Savage Sun!

A Savage Worlds adaptation of TSR’s Dark Sun game setting

Races

The most common character races on Athas are dwarves, elves, half-elves, half-giants, halflings, humans, muls and thri-kreen.  PCs can belong to any of these races (unless the GM says otherwise, of course).  Since Athas is a world unlike any other fantasy setting, its inhabitants are just as strange.  When making a character, refer to these profiles and not the ones in the Savage Worlds rulebook.

Attributes Lower than d4

The races of Athas are a widely varying lot, both in their abilities and in their weaknesses.  Most non-human races will have one or more attributes that start a step lower than d4.  Just as d12+1 is a step above d12, the step below d4 is d4-1.  While a character could theoretically begin play without raising such an attribute to at least a d4, it’s not generally recommended to do so.

Dwarves

Strong: Dwarves’ stocky frames and dense bones give them a d6 to start in Strength, instead of a d4.

Strong-Willed: Dedication to their focus gives dwarves an immense amount of willpower.  They begin with a d6 in Spirit instead of a d4.

Focused: When a dwarf is directly pursuing his focus, almost nothing can stand in his way.  Add one to any roll made by a dwarf in pursuit of his focus.  GMs are encouraged to be careful with this; only when an action would immediately further his focus can a dwarf receive this bonus.

Clumsy: While dwarves excel at manual labor, their finesse is somewhat lacking.  Their Agility scores begin at d4-1.

Vow: Every dwarf has a focus, which is a task that he dedicates almost every day of his life toward accomplishing.  If a dwarf ignores (or is unable to work on) his focus for a week (seven days, for those of you keeping track), his Strength die type drops by one.  His Strength will continue to drop every week that he fails to pursue his focus.  Once it drops below d4-1, the dwarf dies and will later return as a Dwarven Banshee.

Even if a dwarf manages to accomplish his focus, he must find a new one within a month, or he will begin to suffer these penalties.

Elves

Fleet-Footed: Elf tribes live their lives on the run, literally.  Only very sick and very pregnant elves travel on anything other than their own two feet.  Therefore, all elves have an inborn talent for running at a dizzying speed.  Elf characters add a d10 to their Pace when running, instead of the usual d6.

Agile: The lanky physique of the elves makes them preternaturally flexible and coordinated.  Elves begin with an Agility score of d6.

Weak: Like birds, elves are adapted to be as light as possible, to allow their amazing speed and agility.  Therefore, they suffer from low muscle mass.  Elves begin play with Strength scores of d4-1.

Half-Elves

Bonus Edge: From their human parent, half-elves inherit an ability to adapt to almost any task.  Half-elves can take one extra Edge when starting out.

Smart: As the bastard children of Athas, Half-elves learn to rely on their wits from an early age.  They begin play with a Smarts score of d6.

Weak: Half-elves’ blood carries the same weakness that haunts their elven parents.  They begin play with a Strength score of d4-1.

Halflings

Agile: Like children, halflings are capable of amazing feats of dexterity.  They begin play with Agility scores of d6.

Willful: Survival in the jungles that the halflings call home requires an amazing survival instinct.  They begin with Spirit scores of d6.

Small: Even the tallest halflings never top four feet in height.  They have a Size modifier of –1 (this means that they subtract one from their Strength rolls and Toughness).

Outsider: Among the “civilized” people of the Tyr Region, halflings are misunderstood and mistrusted.  Perhaps the rumors of their cannibalistic culinary habits are at fault.  The fact that those rumors are true doesn’t help much, either.

Half-Giants

Strong: Half-Giants are little more than masses of muscle.  Even for beings of their size, they are exceptionally strong.  Thus, they begin play with a Strength score of d6.

Huge: While their bulk is often an inconvenience, it certainly comes in handy in a fight.  Half-giants have a Size modifier of +2 (they add two to their Strength rolls and Toughness, and human-sized beings get a +1 bonus to hit them in combat).

Slow: Somewhere in the distant past, their giant ancestors imparted their intellectual difficulty on the half-giants.  Their Smarts scores start at d4-1.

Thri-Kreen

Four Arms: Being large insects, the thri-kreen have six legs, only two of which they need for walking.  The other four have simple claws that can be used to manipulate objects.  In combat, a thri-kreen can attack with all four hands (though he would suffer off-hand penalties on all but one of those attacks).  To fully take advantage of this natural gift, a thri-kreen character can take the Ambidextrous and Quadridextrous Edges.

