which amazingly are Pre-RIFTS in origin - copies, but Pre-RIFTS in origins. Copies of books, are photocopied - placed in a three ring plastic binder, and the pages are laminated, with a color coded cover and spine. These books are clearly marked as library books, and are coded so that if any are taken out the door of the library without being scanned (ie checked out) the thief will be detained. On the South wall of the building are seventy five computer terminals all hooked up to the WaNet, which in all practicality has most of the library scanned into it's database - perfect reference tools. The Western quarter of the building has two sections to it, one which is closed off from most people is the actual offices and location of the servers for WaNet. Given the technology level of today, compared with five years ago, the server there which is approximately the size of a refridgerator, is capable of supplying DSL speed service to ALL of the residents of Wa-Daisho, and never once have problems with bogging down. The other is on a raised platform away from the library, which is a shop. This shop supplies photo copies, staples, paper, pencils, pens, and various other office goods that would help with research and paperwork while in the library. They also have a separate desk in the same room, where a person may order a copy of a book, for purchase.


Description of Services: The Wa-Daisho Public Library offers a number of services. First and foremost it offers it's facilities to use, read, and optionally check out books if necessary. All that is necessary to check out a book is a Wa-Daisho Citizen's Credit Card. If a book is damaged or is missing, it is simply replaced with another copy of the original, which are all safely stored away in Wa-Daisho, Desert Star, or Lazlo - at cost for the person who damaged or stole the book in question. Given the security measures in Wa-Daisho, it is not difficult to track any person's card. An area called the supply room offers all sorts of office supplies that would be useful to someone making up a report or term paper, or just conducting research on a subject. In the same room, books may be ordered, to purchase. When replacing missing or damaged Books or purchasing one from the supply room, they cost .05 credits a page - so for a 250 page book it is only 12.50 credits. Books are available on a two week waiting list, provided that book is in Wa-Daisho. If it is in Desert Star or Lazlo, it could be as long as 40 days, and shipping expenses will be charged as well. (5 credits for Desert Star, 15 for Lazlo.) Books being purchased for the home are bound in a black plastic three ring binder like the standard library books, with a white label on the spine denoting the name of the book, and the date of it's reprint. The only other service, is in a far corner of the establishment, and that is the WaNet office, that offers DSL like speed net service to the personal computers of Wa-Daisho. Attached to a standard cell phone via a specialized cord and power adaptor (for a wall socket) (costs 15 credits for both) even a PC-3000 or PC-2020 can be used to access the WaNet. Cost is 15 credits a month, which includes access to the Library site, the Wa-Daisho Republican Council web site - which involves all important matters of business that are currently facing the council, the Import & Export/Akersley Trade site, that describes the trade processes, and current trades taking place, the Akersley Fishing Corporation web site - which gives a live up to date web cam from the bridge of any of the Akersley fishing vessels within 50 miles of Wa-Daisho (which is most of them at all times.), S-Mart Catalogs, Capos Industries Catalogs, Wa-Daisho Industries Catalogs, plus any number of personal web sites, and business web sites. Most of the vessels in the Allied Naval Fleet, and the Wa-Daisho Navy vessels have web sites as well. All WaNet members have free WaNet sites, it's simply up to them to put them up, which is very easy given the simple program packages that come with membership to WaNet. All told a third of the population of the Republic has web service, which means there are approximately 25,000 web sites. Discussion is currently under way between Wa-Daisho and Water Point Preserve to errect towers on two of the large islands between Wa-Daisho and Water Point Preserve to provide phone service to everyone in both nations - this would also mean that WaNet could expand it's Net there as well.





42. West Bay Lighthouse





Owner: Government owned and operated, it is manned 24 hours a day by two spotters and a lighthouse keeper.


Reputation: Similarly to the South Bay Lighthouse, the West Bay Lighthouse has little in the way of reputation, except that it is the largest lighthouse in operations anywhere on the West Coast of North America. Like it's smaller, older cousin to the south of the city, it is also known for giving accurate visual aid and assisting sailors find a safe port at night or in storms.


Description of Lighthouse: Like the South tower, this Lighthouse is specially designed for durability. It is a 75' high white pillar shaped light house, with a red tiled conical roof, and modern fittings for the light. It is a reinforced merctite geodetic construction frame, supported by merctite beams that are loosely hinged to permit for gentle swaying with hurricane force winds or stronger, to reduce the impact of waves should they ever get to that height, or to permit for swaying from earthquakes. Translated - it is a very sturdy structure, that has been designed and built to withstand decades, perhaps centuries of service, with 1500 mega-damage.


