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FasT! FURIOUS! FUN!

A mighty barbarian ascends the cold mountains to
slay the legendary ice-wyrm...

A group of scholars and-gumshoes discover
something Man Was Not Meant To Know in the ancient
hills of New England...

A band of holy warriors, loot-hungry thieves, and
soldiers of fortune raid the lair of a vile liche to end his
reign of terror...

A patrol of young soldiers discovers a mysterious
temple to an unknown demon deep in the jungles of
Vietnam...

A group of heroes blessed with incredible powers
create the Justice Guild to fight powerful arch-villains bent
on taking over their city...

These tales and more are waiting to be told in...

SAVAGE WORLDS!

Welcome to a revolution in gaming—Savage Worlds—
amerger of the best ideas in roleplaying and miniature
battles! If you're checking out this book, we assume you
know a little bit about these kinds of games. If not, go to
page 12 and read “Roleplaying 101.”

What's so revolutionary about this game? We're glad
you asked!

First, Savage Worlds was designed to be super-easy
for the Game Master to write adventures, create new
villains and monsters, and run epic tales. We’ve made the

rules as streamlined as possible and kept the bookkeeping
to a minimum so the GM can concentrate on the action
without having.to worry constantly about the rules. You
won't have to lug around a half-dozen core rulebooks,
campaign books, and class books. You'll find everything
you need right here or in one of our Savage Settings.

Second, Savage Worlds works as a miniatures battle
game as well as a roleplaying game. That means you can
fight out your heroes’ epic battles to save the world right
on the table-top! You can even play a competitive battle
with troops of your own design!

Even better, your party won’t have to fight alone!
Nonplayer characters are simple to use and easy to keep
track of, so the players control their own hirelings, leaving
the GM free to concentrate on their foes.

Finally, Savage Worlds was designed to be used with
any genre—from swashbuckling pirates to superheroes
and sci-fi. It's easy to create your own world or play in one
of Pinnacle’s Savage Settings, including the darkest of all
fantasy worlds, Evernight; Blood Moon, a Gothic
Apocalypse; and Slipstream, pulp adventures in the
depths of space with aliens and spaceships galore! Our
Weird Wars series also uses the Savage Worlds system,
and features creepy tales of historical horror during the
world’s most violent conflicts!

There’s lots more to tell you about, so let’s get to it!

GETTING STARTED

Here’s what you need to get started!

A (OUPLE OF FRIENDS

In every roleplaying game, one person serves as the
Game Master (GM) and everyone else makes player
characters. These are the heroes of the epic tale you're
about to tell. (If you're playing Savage Worlds as a
straight-up miniatures game, you don’t need a GM.)

If you're the Game Master, you're in for a real treat.
We've already told you that Savage Worlds has been
designed to minimize your bookkeeping, but it’s also
incredibly easy for you to make up new monsters, villains,
equipment, and treasures. See page 122 for some tips on
creating your own worlds.

If you're a player, you're.in for a treat as well. Savage
Worlds lets you make just about any type. of character
you can imagine, and on average, you'll get to “level up”



and improve your skills or get an awesome new ability
about every other adventure! You'll find “Edges” for
characters specializing in leadership, social situations,
arcane powers, and of course butt-kicking, fist-flying, lead-
slinging combat!

Dict

Savage Worlds uses all 6 traditional gaming dice: 4-
sided, 6-sided, 8-sided, 10-sided, 12-sided, and
occasionally 20-sided dice. All of these are available from
your favorite local gaming store, or online directly from
Pinnacle.

Like most roleplaying games, we abbreviate the
different dice as d4, d6, d8, d10, d12, and d20. If you see
something like 2d6, that means to roll two six-sided dice
and add them up.

Players need only one set of these dice. The Game
Master might wanta couple of sets so she can roll
attacks for several villains at once. ;

CARDS

- Savage Worlds uses a standard deck of 54 playing
cards with both Jokers left in. The cards are used for
initiative in combat and to help keep things moving fast
and furious. You'll even find an official set of Savage
Worlds oversized cards where you found this book!

FIGURES AND BATTLE MATS

Figures of some sort are very useful for running
Savage Worlds games. Metal miniatures are available
from several manufacturers, and cheaper full-color
cardstock heroes and monsters can be found as well. In
these rules, we assume you're using 28mm figures—the
standard “large size” hobby gaming miniature. Ranges for
weapons, movement, and everything else is figured for this
size figure on the table-top. If you’re using larger or
smaller figures, you may want to adjust your ranges to
make things look a little more realistic.

It's essential to have some kind of gaming surface as
well, either a terrain board or a Chessex Battle Mat™. We
recommend the latter. That way the GM can draw out the
tactical situation with water-soluble markers so that
everyone can see what's going on and make the most of
their surroundings. Mapping out a battle can really help
everyone understand where their characters are, where
their allies are, and what terrain features they might be
able to make use of for cover or clever tricks and
maneuvers.

A SETTING

A set of rules doesn’t do much good without a world to
use it in. Will you and your friends explore post-
apocalyptic ruins? Lead a rugged warband in your favorite
fantasy world? Take on the role of vampire lords? Or
perhaps fight evil in the many theatres of Weird Wars?