Bite: The mandibles of the thri-kreen give them a weapon that can never be taken away.  Not only that, but they secrete a poison that inflicts paralysis on their victims.  A thri-kreen’s bite inflicts Strength+1 damage.  If the ‘kreen manages to get a raise on his victim, he can inject poison.  The poisoned character must make a Vigor roll or become completely paralyzed for the next hour.

Armor: The exoskeleton of a thri-kreen gives him an armor bonus of +2

Clueless: The pack lifestyle of the thri-kree doesn’t encourage individual thought beyond what is absolutely necessary for survival.  They begin with a Smarts score of d4-1.

Outsider: Even moreso than the halflings, thri-kreen are ostracized by human (and dwarven, and especially elven) society.  Most humans don’t even recognize the ‘kreen as sentient beings, and rather see them as cunning animals (though this opinion changes quickly if said human becomes a target for the pack’s hunt).  Even when other races do recognize their intelligence, few of them care to deal with the giant mantises.  Finding armor made to fit a thri-kreen is an almost impossible task.  Custom armor designed for their frames usually costs at least five times as much.

Professions

Unless a Profession is listed here, it functions exactly as written in the Savage Worlds rulesbook.

Bard

Requirements: Spirit d8, Performance d6 Alchemy or Lore d6

A note on profession abilities: While there are quite a few assassins masquerading as bards, a few manage to make a living without blood on their hands.  All bards get the Battle Anthem ability, as well as either Loremaster or Poisoner, depending on their “specialty.”  If a bard chooses Loremaster, he must have a Lore skill of at least d6.  Likewise, bards with Poisoner must have Alchemy at d6 or higher.  A truly ambitious bard (who meets all the requirements) could take the other ability as an Edge, either at the start of play or later on, with a level advancement.

Battle Anthem: Music performed by a skilled bard can be a great morale booster in combat.  To use this ability, the bard must succeed at a Performance roll (this requires a full action).  If he succeeds, all friendly characters within 12” of the bard get +2 on their Guts rolls and Spirit rolls to recover from being Shaken.  Every raise the bard gets on the Performance check increases this bonus by +1.  A bard can continue singing for as long as he wishes, but he suffers a –2 penalty to all rolls and to his Parry because of the distraction.

Poisoner: Many bards use their skill as actors, musicians and poets to cover their true occupation: assassin.  These bards usually learn how to brew their own poison, either to apply to their weapons or to be dropped into food and drink.  With access to the correct ingredients (GM’s call if these are available) and equipment, a bard can brew up a batch of poison (1d4 doses) in about an hour by making an Alchemy roll.  The basic poison does 2d4 damage to any victim who fails his Vigor roll.  Raises on the Alchemy roll can increase the poison’s damage die by one step, impose a –2 penalty to the Vigor roll to resist its effects, or brew an additional 1d4 doses.

Loremaster: Most of the poems and songs performed by bards are based on the ancient history of Athas, when true kings ruled for the people, and when the ground was covered by more water than land.  Many bards use this knowledge to identify magic artifacts and to locate lost ruins.  Bards with this ability get a +4 bonus to their lore rolls for such purposes.

Bad Reputation: Although many bards are simple performers, many people realize that their ranks include a large number of dangerous assassins.  Bards suffer from the same bad reputation as thieves, a fact that causes many otherwise-honest bards to seek criminal employment.

Cleric

Requirements: Arcane Background, Spirit d8, Faith d6

Starting Powers: 4.  Clerics may take powers from the spell list for their chosen element.

Power Points: 15.  Clerics regain all their power points once per day, after performing their morning prayers.

Defiler

Requirements: Arcane Background, Smarts d8, Spellcasting d6

Starting Powers: 4.  Defilers can choose any power in the book.

Power Points: Defilers have no power points.  Rather, they draw the energy for their magic straight from the soil.  See the section on magic for details.

Druid

Requirements: Arcane Background, Spirit d8, Faith d6

Starting Powers: 4.  Druids can choose any power from their spell list in the magic section.

Power Points: 15.  Druids’ power points return in full every day, when they perform their morning devotions, praying in the direction of their guarded lands.

Spirit’s Aid: Druids can take the Spirit’s Aid edge once per rank.  With this edge, the druid can cast a single spell without having to roll, and without spending power points, provided he is in terrain similar to his guarded lands.

