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Kron is a planet with a long history. That history is 
about to change.
 A temporal meteor is about to strike four ages of 
history. When it does it will link those times together, 
allowing travel between eras. The heroes are pulled 
through time and slowly learn to use gateways and 
soft spots between the ages to travel back and forth 
in time, but they are not the only ones who learn to 
do so, and some of the other time travelers have dan-
gerous plans.
 Some of these travelers seek to manipulate time 
to enrich and empower themselves at the expense of 
others, but one has even worse designs. He seeks to 
end the very essence of time itself, bringing about a 
time-shattering event that would end all existence: 
the Kronocalypse.

The World of Kron
Kron is world that resembles Earth in many ways. It is 
populated by many of the same species, like humans, 
horses, beetles, and blueberries. It has similar forms 
of technology, from hammer stones to high-speed In-
ternet. The art, music, and cuisine of Kron are diverse, 
but in many ways resemble similar parts of Earth's 
culture.
 But Kron is not Earth. It varies in many important 
ways. Humans are not the only sapient species, and 
share the planet with elves, intelligent dinosaurs, and 
talking trees (though not all at the same time). Magic 
and miracles are real in Kron, but not always remem-
bered. And while many technologies are similar, they 
are not identical, and do not always advance at the 
same rate. Inventors of the Steam Age build jet packs 
and mechanical men, while still using flintlock pistols. 
Music and art that come from lands far apart on Earth 
may be part of the same culture on Kron.
 Kron has a long history, but the temporal meteor 
strikes four eras of particular importance to history, 
and these eras are the focus of the story: the Stone 
Age, Iron Age, Steam Age, and Cyber Age.

Stone Age
The Stone Age is a time when dinosaurs ruled Kron, 
and dense jungle fills much of the world. The humans 
of this time are tribal hunters and gatherers who live 

Introduction
in caves, and use crude tools and weapons made of 
stone, bone, and wood.
 A race of sapient dinosaurs, known as saurians 
also live in the Stone Age, and, indeed, are more ad-
vanced than the Stone Age humans, having achieved 
a basic understanding of agriculture, metal working, 
writing, and magic. 

Iron Age
The Iron Age is a time of knights and wizards. Humans, 
elves, and dwarves dominate Kron. Kings, queens, 
and high lords rule over peasants in a mostly agrarian 
society. But all is not civilized.
 Monsters abound in the Iron Age of Kron and he-
roes are needed to protect the masses. Beasts like 
wyverns and dire wolves might attack humans for 
their next meal, but they are not as dangerous as the 
intelligent orcs and oni that lurk at the fringes of civi-
lization. Dragons, the most fearsome monsters of all, 
live on distant islands, and though they have not visit-
ed in years, all know the stories of their terrible power.

Steam Age
The Steam Age is a time of invention and exploration. 
Humans have created marvels like airships, radio, and 
electric lights, and have discovered "new" continents 
far from their native lands.
 But these continents were not uninhabited when 
the humans found them. Humanoid felines and 
talking trees already lived there, and many did not 
want to share with these human invaders. 

Cyber Age
In the Cyber Age, technology has become part of life 
throughout Kron, and for many people it's become a 
part of their own body. Cities reach to the sky, cars fly, 
and the Internet knows all. Synthetic humans known 
as replicants are grown in vats and biologically pro-
grammed to obey their masters.
 In this information age, most national govern-
ments have fallen and been replaced with mega-cor-
porations. While these corporations have taken over 
many government roles, like building roads and 
schools, it always comes at a price, and those who 
can't afford it fall through the cracks and are forgot-
ten.
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Making Heroes

Heroes in Kroncalypse span the ages, and may have 
vastly different skills and abilities. Here are a few com-
mon types that might appear in your games. There 
are several detailed characters on pages 15–22.
 Cyborg (Cyber Age): In the Cyber Age, prosthetic 
limbs have become just as sensitive and responsive 
as human ones, but much more powerful and ver-
satile. This leads some to remove uninjured parts of 
their body to replace them with artificial parts. While 
this makes the cyborgs stronger, the rapid change 
can lead them to lose their humanity in the process. 
 Dinosaur Tamer (Stone Age): While many people 
in the Stone Age view dinosaurs as threats to avoid 
or food to hunt, some see them as potential beast of 
burden, guard animals, or even friends. These dino-
saur tamers capture young dinosaurs and raise them 
as their own. Some saurian communities have even 
domesticated several dinosaur species. 

