Savage Space 1889!

Required materials: Space 1889© by GDW and Savage Worlds© by Great White Games Inc.  This is a fan based conversion and is not authorized or consented to by either company and should not be sold in any form.  It is for entertainment purposes only.  

Character creation:  For new characters use the standard creation procedures found in Savage Worlds.  Ranks can be converted by using Green = Novice, Trained = Seasoned, Experienced = Veteran, Veteran = Heroic and Elite = Legendary for NPCs.  While more hindrances than 4 points worth can be chosen, no further points can be received from those hindrances.  Unless the GM says otherwise, the only Arcane Background allowed is Weird Science.  

Conversions: Quick conversions of ability scores are 1=d4, 2=d6, 3=d6, 4=d8, 5=d10, 6=d12. Strength = strength, Intellect = Smarts, Agility = Agility, Endurance = Vigor and Spirit uses the Charisma score.  Actual charisma is converted through edges/hindrances with a 6 = Charismatic + Attractive, Noble + Charismatic or Attractive, or Very Attractive (+4 total), a 5= Noble or Charismatic or Attractive (+2 total), a 3-4 = 0, a 2= ugly or outsider or annoying habits (-2 total), and a 1 = some combination of #2 (-4 total).  Social Level is converted through edges/hindrances with a 6=noble, 5=very rich, 4=rich, 3 and 2 = normal and a 1 = poverty.  Skills convert with: 0=1d4-2, 1=d4, 2=d6, 3=d8, 4=d10, 5=d12, 6=d12+1 and skill 7=1d12+2.

Example: 

Kaaraahn Kaashneck (details page 42) Savaged: Str: d6, Agl: d10, Vigor: d8, Smarts: d6, Charisma +4, Hindrances: Traditionalist (always be a rogue), Poverty, Edges: Attractive and Charismatic.  Skills: Fighting d4 (d6 with fists, d4-2 all others), Throwing d4, Stealth d10, Crime d10 (d12 pickpocket, d8 all others), Streetwise d6, Survival d8 (d10 foraging, d6 all others), Swimming d4, Notice d6, Persuasion d12 (all), Linguistics d10 (City speech (native), Parhooni, High Martian, Trade Martian and English), and Boating d4 (d6 sailing vessels, d4-2 all others).  Veteran level with 55 xp.  Guts are d4-2+3 for ranks.

Humans get 5 points for attribute raises, up to 4 points in hindrances, 15 skill points and 1 free edge.  Human common knowledge applies to Earth only.  Human careers are in the Space 1889 book.  You must purchase the skills to the level indicated in order to have the career.  All careers gain common knowledge about the career based off the character’s smarts.  Additional Wealth and career benefits are found in the conversion section. 

Hill Martians: get 5 points for attribute raises but Strength may not rise above a d10 and Vigor starts at a d6.  All Hill Martians have the minor hindrance “All Thumbs”.  Hill Martians can have up to 3 points of hindrances, 15 skill points and get 1 free edge.  Hill Martian careers are Nomad Warriors (Career skills of Riding (Gashaunt and Ruumet Breehr), Shooting (bow), and Survival) and Free-Lancer (Career skills of Riding (Gashaunt), Shooting (bow or musket), Stealth and Survival).  Martians can use common knowledge of Mars but do not know about other planets without spending skill points.  Traditional Hill Martian skills are Fighting, Throwing, Guts, Notice, Climbing, Stealth (if not a career skill), Gambling, Healing, Intimidation, Taunt and Tracking.   

Canal Martians: get 5 points for attribute raises but Strength may not rise above a d10 and Vigor starts at a d6.  All Canal Martians have the minor (new) hindrance “Traditionalist”.  Canal Martians can have up to 3 points of hindrances, 15 skill points and get 1 free edge.  Canal Martian careers are Mercenary Soldier (Career skills of Shooting (bow or musket), Fighting, Survival and Stealth), Cloud Sailor (Career skills of Shooting (musket), Gunnery (muzzle-loading cannons), Fighting and Trimsman (cloudship)), and Merchant (Career skills Riding (Rurmet Breehr), Fighting, Shooting (powder pistol or bow), Survival and Persuasion).  Martians can use common knowledge of Mars but do not know about other planets without spending skill points.  Traditional Canal Martian skills are Throwing, Guts, Notice, Climbing, Gambling, Healing, Swimming, Intimidation, Crime, Streetwise, Taunt, and Knowledge (cloudships, tactics, Martian History, Navigation, Medicine and Martian customs). 

New Hindrance: Traditionalist.  Traditionalists have trouble trying things outside the scope of their career or the ancient dictates of their people.  Using skills and knowledge outside the traditional scope incurs a –1 penalty to that skill or action.  Activities within the career of the character have a +1 bonus.  Activities that are outside the career but are traditionally done by the character’s people are normal.

