Savage Star*Drive

Translated by John W. Thompson (gobackstage@prodigy.net) from TSR/WotC’s Alternity Star*Drive RPG and Great White Games Savage World RPG as a work of fan support and intending no challenge to the rights and ownership of any and all involved. V1.0 translates the Alternity 1.0 Player’s Handbook material to Savage Worlds game mechanics. This is by no means official and has not as of 2/10/04 been play tested so use at your own discression. I plan to add info from the splat books and such in the future as my time and interest permit. Enjoy. 

Races

- Fraal: Small, Pacifist (Minor), Arcane Background (Psionics), +10 Power Points, Psionics d6

- Mechalus: Quirk (Strong Emotional Control), Computer d6, Cybernetic Enhancements (Arcane Background (Superpowers): Boost Trait, self only, 1 PP)

- Seshayan: All Thumbs, Outsider, Small, Light Sensitive (Bad Eyes (Minor) in bright light), Acrobatics, Alertness, Flight (speed: 10”, climb: 5”), Low-light Vision

- T’sa: Curious, Loyal, Quick, Armor +2, Repair d6

- Weren: All Thumbs, Code of Honor, Outsider, Brawny, Natural Weapons (retractable claws, Str +2), Str d6, Fighting d6

Starting Funds: $2,500 (Rich and Filthy Rich remain the same)

Equipment

- Anti-scan Weave: -2 to Notice rolls from detection devices

- Bioholster: grants Quick Draw edge for holstered weapon only

- Stealth Cloak: +2 to Stealth rolls

- First Aid Kit: +2 to Healing rolls

- Forensics Kit: +2 to appropriate Notice and Knowledge rolls

- Medical Gauntlet/Scanner: +2 to Healing rolls

- Trauma Pack I: +2 to Healing rolls (stacks w/ Medical Gauntlet/Scanner)

- Trauma Pack II: +2 to all injury/recovery based Vigor rolls

- Instrument Pack: +2 to appropriate Knowledge rolls

- Specialized Toolkit: +2 to Repair rolls.

- Walker: Strength d12, -2 to Dexterity based rolls

- Sensor Gauntlet: +2 to science based Knowledge and Notice rolls

- Soft/Hard E-suit: +2/+6 Armor 

- Computers: each -1 bonus = +1 on the appropriate roll 

Weapons
- Stun Baton: 2d6, non-lethal

- Chainsword: Str+5, Parry-1, AP: 2

- Pulse Baton: 2d6+1

- Gravmace: Str+3

- Power Cestus: Str+1

- Star Sword: Str+10, AP: 4

- Tri-staff: Str+10, Parry+1, Reach 1, Requires 2 Hands

- 15mm Sabot Pistol: 2d6+2, AP: 2

- Laser Pistol: 2d6

- Mass Pistol: 2d6+1, AP: 2

- Stutter Pistol: 2d6+2, non-lethal

- Laser Rifle: 2d6+2

- Mass Rifle: 2d8, AP: 2

- Quantum Rifle: 2d10

- Render Rifle: 2d6, AP: 4, Heavy Weapon

- Laser SMG: 2d6+1, ROF: 3

- Stutter SMG: 2d6+2, ROF: 3, non-lethal

Mutants
Mutation Edges and Hindrances will be noted as Major or Minor. They may only be taken at character creation with GM approval and they must balance each other out. Note that Mutation Hindrances are taken instead of, not in addition to, normal Hindrances. 

- Edges
- Adaptation (Minor): Choose one of Hot, Arid, Cold, Thin Atmosphere, Thick Atmosphere, Light Gravity or High Gravity. This Edge grants a +2 Vigor bonus to resist Fatigue or other harmful effects of the chosen environment and reduces any penalties from the chosen environment by 2. May be taken multiple times so long as the chosen environments don’t conflict. For example, one can take Hot and Arid but not Hot and Cold.

- Adrenal Control (Minor): may trigger an adrenaline surge at will that grants +1 to any Strength or Dexterity attribute or related Skill roll for three rounds, then the character takes one Fatigue level of damage.

- Biorhythm Control (Minor): +1 to Vigor rolls to resist disease, poison or pain effects.

- Dermal Reinforcement (Minor): +1 Armor, does not add to any worn armor, nor does it alter physical appearance.

- Improved Immunity (Minor): +2 to Vigor rolls to resist or recover from disease, infection or biological agents.

- Night Vision (Minor): +2 to Notice rolls in darkness

- Psi Sensitivity (Minor): may detect psionic activity within 6” with a Notice roll. The roll is modified as follows: within 1” +3, 3” +2, 5” +1, out to 9” -1, 11” -2, 12” -3.

