Savage Earthdawn

Adapted by John W. Thompson (gobackstage@prodigy.net) for Pinnacle’s Savage Worlds system from material in Living Room Games’ Earthdawn 2nd ed., Pinnacle’s Savage Deadlands document and discussion on the Savage Worlds mailing list. This is a work of fan appreciation and no challenge is meant to any copyrights and/or trademarks contained herein, used without permission. 

Races

- Dwarf: Vigor d6, Thermal Vision, Pace 5”

- Elf: Agility d6, Vigor d4-1, Notice +2, Low-light Vision

- Human: one free Edge

- Obsidiman: Agility d4-1, Strength d8, Vigor d6, Armor +2, Toughness +1, Minimum Strength d10, Pace 4”, Code of Honor, Charisma –2, Can only wear “living armor” such as Blood Pebbles, Fearnweave and Living Quartz

- Ork: Strength d6, Low-light Vision, Outsider

- Troll: Strength d6, Vigor d6, Toughness +1, Thermal Vision, Minimum Strength d8, Minimum Vigor d8, Outsider

- T’skrang: Tail Attack (Str+1), Natural Swimmer (+2 Swimming, Swim Pace = Swimming Skill)

- Windling: Strength d4-1, Vigor d4-1, Astral Sensitive Sight (Detect Arcana, 5 Power Points), Luck, Quick, Flight (10”, Climb 5”), Pace 2”, Maximum Strength d6, Small (Toughness -2, Larger Attackers are -2 to hit) 

Arcane Backgrounds

- Air Sailor Adept
- Skill: Air Weaving

- Starting Power Points: 10

- Starting Powers: 2

- Available Powers: Novice (Adept Physiology, Boost Parry*, Great Leap (Boost Strength for Jumping only (costs only 1 Power Point), Fly – descend only, may not double Pace), Seasoned (Quickness), Veteran (Smite, Fly, Boost Vigor*), Heroic (Boost Trait, Improved Adept Physiology, Dispel), Legendary (Raise Ship)

* cost: -1 Power Point

- Archer Adept
- Skill: Arrow Weaving

- Starting Power Points: 10

- Starting Powers: 2

- Available Powers: Novice (Adept Physiology, Boost Shooting*, Smite – Arrows only*, Bolt, Speed), Seasoned (Blast, Stopping Aim – Stun, 1 Power Point, single target, resisted by Spirit), Veteran (Telekinesis – Arrows only, 1 Power Point, Dangerous Shot - Fear), Heroic (Improved Adept Physiology, Deflection, Quickness), Legendary (Boost Trait)

* cost: -1 Power Point

- Beastmaster Adept
- Skill: Beast Weaving

- Starting Power Points: 10

- Starting Powers: 2

- Available Powers: Novice (Adept Physiology, Puppet - Beasts, Smite – Claw Shape*, Boost Notice*), Seasoned (Fear – Animals*, Heal – Animals*, Lizard Leap (Boost Strength for Jumping only (costs only 1 Power Point)), Veteran (Quickness, Boost Vigor*, Fear), Heroic (Improved Adept Physiology, Invisibility), Legendary (Stun, Bolt)

* cost: -1 Power Point

- Cavalryman Adept
- Skill: Rider Weaving

- Starting Power Points: 10

- Starting Powers: 2

- Available Powers: Novice (Adept Physiology, Healing – self or mount only*, Speed – Spirit Mount, Smite – Charge only*), Seasoned (Puppet - Beasts, Quickness – while mounted, 2 Power Points), Veteran (Deflection, Fear, Smite – while mounted*), Heroic (Improved Adept Physiology), Legendary (Armor – mount*, Smite – mount*, Champion Challenge – Stun, resist with Spirit)

