The Missing Stats for Victor Lazlo

True Name: Victor Charles Lazlo, professor of parapsychology; he is also a latent psychic
(see
Beyond the Supernatural RPG).
Alignment: Scrupulous
Attributes: I.Q.: 14, M.E.: 19, M.A.: 19, P.S.: 17, P.P.: 11, P.E.: 14, P.B.: 10, Spd.: 11
Hit Points: 71 H.P. and 47 S.D.C.
M.D.C.: Triax environmental body armor: 80 M.D.C.;
P.P.E.: 19
O.C.C.: Parapsychologist (roughly equal to a rogue scholar)
Level of Experience: Twelfth level rogue scientist/parapsychologist.

Natural Abilities: A good leader, high intelligence, a curious mind,
and resourceful.

analytical, strong willed

Psionic Powers: They have never manifested themselves enough to be considered "powers"
that are available at will. Instead, they tend to automatically engage during periods of stress or
danger, particularly sense magic, speed reading, mind block and impervious to cold (he rarely
notices when they occur). Lazlo also gets "hunches" and the occasional dream warning, both
are aspects of clairvoyance. The most overt and least often occurring psi-power is see the
invisible. Victor also uses meditation to relax.
I.S.P.: 123 points.

Magic Knowledge: Victor is not a practitioner of magic but does have a reasonable
understanding about the fundamentals of how magic, spells, and ley lines work. He can read
magic runes and symbols, recognizes magic wards and circles (86%) and can read scrolls
and perform ritual magic as long as he has comprehensive notes or instructions (94%). His
training also gives him some special abilities:
- Recognize real psychic powers; 98%. He can also determine what degree of power and
the type of psychic the character is; 66%
- Recognize mind control and whether it is the result of possession, psionics, magic,
hypnosis or drugs; 98%.
- Recognize psionic and techno-wizard devices; 66%.
- Recognize real rune weapons; 98%.

Combat abilities: Hand to hand: basic (11th level proficiency).
Combat/Attacks Per Melee Round: Four
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Bonuses (includes all bonuses): +3 on initiative, +1 to strike, +4 to parry, +5 to dodge, +4
to roll with impact, +4 to pull punch, +2 to S.D.C. damage, critical strike on unmodified 19 or
20, kick attack (1D6 S.D.C.), and judo style body throw/flip (1D6 damage and victim loses
initiative and one melee attack).
+3 to save vs psionic
attack, +3 to save vs horror factor, +2 to save vs magic and poison, +3 to save vs mind
altering drugs and potions, +2 to save vs possession, and +8% to save vs coma/death.

Skills of Note: Basic and advanced math, computer operation, biology, psychology,
anthropology, parapsychology (including a fundamental knowledge of magic and psychic
powers and how they work), research, photography, lore: demons & monsters 90%, lore:
geomancy/ley lines 90%, radio basic, radio scramblers, He speaks and is literate in American,
French and Spanish, all at 98%.
He also speaks Gobblely and Euro, can read sensory equipment, perform first aid, swimming,
climbing, running, wrestling, horsemanship, pilot automobile, pilot power armor (Ulti-Max and
Hopper), all around 80%. He also has W.P. knife, W.P. automatic pistol, and W.P. energy rifle,
all at 5th level proficiency.
Note: See Beyond the Supernatural for 20th Century skills or fake it.

Appearance: Human male who looks to be in his early forties, but is actually about 55 years
old. He should be 63 but is the victim of space and time anomalies. He stands 5 ft, 11 inches
(1.79 m), white hair.

Technology: As a man of science, Victor has always loved and used technology. He is
fascinated by the advances of Rifts Earth and has adapted well to the use of high-tech
computers, weapons and equipment.

Special vehicles: Pilots a stolen Ulti-Max!

Equipment of Note: Basic articles of clothing, backpack, specimen containers, utility belt,
box of 100 pairs of surgical gloves, two air filters, one environmental helmet with gas mask,
portable video camera with 50 video discs, still camera and tripod with 100 discs of film (36
exposures each), portable computer, pocket computer, portable bio-scan, laser distancer,
pocket scrambler, portable language translator, pocket flashlight, medical kit, all nano-robot
medical systems, a lighter, PDD pocket digital disc audio player and recorder (with 24 one
inch discs), two pairs of handheld communicators, and a multi-optics band.
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Weapons: Silver cross, six wooden stakes and mallet, survival knife (1D6 damage), pocket
swiss army knife (1 point of damage as a weapon), shotgun (7D6 S.D.C.), .45 automatic pistol
with 144 teflon armor piercing rounds (6D6 S.D.C.) and 48 rounds of same but silver coated.
Triax laser scalpel, Triax-30 ion pulse rifle (2D6 or 6D6 M.D., 2000 ft/610 m range; dozen 50
shot clips), and a TX-11 sniper rifle (3D6 M.D.; 1600 ft/488 m range).

Body Armor: Fully armed X-1000 Ulti-Max power armor with 309 M.D.C. left on the main
body. He also has a Triax T-21 Terrain Hopper suit of power armor as a back-up suit. Can
wear any type of armor and use most types of power armor at fifth level proficiency.

Cybernetics: Gyro-compass, dosimeter/radiation detector and amplified
have been added to combat bonus section).

hearing (bonuses

Money: He has accumulated a reasonable amount of money to continue his crusade to help
D-Bees in the NGR underground. He has with him 1D6x10,000 credits and has approximately
500,000 credits back at his base in Germany.

Alliances & Allies: Victor Lazlo has a lot of friends and connections in and around the New
German Republic, especially among D-bees, city rats, and subversive organizations. He is
friends with Lo Fung (a chiang-ku dragon) and will become friends with Erin Tarn, Sir Thorpe,
and possibly other heroes at the gathering.

Victor is a hunted criminal wanted by the NGR. If any Triax/NGR troops should be
encountered, and they do have reconnaissance teams scattered throughout Europe and
Africa, they are likely to recognize Victor or that the Ulti-Max is stolen (the serial number is
that of a stolen vehicle and no NGR soldier would join forces with mercenaries or Lazlo). This
can only mean trouble. They may confront the group and demand they turn the criminal over
to them in chains. Failure to comply will cause the soldiers to take offensive action. If the
group is too powerful, the soldiers may leave peacefully, but track them while they await
reinforcements, and attack at the next opportunity. Or they may attack without warning and try
to destroy Victor and/or the group. Characters who protect Lazlo are considered to be fools or
dangerous subversives to be eliminated. Associating with dragons or other monsters will
brand them as monster loving enemy troops. NGR soldiers will NOT join the group to fight the
Four Horsemen of the Apocalypse, although they will report what's going on to their
commander.
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