Gladiator

Requirements: Agility d8, Vigor d8, Fighting d8

Stunning Comeback: There’s nothing an arena audience loves more than a combatant returning from the edge of death to win a complete victory over his opponent.  All gladiators get +2 on Spirit rolls to recover from being Shaken.

Steely Gaze: Arena battles are often won or lost based on the vicious gleam in a combatant’s eye.  Gladiators get +2 on all tests of will.

Preserver

Requirements: Arcane Background, Spirit d8, Spellcasting d6

Starting Powers: 4.  Preservers can choose any power from the rulebook.

Power Points: 10.  Points return at a rate of one per hour.

Spell Mastery: Every raise on the casting roll reduces the power point cost of the spell by one.

Psionicist

Requirements: Arcane Background, Smarts d8, Psionics d6

Starting Powers: 4.  Powers may be chosen from the Psionicist list in the magic section.  Powers marked with an asterisk on that list may only be used to affect the psionicist himself.

Power Points: 15.  These points return at a rate of one per hour.

Meditation: When sitting absolutely still and taking no action whatsoever, a psionicist can recover power points at twice his normal rate.

Templar

Requirements: Arcane Background, Spirit d8, Faith d6

Starting Powers: None.  The Sorcerer Kings don’t trust Templars with arcane powers until they’ve proven their worth.  Once a Templar becomes Seasoned, he gains four powers, which may be chosen from the Templar list.

Power Points: 15.  Templars regain all their power points each day, when they make an offering to the King.

Authority: Templars essentially have all the power they can get away with exercising.  A Novice templar can pretty much order slaves around, while higher-ranking ones can command increasingly higher-status citizens.  At Seasoned rank, most common freemen will obey simple orders given to them by the templar.  A Veteran templar can demand significant bribes and even sell freemen into slavery, given reasonable evidence of a crime.  Templars at the “heroic” rank (and that term applies very loosely) have the authority to boss around and collect bribes from nobles.  At Legendary rank, only the Sorcerer-King himself can countermand a templar’s orders.  Of course, most Templars get assassinated or imprisoned long before they reach this level, but that doesn’t stop them from trying.

Arcane Backgrounds

Wizards

Defilers

These wizards have learned to strip magical energy from the ground itself in order to fuel their spells.  As a result of this abuse, Most of Athas is a barren wasteland, and all wizards (preservers included) are criminalized and hunted almost universally.  Why do so many choose to lead such lives?  The answer is simple: power.  Defilers have access to more powers than most arcane backgrounds, and have effectively unlimited resources with which to use them.

When a Defiler uses a power, he doesn’t lose power points (in fact, defilers have no power points to lose).  Rather, as a defiler sucks the life force out of the planet itself, vegetation wilts and soil turns to ash in a wide circle around his feet.  The size of the affected circle is a one-inch radius for every power point the spell normally costs.  In certain lush terrain (such as in verdant belts or near an oasis), this radius is reduced by one inch (though even a spell with a “zero” radius causes the ground at the caster’s feet to turn).  In the dense jungles of the Forest Ridge, a defiler’s radius is reduced by two inches.

When casting multiple spells from the same location (when the caster is still within the circle of defiled ground), the area of ruined earth continues to grow outward, its radius expands by half the distance it would if the spell were cast on “fresh” ground.

Preservers

The few responsible wizards on Athas cast spells exactly as “normal” wizards, described in the Savage Worlds rulebook.  Preservers have access to any power as a spell, but have to pay their own power points to cast them.

The one exception is that a Preserver has the option of throwing care to the wind and casting a spell exactly as a defiler does.  No preserver would do this unless he was out of power points and in serious danger (otherwise he wouldn’t bother being a preserver in the first place).  Each time a Preserver does this, he has to make a Spirit roll or lose the ability to preserve forever.  This roll has a –2 penalty for every time the preserver has defiled in his lifetime.  There are some stains that don’t wash off.

Powers

Defilers and Preservers are the most flexible of the arcane backgrounds.  They may take any power they choose.  The trappings of their spells are also up to them; when learning a spell, the wizard may choose whatever trappings he wishes.  The only limitations are that these trappings cannot change after the spell is learned (though the wizard may take the spell a second time, with new trappings), and that the spell is always visible, at least in a minor way.  Preservers have the option of making a Stealth roll to hide the signs of their castings (at least, when it’s not blatantly obvious, such as with a Blast spell).  Defilers could do this as well, though there isn’t much point, because their ashes are always noticeable.