Outsider: This hindrance also reflects the European air of superiority toward other nationalities and natives.  Fellow countrymen are immune from the penalty but the rest of the world, and other worlds, are not!

New Skills:  Trimsman: Covers the working of the liftwood panels in flying ships.  This is a critical skill for keeping a ship from plunging out of the sky (see the cloudship conversion for more details).  Gunnery: The skill for manning crew served heavy weapons such as black-power cannons, breach-loading cannons, Machinegun/Rotary Cannons, and Exotic Heavy Weaponry.

Cascade Skills: These skills have a base skill with several skills as a subgroup.  A character can choose a skill in one of the subcategories of the cascade and that skill will be one level higher than the overall skill while the other listings will have a skill level one dice step less, to a minimum of 1d4-2, in the cascade.  For example: a Hill Martian Nomad has a Shooting Skill of d6.  He chooses to specialize in bow.  When shooting a bow he would use a d8, when shooting any other weapon in the cascade, like a musket, he would use a d4.  Without specialization he would be a d6 with all.  

Cascade Skills (new ones marked with*) are:

Shooting (Marksman in 1889): Bow, Pistol (black powder), Pistol (other), Musket, or Rifle.

Fighting (Fisticuffs and Close Combat in 1889): Fisticuffs, Edged Weapons, Pole Weapons or Bashing Weapons.

Trimsman*: Aerial Flyer (earth make), or Cloudship (Martian make).

Repair (Mechanics in 1889): Steam, Electricity, or Machinist.

Survival (Wilderness Travel in 1889): Mountaineering, Foraging, or Mapping.

Riding: Horse, Camel, Elephant, Gashant, Ruumet Breehr, Flying Skrill or Pacyosaurus.

Crime (Lockpicking in SW): Lockpicking, Pickpocket or Forger.        

Gunnery*: Muzzle-loading cannon, Breach-loading cannon, Machinegun/Rotary Cannon, 
 
or Exotic Heavy Weaponry. 

Piloting: Aerial Flyer, Cloudship, Zeppelin, Heavier-Than-Air Flying Machine, or Interplanetary Ether Flyer.

Boating (part of Piloting in 1889): Sailing Vessel, Steam Vessel or submarine.

Driving*: Animal Drawn, Steam Driven or Exotic Driven.

Persuasion*: Eloquence (flowery court speech), Bargaining or Theatrics (all separate in 
 
1889).

Linguistics*: English, French, German, Spanish, Portuguese, Greek, Chinese, Indian,    

Japanese, Martian, Venusian, or another exotic language.  (Success = simple concepts, a raise = average concepts, 2nd raise = complex concepts).  

Knowledge Engineering: Structural Engineering, Naval Architecture, Explosives, or 
 
Earthworks.

Knowledge Science: Physics, Chemistry, Biology, Geology, or Archaeology.

Knowledge Journalism*: Photography, Written Word or Celebrity. 

Stealth: Urban (city) or Fieldcraft (two different skills in 1889).

Skills that did not change (other than name): Throwing, Notice (Observation in 1889), Swimming, Healing (Medicine in 1889), and Tracking. 

Skill “lost” from 1889: Leadership is covered through leadership edges.  Give one edge per two skill levels (starting with Command) as appropriate.  

“New” Skills to 1889: Guts, Climbing, Gambling, Intimidation, Investigation, Streetwise, Taunt, Weird Science and Knowledge (Area, Tactics, History, Law, Medicine or Customs/Religion) all of which are found as basic SW skills.

Arcane Backgrounds: Only Weird Science truly fits for character use.  NPCs may have Miracles, Weird Science, Psionics and even Magic but player characters should not.  These NPCs should be very rare. 

Conversion Section:

Starting Wealth: Aristocracy (Noble): 
3d6 x 100 or 1,000 pounds sterling. 



Wealthy Gentry (very rich): 
2d6 x 100 or 700 pounds sterling.



Gentry (rich):


1d6 x 100 or 350 pounds sterling.



Middle Class:


2d6 x 25 or 175 pounds sterling.



Working Class (poverty): 
2d6 x 5 or 35 pounds sterling.  

Increase the wealth as per book (page 12) for Merchant, Adventuress, Criminal or Master Criminals.  Income and bonuses (including a NPC which can become a sidekick) are as on page 13 of the book. Use prices per book.

Careers: In order to get credit for a career you must have purchased all the skills, at the level indicated, with your skill points as well as have the prerequisites.  Cascade skills can cover all backgrounds.  Leadership is satisfied through edges.  At GM discretion, other bonuses can be added.  