* cost: -1 Power Point

- Elementalist Adept
- Skill: Elementalism

- Starting Power Points: 10

- Starting Powers: 3

- Available Powers: Novice (Adept Physiology, Healing – self*, Fly – descend only, may not double Pace), Seasoned (Puppet - Elementals, Healing), Veteran (Deflection), Heroic (Improved Adept Physiology, Telekinesis – Animate Object, Summon – as Zombie but produces Elementals, Obscure), Legendary (Armor, Barrier, Boost/Lower Elemental Trait*)

* cost: -1 Power Point

- Skill: Spellcasting (Limit: Backlash: roll of 1 leaves caster Stunned)

- Available Powers: Armor, Barrier, Blast, Bolt, Boost/Lower Trait, Deflection, Fly, Healing, Invisibility, Light, Locate/Hide, Obscure, Smite, Stun, Wave Runner

- Illusionist Adept
- Skill: Illusionism

- Starting Power Points: 10

- Starting Powers: 3

- Available Powers: Novice (Adept Physiology), Seasoned (Conceal Arcana*), Veteran (Detect Arcana*, Lower Trait*), Heroic (Illusion), Legendary (Improved Adept Physiology)

* cost: -1 Power Point

- Skill: Spellcasting (Limit: Backlash: roll of 1 leaves caster Stunned)

- Available Powers: Blast, Bolt, Deflection, Detect/Obscure Arcana, Fear, Illusion, Invisibility, Light, Obscure, Stun

- Nethermancer Adept
- Skill: Nethermancy

- Starting Power Points: 10

- Starting Powers: 3

- Available Powers: Novice (Adept Physiology, Detect Arcana*, Fear), Seasoned (Puppet – Spirits and Animals), Veteran (Deflection, Telekinesis), Heroic (Improved Adept Physiology, Summon – as Zombie but produces Spirits, Netherwalk – allows Astral Travel), Legendary (Bolt – Soul Shatter)

* cost: -1 Power Point

- Skill: Spellcasting (Limit: Backlash: roll of 1 leaves caster Stunned)

- Available Powers: Barrier, Blast, Bolt, Boost/Lower Trait, Fear, Greater Healing, Locate/Hide, Obscure, Puppet, Stun, Zombie

- Scout Adept
- Skill: Scout Weaving

- Starting Power Points: 10

- Starting Powers: 2

- Available Powers: Novice (Adept Physiology, Detect Arcana*, Speed), Seasoned (Boost Notice*, Great Leap (Boost Strength for Jumping only (costs only 1 Power Point)), Veteran (Fly – Gliding Stride, Quickness), Heroic (Improved Adept Physiology, Armor, Deflection, Invisibility), Legendary (Dispel)

* cost: -1 Power Point

- Sky Raider Adept
- Skill: Sky Weaving

- Starting Power Points: 10

- Starting Powers: 2

- Available Powers: Novice (Adept Physiology, Healing – self only*, Fear, Great Leap (Boost Strength for Jumping only, costs only 1 Power Point), Fly – descend only, may not double Pace), Seasoned (N/A), Veteran (Smite), Heroic (Improved Adept Physiology, Stun, Bolt, Dispel), Legendary (Fly, Boost/Lower Trait, Obscure)

* cost: -1 Power Point

- Swordmaster Adept
- Skill: Blade Weaving

- Starting Power Points: 10

- Starting Powers: 2

- Available Powers: Novice (Adept Physiology), Seasoned (N/A), Veteran (Quickness, Fear, Smite), Heroic (Improved Adept Physiology), Legendary (Dispel, Stun)

- Thief Adept
- Skill: Thief Weaving

- Starting Power Points: 10

- Starting Powers: 2

- Available Powers: Novice (Adept Physiology), Seasoned (N/A), Veteran (N/A), Heroic (Improved Adept Physiology, Detect/Conceal Arcana, Deflection), Legendary (Invisibility, Quickness)

- Troubadour Adept
- Skill: Story Weaving

- Starting Power Points: 10

- Starting Powers: 2

- Available Powers: Novice (Adept Physiology), Seasoned (N/A), Veteran (Puppet, Deflection), Heroic (Improved Adept Physiology, Boost/Lower Trait), Legendary (Detect Arcana*, Armor)