Psionics

Psionicists

Although every intelligent being on Athas has some latent psionic ability, only a few have the patience required to hone this talent into something greater.  Psionicists use their powers much like any other arcane background, only more subtly.  Psionics aren’t accompanied by the flash and flare of a magic spell, or by the rituals used by elemental clerics and druids.  Rather, many psionic abilities have no visible effect outside of the psionicist’s own body.  Because of this, many powers that can normally affect others have an effective range of “self” when used as psionic abilities.  These powers are marked with an asterisk in the power listing for psionicists.

Wild Talents

For Athasians, rudimentary psionics are no different than any other highly specialized skill; almost anyone can pick up the basics, though only psionicists can become true masters.  Those who only learn minor psionic abilities are called Wild Talents.  Such characters have the Psionics skill, but not the Arcane Background edge.  They learn one Novice-rank power from the psionicist list (with the same restrictions on range, if appropriate).  They begin play with only five power points, and may not take any edges to increase their number of powers or power points (unless they receive special training and become a full psionicist later on).

Powers

Armor*

Blast

Bolt

Deflection*

Fear

Fly*

Greater Healing*

Healing*

Invisibility*

Puppet

Quickness*

Raise/Lower Trait*

Speed*

Stun

Telekinesis

Priests

Templars

The servants of the Sorcerer Kings have access to a wide variety of spells, along with immense political power within their city.  However, the kings are stingy with the power they hand out.  Templars do not begin to gain spells until the reach Seasoned rank, and even then, the minimum rank for all their spells is one higher than normal (so a power that a wizard or cleric could learn at Seasoned cannot be taken by a templar until he reaches Veteran).

Powers

Armor

Blast

Bolt

Darkness

Deflection

Dispel

Fear

Greater Healing

Heal

Puppet

Raise/Lower Trait

Smite

Stun

Zombie

Druids

Unlike clerics, who worship the impersonal forces of the elements, druids make a pact with a specific Spirit of the Land.  These Spirits exist to preside over a particular feature of Athas’ landscape, and deal directly with druids to protect their lands.  Every druid has an area that they serve, which they refer to as their guarded lands.  Normally, only a single druid will protect a land feature, but older druids always take on an apprentice so that someone will be around to continue their work.  Druids below the rank of Heroic are considered to be such apprentices, and are thus free to wander, while their master oversees the guarded lands (unless something should happen to the master, in which case the druid must return to keep watch himself).

Because they have such a close relationship with the Spirit of the Land, druids can learn to call on their powers without need for power points or even a casting roll.  This is reflected by the Spirit’s Aid edge.  Druids may take this edge once per rank.  Upon gaining the edge, the druid picks a single spell that he is able to cast.  From that point on, as long as the druid is in the wilderness, he may enact the spell at no cost, as if he had rolled a 4 on his Faith check.  The power can be activated within the guarded lands in a similar fashion, as if the druid had rolled an 8.  In any case, if modifiers require the druid to roll higher than the edge allows, they must roll and spend points as usual.

Powers

Armor

Counter

Deflection

Dispel

Greater Healing

Heal

Invisibility

Light

Manna

Stun

Shapeshift
Water Breathing

Elemental Clerics

For a world without true gods, the physical elements seem to have the power of life and death normally associated with divine beings.  The fires of the sun bake foolhardy travelers, sandstorms can strip flesh to the bone and few can deny the life-giving powers of air and water.  And, like gods, there are some that worship these forces.  Elemental clerics tend to live in the wilderness or in small villages, rather than within city-states.  While their magic is not illegal, some templars don’t appreciate religions that compete with worship of the Kings.

The spells that a cleric can choose depend on which element he worships.  While many spells overlap, the trappings of these spells are very different.  For example, a fire cleric’s Blast spell manifests as a scorching fireball, while an earth cleric causes a miniature sandstorm around the target.  These trappings are explained in the individual spell list.

Air Powers

Deflection

Fly

Greater Healing

Heal

Raise/Lower Trait

Water Breathing

Stun

Invisibility

Quickness

Speed

Telekinesis

Earth Powers

Armor

Blast

Earthquake

Heal

Raise/Lower Trait

Smite

Stun

Invisibility

Manna

Fire Powers

Blast

Bolt

Heal

Light

Raise/Lower Trait

Smite

Darkness

Fear

Endure

Water Powers

Greater Healing

Heal

Raise/Lower Trait

Water Breathing

Deflection

Stun

Darkness

Manna

Endure