Inventions:  Space 1889 has several inventions listed on pages 62 to 71 with the research requirements on pages 78 to 81.  While the bulk, weight and cost remain the same, SW uses different mechanics to get there.  The Cascade skills for researching any inventions are Knowledge Science, Engineering and Repair with the associated sub-skills. Roll one dice for each indicated skill area needed for the device, total all the dice and check if the invention design score is reached.  If any dice scored a failure ignore that dice.  If a critical failure (a 1) was scored on either dice, ignore the all rolls that “round” (a wild dice can substitute as normal).  Only one “round” per week is allowed unless the players are rushed by circumstances and the GM allows faster rolls.  At that point up to one roll every two days is possible.  Other players may aid by rolling an appropriate skill dice with every success (and raise) adding +2 to the inventors score.  Once the “science” has established a design, an attempt can be made to build a prototype.  

To invent a prototype you must have the tools and have spent the amount indicated for all the materials.  Roll your Weird Science skill dice and subtract the “reliability” modifier found on page 81.  A success means your design is reliable and the first one is built.  Each raise increases the reliability of the machine by 1 dice type (success = d4, 1 raise = d6, etc.).  This is the dice rolled to make that item work for another user or if stressed.  A failure means ½ the materials are lost due to faulty design and you must start over.  A critical failure allows the GM to decide on a suitable disaster and the ruination of all the materials.  These devices do not fall apart but must be maintained by their inventor or they lose one reliability dice level after each major, as determined by the GM, use. 

In addition, a weird scientist can make items using his power points as outlined in Savage worlds.  Such items can be used by anyone else at a –4 using the Weird Science skill of the weird scientist as the reliability dice.  Each device takes a week to construct and uses spare parts lying around in the lab.  Devices can be dismantled to free up the power points.  Lost or stolen devices become useless after a week, or less, and fall apart freeing the points for the original maker.  

Cloudship/Airship combat.  I recommend you use the rules for cloudship combat given in 1889 with the Savage World adjustments for weapon effects given.  If a more abstract version is desired the Savage World pursuit rules can be used with the following adjustments.  Once the cards have determined the initial range, the faster moving ship declares if it is closing range, maintaining range or opening range.  The slower ship can only use obstacles (mountains, cloud cover) to adjust this distance.  The captain makes the piloting rolls to steer the ship but a trimsman is needed to adjust the height of the ship.  No roll is needed to maintain the current height or adjust a height level by one unless the height adjustment is caused by damage to the ship or to avoid an obstacle.  As a guide, modifiers for trimsman and piloting rolls are: Easy: automatic unless untrained, then roll at a +2 (ie 1d4-2+2), Moderate: roll a success, Difficult: -2 from the roll, Formidable: -4 and Impossible: -6 or more. 

1889 Creatures, Savaged:

Lunar Bats: use swarm statistics Page 134 SW with special weakness (glow fungus).

Lunar Rats: d4 fighting, Pace 6, Parry 5, toughness 3, damage d4, guts d4, and some food value.

Lunar Caterpillars: d6 fighting, Pace 4, Parry: 5, Toughness 5, damage d6, Fearless, Special Ability: Burrow, and no food value.

Martian Steppe Tiger: Str d10, Agl d8, Vigor d10, Smarts d6a, Fighting d8, Parry 6, Toughness 10 (includes Size +2, Fur coat armor 1), Damage Str +4 (size + claws), Frenzy, Fleet Footed (d10 run), Pace 8, Notice d10, Stealth d10, Guts d8.

Martian Cissawaan: Str d8, Agl d6, Vigor d4, Smarts d4a, Fighting d8, Parry 6, Toughness 5 (includes scale armor 1), Pace 6 swimming d6 (4 on land), Damage Str +1, amphibian, guts d6, notice d6.

Martian Green Koko: Str d8, Agl d6, Vigor d8, Smarts d6a, Fighting d6, Constrict (as snake pg 133 SW), Damage Str +2, Parry 5, Toughness 8 (includes scale armor 2), Pace 6 swimming d6 (only), aquatic, guts d8, notice d8.

Martian Eelowaan: Str d8, Agl d8, Vigor d8, Smarts d6a, fighting d6, Constrict (as snake), Damage Str +1, Parry 5, Toughness 6, Pace 7 Flying, (winged snake), guts d8, notice d10.

Martian Great Kommota: Str d8, Agl d8, Vigor d12, Smarts d6a, Fighting d6, Guts d10, Intimidate d8, Notice d10, Pace 7 Flying, Parry 5, Toughness 12 (+4 size), damage str+6 (size + claws), can grab and drop from a height if a hit with a raise is made.

Martian Roogies: Str d6, Agl d6, Vigor d4, Smarts d4a, Fighting d6, guts d6, notice d6, pace 7, Parry 5, Toughness 3 (small), damage = str+1.