* cost: -1 Power Point

- Warrior Adept
- Skill: War Weaving

- Starting Power Points: 10

- Starting Powers: 2

- Available Powers: Novice (Adept Physiology, Quickness, Armor), Seasoned (Fly – Gliding Stride, Healing – self only*, Smite), Veteran (Lizard Leap (Boost Strength for Jumping only (costs only 1 Power Point)), Heroic (Deflection, Improved Adept Physiology, Stun – Elementals*, Dispel), Legendary (Invisibility)

* cost: -1 Power Point

- Weaponsmith Adept
- Skill: Thread Smithing

- Starting Power Points: 10

- Starting Powers: 2

- Available Powers: Novice (Adept Physiology,  Smite, Abate Curse – Cost: 1 Power Point, Duration: roll in hours, prevents curses from affecting user), Seasoned (Deflection, Armor), Veteran (Detect Arcana*), Heroic (Improved Adept Physiology), Legendary (Boost Trait)

* cost: -1 Power Point

- Enchant Weapon/Armor

- Skill: Appropriate Craft Skill

- Works like Weird Science

- Available Powers: Armor, Bolt, Blast, Boost/Lower Trait, Deflection, Quickness, Smite, Stun

- Wizard Adept
- Skill: Wizardry

- Starting Power Points: 10

- Starting Powers: 3

- Available Powers: Novice (Adept Physiology, Boost Intellect*), Seasoned (Lower Intellect*, Detect Arcana*), Veteran (Healing – self only*), Heroic (Improved Adept Physiology,  Dispel), Legendary (Void – Dispel vs. Spirits, Quickness w/ Spellcasting only*)

* cost: -1 Power Point

- Skill: Spellcasting (Limit: Backlash: roll of 1 leaves caster Stunned)

- Available Powers: All but Zombie

- Alchemist
- Skill: Alchemy (Works like Weird Science, Limit: only one use per item)

- Powers: Boost/Lower Trait, Greater Healing, Healing, Quickness, Speed, Stun

- Enchantment
- Skill: Spell Caster’s Thread Weaving

- Works like Weird Science

- Available Powers: As Spellcasting

- Questor
- Works like Miracles.

- Powers available depend on choice of Passion.

- Astendar: Healing, Puppet

- Chorrolis: Puppet, Locate*

- Dis: Puppet, Stun

- Floranuus: Quickness, Speed

- Garlen: Barrier, Healing, Greater Healing

- Jaspree: Barrier, Telekinesis, Puppet (Animals)*

- Lochost: Boost Trait*, Puppet

- Mynbruje: Boost/Lower Trait, Healing

- Raggok: Puppet, Stun

- Thystonius: Armor, Boost Trait*, Smite

- Upandal: Armor, Barrier, Smite

- Vestrial: Boost/Lower Trait, Puppet

* cost: -1 Power Point

New Powers
- Adept Physiology: (Novice) make natural healing rolls every day.

- Improved Adept Physiology: (Heroic) make natural healing rolls every hour.

- Illusion (Rank: Novice, Power Points: 2, Range: Smarts x 2, Duration 3 (1/round), Allows the creation of false sights, sounds or other sensations. Each success and raise allows the addition of one more set of sensory effects (sight, sound, touch, taste or smell) or a -2 to Notice rolls to pierce the illusion. Illusory attacks only Stun the target and allow a free Notice roll.)

- Locate/Hide: works like Detect/Conceal Arcana except that it targets physical objects, persons or effects within Range: Smarts x 2. Raises increase the range multiplier by two per raise.

- Netherwalk (Rank: Novice, Power Points: 2, Range: Smarts x 2, Duration 3 (1/round), the adept may send his astral body into astral space, Agility = Smarts, Strength and Vigor = Spirit, figure Toughness normally. Astral forms may Detect Arcana with a Notice roll and no power points cost. Astral forms may see the physical world but may only interact with other astral entities and/or dual beings like dragons. only magical items may accompany the astral body.
- Raise Ship (Rank: Legendary, Power Points: 6, Range: Touch, Duration 3 (1/round), the adept may make a crippled airship fly, Acc./Top Speed: 2/12, Climb: 6.