Pick up the book for your favorite game setting at your
local game store, or create your own. Official Savage
Settings include new Edges and Hindrances, spells,
weapons, gear, monsters, and more!

If the setting you want to play was written for another
game system, you’ll need to convert the important spells,
monsters, weapons, and NPCs into the Savage Worlds
system. Since the game system is so simple, this is
usually very easy. Guidelines for converting several
popular systems and even some of your favorite science
fiction and fantasy properties can even be found from our
website at WWW.GREATWHITEGAMES.COM!

A LITTLE IMAGINATION

If you're reading this book, you're probably just like
millions of other gamers in the world. You've got a brilliant
imagination bubbling with ideas and fantastic stories to be
told. These rules help you bring your creations to life by
channeling your visions into a quick and easy game
system that everyone—even your most casual gamer
friends—can play and enjoy. Wargamers, roleplayers, and
munchkins alike should find everything they’re looking for
right here in one simple set of rules.

That'’s all the setup—now it's time to-play!

,  WELCOME TO THE JUNGLE,
TR € SAVAGES!
Cairo

I'M SMILING JACK, YOUR
® HOST AND MASTER OF THE

¢ 9 ULTIMATE GAME—SURVIVAL! I'M
TALKING THE REAL DEAL HERE, NOT THAT
GOOFBALL “000#, DON'T VOTE ME OFF THE
ISLAND,” CRAP! I'M TALKING ABOUT
SKEWERING DRAGONS, SAVING WORLDS,
SHATTERING SKELETONS, AND KISSIN'
GORGEOUS MAIDENS ‘TIL THEIR CHASTITY
BELTS FALL OFF!

IT'S MY DEADLY DUTY TO TEACH YOU
PLAYERS AND GAME MASTERS OUT THERE
HOW TO PLAY THE GAME. YOU'LL FIND MY
TANGY TIPS ON SIDEBARS LIKE THIS
THROUGHOUT THIS BOOK. LISTEN WELL AND
I'LL TURN YOU LOOSE ON YOUR OWN SAVAGE
SETTINGS, OR BETTER YET, ONE OF THOSE
CREATED BY THE CREEPY FIENDS AT PINNACLE!

THOSE WHO PAY ATTENTION TO MY ADVICE
WILL GO FAR. THE REST WILL BE SEEING ME IN
THE BONEYARD FOR A LITTLE “REFRESHER
CORPSE.”

BWAH HA HA HA HA HA!



ROLEPLAYING 101

So you’re curious about this whole roleplaying thing but haven’t got to try it yet. Or maybe a
friend dragged you over to the game table telling you how much you're going to like gaming if you'll
just give it a chance.

But what’s it all about? Easy. Roleplaying is all the best parts of your favorite fiction and
movies, but you don't just sit back and watch—you take part in the action, or rather, your character
does. Most of the time, you play a character from another world or another time. You can step out
of your shoes and into the dust-covered boots of a famous knight, a grizzled veteran of an
intergalactic war, a buxom tomb raider, or anything else your imagination can cook up. Part of the
beauty of Savage Worlds is that you don’t have to learn a whole new game whenever you switch to
a new setting.

You and a few other friends become the “player characters,” (PCs) the protagonists of the
adventure you’re about to experience. Think of it as ad lib acting where each person plays the role
of some fantastic character. But instead of following a script, the game system provides a set of
rules to determine whether or not your Kung Fu fighter hits his foe or swipes at empty air, or
whether or not your wizard’s crackling lightning bolt slays the dragon that was destroying the
village or sizzles by harmlessly into the night.

Another of your friends becomes the Game Master (GM). He concocts the plot, creates the
villains, and directs the action. He also plays the roles of the non-player characters (NPCs), the
barmaids, town guardsmen, or other minor characters your hero may meet during his epic journey.

The dice and game rules help tell the tale. They also add an element of randomness to the
game so that no one—not even the Game Master—knows what’s going to happen next. Alucky
attack roll might kill the giant terrorizing the countryside in one shot. A bad one might mean a
character falls at the feet of his terrible foe. In actuality, you and your friends sit around and talk out
your actions. There’s no “live action” to the game—it’s all a mental exercise in creativity.

Here’s a short example. Clintis playing Buck Savage, adventurer, and Marguerite is Virginia
Dare, frequent companion and veteran tomb raider.

Game Master: The Museum of Antiquities is sending you to the Amazon to look for the Eye of
Kilquato.

Clint: Do | know anything about the Eye?

GM: Make a Knowledge (History) roll. You know quite a bit about these sorts of things, so Ill
give you a +2 to your roll.

Clint: Woohoo! 12!

GM: Actually, yes. You remember seeing a picture of it. It's a large stone carved to resemble a
crocodile’s eye. Whoever bears the eye, it was said, can communicate with and command
crocodiles. While that sounds a bit far-fetched, you’ve seen enough in your previous adventures to
know that stranger things have proven true.



Clint: Hmm. I'll hit the books and see if | can find out more. Virginia, why don’t you talk to
some of your black-market contacts and see if they know anything?

Marguerite: Okay. What do | do?