Martian Knoe Shoshu: str d10, Agl d6, Vigor d12, Smarts d10, Spirit d10, Fighting d10, Reach 3, Sweep edge, Poison: paralyze if failed.  Only can poison after a successful hit with a raise.  Intimidate d8, Notice d8, Guts d8, Pace 4, Parry 7, Toughness 8, damage Str+1.

Martian Flying Skrill: Str d6, Agl d8, Vigor d8, Smarts d6a, Spirit d6, Fighting d6, Frenzy, can grab and drop from a height if a hit with raise is made, Notice d8, Pace 8 Flying, Parry 5, Toughness 8 (includes +2 Size), damage Str +3. 

Martian Gashant: Str d6, Agl d6, Vigor d8, Smarts d4a, Spirit d6, Fighting d4, Notice d8, Pace 8, Parry 4, Toughness 7 (includes skin = 1 armor), damage = str, carry = light horse. 

Martian Ruumet Breehr: Str d12, Agl d6, Vigor d12, Smarts d4a, Spirit d6, Fighting d4, Crush only (overrun), Pace 5, Parry 4, Toughness 16 (+6 Size, +2 skin armor), Damage = Str +6 (size), carry = elephant.

Martian Eegaar: Str d6, Agl d8, Vigor d6, Smarts d4a, Spirit d6, Fighting d4, Notice d8, Pace 9, Parry 4, Toughness 5, Damage = Str +2, travel in packs.

Venusian Plesiosaurus: Agil d4, Smarts d4a, Spirit d12, Strength d12+10, Vigor d12, Fighting d4, Guts d8, Notice d8, Pace 4 (6 in water), Parry 4, Toughness 22 (size +10, Armor +4 hide), Bite = Str+1, Tail improved sweep to rear arc 180 degrees gives damage = Str+6, Huge. 

1889 Creatures, Savaged (continued):

Venusian Ichthyosaurus: Agil d6, Smarts d6a, Spirit d10, Strength d12+8, Vigor d12, Fighting d6, Guts d10, Notice d10, Stealth d6, Pace 20 swimming, 6 on land, Parry 5, Toughness 20 (+8 size, +4 armor hide), Bite=Str +3, Huge.

Venusian Giant turtle: agil d4, Smarts d4a, Spirit d12, Strength d12+8, Vigor d12, Fighting d6, Guts d10, Notice d8, Pace 4 (6 in water), Parry 5, Toughness 20/26 shell (+8 size, +4 hide, +6 torso shell area), Bite = Str+6, Huge.  

Venusian Sea Serpent: As Giant Worm page 130 SW but Aquatic rather than burrow and if it bites with a raise against something ogre size or smaller can swallow whole doing Str +1 damage automatically each round.  Swallowed creatures can fight using hand edged weapons only.

Venusian Giant Octopus: Agility d6, Smarts d6a, Spirit d8, Strength d12+6, Vigor d12, Fighting d6, Guts d6, Notice d8, Stealth d8, Pace 6 (water only but 3 times/day can jet for 24), Parry 5, Toughness 16/22 (+6 size, +2 hide, +8 versus blunt weapons like bullets), Bite Str+1, Improved Sweep (arms) with raise = grab for Str+1/round unless tentacle targeted and a raise wounds (removes) tentacle, Large.  

Venusian Giant Crocodile: Agility d4, Smarts d4a, Spirit d8, Strength d12+3, Vigor d12, Fighting d8, Guts d8, Notice d6, Swim d10, Pace 3 (6 in water), Parry 6, Toughness 12 (includes armor 2, size 2), Amphibious, Bite = Str+2, Rollover as SW page 129 but damage 2d6.

Venusian Pterodactyl: Agil d8, Smarts d6a, Spirit d8, Strength d10, Vigor d8, Fighting d8, Guts d6, Notice d8, Flying 12, Parry 6, Toughness 7 (hide = armor +1), Bite = Str+3, Fly-by-attacks (can move past an enemy and attack). 

Venusian Tyrannosaurus: Agility d6, Smarts d6a, Spirit d10, Strength d12+7, Vigor d12, Fighting d10, Guts d10, Intimidation d10, Notice d8, Pace 6, Parry 7, Toughness 19 (+7 size, +4 armor), Bite Str+3, Cause Fear, Stomp (overrun) creatures size of a gorilla or smaller (agility save or take Str damage). Huge.

Venusian Carnosaurus: Agility d8, Smarts d8a, Spirit d10, Strength d12+5, Vigor d12, Fighting d10, Guts d10, Intimidation d8, Notice d10, Pace 8, Parry 7, Toughness 16 (+5 size, +3 armor), Bite Str+3, Cause Fear, Large, Stomp (overrun) creatures size of a human or smaller (agility save or take Str damage). 

