==CHILL==


by screenmonkey (gathomas4@juno.com)





The following are notes to assist the GM in running a game of CHILL using the Savage Worlds rules.  Note that this conversion has been updated to the Test Drive v2.1 rules.  Please e-mail me your comments or additions and i'll update the file.





Professions


Academic (professor, grad student, librarian, museum curator, geeky trivia genius, etc.)


Educated: All knowledge type skills default to d4-1. Those knowledge skills the character has 


learned receive a +1 bonus.


Bit of a Wus: -1 to all vigor rolls.


Aristocrat (independently wealthy entrepeneur, public official, corporate executive, university 


president, etc.)


Professional Speaker: +2 to all Persuasion rolls.


Political Pull: The character knows people and can call in favors  from rich people, legal 


authorities, and so on. In addition, political pull may (at the GMs discretion) grant a +2 Intimidation bonus against certain government employees and elected officials.


Soft Hands: When dealing with the typical blue-collar, working-class, tradesman, the character 


suffers a -2 to Persuasion and Intimidation.


Cop (uniformed policeman, security guard, military police, etc.)


Just Answer the Question: +2 to Notice and Streetwise.


Legal Authority: +2 to Persuasion when dealing with non-criminals.


Licensed to Carry: May legally carry a concealed handgun.


Detective (private investigator, plain clothes cop, claims inspector, etc.)


Each and every lead: +2 to Investigation, Notice and Persuasion.


Licensed to Carry: May legally carry a concealed handgun.


Stakeout: May legally keep someone under surveillance, including the use of hidden audio and 


video recording devices.


Martial Artist (Golden Gloves boxer, black belt, street brawler, etc.)


Trained Fighter: +1 Parry and +3 damage per raise in melee combat.


Signature Move: the character may choose one of the following signature moves, additional 


moves may be bought as edges, to be used only in melee combat and only when the character's hands are empty. Signature Moves may not be used if the character has moved this round.


Lightning Strikes: The character may make two attacks.


Joint Lock: Against opponents near to the character's size (size bonus +/-1), if the character 


gets two or more raises he may get a joint lock.  A joint locked opponent can be taken out of the fight (by breaking the bone or dislocating the joint) or kept in a submission hold. Non-Wild Card characters must succeed at a vigor(-2) roll (no armor bonuses allowed) to resist either. If Wild Card characters fail the roll, then they take a wound (if the martial artist is trying to take them out of the fight) or in the case of a submission hold, they're stuck, but may resist again next round.  Both characters involved in a joint lock suffer a penalty of -2 to their parry scores.


Mighty Throw: Against opponents near to the character's size (size bonus +/-1), if the 


character gets two or more raises he may execute a mighty throw.  The victim may make an  agility(-2) roll to resist, but if he fails the thrower receives +4 damage per raise.  Regardless of the result of the agility roll, the victim is shaken.


Medic (paramedic, emergency room physician, lifewatch nurse, etc.)


Advanced Life Support: if the Medic gets to the side of a dying character no later than the end of 


the round after that person failed their death roll, then a successful healing(-4) roll results in the victim surviving -- if they succeed at another vigor(-2) roll.  This ability may be used as many times in a row as the Medic makes healing(-4) rolls, but the Medic may do nothing else during this time and any subsequent failure to make the healing roll results in the death of the patient.


Basic Life Support: +2 to all Healing rolls.


Parapsychologist (ghost hunter, hardcore goth teen, etc.)


Tell Tale Signs: +2 to Notice rolls, or Psychic rolls if appropriate, when trying to sense the 


Unknown.


Obscure Knowledge: +2 to Knowledge (Legend / Lore) rolls.


Mystic (medium, aura reader, palm reader, medicine man, houngan, mystic, etc.)


Mastery of the Art: -1 power point per raise on psychic rolls.





New Skills


Psychic (Spirit): Must have the Arcane Background (Mystic) edge to use this skill. Allows the character to utilize their link to the supernatural.


Knowledge (Smarts) has the following categories: Anthropology/Archeology, Antiques, Art Criticism, Forensics, Graphology/Forgery, History, Legend/Lore, and Life and Physical Science.





New Edge


Arcane Background (Mystic): May use the powers of The Art and train in the psychic skill.





The Art


Sensing the Unknown


Sensing the Unknown requires a successful Notice(-4) roll or, if the character has the Arcane Background(Mystic) edge, a Psychic(-2) roll.


Use of the Art


Using a power takes a full action to prepare (i.e. one card) and actually manifests on the characters next action.  Mystics who are shaken or wounded during this time automatically fail to use their power.  On the other hand, due to their tremendous concentration, Mystics do not have to make any Guts checks while using the Art.


Unlike in the standard rules, power points are restored at a rate of 1 per hour of restful sleep.


Powers of the Art


Note that none of the powers of the art have any trappings, a bit of concentration is all that's required and it's unlikely that the uninitiated will notice anything out of the ordinary.


Prescient Dream


Power Points: 2


Rank: Novice


By sleeping for eight hours and successfully making a Psychic roll, the mystic may have a dream that has some meaning with regard to the groups current investigation.  The dreams tell the truth in a slanted way using puns, jokes, and symbolism to get their point across.  For every raise, the GM will reveal the dream again at the player's request.





Feat of Strength


Power Points: 2


Duration: 1 round (1pp/round thereafter)


Rank: Novice


By making a Psychic roll, the psychic may perform a single feat of superhuman strength.  The character gains a strength of d12 + the number of raises on the roll. This new found strength may only be used for defense and rescue purposes however, never to harm another.