GM: Make a Streetwise roll.

Marguerite: 4. Oh! And plus 2 for my Charisma because I'm Attractive. That's 6.

GM: Great! You spend most of the day working the streets. You don’t gain any new information,
but you do verify everything Buck found out.

Clint: Okay. How about me? Anything else? | got an 11 on my Investigate roll!

GM: Hey! That’s great! Yes. You find an old journal by a former associate of the museum. He
claims the Eye of Kilquato rests in an ancient temple deep in the bowels of the Amazon. A tribe of
crocodile-worshippers once lived there and protected it. The journal is over a decade old, however,
and the associate has long since gone missing, so there’s no way to find out anything else.

Now the tale moves to the Amazon. Buck and Virginia hire a boat at some backwater dock and
wind up in a scuffle with a rowdy group of pirates. The rules used in the fight below may not make
much sense to you until you've read at least the Test Drive rules, but give a good idea how these
things play out for those who have never gamed before.

GM: You're at the docks of this little South American town. A quick glance reveals a number of
unsavory types hanging about. One small group of them seems to be ogling Virginia and are
making their way over. The largest of the group, a big fellow with dirty clothes and greasy black hair
walks straight up to Virginia.

GM (as Pirate #1): Hey lady, you lookin’ for a big strong man to help you with that cargo?”

Margeurite: “No thanks. | think we’ve got it.”

GM: The thug looks over at Buck and smiles. “Let Manny help you. That little fella’s liable to
hurt himself. You need a real man, baby.” He reaches out to grab Virginia’s arm.

Clint: I'll step up between them. “There’s no need for that, buster.” I'll make that an Intimidate.
Dang. I rolled a 5.

GM: (Rolls for the thug.) Seven. He isn’timpressed and pulls Virginia closer.

Marguerite: The hell he does. | knee him in the groin.

GM: Okay. That's a called shot. Make a Fighting roll at -2.

Marguerite: No problem—7!

GM: That'll do it! The thug’s Parry was a 5, so you nailed him! Roll your Strength for damage,
and add +2 for that rather un-ladylike shot to the bread basket.

Marguerite: Ha! 12!

GM: Well! His Toughness is just a 6, so he drops like a rock. He’s out of this fight. His mates
grab Manny by the arm and haul him off to the local cantina for some ice. Here Maggie—have a
benny for settling this without getting into a major firefight. Nice job!

Later that night, the pirates watch Buck and Virginia depart the docks. They slip into their own
boat and head down river to get some payback for Manny’s wounded pride. What happens next is
completely up to you!
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CHAPTER ONE:
CHARACTER CREATION

Creating awesome heroes couldn’t be easier. The only
thing you need is a copy of the character sheet found at
the back of this book or on our website,
WWW.PEGINC.COM. Once you’ve got your sheet, follow
these steps to make your hero. Note that you'll
occasionally see a reference to your hero’s “Rank.” The
Ranks are Novice, Seasoned, Veteran, Heroic, and
Legendary. This section assumes you're starting as a
“Novice.” If the GM wants to start your party at a higher
rank, see page 113.

1) RACE

Humans are the most common characters, but some
Savage Settings may feature bizarre aliens, graceful
elves, or other exotic races. You can choose to play any
race available in your particular setting.

Humans are the standard race in Savage Worlds, and
start play with one free Edge (see Step 3). Afew sample
races are described on page 19. You Game Masters can
find guidelines for creating your own incredible races in
Chapter Six.

1) TRAITS

Characters are defined by attributes and skills,
collectively called “traits,” and bath work in exactly
the same way. Attributes and skills are ranked by die
types, from a d4 to a d12, with d6 being the average
for adult humans. We’'ll tell you exactly how to use
them in just a bit, but for now, just remember that
higher is better!

ATTRIBUTES

Let’s start making your hero by defining his attributes.
Every character starts with a d4 in each attribute, and has
5 points with which to raise any or all of them. Raising a
d4 to a d6, for example, costs 1 point. You're free to
spend these points however you want with one exception:
no attribute may be raised above a d12.

Here’s more information on your attributes and what
they’re used for in the game.

* Agility is your hero’s nimbleness, quickness, and
dexterity.

* Smarts is a measure of how well your character
knows his world and culture, how well he thinks on his
feet, and his mental agility. See the sidebar on
Common Knowledge for another use of the Smarts
attribute.

« Spirit is the spiritual side of your hero, reflecting his
inner wisdom and willpower. Spirit is very important as it
helps your character recover from being rattled when
injured.

« Strength is raw physical power and general fitness.
Strength is also used to generate your warrior’s damage in
hand-to-hand combat. 7

* Vigor represents endurance, resistance to disease,
poison, or toxins, and how much_pain and physical
damage a hero can shake off.

SKILLS

Skills are learned trades such as Shooting, Fighting,
scientific knowledge, professional abilities, and so on.
You'll find a complete list on page 22. These are very
general skills which cover all related aspects. Shooting,
for example, covers all types of guns, bows, rocket
launchers, and other ranged weapons.

You have 15 points to distribute among your skills.
Each die type costs 1 point as long as the skill is equal to
or less than the attribute it’s linked to (listed beside the
skill in parentheses). If you exceed the attribute, the cost
becomes 2 points per die type.