- Toxin Tolerance (Minor): +2 to Vigor rolls to resist poisons and drugs.

- Vascular Control (Minor): +2 to Vigor rolls to resist Bleeding Out.

- Acid Touch (Major): Smite 1/day

- Dermal Armor (Major): +2 Armor

- Electric Aura (Major): Smite 1/day

- Enhanced Healing: +2 to all recovery and healing checks

- Enhanced Immunity (Major): +4 to Vigor rolls to resist or recover from disease, infection or biological agents.

- Increased Metabolism (Major): +2 to any Strength or Dexterity attribute or related Skill roll for three rounds, then the character takes one Fatigue level of damage.

- Natural Attack (Major): Str+2 claws, fangs, horns, etc.

- Radiation Tolerance (Major): +4 on Vigor rolls to resist radiation effects

- Redundant Vital Organs (Major): +2 on Knockout Blow and Injury Table required Vigor rolls.

- Thermal Vision (Major): +4 to Notice rolls in darkness

Amazing Mutations require taking Arcane Background (Super Powers) and the appropriate Powers.

- Chameleon Flesh: Invisibility

- Dermal Plating: Armor

- Energy Absorption/Reflection: Deflection

- Flight: Fly

- Hyper Attribute: Boost Trait

- Hyper Healing: Greater Healing

- Improved Natural Attack: Natural Attack + Smite

- Poison Attack: Smite

- Psi Resistance: take Arcane Resistance

- Hindrances

- Light Sensitivity (Minor): Bad Eyes in strong light

- Sound Sensitivity (Minor): -1 to Skill tests in loud noise

- Thermal Intolerance (Minor): -2 to Vigor or Survival tests in hot or cold conditions

- Toxin Intolerance (Minor): -2 on Vigor rolls to resist poison or drugs

- Weak Immunity (Minor): -2 on Vigor rolls to resist disease, infection and biological agents

- Environmental Sensitivity (Major): -3 to all rolls in chosen environment

- Inefficient Metabolism (Major): -2 to Climb, Fight and Swim rolls

- Physical Change (Major): -2 Charisma

- Weakness (Major): double damage from choice of: energy attacks, low velocity attacks, high velocity attacks

Psionics

Taken as Arcane Background (Psionics) with Powers translated as follows:

- Bioweapon: Smite

- Control Metabolism: Boost Vigor

- Heal: Healing

- Morph: Seasoned, 3 PP, Self, 1 minute (1/minute), may produce one of the following effects per use: Elongate Limbs – add up to 2 meters (1”) in reach and 1 meter in height, Disguise: -2 to Notice rolls to penetrate your disguise, Pass through openings as small as ½ meter wide

- Rejuvenate: Greater Healing

- Battle Mind: Quickness

- Clairaudience: Seasoned, 5 PP, Range: special, Duration: 3 minutes, Success allows the Mindwalker to hear but not see any place he is familiar with as if standing in the center of the area about the size of a small room.
- Clairvoyance: Seasoned, 5 PP, Range: special, Duration: 3 minutes allows the Mindwalker to see but not hear any place he is familiar with as if looking through a clear pane of glass in the ceiling.

- Contact/Empathy/Mind Reading: Seasoned, 6 PP, Range: Smarts, Duration: 30 seconds, The Mindwalker may read the surface thoughts and emotions of a target. Raises grant additional information. A Spirit roll is necessary if the target is non-human. Mindwalker may instead choose to open two-way communication with target for double duration.

- Navcognition: use Boost Knowledge (Navigation)

- Postcognition/Precognition/Psycometry: use Boost Notice and GM should provide appropriate information.

- Sensitivity: Detect Arcana

- Electrokinesis: Bolt

- Kinetic Shield: Armor

- Levitation: Fly

- Photokinetics: Light

- Psychokinetics: Telekinesis

- Pyrokinetics: Blast

- Datalink: Boost Computer

- Illusion: Novice, 7 PP, Range: Sight, Duration: 1 minute. This power creates a very convincing illusion. It may be as large as an adult human and makes no sound. So long as it is not touched or required to make noise, a raise on a Notice roll is required to pierce the illusion. Raises improve the illusion as follows: Motion – slow, simple: 1 raise - complex or fast: 2 raises; Sound – single sound: 1 raise – sentence: 2 raises; Size – 50% greater size: 1 raise; Number – increase by 1 per 2 raises; Duration – 1 extra minute per raise; Precision – additional –2 to Notice rolls per raise.

- Mind Blast: Bolt

- Mind Shield: Dispel

- Suggest: Puppet

- Tire: Stun