 Freedom Fighter (Steam Age or Cyber Age): 
Enough is enough. The powers that be have spent 
too long oppressing the people, and it's time to take 
a stand. In the Steam Age, felinoid, treefolk, and their 
human allies fight against colonial regimes, while in 
the Cyber Age it is the dispossessed that battle the 
corporate overlords. Often these freedom fighters are 
just ordinary people who feel like they have no choice 
but to attempt something extraordinary. 
 Inventor (Steam Age or Cyber Age): Inventors 
are blessed with mechanical minds and the tools to 
turn their dreams into reality. In the Steam Age, new 
technologies are all the rage, and the people who 
create them are celebrities, often whether they like it 
or not. By the Cyber Age, innovation has become less 
glamorous and is typically done by large committees, 
but lone geniuses still surface among the corporate 
ranks, or in the slums and under-cities.
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 Knight (Iron Age): Knights of Kron are not just 
heavily armored warriors, they are chivalrous heroes 
expected to defend the weak and uphold codes of 
honor. They are also expected to be cultured and 
well-versed in at least one form of art, such as com-
posing sonnets between their battles with monsters. 
 Leet Hax0r (Cyber Age): The net is the lifeblood 
that connects Cyber Age Kron. In this digital age the 
ability to control code is real power. While corporate 
drones plug away for the benefit of their corporate 
overlords, true hackers use their mad skillz to fight 
the power, make a name for themselves, or just break 
into systems because they're there. 
 Priest/Shaman (Stone Age or Iron Age): The 
gods of Kron play a role in daily life, and speak to mor-
tals who take the time to listen. Stone Age shamans 
and Iron Age priests not only listen to the spirits, they 
have learned to ask the gods for aid, and with their 
help perform miracles.
 Soldier (Iron Age, Steam Age, or Cyber Age): 
War never changes, and soldiers through the centu-
ries remain much the same. Whether they fight for 
king, country, or corporation, these men and women 
are trained to run into battle and achieve their mis-
sion at any cost.
 Wizard (Stone Age or Iron Age): The art of wiz-
ardry forces the world to bend to the caster's will. 
Wizards spend years studying their craft in order to 
manipulate reality. It requires patience, intelligence, 
and a willingness to forgo conventional society. Once 
they've mastered the arcane arts, many wizards go 
forth into the world, to acquire more knowledge, earn 
a fortune, or just see what's out there.

When players have a basic idea of the type of hero 
they want to play, they should follow these steps 
(though not necessarily in this order) to create their 
characters.
 Making characters in Kronoaclypse is similar to 
making them in other Savage Worlds games. The 
one major addition is that players must decide what 
era their heroes hail from, as this affects several oth-
er choices such as what races, skills, and Edges they 
might qualify for.

1) Era
Before anything else, you must determine what era 
your character begins in. This affects many of the op-
tions available to characters during the rest of cre-
ation. 

 They may be from the Stone Age of cavemen and 
dinosaurs; the Iron Age of knights, wizards, elves, and 
dwarves; the Steam Age of airships and clockwork 
men; or the Cyber Age of synthetic life and corporate 
overlords.

2) Race
Many sapient races have lived throughout ages of 
Kron. Humans are the only ones that have persevered 
through all ages, but even they have changed some-
what throughout time. Non-human races must come 
from the appropriate starting age, be it the saurians 
of the Stone Age; elves or dwarves from the Iron Age; 
automatons, treefolk, or felinoids from the Steam 
Age; or replicants of the Cyber Age. See the racial de-
scriptions starting on page 7.

3) Traits
Characters follow the same rules for purchasing at-
tributes and skills as presented in the Savage Worlds 
core book, though note that the skill list is slightly 
modified and limited based on the era the character 
comes from. For more details see page 10.

4) Special Abilities
Characters follow the same rules for taking Hindranc-
es and gaining rewards as presented in the Savage 
Worlds core rulebook. There are new Hindrances and 
Edges for the setting, starting on page 11.

5) Gear
Characters begin with 500 of their era's currency be 
it trade goods in the Stone Age, silver coins in the 
Iron Age, paper dollars in the Steam Age, or electron-
ic credits in the Cyber Age. All the equipment in the 
Gear chapter is priced for the appropriate currency.

