A Quick and Dirty Conversion

Starship Troopers for Savage Worlds

Presented here is a basic breakdown of information needed to run a Savage World game based on the Starship Troopers movie.  It includes equipment, simple character information, and the stats for the three main bug opponents.  Have fun and remember…

Everyone fights.  No one quits.  You don’t do your job; I’ll shoot you myself.

New Equipment:

Combat Assault Weapon

Rifle

Range: 24/48/96

Damage: 2d8 (AP2)
RoF:  3
Weight:  10
Shots:  30


Pump Shotgun

Range: 12/24/48

Damage: 1-3d6

RoF:  1
Weight:  n/a
Shots:  6

Battle Dress Armor


Protection:  +4/+2
Weight:  10
Notes:  +4 on chest only.  +2 on rest of body.

Helmet


Protection:  +4
Weight:  3
Notes:  Head only.  Also contain short-range radio.

Grenade


Range: 5/10/20

Damage: 3d8 (Medium Burst)
RoF:  1
Weight:  1
Shots:  1


Notes:  Uses Throwing skill and raises do not increase damage.

Combat Knife


Damage:  Str+1
Weight:  1
Notes:  AP 1

First Aid Kit (Improved version)


Weight:  2 (4)
Effect:  Allows Healing roll with no penalty.  (Improved version adds +2)

Digital Enhancement Scope:

Weight:  3
Effect:  Can negate visibility penalties to Shooting and reduce the TN for extreme range to 4 for a single shot if the user takes no movement in the action it is used.

A basic description of the command breakdown:

The basic combat unit is the platoon.  A platoon is made up of 4 squads of 5 soldiers and a lieutenant.  Underneath the lieutenant are a sergeant, a corporal, and two squad leaders.  Squad leaders are in command of their own 5 man group.  The corporal generally handles his own squad and one other.  The sergeant is second in command of the platoon and directly leads his own squad.  The sergeant also typically carries the platoon’s long-range com unit.

Within the platoon, there are also two specialized positions.  One is the sniper.  Chosen by the lieutenant, the sniper is provided with a digital enhancement scope for his assault rifle.  The other is the medic.  Medics are specifically trained during boot camp in advanced field medicine and are provided with improved first aid kits.

Typical Mobile Infantry Soldier:

Attributes:  Agility d6, Smarts d6, Spirit d6, Strength d6, Vigor d6

Skills:  Fighting d6, Healing d4, Guts d6, Notice d6, Shooting d8, Throwing d6

Pace:  6

Parry:  5

Toughness:  9
Charisma:  0

Hindrances:  Military Service

Edges:  Rock and Roll

Equipment:  Combat Assault Weapon, Rifle Clips (3), Shotgun rounds (20) Battle Dress Armor, Helmet, Combat Knife, First Aid Kit, and Grenades (2) [Platoon medic has Improved First Aid Kit, and the platoon sniper has a Digital Enhancement Scope.]

To customize:

Add 2 skills at d4 or 1 skill at d6

Raise any skill at d6 or better by one die type

Raise Healing to d6 and add 1 skill at d4

Add 2 minor Hindrances to gain 1 Edge

Examples:  Medic (raise Healing to d6 and add Investigation d4) or sniper (raise Shooting to d10, add Quirk (braggart), Loyal, and Natural Born Killer).

Bugs!

Warrior

Warriors are the backbone of the arachnid army.  They are fast, powerful, armored killing machines.

Attributes:  Agility d8, Smarts d4, Spirit d6, Strength d12+1, Vigor d10

Skills:  Climbing d10, Fighting d10, Guts d8, Intimidate d10, Notice d6, Stealth d6

Pace:  10
Parry:  7

Toughness:  12 (Armor +4, Size +1)

Damage:  d12+4  (Claws +3)

Special Abilities


-  Enhanced Senses:  Warriors suffer no penalties for darkness.


-  Improved Frenzy:  The warrior may make two attacks to its front at no penalty.


-  Nerves of Steel:  The warrior adds +2 to recover from being shaken.


-  Size +1:  The warrior adds +1 to Toughness.

Hopper

Hoppers are the air support and scouts of the arachnid army.  They are fast, powerful, flying killing machines.

Attributes:  Agility d8, Smarts d4, Spirit d6, Strength d12+1, Vigor d10

Skills:  Climbing d8, Fighting d8, Guts d8, Intimidate d8, Notice d8, Stealth d8

Pace:  10 land, 100 leap/flying
Parry:  6

Toughness:  11 (Armor +3, Size +1)

Damage:  d12+4  (Claws +3)

Special Abilities


-  Enhanced Senses:  Hoppers suffer no penalties for darkness.


-  Improved Evade:  Ranged attacks suffer a –2 penalty to hit a hopper.


-  Improved Frenzy:  The hopper may make two attacks to its front at no penalty.


-  Nerves of Steel:  The hopper adds +2 to recover from being shaken.


-  Size +1:  The hopper adds +1 to Toughness.

Tanker

Tankers are the heavy anti-personnel support for the arachnid army.  They are huge, heavily armored, killing machines.

Attributes:  Agility d4, Smarts d4, Spirit d6, Strength d12+7, Vigor d12

Skills:  Climbing d6, Fighting d6, Guts d10, Intimidate d10, Notice d4, Shooting d8

Pace:  5

Parry:  5

Toughness:  20  (Armor +5, Size +7)

Damage:  d12+ 9 (Claws +2)

Special Abilities


-  Enhanced Senses:  Tankers suffer no penalties for darkness.


-  Nerves of Steel:  The tanker adds +2 to recover from being shaken.


-  Size +7:  The tanker adds +7 to Toughness.


-  Large:  Opponents get a +2 to hit the Tanker.

-  Corrosive Spray:  The tanker can spew forth a stream of corrosive, super-heated acid that destroys all it touches.  This is resolved as an autofire attack which the tanker makes without the –2 penalty.  The tanker can use this attack every other action.



Range: 5/10/25     Damage:  2d10 (AP3)     RoF:  4

- Burrow:  Pace 5.  Tanker use Intimidate vs. Guts when erupting from their burrow.  If successful, they receive a +2 to hit and damage that round or +4 with a Raise.  If the victim wins and was on Hold, they may attack just as the Tanker erupts.