Description of Services: Acts as a visual aid to vessels approaching the west bay of Wa-Daisho City, for vessels that are either not equipped with higher technology guidance, or vessels that have sustained serious enough damage to not have access to more high tech guidance. It's long reaching light provides a +10% to piloting and navigation rolls when within 45 miles of Wa-Daisho's West Bay. For those with advanced guidance, the west and south lighthouses both transmit vital navigation related data to vessels at a distance of 125 miles, that provides a bonus of +20% to both piloting and navigational skill rolls.





43. Empty Business





A 220'x130' building, that was formerly a night club that was a front for the crime syndicate operating in the Allied Nations, Midnight Blue. The owner is presently asking for 55,000 plus tax (Total is 58,850 credits plus 1,540 in property tax every year.)





44. Divine Tatoo & Massage Parlor





Owner: Officially the owner is Skel Tamaris, a mid level City Rat who is about twenty five in age, stands 5'11", and weighs approximately 145 Lbs - a PB of 18. He is originally from Hillcrest, a well known Chi-Town 'burb - supposedly moving to Wa-Daisho as soon as he had enough money saved up. He started the business just in the last couple of years, after working a couple of years at "The Merchantman's Pub" - before getting a loan from an old friend, to purchase this new business. He is seldom at the establishment himself however, instead preferring to stay in his five bedroom flat at the north end of town, or cruise around town in a silver metal flake Skullray (A Coalition National Industry sports car that looks a LOT like a convertable Ferrari.) with highly polished crome rims, bumpers, and trim - his pride and joy, which also happens to be a 150,000 credit car. When out on the town, he is never seen without sunglasses - the mirrored variety, and usually wears high quality clothing preferring the relaxed look of nice neutral colored slacks, a neutral colored sports jacket, and a brightly colored shirt underneath. He is seldom seen without a woman on his arm, who has a PB less than his. In reality, Skel is just a front man for the true owners of the Divine Tatoo & Massage Parlor, Midnight Blue.


Reputation: A questionable place, where a person can go to either get a tatoo, relax in a sauna, take a dip in a hot tub, or get a relaxing back rub. Among those in the know, so to speak, the ladies given a few extra credits are also qualified ladies of the night - some are licensed, some are not. There has been some complaint on the part of the patrons of the Shinto Shrine located so close to the Parlor, since one of the 'new' girls propositioned a notable patron for some horizontal refreshment while he was getting a back rub! It is not likely to cause a move or anything of that sort, but it makes it avoided by many Shinto in the city.


Description of Shop: A nice clean looking single story building, that measures about 150'x80', with a reception area as you first enter. There are two doors that lead from the reception area at the front, one entrance that leads to one side of the building, while the other leads further into the back. The first door leads into the tatoo parlor, where literally thousands of designs are displayed on the back wall, showing all the regular schemes that are available, a computer operated arm mechanism, near a dentist style chair, is what does the actual work according to the scheme chosen by the recipient. The other doorway leads into a hallway with two locker rooms, one at each end - one for women, the other, for men. From here you may change into whatever clothing you need, and make arrangements for whatever you'd like. Massages are held in private rooms - any interest in horizontal refreshment MUST be initiated by the customer, unless he or she is a repeat customer, or an associate of the owners of the Divine Tatoo & Massage Parlor.


Description of Services: The tatoos offered by Divine, are of high quality, being extremely precise - though expensive. Literally thousands of patterns can be selected or a custom pattern may be specified by the customer, and the tech there will help draw it up on the computer. A small single color tatoo costs 75 credits, while the largest multi color tatoo that spans across a chest or around a limb in a spiral can cost upwards and around of 2,200 credits. Tatoos can be made in five minutes to two hours. Depending on the complexity and size again. The other portion of the business, provides hot tubs and saunas for 20 credits for an hour. Massages cost 35 credits for a half hour massage - additional charges are made from there. A separate sauna, hot tub, and four massage booths are in the back, reserved for esteemed associates of Midnight Blue.





45. Livery Stable





Owner: Government owned and operated.


Reputation: It is a reliable place to store beasts of burden for short periods of time.