Venusian Brontosaurus:  Agil d4, Smarts d4a, Spirit d12, Strength d12+10, Vigor d12, Fighting d4, Guts d8, Notice d8, Pace 4 (6 in swamp), Parry 4, Toughness 20 (size +10, Armor +2 hide), Tail improved sweep to rear arc 180 degrees gives damage = Str+6, Huge. 

Venusian Ceratopsian: Agil d6, Smarts d4a, Spirit d10, Strength d12+6, Vigor d12, Fighting d4, Guts d6, Notice d8, Pace 6, Parry 4, Toughness 18 (size +6, Armor +4 hide), Bite = Str+1, Tail improved sweep to rear arc 180 degrees gives damage = Str, Large . 

Venusian Stegosaurus: Agil d4, Smarts d4a, Spirit d12, Strength d12+8, Vigor d12, Fighting d4, Guts d8, Notice d8, Pace 6, Parry 4, Toughness 20 (size +8, Armor +4 hide), Horn = Str+6, Tail improved sweep to rear arc 180 degrees gives damage = Str+3, Huge. 

Venusian Hadrosaurus: Agil d6, Smarts d4a, Spirit d12, Strength d12+4, Vigor d12, Fighting d4, Guts d8, Notice d8, Pace 6, Parry 4, Toughness 15 (size +4, Armor +3 hide), Bite = Str+1, Tail improved sweep to rear arc 180 degrees gives damage = Str, Large. 

1889 Creatures, Savaged (continued):

Venusian Pacyosaurus: Agil d6, Smarts d4a, Spirit d12, Strength d12+5, Vigor d12, Fighting d4, Guts d8, Notice d8, Pace 6, Parry 4, Toughness 16 (size +5, Armor +3 hide), Bite = Str+1, Spike tail improved sweep to rear arc 180 degrees damage = Str+6, Large. 

Venusian Giant Plant Carnivore: Agil d4, Smarts d4a, Spirit d10, Strength d12+10, Vigor d12, Fighting d6, Guts d8, Notice d8, Stealth d10 (+4 in jungle), Pace 1, Parry 5, Toughness 20 (size +10, Armor +2 bark), Vines improved sweep and reach 5 gives damage = Str, Raise grabs target which must cut away vine or take STR damage each round. Huge. (While a raise severs a vine, they do no wounds on the plant.  The plant has 4d6 vines grown and laid out around it.)

Earth Horse: Page 131 Savage Worlds.

Earth Mule: Page 132 Savage Worlds

Earth Camel: Use mule statistics but special ability to resist dehydration (+4 to survival roles in desert terrain) and bad tempered (-2 from riding attempts until rider is seasoned, and has succeeded in one successful check).

Earth Ox: Use Bull statistics (SW page 129) but Vigor is d10, reduce pace to 5, and Toughness is 9 (size+2).  If panicked the 1500 pound ox can trample anyone in it’s path for Str+6 damage.

Earth Elephant: Str d12+5, Agl d6, Vigor d12, Smarts d6a, Spirit d8, Fighting d4 (d6 if trained for war), Guts d10, Intimidation d12, Notice d6, Pace 4, Parry 4(5 war trained), Toughness 14 (+6 size included), Special abilities: Large (+2 to be hit), Gore damage = Str +6, May trample if enraged or panicked for Str +10 if evasion failed.  Carry capacity is four times a horse and horse fear elephants.   

Savaged Intelligent 1889 NPC’s: 

Lunar Drone: Str d4, Agl d6, Vigor d8, Smarts d4, Spirit d6, Fighting d4, Shooting d4-2, Parry 4, Toughness 7 (includes armor 1 for exoskeleton), Guts d6. Weapon Spear.

Lunar Custodian: Str d4, Agl d8, Vigor d6, Smarts d6, Spirit d8, fighting d8, Shooting d8, Parry 6, Toughness 6 (includes armor 1 for exoskeleton), Guts d8. Weapon Spear.

Lunar Specialist: Str d4, Agl d8, Vigor d8, Smarts d10, Spirit d10, Fight d10, Shooting d8, Parry 7, Toughness 7 (includes armor 1 for exoskeleton), Guts d10. Weapon Spear.

Martian Bandit: Str d8, Agl d4, Vigor d8, Smarts d4, Spirit d6, Fighting d8, Shooting d6, Guts d6, Intimidate d6, Notice d6 and Stealth d8, Pace 6, Parry 6, Toughness 6, Weapons: Musket & Sword.

Martian Pirate: Str d8, Agl d4, Vigor d8, Smarts d4, Spirit d8, Fighting d10, Shooting d8, Guts d8, Intimidate d8, Notice d6 and Pilot d8 (Cloudship d10), Pace 6, Parry 7, Toughness 6, Weapons: Musket & Sword.