Equipment

- Armor: use Earthdawn armor rating as bonus to Toughness. Mystic armor protects against magic in place of physical armor. The Armor power provides both physical and mystic armor. Shields use SW pg. 44 stats for physical defense, mystic armor adds to the total mystic armor of the character. Use ED costs and weight.

- Melee and Thrown Weapons: damage of Earthdawn weapons is Strength + one-half of the weapon’s damage step. Apply appropriate SW pg. 45-46 notes for similar weapons. Use ED costs, range (divide by two to get SW inches) and weight.

- Missile Weapons: every two damage steps, round up, equates to 1d6 damage. Apply appropriate SW pg. 45-46 notes for similar weapons. Use ED costs, range (divide by two to get SW inches) and weight.

- Blood Charms: roll Vigor vs. damage cost of the charm or take a Wound, automatic Wounds are inflicted on a one for one basis and permanent ED Wounds equate to a permanent -1 to all rolls in SW. Step bonuses convert to +1 on appropriate rolls. Other powers should be approximated as needed.

- Magic Items: must be attuned as in standard ED. In addition to knowing the Key Knowledge, the player must pay one Experience point, non-cumulative, for each attuned item power rank and roll their Thread Weaving skill vs. 4 (+1 for each rank of the power to be attuned). As in standard ED, these may be done one level at a time. Powers and bonuses should be approximated as per Blood Charms above. e.g. Purifier has six ranks of powers. Rank 1: Sword does Str+3 damage. Rank 2: Sword does Str+4 damage. Rank 3: Sword does +1 damage vs. Horrors and Horror Constructs. Rank 4: Sword does +1 damage vs. Horrors and Horror Constructs. Rank 5: Detect Horrors and Horror Constructs with a successful Spellcasting or Notice roll. Rank 6: Sword does +18 damage vs. Horrors but wielder must make a Vigor roll or be Shaken immediately following the attack. If it survives, the target is -10 on all rolls until it heals the damage from the attack. To attune all the powers, the player will have to pay 6 experience points and make Thread Weaving rolls of 4, 5, 6, 7, 8 and 9.

- Fire Cannon (Range: 50/100/200, Damage: 3d6, ROF: 1, AP: 4)

Vehicles

- Airship: Drakkar
- Acc./Top Speed: 2/50, Climb: 20, Toughness: 18 (4), Crew: 30

- 1-2 Fire Cannon or 1 Catapult

- Airship: Galley
- Acc./Top Speed: 2/50, Climb: 15, Toughness: 19 (4), Crew: 100, Notes: Heavy Armor

- 5 Fire Cannon

- Ram

- Airship: Galleon
- Acc./Top Speed: 2/65, Climb: 10, Toughness: 20 (4), Crew: 200, Notes: Heavy Armor

- 7 Fire Cannon

- Airship: Theran Vedette
- Acc./Top Speed: 2/40, Climb: 20, Toughness: 19 (4), Crew: 40, Notes: Heavy Armor

- 4 Fire Cannon

- Airship: Theran Kila
- Acc./Top Speed: 2/50, Climb: 15, Toughness: 22 (4), Crew: 170, Notes: Heavy Armor

- 7 Fire Cannon per face, 3 or 4 faces

- Airship: Theran Behemoth
- Acc./Top Speed: 2/80, Climb: 5, Toughness: 60 (4), Crew: 250 (200+ marines in addition to standard crew), Notes: Heavy Armor

- 8 Fire Cannon per face, 6 faces

- T’skrang Riverboat
- Acc./Top Speed: 3/20, Toughness: 19 (4), Crew: 75, Notes: Heavy Armor

- 4 Fire Cannon per side, port and starboard