Description of Stables: A fairly large wooden and concrete structure. Most of the stables are composed of wood, and do not exceed 24' in height - a portion to the far south of the building however, stands nearly 30' in height and is composed of composite ceramic construction, of the mega-damage variety - with a pair of garage style doors, also reinforced leading into it. It is painted a drab brown color over all, and has a wooden sign above the entrance to the wooden portion, "Wa-Daisho City's Livery Stable". Inside are 40 stalls of horse size, although some of the dividers can be removed to make room for larger riding animals that may need to spread wings or what not. There are five pens at the south end of the stable however, that are reserved for supernatural mounts, such as Pegasus, Ostrosaurus, etc.


Description of Services: Provides a safe boarding condition location, for beasts of burden and riding animals - immediately off of the ferry, so that a traveler can first check in his or her animal(s) then wander into town to find room and board. Costs for storage, care, and feed are as follows;





10 credits a day for horses, ponies, etc.


*20 credits a day for carnivorous animals.


*100 credits a day for supernatural herbivores.


*200 credits a day for supernatural carnivores.





* Note that the owner MUST sign a release paper that he claims full responsibility for this animals behavior in the pens, that it will not attempt to attack care givers at any point, notwithstanding any form of abuse inflicted upon the animal. Any damages inflicted by the animal then must be compensated by the owner of the beast, and if anyone dies compensation must be paid to the family of those slain. Note that nothing outwardly dangerous, snarling, or barking savagely will even be permitted.





46. Laoc's Repair





Owner: Laoc Kettlebrew, a dwarven engineer from out east somewhere heard of Wa-Daisho a few years back, and coming to investigate he discovered that repair facilities in this little town, were few and far between. Figuring he could make a killing in the meager market, he jumped in with both feet. He seems as though he's perpetually woken up on the wrong side of the straw mat, despite the fact that his plan has worked out better than he'd ever intended. Despite this, he'll never chase a customer away with grump - he may be cantankerous by nature, but he's not a fool.


Reputation: Laoc, although always seeming to be on edge, and greedy as a dragon with his treasure, Laoc's work is the absolute best in town. If there's something broke, he'll fix it if paid the right amount.


Description of Shop: Laoc's Repair is not exactly a spic and span looking establishment. Given the close proximity to Wa-Daisho's Civic Centers, several times in the last five years, he's had to have the place repainted, cleaned up, repaired, or flat out overhauled, because he uses only the cheapest materials and supplies possible to keep his "Shack" up. It's composed of a wooden structure, with ten garages - capable of taking even an RV or Tractor truck in for repairs. Although of sturdy construction, he has a tendency to buy cheap fixtures. On several occasions the garage doors have failed or fallen off of tracks, because they were made of cheap aluminum fittings he'd bought for hundreths of a credit. The white paint, the cheapest chalk based paint he could acquire, was so cheap that within two months of being painted, it was already beginning to flake and fade off of his place of business. He never paid it much mind however, and just continued to go about business as usual. In the opinion of his mother, "Can't fix a tranny with a good paint job!" Inside, it's much the same. The door handles are cheap, or broken - locks won't work, so have been jury rigged with home made locks and what not. The place also reeks of fuel and motor oil, and the sounds of air guns can be heard throughout - it's generally a back alley looking repair shop. The cash register works fine however, and is brand new by appearance compared to everything else in the shop.


Description of Services: Laoc's Repair can fix most anything under the sun from an electric toaster, to a nuclear powered S-Mart Hover Car. Although skilled in repair and reconstruction of weapons, he'll seldom do so unless offered double to triple the amount typically paid for such services.





47. Laoc's Fossil Fuel Station





Owner: Laoc Kettlebrew, a dwarven engineer from out east somewhere heard of Wa-Daisho a few years back, and coming to investigate he discovered that repair facilities in this little town, were few and far between. Figuring he could make a killing in the meager market, he jumped in with both feet. He seems as though he's perpetually woken up on the wrong side of the straw mat, despite the fact that his plan has worked out better than he'd ever intended. Despite this, he'll never chase a customer away with grump - he may be cantankerous by nature, but he's not a fool.


