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Each of the new Rifts for Savage 
Worlds Worldbooks contains a ton of 
new material, including new Iconic 

Frameworks. With powers and abilities 
distinctive enough to stand far apart from 
the norm, these Iconic Frameworks provide 
powerful new paths to walk in North 
America. As a small taste of some of the 
great things in store within the pages of the 
new Worldbooks, here is a preview of one 
Iconic Framework. 

ICONIC FRAMEWORK: 
DRAGON JUICER

Originally perfected in the independent 
city of Kingsdale (east and slightly north 
of Castle Refuge in the wilds of southern 
Missouri), the process of creating Dragon 
Juicers now offers one more method by 
which Lord Dunscon plans to build an 
unstoppable army. Techno-Wizards (and 
at least one radical dragon practitioner of 
alchemy and magic) experimented at great 
length with dragon blood as a supplement 
for the normal biochemical stew that gives 
a Juicer his power. Further empowered 
with supernatural might, a Dragon Juicer is 
a frightening thing... but also additionally 
burdened, as he craves life-giving dragon 
blood while still facing an early death.

HERO’S JOURNEY (THREE ROLLS)
Installing the Techno-Wizardry driven bio-
comps and other systems pumping dragon 
blood through a Dragon Juicer’s body takes 
extra time and effort, which means fewer rolls 
than a normal Juicer gets on the same tables. 
Dragon Juicers gain two rolls on any of the 
following tables: Body Armor, Close Combat 
Weapons, Ranged Weapons, Training, and 
Underworld & Black Ops.

They can take a third roll on any other 
table except Magic & Mysticism or Psionics. 
They can roll on the Enchanted Items & 
Mystic Gadgets chart, as the dragon blood 
allows them to use TW and magic items 
(GMs should allow players to re-roll items 
that just don’t make sense).

ALL THAT A JUICER IS...
The alchemical combination of the Juicer 

“cocktail” and dragon blood grants the 
same enhanced speed, grace, strength, 
and endurance—including the same Burn 
Rating and Burn Die—of a regular Juicer 
to a Dragon Juicer (see Tomorrow Legion 
Player’s Guide). Dragon Juicers can take the 
Last Call Hindrance or Freshly Juiced Edge, 
and they have access to the same Iconic 
Edges as a Juicer. 

...AND MORE
A Dragon Juicer possesses enhanced 
senses, the small arms fire-denying scales 
of a dragon, and the capacity to wield 
TW devices thanks to his inherently 
supernatural nature. Like a Juicer, he heals 
very quickly, but in his case, it’s a matter 
of magical regeneration instead of the bio-
comp providing enhanced healing. 

Unfortunately, the cost of this is the 
regular need for dragon blood for the rest of 
the Dragon Juicer’s days. Kingsdale and the 
Federation of Magic grant their soldiers all 
they need. Independent Dragon Juicers need to 
make friends with a dragon quickly; otherwise, 
they’ll need access to enormous amounts of 
credits or trade goods, or they must engage 
in one of the most dangerous practices in 
history—dragon hunting! 

DRAGON JUICER ABILITIES AND BONUSES
Dragon Juicers are Juicers, first and 
foremost, with many identical abilities. 
They gain some added benefits from the 
supernatural elements of the Techno-Wizard 
modifications to their system enabling them 
to process dragon blood. They also gain 
some serious additional problems, on top of 
what all Juicers face.

�� Armored Hide: The transformation 
caused by dragon blood gives the 
Dragon Juicer +4 M.D.C. Armor; this 
does stack with worn armor.

�� Dragonborn Senses: Gain Infravision 
against targets generating warmth, the 
Alertness Edge, and the ability to detect 
arcana at will, with no PPE cost, as a free 
action. 
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�� Healing Factor: The blood of 
dragons grants the Dragon Juicer the 
Regeneration ability. He can make a 
natural healing roll once per minute 
and recover permanent injuries. 

�� Inherently Magical: Dragon Juicers 
possess a natural pool of 10 PPE and 
can use any Techno-Wizard devices. 
They cannot acquire any Arcane 
Backgrounds, though.