Martian Swamp Pirate: Str d8, Agl d4, Vigor d8, Smarts d4, Spirit d6, Fighting d8, Shooting d6, Guts d6, Intimidate d6, Notice d6 and Boating d8, Pace 6, Parry 6, Toughness 6, Weapons: Musket & Sword. 

Martian Merchant: Str d4, Agl d8, Vigor d4, Smarts d8, Spirit d4, Fighting d4, Shooting d4, Guts d4, Persuasion d8, Notice d8 and Survival d8, Pace 6, Parry 6, Toughness 6, Weapons: Knife.

Martian Thief: Str d8, Agl d6, Vigor d6, Smarts d4, Spirit d4, Fighting d6, Shooting d4, Guts d4, Criminal d8, Notice d6 and Stealth d8, Pace 6, Parry 5, Toughness 5, Weapons: Knife.

Savaged Intelligent 1889 NPC’s (continued): 

Martian Hill Warrior: Str d8, Agl d6, Vigor d8, Smarts d6, Spirit d6, Fighting d10, Shooting d10, Guts d8, Intimidate d8, Notice d6, Riding d8 (Gashaunt d10) and Stealth d8, Pace 6, Parry 7, Toughness 6, Weapons: Musket & Great Sword. 

Martian Hill Brave: Str d8, Agl d6, Vigor d8, Smarts d6, Spirit d4, Fighting d6, Shooting d6, Guts d4, Riding d6 (Gashaunt d8), Notice d6 and Stealth d6, Pace 6, Parry 5, Toughness 6, Weapons: Bow & Sabre.

High Martian: Str d8, Agl d6, Vigor d8, Smarts d6, Spirit d6, Fighting d10, Shooting d8, Guts d8, Intimidate d8, Notice d6 and Stealth d8, Pace 5, Fly 12, Parry 7, Toughness 6, Weapons: Javelins & Sword or Pike. 

Martian Caravan Guard: Str d8, Agl d6, Vigor d8, Smarts d6, Spirit d6, Fighting d8, Shooting d10, Guts d6, Intimidate d6, Notice d6 and Riding d8 (Gashaunt d10), Pace 6, Parry 6, Toughness 6, Weapons: Rifled Musket & Sabre.

Martian Soldier: Str d8, Agl d6, Vigor d8, Smarts d6, Spirit d6, Fighting d8, Shooting d8, Guts d6, Intimidate d6, Notice d6 and Survival d8, Pace 6, Parry 6, Toughness 6, Weapons: Rifled Musket & Bayonet.

Martian Marine: Str d8, Agl d6, Vigor d8, Smarts d6, Spirit d6, Fighting d10, Shooting d10, Guts d8, Intimidate d8, Notice d8 and Cloudships d10, Pace 6, Parry 7, Toughness 6, Weapons: Rifled Musket & Sabre.

Martian Traveler: Str d6, Agl d8, Vigor d8, Smarts d8, Spirit d6, Fighting d6, Shooting d4, Guts d4, Knowledge: Mars d8, Notice d6 and Stealth d6, Pace 6, Parry 5, Toughness 6, Weapons: Martian appropriate.

Venusian Hunter: Str d8, Agl d6, Vigor d8, Smarts d6, Spirit d4, Fighting d4, Shooting d12, Guts d4, Survival d4, Notice d6 and Stealth d6, Pace 6, Parry 4, Toughness 6, Weapons: Bow & Club.

Venusian Porter: Str d8, Agl d6, Vigor d8, Smarts d6, Spirit d4, Fighting d4, Shooting d6, Guts d4, Survival d4, Notice d6 and Stealth d6, Pace 6, Parry 4, Toughness 6, Weapons: Club.

Venusian Headman or Merchant: Str d6, Agl d8, Vigor d6, Smarts d8, Spirit d6, Fighting d6, Shooting d6, Guts d6, Persuasion d8, Notice d6 and Stealth d8, Pace 6, Parry 5, Toughness 5, Weapons: Axe.

Venusian Guard: Str d8, Agl d6, Vigor d8, Smarts d6, Spirit d6, Fighting d6, Shooting d10, Guts d6, Survival d6, Notice d6 and Stealth d8, Pace 6, Parry 5, Toughness 6, Weapons: Bow & Spear. 

Venusian Raider: Str d8, Agl d6, Vigor d8, Smarts d6, Spirit d6, Fighting d8, Shooting d10, Guts d8, Intimidate d8, Survival d6, Notice d6 and Stealth d8, Pace 6, Parry 6, Toughness 6, Weapons: Bow & Club.

Venusian Fisherman: Str d8, Agl d6, Vigor d8, Smarts d6, Spirit d4, Fighting d4, Shooting d6, Guts d4, Survival d4, Boating d6 (sailed d8), Notice d6 and Stealth d4, Pace 6, Parry 4, Toughness 6, Weapons: Knife.