Reputation: The Fossil Fuel Station is regarded as a convienient place to stop, get fuel, and pick up little this and that items that might be of use around the house. Many people insist that the price of the fuel is far too high, that it's Laoc's greed that places it so high. Although analysts insist that his prices are fairly close to the actual ones suggested for this region, Laoc actually attains his shipments from a friend of his down in the Pecos, that sends him his fuel for about 7 credits a gallon, including shipping costs.


Description of Shop: Laoc's Fossil Fuel Station is in similar condition to the Repair shop, as it is not exactly a spic and span looking establishment. Given the close proximity to Wa-Daisho's Civic Centers, several times in the last five years, he's had to have the place repainted, cleaned up, repaired, or flat out overhauled, because he uses only the cheapest materials and supplies possible to keep his "Shack" up. It's composed of a wooden structure, with plexiglass windows at the front - which seem to perpetually be slightly fogged, and a single glass door. Although of sturdy construction, he has a tendency to buy cheap fixtures. Besides that, the white paint, the cheapest chalk based paint he could acquire, was so cheap that within two months of being painted, it was already beginning to flake and fade off of his place of business. He never paid it much mind however, and just continued to go about business as usual. In the opinion of his mother, "Can't fix a tranny with a good paint job!" Inside, it's much the same. The door handles are cheap, or broken - locks won't work, so have been jury rigged with home made locks and what not. The place doesn't look like it's only five years old, it looks more like twenty or thirty. The sound of old second hand refrigeration units, cooling soda pop, fills the room upon entrance, and the selection of items always seem a little on the high end, but for convenience it cannot be beat.


Description of Services: Laoc's Fossil Fuel Station offers all manner of fuel resources to customers, everything from Kerosene to low end, leaded gasoline is available for about 20 credits a gallon. Inside, motor oil, candy, soda pop, and other convenience items may be found available, at slightly above retail prices.





48. Wa-Daisho Civic Center





Owner: Government owned and operated.


Reputation: If the Wa-Daisho Import & Export Center and Akersley Trade Center are considered the hearts of Wa-Daisho's economic strength, the Civic Center is the heart of the society that is Wa-Daisho. It is a very popular place among those who wish to have a hand in the governing of their Republic - and also for any who attend public functions. (See Services, below.)


Description of Establishment: The Wa-Daisho Civic Center is a large, three story structure built of white painted ceramic blocks with red trim, although not visible it is built with a Merctite frame - a very strong mega-damage structure. Located across the street from the City Park, it's appearance is very pleasing to the eyes. It measures nearly three hundred feet in length, and about a hundred feet in width. There are four entrances to the building, each being a sturdy reinforced door - capable of being opened only with a five digit code, and an authorized card to be slotted through. This is typically government employees only. During the Status of the Republic Picnics held on the 15th of every month, the doors are propped open, but security is even tighter than normal. Once inside the door on regular occasions, at each entrance are two guards accompanied by metal/weapon detection units that scan not only for metal on the person, but for energy signatures, or the signature of the chemical compound that is gun powder. Further more, the guards also frisk or check over the individual. It's very effective for ferreting out hidden weapons. It is tested about once every three months, to be certain no one can make it through with a weapon. So far nobody has made it through with a weapon. The main floor itself is divided up into several large rooms, including a pair of court rooms, a cafeteria, and a large reception room, complete with stage. The upper floor is composed of offices for public services such as sanitation, water, electric, and phone utilities. The central floor however, that is composed of only a handful of small offices, and a large number of conference rooms. Most of these are set aside for private discussions, Wa-Daisho club meetings (with authorization of course), and similar. The building itself is very strong, and has about 3600 M.D.C., or about 250 M.D.C. per 10'x10' section of wall. The windows are also mega-damage with 25 M.D.C., and the doors have 75 M.D.C. - note that the basement of the Civic Center, used mostly for storage, also seconds as a bomb shelter for civilians located in the Northern City. It can hold approximately 4,000 citizens if needed.


Description of Services: The Civic Center serves as the office building for public utilities, and as the court house, but it also acts as the hub of Wa-Daisho's society. It hosts concerts, indoor fairs, television talk shows, comic routines, plays, speeches, club meetings, auctions, swap meets (flea markets), and seminars of all sorts during most days of the month. It also hosts a monthly picnic on the 15th, which is called the Status of the Republic Picnic - usually in the park across the street, although during bad weather it's held indoors. Costs for attendance to most events vary, however most speeches, and the Status of the Republic Picnic, are free. (See Wa-Daisho's Holidays for details.)