As with attributes, no skill may be increased above
d12.

Example: Fighting is linked to Agility. A
character with a d8 Agility can buy Fighting for one
point per die type to d8. Buying a d10 costs 2
points, and a d12 costs another 2 points.’
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DERIVED STATISTICS

Your character sheet contains a few other statistics
you need to fill in. Each is described below.-

' Pace is how fast your character moves in a standard
combat round. Humans walk 6” in a round and can move
an additional 1d6” if they run (see page 64 for more
information). Write “6” on your character sheet beside the
word Pace (unless your hero’s Race description says
otherwise). This is 6” on the table-top—every inch there
represents 2 yards in the “real world.”

Parry is equal to 2 plus half your character’s Fighting
(2 if a character does not have Fighting), plus any
bonuses for shields or certain weapons. This is the TN to
hit your hero in hand-to-hand combat. s

Charisma is a measure of your character’s
appearance, manner, and general likability. It's O unless
you have Edges or Hindrances that modify it. Charisma is
added to Persuasion and Streetwise rolls, and is used by
the Game Master to figure out how the nonplayer
characters of his world react to your hero.

Toughness is your hero’s damage threshold.
Anything over this causes him to be rattled or worse.
Like Parry, Toughness is 2 plus half your hero’s
Vigor, plus Armor (use the armor worn on his torso).

Example: Buck Savage’s Charisma is +0.
His Pace is 6 just like everyone else. He has a
d8 Fighting, so that gives him a Parry of 6. His
Vigor is a d6 and he doesn’t wear any armor, so
that’s a Toughness score of 5.

3) EDGES & HINDRANCES

Great heroes are far more than a collection of
skills and attributes. It's their unique gifts, special
powers, and tragic flaws that truly make them
interesting characters.

Characters can take special abilities—
Edges—nby balancing them out with
character flaws—called
Hindrances. You'll find a complete
list of Edges and Hindrances in the
next section. Look for more in
upcoming Savage Settings.

You can take one Major Hindrance and two
Minor Hindrances. A Major Hindrance is worth 2
points, and a Minor Hindrance is worth 1 point.

For 2 points you can:

* Raise an attribute one die type (you may raise
your attributes before purchasing skills).

» Choose an Edge.

For 1 point you can:

 Gain another skill point.

» Gain additional money equal to your
starting funds (if you start with $500, you gain
an additional $500)

) GEAR

Next you need to purchase equipment.-Some
settings may provide your hero with all the gear he
needs. In others, you may be assigned a certain
amount of money with which to purchase your starting
gear.Alist of some common gear and weapons can be
found in Chapter Two.

Unless your setting book or GM says otherwise, the
standard starting amount is $500.

Encumbrance: A character can carry five times his
Strength die type in pounds without incurring any
penalties. This is called his “Load Limit.” A character with
a Strength of d8, for example, can comfortably carry 40

pounds. (Ignore normal clothes when figuring
weight.)
Carrying too much weight inflicts
a -1 penalty for every additional
multiple of your Load Limit. The
penalty applies to all Agility and

Strength totals, as well as
skills linked to either of
those two attributes.

A hero with a d8
Strength, for example,
has a Load Limit of 40
pounds. He can carry 41-
80 pounds at a -1
penalty to his Strength,
Agility, and related skill
rolls. He could also carry

81-120 pounds at -2, or
121-160 pounds at -3.

Characters cannot
regularly carry weight that
inflicts a penalty of more

than -3. They may be
able to lift greater
weights (uptoa -4

= penalty) fora few short

steps at the discretion of

the GM, however.

5) BACKGROUND DETAILS

Finish your character
by filling in any history or
background you care to.
Ask yourself why your
hero is where she’s at
and what her goals are.
Or you can just start
playing and fill in these

details as they become
important.




- RACES

On the following pages are a number of races common
to many settings, plus a few of our own creation to help
give you an idea how to create more specific races for
your own campaign.

ATLANTEAN

Atlantis is a legendary lost continent that sank
beneath the waves sometime in earth’s distant past. In
many pulp or super-heroic campaigns, the Atlanteans live
on, and have adapted to living beneath the waves.

The traits here can also be used for other races that
live underwater, whether on earth or distant waterworlds in
the far reaches of space.

» Aquatic: Atlanteans live beneath the waves, and can
survive in the depths despite the cold or crushing
pressure. Their Pace in the water is equal to their
Swimming skill.

Atlanteans must spend at least 8 hours out of every
48 completely submerged in water. If denied, they begin
to die. They must roll Vigor once every 8 hours or suffer
Fatigue, Exhaustion, and finally death (see page 94).

* Tough: Atlanteans are raised in the crushing depths
of the world’s deepest oceans. They start with a d6 Vigor
instead of a d4.

AVION

Avions are winged men and women found in science
fiction or high fantasy settings. This version is otherwise
human except for their large wings, though a little
tinkering could easily make them more exotic.

* Flight: Avions can fly as long as they have room to
maneuver their massive 2” (12 foot) wingspan. Their Pace
while flying is 107, though they can double this during a
dive (eachinch of forward movement must lower their
altitude by one inch). Their climb rate is 5”.