Venusian Pirate: Str d8, Agl d6, Vigor d8, Smarts d6, Spirit d6, Fighting d8, Shooting d10, Guts d6, Intimidate d6, Boating d6 (sailed d8), Notice d8 and Survival d6, Pace 6, Parry 6, Toughness 6, Weapons: Bow & Club.

Venusian Barge Crewman: Str d8, Agl d6, Vigor d8, Smarts d6, Spirit d4, Fighting d4, Shooting d6, Guts d4, Boating d6 (barges d8), Notice d6 and Survival d6, Pace 6, Parry 4, Toughness 6, Weapons: Knife.

Savaged Intelligent 1889 NPC’s (continued): 

Human Soldier: Str d8, Agl d6, Vigor d8, Smarts d6, Spirit d6, Fighting d8, Shooting d10, Guts d6, Intimidate d6, Notice d6 and Stealth d8, Pace 6, Parry 6, Toughness 6, Weapons: Bolt Action Rifle and Bayonet.

Human Officer: Str d8, Agl d6, Vigor d8, Smarts d6, Spirit d6, Fighting d10, Shooting d8, Guts d8, Intimidate d8, Notice d8 and Stealth d8, Pace 6, Parry 7, Toughness 6, Weapons: Revolver & Sabre.

Human Merchant: Str d6, Agl d8, Vigor d6, Smarts d8, Spirit d4, Fighting d4, Shooting d4, Guts d4, Persuasion d8, Notice d6 and Streetwise d6, Pace 6, Parry 4, Toughness 5, Weapons: Revolver.

Human Explorer: Str d6, Agl d8, Vigor d6, Smarts d8, Spirit d6, Fighting d8, Shooting d8, Guts d6, Persuasion d6, Notice d6 and Stealth d8, Pace 6, Parry 6, Toughness 5, Weapons: Revolver.

Human Hunter: Str d6, Agl d8, Vigor d6, Smarts d8, Spirit d6, Fighting d6, Shooting d12, Guts d4, Intimidate d6, Notice d6, Tracking d6 and Stealth d8, Pace 6, Parry 5, Toughness 5, Weapons: Hunting rifle.

Human Scientist: Str d6, Agl d8, Vigor d6, Smarts d8, Spirit d4, Fighting d4, Shooting d6, Guts d4, Persuasion d6, Notice d6 and Knowledge Science d8, Pace 6, Parry 4, Toughness 5, Weapons: Light revolver.

Human Administrator: Str d6, Agl d8, Vigor d6, Smarts d8, Spirit d4, Fighting d6, Shooting d6, Guts d4, Persuasion d6, Notice d6 and Knowledge: Adminsitration d8, Pace 6, Parry 4, Toughness 5, Weapons: Light Revolver.

Human Anarchist: Str d6, Agl d8, Vigor d6, Smarts d8, Spirit d4, Fighting d6, Shooting d8, Guts d4, Intimidate d6, Notice d6 and Stealth d8, Pace 6, Parry 5, Toughness 5, Weapons: Light revolver & Bomb.

Human Fenian: Str d8, Agl d6, Vigor d8, Smarts d6, Spirit d6, Fighting d8, Shooting d10, Guts d6, Intimidate d6, Notice d6 and Stealth d8, Pace 6, Parry 6, Toughness 6, Weapons: Shotgun.

Human Sailor: Str d8, Agl d6, Vigor d8, Smarts d6, Spirit d4, Fighting d6, Shooting d6, Guts d4, Intimidate d6, Notice d6 and Boating d8, Pace 6, Parry 5, Toughness 6, Weapons: Cutlass.

Human Adventuress: Str d6, Agl d8, Vigor d6, Smarts d8, Spirit d8, Fighting d8, Shooting d8, Guts d8, Persuasion d8, Notice d8 and Stealth d8, Pace 6, Parry 6, Toughness 5, Weapons: Light Multi-barrel Pistol.

Savaged 1889 Weapons




Str.





Range
Damage ROF
Shots
Min
AP

Single-Barrel Pistol

12/24/48  2d6+1   1
1  
-
1

Light Revolver

8/16/32    2d6-1    1
6
-
1


Heavy revolver

12/24/48  2d6+1   1
6
-
1

Light Multi-Barrel

4/8/16      2d6+1   2
2
-
1

Heavy Multi-Barrel

12/24/48  2d6+1   4
4
-
1

Muzzle-Loading Pistol
6/12/24    2d6+1   ½   
1  
-
1

Bolt Action Rifle (LM)
24/48/96  2d8       1
8
-
2

Bolt Action Carbine (LM)
20/40/80  2d8       1
8
-
2

Bolt Action Rifle

24/48/96  2d8       1
5
-
2

Savaged 1889 Weapons (continued)


Str.