49. Wa-Daisho City Park





Owner: Government Owned & Maintained.


Reputation: An attractive bit of public land, used by many for picnics, walks, meditation, and general relaxation. Not all people spend time here, but a large percentage of them enjoy visiting the City Park once in a while.


Description of Park: A large flat bit of well maintained park land about the size of a foot ball field, that is framed by a row of nearly 20' tall oak trees on each side of the city park. At the south end of the park there is a beautiful white marble fountain, that displays a lithe woman in what looks like a gossamer gown among trees, plants, and wild life - obviously a Nymph. Through the trees, and such, there are three fountains that spray water up in the air, to where it rains down over the magical scene. Around the fountain, is first a walking path, to where visitors can walk completely around the fountain, then around that there is a "boulevard" of sorts that is covered in a beautiful flower bed - mostly white flowers, with red ones spelling out the words "Republic of Wa-Daisho". The grounds are well maintained, and are kept in beautiful condition, despite the heavy traffic it sees. Directly to the North of the fountain, is the Wa-Daisho Civic Center.


Description of Services: No real services are provided by this park, save for the well being of the people. People come here fairly regularly, to spend time, take a walk, ponder the fountain - sit under the trees, or have family outtings. On the 15th of every month a Republic held picnic called the "Status of the Republic Picnic" is conducted right here in this park. This allows people to meet with the Republican Council members, meet with their neighbors, and discuss topics that require everyone's input. Note that when the weather is bad, they are held in the Civic Center.





50. The Merchantman Pub





Owner: The Merchantman Pub is owned by a man named Jules Krazenbur a level 18 City Rat, who was originally a small time crime lord from Republican on the East Coast, before he and his band of thugs were caught in an all out war against the authorities. They were on dire straits after the war began, and members of his modestly sized gang were being killed left and right. Eventually he grew extremely frustrated at his gang's failures to end the war, with some major bloody nose given to the authorities, so he had a number of them killed for their failures. After this his second took the initiative, made a deal with the authorities to rat Jules out - in exchange for the war to be concluded. They agreed, but not before Jules caught wind of the plot, and ran far away from Republican - he lost everything, and became just one of thousands of refugees from one Kingdom or another, in North America. When he heard about Desert Star, he moved in there, and started trying to form up a new crime ring there. It was difficult however, because of the iron grip King Ripley kept over crime in the Kingdom. It was like he knew everything that was going on, a true master of the back alley treaty. He started talking to people, and eventually caught wind of the true crime lords taking root in the Allied Nations (Kingsdale, Desert Star, Kyatashiro, Wa-Daisho, & Lazlo.) Midnight Blue. They had heard of him, and although his style was good - he was unpredictable, savage, and ultimately untrustworthy if given a high seat of power. His talents, used on a limited basis, could be quite valuable - so they decided to set him as a pawn, in Wa-Daisho running The Merchantman Pub & Inn. Jules is a fairly heavy set fellow weighing 320 Lbs, and standing 5'11", has thinning dark colored hair, and has a pock marked, chubby looking face. He has grey eyes, and talks with almost an Italian American accent - classic crime boss style. Jules is seemingly always at the Merchantman, drinking, playing poker in one of the back rooms, or taking one of the many girls to a private room at the Merchantman Inn - despite the fact that he's married to an aging hooker named Theresa Krazenburg. He seldom treats anyone with any level of dignity, once they are in his place of business - once you start flashing around a Black Market Credit Card on the other hand, he starts treating people with a bit more respect - offers to purchase drinks, food, and then asks what sort of service are you there looking for. He's a shifty sort though, if someone threatens to rat him out, or anything of that nature, he won't hesitate this time, first he'll have that person killed - mob style, usually a drive by then he'll jump ship and run for the cover of Desert Star under an identity he already has put together. In reality Jules runs the place, but even then he answers to the higher authority of Midnight Blue.


Reputation: This place has a bad reputation among all walks of life - except for sailors, this place is a gas to sailors! In Wa-Daisho, if a man offers to take a woman out to The Merchantman Pub - usually there will be no such thing as a date with this woman, it's that bad to even suggest it. It's rough, it's loud, it's lewd, and it's impropper for almost anyone of taste to be in this sort of a place. A PERFECT atmosphere for the black market to take root. Among those in the know, regarding underworld functions this place is a warehouse for all manner of under the table services to be conducted.