Use the standard encumbrance rules to figure out how
much an avion can carry. Any penalties assessed from
weight also subtract 2” from their flying Pace.

DWARVES

Dwarves are short, stout, hardy people who come from
massive caverns in the high mountains. They are a proud,
warlike race, usually made so by frequent contact with
savage humanoids such as orcs and goblins.

They are also somewhat haughty. They consider short-
lived humans as children and elves as too flighty and
dainty to make respectable warriors.

Dwarves live upwards of 200 years. In most fantasy
campaigns, they have ruddy yellowish skin and all typical
hair colors.

* Low Light Vision: Dwarven eyes are accustomed to
the dark of the underearth. They ignore attack penalties
for Dim and Dark lighting.

* Slow: Dwarves have a Pace of 5”.

* Tough: Dwarves are stout and tough. They start with
a d6 Vigor instead of a d4.

FLVES

Elves are tall, thin souls with pointed ears and deep-
set eyes of all different colors. Whether they hail from the
forests or hidden valleys, they are all born more graceful
than humans, though somewhat slighter. Their long lives
also tend to make them a bit wiser.

Elves think dwarves are somewhat crude. Humans are
too ambitious for their tastes. Half-orcs are downright
barbaric.

Most elves are content in their secluded homes for
hundreds of years, but humans seek to conquer the world
even though they live but half a dozen decades or so.

Elves live upwards of 300 years. They have fair skin
and their hair includes all typical colors, plus shades of
silver and blue.

* Agile: Elves are graceful and agile. They start with a
d6 in Agility instead of a d4.

* All Thumbs: Elves have an inbred dislike of
mechanical objects, and thus have the All Thumbs
Hindrance. They shun most metallic or manufactured
items of any design (see page 26).

* Low Light Vision: The character’s eyes amplify
light like a cat, allowing him to see in the dark. He ignores
attack penalties for Dim and Dark lighting.

HALF-ELVES

Half-elves are a solid mix of their two parents. They
gain the elves’ grace but none of their elegant frailty. They
are also blessed with the elves’ ability to see in all but
complete darkness.

Most half-elves are well-adjusted, but some are
shunned by one side of the family or the other and grow
resentful, or are perhaps even mistreated.

Their life-spans are closer to their human parent than
their elven, for most live only to about 100 years. They
don’t start feeling the effects of age until they reach about
50 however, which is when most settle down or wander
into elven lands to spend their final half-century.

* Heritage: Some half-elves retain the grace of their
elven parent. Others gain the adaptability of their human
ancestry. A half-elf may either start with a free Edge of his



choice (as a human), or a d6 in Agility instead of a d4.

* Low Light Vision: The character’'s eyes amplify -
light like a cat, allowing him to see in the dark. He ignores
+ attack penalties for Dim and Dark lighting.

 Outsider: Half-elves aren’t true outsiders (as per the
Hindrance), but neither are they ever quite accepted by
humans or elves as one of their own. This tends to make
half-elves wanderers with no hard roots.

HALF-FOLK

Half-folk are small, nimble creatures with fuzzy brown
or black hair. Though they are frail compared to most
other races, their cheerful optimism (or wily cunning) gives
them a “never say die” attitude that makes them more
than a match for creatures twice their size.

Half-folk see no reason to invite trouble, and tend to
live in their own little communities far off the beaten path.

* Luck: Half-folk draw one additional benny per game
'session. This may be combined with the Luck and
Great Luck Edges.

» Small: Half-folk average only about 4’ tall.
Their small size subtracts 1 from their
Toughness.

« Spirited: Half-folk are generally
optimistic beings. They start with a d6
Spirit instead of a d4.

HALF-ORCS

Half-orcs
come about
in one of two
ways. Either
a human
woman is taken by a
male orc, or he is the
product of an orc and another
half-orc.

Half-orcs are usually
accepted by orcish
communities, but are shunned
by most other races, including
humans, elves, and dwarves.
Ironically, half-folk tend to get along
reasonably well with those half-orcs
who have left their tribe to join the
more civilized races. Adventuring half-
orcs and half-folk have an odd
“opposites attract” sort of friendship.
They have little in common, of course,
and argue constantly, but prove
intensely loyal once danger Ay, S
presents itself. ; 2

Those half-orcs who ' . y
choose to join the “civilized” B comai
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races have turned their backs on their barbaric roots and
are often looking to redeem themselves. Many are heroic
souls trying to prove their worth, though they struggle
daily with their own inner-beasts and bloodlust.

Half-orcs have light-colored human skin with just a
tinge of green, with black hair and small eyes. Their
features are harsh and angular, like that of orcs. Their
natural life-span is the same as humans, though it is rare
when one dies of old age.

* Infravision: Half-orcs can see in the infrared
spectrum, halving attack penalties (round down) for bad
lighting.

* Outsider: Half-orcs aren’t trusted by most other
civilized races, and so subtract 2 from their Charisma.

* Strong: Half-orcs have some of the strength
_ of their fathers. They start with a d6 Strength
=3 attribute instead of a d4.