6) Background
In this step you should flesh out your character's his-
tory and personality. You can use the information 
found in the Starting Settlements chapter to build 
this background. If any other characters come from 
the same era you may wish to collaborate to create a 
shared background.

7) Initial Question
At certain points in the Kronocalypse campaign, the 
GM will ask you questions about your character to de-
fine who they are. The first question for every hero is 
"You see a bright meteor crash to the ground not far 
from you. Why do you investigate it?" The only wrong 
answer is that your character doesn't investigate it. If 
that's what you think your character would do, you 
need to alter the character so that he or she would 
check it out.
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Races
Races in Kron are slightly more powerful than those in 
a default campaign setting (the equivalent of roughly 
+3 worth of racial abilities). If you bring in races from 
other settings, you should give them an appropriate 
boost. (See racial creation guides in Savage Worlds 
Deluxe or the Savage Worlds Sci-Fi Companion). If you 
don't want to sweat too much about it, pick a skill 
that the race would be good at, and give the race a 
free d6 in that.

Human
The humans of Kron are very similar to the humans 
of Earth that we all know and love. They are also the 
most persistent species, and can come from any era 
at the start of the campaign.

Racial Abilities and Hindrances
Adaptable: All humans gain one free Edge of their 
choice. They must still qualify for this Edge as normal.
Era Bonus: Humans also gain other benefits depend-
ing on what era they originate from.

Stone Age
Illiterate: Stone Age humans have not invented writ-
ing yet, and thus begin with the Illiterate Hindrance

Tough: Stone Age humans are tougher than normal 
and start with a +1 to Toughness
Healthy Immune System: Stone Age humans have 
strong immune systems. They gain a +2 bonus to rolls 
to resist disease or poison.

Iron Age
Cosmopolitan: Heroes from this time come into 
contact with many other races. They begin knowing 
a number of languages (including their native lan-
guage) equal to half their Smarts. If they permanently 
increase their Smarts they learn another language.
Defend Yourself: People of this age all have some 
training with hand-to-hand combat. They gain a +1 
bonus to Parry.

Steam Age
Height of the Empire: It is a good time to be human 
in Kron. Steam Age humans begin with an additional 
$1,000.
Bit of Luck: Humans from the Steam Age always have 
greater synergy with Steam Age Bennies, regardless 
of what era they are currently in. (See temporal syner-
gy on page 29 for more.)

Cyber Age
Brain Dump: Advanced technology allows informa-
tion to be transmitted directly into human brains. 
Humans from this era begin with two additional skill 
points at the time of character creation.

Stone Age Races

Saurian
Saurians are humanoid dinosaurs. They are frequent 
rivals of early humans and their disagreements some-
times lead to bloodshed. Saurians are slightly more 
advanced than humans of the era, having mastered 
magic, created a writing system, and invented basic 
metal working.

Racial Edges and Hindrances
Natural Weapons: Saurians have vicious teeth that 
they can use in combat to deal Str+1d6 damage.
Saurian Sense: Saurians can taste the air, and have 
a heat sensitive "pit" between their nose and eyes. 
Combined these grant a +2 bonus to Notice rolls, and 
they are always on guard against Stealth checks.
Scales: Saurians have thick scales that protect them 
from harm. These grant +2 armor.
Warm Natured: Saurian are used to a tropical cli-
mate. They suffer a –4 penalty to cold environmental 
effects and +4 damage from cold attacks. 

Cultural Hodgepodge
The humans and other sapient species of the fic-
tional Kron are similar to many ethnic groups on 
real world Earth. We use names from many different 
cultures, often combining multiple cultures that are 
separate on Earth into a single location on Kron (the 
people of Lomia, for instance, often have British or 
Japanese names, and the art depicts the NPCs from 
there as belonging to ethnic groups common to 
these areas). 
 The intent is to depict a wide range of possibil-
ities for heroes and extras, so that every player can 
feel represented by the people in the book. It may 
use the real world to inspire the fiction, but it is nev-
er our intent to use the fictional world to comment 
on real world cultures or ethnic groups. 

Gender Equality through the Ages
Unlike on Earth, on Kron men and women hold 
equal power throughout all the ages. Titles pass to 
the eldest child, regardless of gender, and women 
are just as likely as men to hold positions of power, 
whether it be chief, monarch, or corporate CEO.
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