Description of Establishment: A single story, wooden structure that measures 150'x100', painted all white, with fake wooden dinghys and portholes lining the walls. At the front of the place is a large plexiglass window (with 2-5 spares on hand in the back room at all times) with a sign over the top that shows a drunken sailor with a woman on his arm, and the name of the place lit in neon blue lights. It has a two door entrance at the front, and two exits at the back. The two at the front are manned by guards at all time, taking people in at a cover charge of 15 credits each, unless they're ladies of the night, or cautiously displays a Black Market Credit Card. Inside, the place is set to be lit, but dimly. there is a dance floor to one side, with a stage for entertainment - although this has a cage around it, and a box at the back, looks like a pen for mud wrestling. The walls are lined with booths, and tables and chairs fill the back of the large common room. The bar itself, is an island in the middle of the establishment, with a mega-damage bar, and plexiglass shields all around. At the back of the place, is a couple of door ways that are also guarded, that only can be accessed by someone with a Black Credit Card, or displaying a standard card with over 10,000 credits on it. In the back is a series of private, sound proofed rooms with poker tables, conference tables, and even beds. Most of the poker tables are occupied at all times, and have a minimum entry of 2,500 credits, many times much more so. (Never more than 100,000.)


Description of Services: The Merchantman Pub has a cover as a bar that primarily caters to the sailors that frequent Wa-Daisho. Non military types of course, but some military types are present. A lot of headhunters and mercenaries also frequent this place, as do Pirates, when not being hunted by the authorities, think of the place as heaven on land! A cover charge of 15 credits is required as mentioned, or display of a BMC card can get you in for free - if you are discrete about showing it. Once inside, the drinks are cheap, and of poor - though strong quality in most cases. 1-2 credits a drink, is about the highest you'll have to spend in the Merchantman. The place is loud, and lewd in many cases. You can see women dancing on tables, sexual favors being performed right out in the open, fights breaking out every fifteen minutes to a half hour, drugs are common place, ladies of the night, and shady figures dot the scenery. The entertainment is loud music, sometimes played live, other times not. When the music is not live, women will perform on stage doing any number of things, from just dancing, to stripping, mud wrestling - or even live shows, of a more vulgar nature. In the back rooms, poker is offered, but the majority of the back rooms are reserved for more shading dealings. There are always 2D4+1 Black Marketeers in the common room, watching for a call from the door men to point out who came in with a Black Market Credit Card. They offer all manner of services from information, to stolen goods, or even banned weapons such as explosives or Nauruni weapons. Services are also available but not offered to the tune of kidnapping, slave trade or sale, assassinations - low profile naturally, smuggling, etc. Discussions typically take place in the back conference rooms, seldom are deals conducted in the common room. If it is insisted upon, then the character is liable to end up dead - or will be scoffed at, and then later turn up dead. Midnight Blue is not as powerful as the organizations in the Chi-Town Burbs, but they are still more than powerful enough to take out a Full Conversion Cyborg if necessary.





51. The Merchantman Inn





Owner: The Merchantman Inn is owned by a man named Jules Krazenbur a level 18 City Rat, who was originally a small time crime lord from Republican on the East Coast, before he and his band of thugs were caught in an all out war against the authorities. They were on dire straits after the war began, and members of his modestly sized gang were being killed left and right. Eventually he grew extremely frustrated at his gang's failures to end the war, with some major bloody nose given to the authorities, so he had a number of them killed for their failures. After this his second took the initiative, made a deal with the authorities to rat Jules out - in exchange for the war to be concluded. They agreed, but not before Jules caught wind of the plot, and ran far away from Republican - he lost everything, and became just one of thousands of refugees from one Kingdom or another, in North America. When he heard about Desert Star, he moved in there, and started trying to form up a new crime ring there. It was difficult however, because of the iron grip King Ripley kept over crime in the Kingdom. It was like he knew everything that was going on, a true master of the back alley treaty. He started talking to people, and eventually caught wind of the true crime lords taking root in the Allied Nations (Kingsdale, Desert Star, Kyatashiro, Wa-Daisho, & Lazlo.) Midnight Blue. They had heard of him, and although his style was good - he was unpredictable, savage, and ultimately untrustworthy if given a high seat of power. His talents, used on a limited basis, could be quite valuable - so they decided to set him as a pawn, in Wa-Daisho running The Merchantman Pub & Inn. Jules is a fairly heavy set fellow weighing 320 Lbs, and standing 5'11", has thinning dark colored hair, and has a pock marked, chubby looking face. He has grey eyes, and talks with almost an Italian American accent - classic crime boss style. Jules rarely goes to the Inn, unless he's taking one of the many girls to a private room at the Merchantman Inn - despite the fact that he's married to an aging hooker named Theresa Krazenburg. In all reality Jules runs the place, but even then he answers to the higher authority of Midnight Blue in regards to what goes and doesn't go in his establishment.