HUMANS

Humans are the standard by which
all others are measured. Not
because they are the oldest,
A __, Wisest, or strongest of the
/ races, but because they are
the most widespread and
varied.

Humans come in all
varieties, from savage
warriors of distant
jungles to wise priests
and holy crusaders.

Humans live a little
" over halfa century in
low-tech worlds, and
nearly twice that in the
modern age. Their skin
color ranges from dark
brown to the color of
snow, and their eyes are
blue, green, brown, or
some mix of the three.

* Bonus Edge:
Humans start play with one
free Edge of their choice. The
character must meet the
requirements of the Edge as
usual.

MANTIDS

These bizarre creatures
might be found on hive-worlds,
or may be the product of
strange magic in high-fantasy

settings. Mantids descend




from praying mantises, but other varieties of insectoids
who stem from ants, beetles, spiders, and other creatures
may exist as well.

Mantids have triangular heads with bulbous black
eyes. Their arms are long and end in three opposable
digits. Their long legs allow them to pounce suddenly or
hop long distances.

Mantids have something of a hive-mind mentality. This
makes them intensely loyal to their leaders, but limits
their creativity. Few inventions or cultural advances come
from such creatures. Individuals function normally when
on their own, but become near drones when gathered
together under their leaders. In mass battles where a
mantid queen is present, the insect warriors add +2 to
their Morale rolls.

 Carapace: Hard shells of many different vibrant
colors cover the insectoids’ bodies. This gives them 2
points of natural Armor in all locations.

* Leaping: Mantids have two legs like those of
grasshoppers. They can leap four times as far as
humans.

"+ Outsider: Mantids are not easily welcomed into
human societies and so suffer a -2 to Charisma
among them. They cannot use clothing, weapons, or
equipment made for humans and other humanoid
races.

RAKASHANS

human-animal hybrids. Cat-people are perhaps the
most common, and make interesting characters
for truly unusual swords and'sorcery tales, anime
epics, or science fiction sagas.

“Rakashans” have the forms of humans with
the features of felines. Their particular look
depends on the setting, but the bright colors of
tigers, the speckled hides of leopards, or even
the exotic look of Siamese cats are all
appropriate. They have sharp claws and -
teeth, and a cruel nature when it comes to
dealing with their prey.

The rakashans presented here are an
advanced race who are just now coming
to grips with other races’ perceptions
that they are cruel and barbaric. There
is certainly some truth to this, but
rakashans see the cruelty of their
race as justice, for it is meted out
only to those who deserve it.
Rakashans are too beautiful to be
outsiders, but too cruel to be
completely accepted.

» Agile: Rakashans have the
cat-like grace of their ancestors.

They start play with a d6 Agility.

* Bloodthirsty: Rakashans can be cruel to their foes,
much like the great cats from which they evolved. They
rarely take prisoners, and feel little compunction about
punishing their foes once captured. This causes a -4
Charisma penalty among more “civilized” types.

» Claws: Rakashans have retractable claws that do
Str+2 damage, and grant +2 to Climb all but completely
sheer surfaces.

* Low Light Vision: The character’s eyes amplify
light like a cat, allowing him to see in the dark. He ignores
attack penalties for Dim and Dark lighting.

SAURIANS

Lizard men typically come from steaming
jungles or deep deserts where they have

unique civilizations unknown to most other

sentient races.

Few outsiders have penetrated their
society, so persistent rumors that saurian
religion requires sentient sacrifices

remain unconfirmed.

* Outsider: Most other

races have a mammalian
distrust of the unblinking
saurians. Most also find
their habit of consuming
their meat raw—or best
of all, still squirming—
less than appetizing.

Their Charisma is

lowered by -2.

* Natural Weapons: The
tail, claws, and teeth of
Saurians allow them to

either tail slap, claw, or bite

in combat, doing Str+1

damage.

* Natural Swimmers:
The Saurians’ tails also
make them powerful

swimmers, giving them +2 on
all Swimming rolls and
increasing their swimming

Pace to equal their

Swimming skill.
» Saurian Senses:
Saurians can “taste” the air,
giving them +2 to all Notice
rolls. This ever-present
advantage means they are
.always considered
“Active” when consulting
the Stealth results table
(see page 24).
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SKILLS

Below are skills available in most Savage Settings.
These skills are very generic—you don’t need five different
Shooting skills to shoot pistols, rifles, machine-guns,
bows, and rocket launchers. Nor do you need different
Driving skills for every common vehicle in your setting.
We’ve made the skills as simple and comprehensive as
possible so that you can get on with the game instead of
keeping track of a shopping list of skills.

Note that some terms in the skill list may not make
'sense just yet, but they will after you’ve become familiar
with the rest of the rules.

SKILL LIST

BOATING (AGILITY)

Characters with this skill can handle most any boat
common to their setting. They generally know how to
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handle most common tasks associated with their vessels
as.well (tying knots, simple engine repair, etc).

Rules for using boats on the table-top can be found i
Chapter Five. 3

CLIMBING (STRENGTH)

This is the skill characters use to ascend walls, trees,
or cliff-sides. No roll is usually needed to ascend
ladders, ropes; or trees with lots of limbs unless the
GM feels there’s a good reason for it (being chased,
wounded, etc).