Incorporeal Attack


Power Points: 1


Range: Touch


Rank: Seasoned


The character must be incorporeal to use this power. Doing so allows the character to attack incorporeal creatures and vampires in gaseous form. The attack is an opposed roll between the characters Psychic skill and the targets Spirit, with success resulting in the target losing one level of Spirit plus one additional level for every two raises the character receives.





Leave the Body


Power Points: 1 to exit + 1 to reenter


Duration: varies (1pp/5 rounds thereafter)


Rank: Novice


The character becomes incorporeal for 10 rounds + 5 rounds per raise.  Additional time is allowed with the expenditure of additional power points. The incorporeal world becomes bright and clear while the real world becomes dull and blurry.  Notice rolls for things in the real world suffer a -4 penalty. The incorporeal character has a pace of 12 in any direction. Meanwhile, the characters meat body is vulnerable to possession





Mental Shield


Power Points: 2


Range:  varies


Duration: 1 minute


Rank: Novice


The character raises an invisible shield of energy, centered on himself, that protects those within it from some of the powers used by creatures of the Unknown. A successful Psychic roll means the shield only protects the mystic; with one raise the shield protects all within sight, but within 30 feet; two raises protects all those within sight; and three raises protects all those within sight as well as those within 100 feet who are not in sight. The power may only be used once per day.





Raise Perception


Power Points: 2


Duration: 1 minute


Rank: Novice


This power lasts one minute and may not be used again for 12 hours.  The bonus affects all envoys in sight except the power user and raises their Notice skill by one step for every success and raise to a maximum of three steps. The Notice skill can be raised beyond d12, just use the normal progression of d12+1, d12+2, etc.  





Restore Stamina


Power Points: 2


Range: Touch


Duration: Permanent


Rank: Novice


This is the Heal power from the Red Swamp adventure.





Restore Willpower


Power Points: 2


Duration: Permanent


Rank: Novice


The power affects all envoys in sight except the power user and immediately negates any existing conditions of Panicked or Shaken that are the result of a failed Guts check. 





Sphere of Protection


Power Points: 2


Duration: 1 round


Rank: Novice


This power extends an invisible shield ten feet from the character's midriff in all directions.  Characters may attack out from the inside, but no creature or power of the evil way may penetrate the shield. Creatures caught within the sphere immediately try to leave on their next action and, if unable to do so, will retreat as far as possible from the character using this power. 





Telepathic Empathy


Power Points: 1


Duration: 1-3 rounds


Rank: Novice


This power allows the character to read the emotions of any character, animal or creature within sight. Only one being may be read per round, with the power lasting one round on a success, two rounds with a raise, and three rounds with two raises.





Telepathic Sending


Power Points: 2


Duration: 1-3 rounds


Rank: Seasoned


The character can send a telepathic message to any other living mind of human intelligence or greater. Distance is not a factor, but the same mind cannot be contacted again for 12 hours.  The message can be no more than seven words per round.  Length of contact is determined by the level of success: one round for a success, two rounds on a raise, and three rounds on two raises.  This is a one way communication, but no common language is necessary - the power provides the translation.








Converting Attributes & Skill Levels


Strength  <==>  STR


Agility  <==>  Average of DEX & AGL (or whichever one makes more sense)


Vigor <==>  STA


Smarts <==>  PCN


Spirit  <==>  WPR





d4-2  <==>  10-21


d4-1  <==>  22-33


d4  <==>  34-45


d6  <==>  46-57


d8  <==>  58-69


d10  <==>  70-81


d12  <==>  82-93


d12+1  <==>  94-105


d12+2  <==>  106-117


d12+3  <==>  118-129


d12+4  <==>  130-141


d12+5  <==>  142-153


etc, just keep adding 11 each time.





Modifiers


For trait modifiers, divide by 10. For example, a -20 on a PCN roll becomes a -2 on a Smarts roll.





Degrees of Success (CHML)


"L" is the equivalent of a success with no raise.


"M" is the equivalent of a success with one raise.


"H" is the equivalent of a success with two raises.


"C" is the equivalent of a success with four raises.





Creatures of the Unknown


Movement


Divide a creatures MV entry by 6 (dropping fractions) to get its Pace.


The Evil Way


Forget rolling for a creatures Evil Way use and tracking how many points are left.  A creature may use any discipline it has as many times as it wants and is always successful.  The only limitation is the GMs sense of what will evoke the most fear in the players.  If the PC needs to make a roll to resist something, just pick a difficulty that fits the scene and go.


Fear


For Guts checks consult the creatures Fear entry:





Guts(0)   <==>  Fear of -5 to -10


Guts(-2)  <==>  Fear of -15 to -20


Guts(-4)  <==>  Fear of -25 to -30


Guts(-6)  <==>  Fear of -35 to -40


Guts(-8)  <==>  Fear of -45 to -50





Those who fail the guts check roll on the Fear Table (http://www.peginc.com/Files/SavageWorlds/Fear.pdf)





Attacks


A word of warning: more than one attack per round in SW is devastatingly powerful. For those creatures with more than one attack per round, consider cutting the number of attacks in half. If the heroes are going to face off against more than one Creature at a time, and each Creature has multiple attacks, reducing the number of attacks should be mandatory unless you're going for a total party kill.


Strike Rank


If a creature has an SR just treat it like a melee weapon damage bonus.  For example, a werewolf has an SR4 and a STR85. In Savage Worlds terms that's a Strength d12, and its claws do d12+4 damage.


Wound Boxes


Divide the WB entry by 9 (drop fractions) to get the number of SavageWorlds wounds the creature must take before making a hard toughness roll or die.