Reputation: A ratty sort of place to get some sleep, best if you're desperate, or if you had too much to drink at the Pub, to make it to some place better. It's still considered sleezy, because of the high number of ladies of the night that hang around this place.


Description of Establishment: A three story wooden structure, that measures 350'x150', with 160 rooms, and a large common room flop house with 120 beds in it. The lobby is little more than a hallway leading to a desk, with a cash register, with a few couches sitting around. The exterior, is decorated in much the same way as the Pub, painted white, with fake portholes and dinghys lining the exterior. This one however has windows in each room. The rooms have their own bathroom, but no cooking facilities at all.


Description of Services: Offers a place to flop down in a bed/cot in the common room for 12 credits a night, or your' own private room with a bathroom, and single bed for 30 credits a night. The ladies that tend to hang around the lobby and the Pub, would also offer their company for horizontal refreshment at slightly elevated going rates. Most ARE licensed - those that are not, are special request duties only, paid in black market credit for under aged gals. These gals take top dollar given their youthfulness, although Midnight Blue likes to use these women for blackmail purposes, with small keyhole cameras that video tape the whole thing, and then the threat of being revealed is presented later down the line when it's convenient.





52. Akersley Ship Construction





Owner: James Akersley. See #15.


Reputation: Like most everything else Akersley, the services provided by Akersley Ship Construction are considered top notch. Vessels come from all over the Pacific to be repaired, modified, or to have sister vessels constructed at these ship yards.


Description of Establishment: This place is composed of a single dry dock, that is capable of conducting repairs or construction on any vessel up to 400' in length. Behind the dry dock, is the fabrication building, that is about two hundred feet in length and contains the jigs, and mechanizations for producing vessels of most any class. All the equipment necessary for ship construction is owned, and operated efficiently at this small time ship construction firm.


Description of Services: Can produce or repair any vessel under 400' in length, save for those that are built of magical materials. They can also provide modifications to vessels here as well. Typical modifications include weapon installation, helicopter pad installation, nuclear conversion, armor plating of SDC vessels, etc. See pages 135-137 of RIFTS Underseas for ship types. For prices, just increase the prices on the previously mentioned pages by 20% for non combatant types, and by 50% for combat vessels.





53. Wa-Daisho National Shipyards





Owner: Government owned and operated.


Reputation: Reputed among the Alliance, as one of only two major manufacturers of War Ships with which they can enforce their independance. Among Wa-Daisho's enemies however, the shipyards are considered one of their prime targets for destruction if Wa-Daisho were to ever be all out attacked.


Description of Establishment: Several times larger than the dry docks, and fabrication buildings used by Akersley Ship Construction, the Wa-Daisho National Shipyards can build a number of ships at the same time. There are three dry docks, two "small" ones that can build vessels up to 500' in length, and one very large one that can build vessels nearly 2,000' in length. Fabrication buildings are as large as the Akersley Ship Construction buildings are, but those near the third dry dock dwarf these by having three that are double their size, each. Structure of these buildings tends to be a merctite frame, with sheet steel coverings. Essentially meaning that it's easy to punch holes in it, but knocking the structure down is a whole other story. Security is quite tight, with it's own independent security force invested into the defense of this and Akersley Ship Construction. The Republican Guard Division may also be called upon in it's defense as well, if necessary.


Description of Services: Builds vessels for Wa-Daisho's Naval Fleet, and for the Allied Naval Fleet. These docks have spawned such legendary vessels as the Sea Wolf, and the Dalmir.





54. Republican Smelting Plant





Owner: Government owned and operated.


Reputation: It is known among most of the allied nations, as the single smelting plant in Wa-Daisho that produces high grade raw metal.