Range
Damage ROF
Shots
Min
AP

Bolt Action Carbine

20/40/80  2d8       1
5
-
2

Lever Action Rifle

20/40/80  2d8       2
12
-
1

Lever Action Carbine

16/32/64  2d8       2
6
-
1

Breech-Loading Rifle

22/44/88  2d8       1   
1
-
2

Breech-Loading Carbine
18/36/72  2d8       1
1
-
2

Muzzle Loading Rifle

15/30/60  2d8       ½ 
1
d6
2

Muzzle Loading Carbine
12/24/48  2d8
     ½ 
1
d6
2

Smoothbore Musket

10/20/40  2d8
     ½  
1
d6
2

Smoothbore Carbine

8/16/32    2d8
     ½ 
1
d6
2

Long Hunting Rifle

30/60/120  2d10   1
1
d6
4

Heavy Double Rifle

30/60/120  2d10   2
2
d8
4

20-gauge Double Shotgun
14/28/56   1-3d6  1-2  2
d6
2

12-gauge Double Shotgun
12/24/48   1-3d6  1-2
2
-
1

12-gauge Scattergun

6/12/24     1-3d6  1-2  2
-
1

12-ga Lever Action Shotgun
12/24/48   1-3d6  1
5
-
1

Bows



12/24/48    2d6     1   
1
d6
0


Spears



3/6/12
      Str+2  1
1
d6
0


Throwing Knifes/dagger
3/6/12
      Str+1  1
1
-
0


Sling Stone


4/8/16
      Str+1  1    
1
-
0

Thrown Stone


Str
      Str+1  1
1
-
0

Gatling 0.50


30/60/120    2d8    3
100
-
2; no move.

Gatling 1-inch


30/60/120   2d10   3
50
-
4; no move.

Mitrailleus


30/60/120   2d8     4     24
-
2; no move.

Gardner


30/60/120   2d8     2
50
-
2; no move.

Nordenfelt 1-B

15/30/60     2d8     3
15
-
2; no move.

Nordenfelt 3-B

30/60/120   2d8     3
120
-
2; no move.

Nordenfelt 5-B

30/60/120   2d8     4
120
-
2; no move.

Maxim



30/60/120   2d8     5
150
-
2; no move.

1-pr HRC


40/80/160   3d6     2
n/a
-
sm burst

6-pr RBL


60/120/240 3d6+1 ½ 
n/a
-
sm burst

7-pr MH


60/120/240 3d6+1 ½ 
n/a
-
sm burst

9-pr RBL


60/120/240 3d6+2 ¼  
n/a
-
sm burst

12-pr RBL


60/120/240 3d8     ¼  
n/a
-
mdm burst

15-pr RBL


60/120/240 3d8+1 ¼ 
n/a
-
mdm burst

20-pr RBL


60/120/240 3d8+2 ¼ 
n/a
-
mdm burst

40-pr RBL


80/160/320 4d8     ¼ 
n/a
-
lrg burst

5” Howitzer


80/160/320 4d8     ¼ 
n/a
-
lrg burst

Hale Rocket


60/120/240 3d6      1
n/a
-
lrg burst

Martian Sweeper

10/20/40     3d6      ½ 
n/a
-
sm burst

“ Light Cannon

20/40/80     3d6+1  ¼ 
n/a
-
sm burst

“ Heavy Cannon

30/60/120   3d6+2  ¼ 
n/a
-
sm burst

“ Rod Gun


40/80/160   3d8     1/6 n/a
-
sm burst

“ Rogue Gun


40/80/160   3d8     1/6 n/a
-
mdm burst

Savaged 1889 Weapons (continued)


Str.





Range
Damage ROF
Shots
Min
AP

Thrown Dynamite (1 stick)
4/8/16
       2d6      1
n/a
-
mdm burst +1”/+1d6 per additional stick

4oz Nitro = 1 stick dynamite.

Exotic Weapons statistics are as follows: Divide the effective range by 10 to get short range.  Double the short range to get medium range, and double the medium range to get long range.  The damage value converts to d6 damage on a one to one basis plus 2d6.  The reliability number is ½ the maximum score on reliability dice.  

Examples:

Lightning Cannon: Range 20x(½ the maximum score on reliability dice) for short range. 

Damage = (#of d6 = ½ the maximum score on reliability dice) +2d6 with an AP value = (½ the maximum score on reliability dice).

Heat Ray: Range 100x(½ the maximum score on reliability dice) for short range in 
 
atmosphere.  Damage = 10d6 in atmosphere, 12d6 in space/ether, -1d6 for each  
 
adjustment in book.  