Those who have high Climbing skill are those who
frequently climb cliffs, walls, and other difficult surfaces.

Characters about to ascend a difficult surface must
make a Climbing roll every 10” (20 yards). The skill roll is
modified by the conditions below.

During combat, characters ascend at half their
Strength per round if using ropes or with decent hand- or
footholds.

See the Falling rules on page 95 should a character
suffer a mishap.

(LIMBING MODIFIERS

Situation Modifier

Climbing equipment +2

Advanced climbing equipment +4

Scarce or thin handholds -2

Wet surface -2
DRIVING (AeILITY)

Driving allows your hero to drive ground and hover
vehicles common to his setting. You'll find complete rules
for driving everything from motorcycles to hovertanks in
Chapter Five.

FIGHTING (AGILITY)

Fighting covers all hand-to-hand (melee) attacks. The
TN to hit an opponent is his Parry (2 plus half his
Fighting).

GAMBLING (SMARTS)

Gambling is useful in many settings, from the saloons
of the Old West to the barracks of most armies. Here’s a
quick way to simulate about a half-hour of gambling
without having to roll for every single toss of the dice or
hand of cards.

First have everyone agree on the stakes. Five dollars,
5 gold coins, etc., is recommended for a typical game.
Now have everyone in the game make a Gambling roll.
The lowest total pays the highest total the difference
times the stake. The next lowest pays the second highest
the difference times the stake, and so on. If there’s an odd
man left in the middle, he breaks even.



Cheating: A character who cheats adds +2 to his roll.
The GM may raise or lower this modifier depending on the
particulars of the game or the method of cheating. If the
player ever rolls a 1 on his skill die (regardless of his Wild
Die), he’s caught. The consequences of this depend on
the setting, but are usually quite harsh.

GUTS (SPIRIT)

Guts reflects a hero’s bravery. Characters are often
called on to make Guts checks when they witness grisly
scenes or encounter particularly horrific monsters. The
GM should see page 93 for the effects of failure.

HEALING (SMARTS)

Healing is the art of stopping wounds and treating
existing injuries. See page 75 for specific information.

INTIMIDATION (SPIRIT) -

Intimidation is the art of frightening an opponent with
sheer force of will, veiled or overt threats, or sometimes
just really big guns. This is an opposed roll between the
hero’s Intimidation and his opponent’s Spirit. See Tests of
Will on page 71 for the game effects.

INVESTIGATION (SMARTS)

A character skilled in Investigation knows how to make
good use of libraries, newspaper morgues, the internet, or
other written sources of information. To get information
from people rather than books and computers, use the
Streetwise skill.

KNOWLEDGE (SMARTS)

Knowledge is a catch-all skill that must have a focus
of some sort, such as Knowledge (Occult) or Knowledge
(Science). The player can choose the focus of his
character’s knowledge, which should reflect his
background and education. An archaeologist, for example,
should have Knowledge (History) and Knowledge
(Archaeology). The skill can be taken multiple times with
different focuses to reflect different areas of expertise.

General focuses such as Science are acceptable, but
the GM should give a bonus to a character who has a
more relevant focus, such as Knowledge (Biology).

Some suggested Knowledge focuses are: Area
Knowledge, Battle (used in Mass Combats, see page
106), Computers, Electronics, History, Journalism,
various languages, Law, Medicine (though actually
caring for someone is the Healing skill); Science, or
Tactics.

LOCKPICKING (AGILITY)

Lockpicking is the ability to bypass mechanical and
electronic locks. Lockpicking is also be used to disarm
the catches and triggers on traps, unless a more relevant
skill seems appropriate for a particular trap.

NOTICE (SMARTS)

Notice is a hero’s general alertness and ability to
search for items or clues. This covers hearing rolls,
detecting ambushes, spotting hidden weapons and even
scrutinizing other characters to see if they’re lying,
frightened, and so on.

PERSUASION (SPIRIT)

Persuasion is the ability to talk or trick others into
doing what you want. Nonplayer characters start at one of
five different attitudes: Hostile, Uncooperative, Neutral,
Friendly, or Helpful. A successful Persuasion roll improves
the NPC'’s attitude one step, or two with a raise. Failure,
on the other hand, decreases the character’s attitude by a
step, or two if a 1 is rolled on the Persuasion die
(regardless of the Wild Die).

Persuasion is always modified by a character’s
Charisma.

The GM has more detailed information on nonplayer
characters and their reactions on page 114.

PILOTING (AGILITY)

Piloting allows a character to fly airplanes, helicopters,
jet packs, and any other flying devices common to his
setting.

REPAIR (SMARTS)

Repair is the ability to fix gadgets, vehicles, weapons,
and other machines. Characters suffer a -2 penalty to their
rolls if they don’t have access to basic tools.

RIDING (AGILITY) -

Riding allows you to mount, control, and ride any
beast common to your setting. Players should note that
mounted characters use the lowest of their Fighting or
Riding skills when fighting from horseback. See the
additional rules for horses and other beasts on page 91 for
complete information.