Description of Establishment: The single largest building in Wa-Daisho City, it stands 3 stories in height but it measures 600' in length, and 300' in width. It is built like most factories, of metal sheets on a metal frame. In this case, it's a merctite frame, with specially treated sheet steel covering it. Thus, it's easy to punch holes in it, but knocking the structure down is very difficult.


Description of Services: Ore is supplied to it, by trucks that carry it in from Silverstone and Shiunren further north on the island, or from the west bay where ore from Taylorville is shipped in to. Once there, ore of all sorts is smelted at this plant, including zinc, tin, lead, iron, titanium, silver, and gold among others. When smelted, most metals are formed into a nugget form, which is easily processed for use in the industrial or construction field. Mercury on the other hand is smelted, and then refined to it's base form - which at "room" temperature is in a liquid state. Once in this purified liquid state it is then placed into thick glass five gallon cannisters, that are essentially shatter proof. In it's bottled form, along with the solid nugget form of the other ores, they are then loaded on to trucks and taken to the docks, OR are transported North to Silverstone, for subsequent shipping. (Ship, or Iron Horse - although some of this material, IS also retained for Wa-Daisho's use.)





55. Republican Durable Materials Manufacturing Facility





Owner: Government owned & operated.


Reputation: This establishment is known to produce extremely high quality merctite, a valuable though dense mega-damage resistant metal alloy, as well as good quality ceraphite mega-damage resistant material.


Description of Establishment: This establishment is a large, three story building (approximately 450'x300'), built in the same fashion as the Republican Smelting Plant, with a Merctite frame, covered in specially treated sheet steel. Thus, it's easy to punch holes in it, but knocking the structure down is very difficult.


Description of Services: This plant uses space age technologies to form two different types of high strength materials. Ceraphite is a non-metallic type of construction material made extensively with a blend of ceramic and graphite layers creating an ultra strong material. Merctite is a metallic alloy of Mercury and Titanium. These two when mixed in their gaseous state are mixed together in a compressed chamber. This chamber then compresses the gasses further into a carbon mold at which time a supercooled bonding agent is injected into the already compressed mixture, rapidly solidifying the material to what is known as merctite. Somehow the chemical properties of mercury and titanium combined made a super solid, though heavy armor plate. Typically this establishment produces "small" materials, like I-Beams, armor plates, vehicle parts, and similar. Creation of hulls for ships and such is left to the separate facilities in the ship yards. Prices are usually fair to good, but to nations or individuals they really don't want to sell to, they can mark up their prices terribly high.





56. Rachel's Mercantile Productions


Owner: This establishment was formerly owned by Rachel Corrinth, but sadly she passed on in 117PA. It is now owned by a corporate entity in the Hope Barony that has taken on her well respected name for their own. They own a number of mercantile production facilities, but this one is by far the largest, and most highly recognized.


Reputation: The products of this facility are known to be some of the most highly regarded garments sold in Western North America, but along with that they are known for high prices.


Description of Establishment: This is a large plant constructed of grey brick, with a black roof. On the front there is a large white sign, with black filagree writing that reads simply "Rachel's". It's measurements are approximately 450'x200', but it is only two stories tall.


Description of Services: This is strictly a factory of fine garments and raw textiles. Note that they do NOT produce plain clothes armor here, all plain clothes armor is imported from across North America, after having made it across the Atlantic from the New German Republic!!





57. Republican Silicon & Glassware





Owner: Government owned & operated.


Reputation: They are known as the manufacturers to good, high quality silicon components for computers, as well as glass components to electronic equipment. Their line of glasswares for around the house is fair as well, although their glass "silverware" is not very popular - a drop usually is all it takes for a prong to break off of a fork.


Description of Establishment: Dwarfed by other industries in the area, the Republican Silicon & Glassware plant is still none the less a fairly major manufacturer in Wa-Daisho. It's structure is that of a red brick building, with a black roof, and a large sign out front with a black background, and raised golden lettering that reads "Republican Silicon & Glasswares Plant". It is a two story structure, that measures approximately 300' north to south, by 100' west to east.


Description of Services: This plant manufactures silicon components to electronics, plus a line of glass wares including pots and pans, jars, bottles, utensils, trinkets, vases, dinner ware, eye glasses, optics lenses, laser magnification lenses, light bulbs, and windows among other things. 