�� Super Endurance: Dragon Juicers begin 
with +2 Vigor die types, with no Trait 
maximum. They sleep half the normal 
amount, gain +2 on all Fatigue checks 
and are immune to Cold, Disease, and 
Heat.

�� Super Reflexes: Dragon Juicers begin 
with +2 Agility die types, with no 
Trait maximum. They have Uncanny 
Reflexes, granting them −2 to 
be hit by all attacks. Finally, 
they begin with the Quick Edge.

�� Super Speed: Dragon Juicers 
cover enormous 
ground quickly, 
they have the 
F l e e t - F o o t e d 
Edge and Jump 
+6" horizontal, 
+3" vertical.
�� S u p e r n a t u r a l 

Strength: Dragon 
Juicers begin with +3 Strength die 
types, with no Trait maximum. 
They also begin with the 
Brawny Edge.

DRAGON JUICER COMPLICATIONS
Though the process involves Techno-
Magic instead of pure science, a Dragon 
Juicer deals with much of the same burdens 
as a normal Juicer. Also of no small matter 
is the question of how they support their 
already shortened life spans. 

�� Cybernetics: Unlike normal Juicers, 
Dragon Juicers can never take on 
cybernetics of any kind. Their bodies 
instantly reject such things (and the 
operation may kill them).

�� Death Wish: Dragon Juicers walk the 
same end-is-near path of all Juicers. 
They have the Death Wish Hindrance.

�� Dragon Blood is Life: The worst part 
of being a Dragon Juicer is the need 
for a supply of dragon blood for the 
TW bio-comp system. Dragon Juicers 
require a gallon of dragon blood at 
the end of every six months to sustain 

them, extracted from 
an unwilling (or 
slain) dragon or 

donated 
by a n 
ally dragon. For the first 
three months of going without, 
the Dragon Juicer suffers a 
permanent Fatigue level; for 
the following two months, the 
Dragon Juicer is Exhausted 
(two Fatigue levels). During the 
sixth month of going without 
dragon blood, the Dragon Juicer 
is Incapacitated (in a coma), dying at 
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the end of that last month. Nothing 
treats the Fatigue levels or the coma 
except a new supply of dragon blood. 
Fortunately for any Dragon Juicer in 
good standing in the Tomorrow Legion, 
draconic allies stand by willing to 
volunteer the needed blood.

�� Dragon-Related Disorder: The mix 
of Techno-Wizard alchemy and the 
dragon blood itself leaves the Dragon 
Juicer forever altered on a mental as 
well as physical level. Select one of the 
following Hindrances (for no added 
benefit): Delusional (Major), Phobia 
(Major), or Vow (Major). The delusion or 
fear must be related to dragons in some 
way. If Vow is chosen, the Dragon Juicer 
has a strong urge and commitment to 
hunt and slay (non-ally/evil) dragons 
and other supernatural creatures.

�� Psionics and Magic: The alchemical 
cocktail inside the Dragon Juicer makes 
it impossible for him to use magic or 
psionics in any way.

�� Weakness: Any attack dealing extra 
damage to dragons will have the same 
effect on a Dragon Juicer .

DRAGON JUICER STARTING GEAR
Dragon Skin Combat Armor, TW Longsword, 
Wilk’s 457 Pulse Laser Rifle, NG-S2 Survival 
Pack, 6d6 × 100 credits.

�� Everything that makes a Juicer 
survive and thrive applies 
to you as well. 

�� Invulnerability to small arms 
makes you the bane of regular 
infantry—but opponents in 
power armor and robot armor 
can stand up to you.

�� Your ability to use TW gear 
gives you added versatility from 
the powers in TW armor and 
weapons, as well as the capability 
to act as a back-up wheelman 
for TW vehicles.

TO SURVIVE AND THRIVE—
THE DRAGON JUICER

https://www.kickstarter.com/projects/545820095/rifts-for-savage-worlds-american-armageddon?ref=dd4htv