SHOOTING (AGILITY)

Shooting covers all.attempts to hit a target with a
ranged weapon such as a bow, pistol, or rocket launcher.
The basic Target Number to hit is 4 as usual, though there
are a number of important modifiers such as range that
frequently come into play (see page 65).

STEALTH (AGILITY)

Stealth is the ability to both hide and move quietly.
In many Savage Worlds games, knowing exactly when
your hero has been spotted and when he’s not can be
critical. :

Here are detailed rules for how to sneak up on foes
and infiltrate enemy lines.

Start the process by figuring out if the “guards” your
heroes are sneaking up on are “active” or “inactive.”



Inactive guards aren’t paying particularly close
attention to their surroundings. The group need only score
a standard success on their individual Stealth rolls to
- avoid being seen. Failing a Stealth roll in the presence of
inactive guards makes them active.

Active guards make opposed Notice rolls against
the sneaking characters’ Stealthskills. Failing a roll
against active guards means the sneaking character is
spotted.

Apply the following modifiers to all Stealth rolls.

STEALTH MODIFIERS

Situation . Modifier
Crawling +2
Running -2
Dim light . +1
Darkness +2
Pitch darkness +4
Light cover +1
Medium cover +2
Heavy cover +4

The Last Step: Sneaking to within 5” of a foe (usually
to make a melee attack) requires.an opposed Stealth roll
versus the target’s Notice, whether the guard is active or
inactive. '

Movement Rate: Outside of combat, each Stealth roll
covers moving up to five times the character’s Pace. In
combat, the Stealth roll covers only a single round of
movement.

Stealth for Groups: Out of combat, make only one
Stealth roll for each like group of characters (a group roll—
see page 56). Use the lowest movement rate to determine
how much ground is covered as well. The observers also
make a group roll to Notice their foes.

Once a combat breaks down into rounds, Stealth and
Notice rolls are made on an individual basis.

STREETWISE (SMARTS)

Streetwise characters are able to gather information
from the street, saloons, or other contacts through bribes,
threats, or carousing. Finding written information in
libraries and the like is covered by the Investigation skill.

Streetwise is always modified by a character’s
Charisma modifier.

SURVIVAL (SMARTS)

Survival allows a character to find food, water, or
shelter in hostile environments. A character may only
make one roll per day. A successful roll finds
sustenance for one person, a raise on the roll finds
food and water for five adults. Horses and other large
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beasts count as two adults. Children, camels or others
with small appetites count as half. Those who benefit
from the roll do not have to make.Fatigue rolls for the
day for food, water, or shelter.

SWIMMING (AGILITY)

Swimming determines if a character floats or sinks
in water, as well as how fast he can move within it. A
character’s Pace is half his Swimming skill in inches
perturn in normal water (round up). Choppy water
counts as rough terrain and halves this rate.
Characters may not “run” while swimming for extra
movement. '

Should it become important, characters can hold their
breath for 5 x their Vigor in seconds, or half thatif they
weren't prepared.

See page 93 for rules on drowning.

TAUNT (SMARTS)

Taunt is a test of will attack against a person’s
pride through ridicule, cruel jokes, or one-upmanship.
This is an opposed roll against the target’s Smarts.
See Test of Wills on page 67 for the effects of a
successful Taunt.

THROWING (AGILITY)

Throwing governs all sorts of thrown weapons, from
hand grenades to knives, axes, and spears.

Throwing works just like the Shooting skill, and uses
all the same modifiers (see page 61).

TRACKING (SMARTS)

Tracking allows a character to follow the tracks of one
or more individuals in any type of terrain.

Each roll generally covers following the tracks for one
mile, but the GM may adjust this dramatically for more
specific or small scale searches.

Apply the modifiers below to each roll.

TRACKING MODIFIERS

Situation Modifier
Tracking more +2
than 5 individuals
Recent snow +4
Mud +2
Dusty area +1
Raining 4
Tracking in poor light -2
Tracks are more
than one day old -2
Target attempted : -2

to hide tracks



(OMMON KNOWLEDGE

Instead of forcing characters to have dozens of “background” skills they rarely need, we use the
concept of “Common Knowledge.” Your hero knows the basic history of his land, common etiquette,
how to get around geographically, and who the major players in his locality are. This is called
“Common Knowledge,” and is covered by your hero’s Smarts attribute.

If a character’s background suggests he should know something about a subject, add +2 or
more to his roll. If the subject is foreign to a character, subtract 2 or more from the roll. Everyone
else breaks even and gets no modifier.

Anytime an adventure asks fora Common Knowledge roll, the GM should ask for Smarts rolls
and subjectively and on the fly grant bonuses or subtract penalties to account for each character’'s
particular background.

Here’s an example. Let’s say an adventure reads: “Anyone who makes a Common Knowledge
roll detects that this cavern was carved by civilized hands, not formed naturally.” A dwarf knows more
about stonework than an elf, so give the dwarf a +2 to his roll. Ahuman has about average
knowledge, so no bonus is granted. An elf, who has spent most of his life in a tree, won’t be able to
tell unless there are obvious signs, and so gets a -2.

If it becomes important to know how well a character performs a common task, the GM 