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Savage Space

Hello dear reader,

Thank you for having an interest in this project of mine. At first I created this book as an material 
collection to use at my gaming table to play a space opera campaign. It was started by scouring all  
the available Sci Fi conversions for Savage Worlds I could find. There were bits and pieces I liked, 
but not a whole book I could simply take and use. I wanted some generic but iconic weapons, 
armors and equipment. Using them without their background required tweaking in some and a 
total rewrite of item descriptions in many cases. Soon I decicided to create new “generic” material. 

During writing I had more ideas and started to write them down too. So it grew bit by bit. Savage 
Space took weeks to complete and everything went through several iterations and optimizations 
thanks to feedback I received. There are two sections I am incredibly proud of. One is the chapter 
and  rules  for  Space  Ships  as  Characters.  They  were  the  piece  that  originally  drew the  most 
attention and at the same time the most challenging to write in the first place. And on the other 
hand the Adventure Generator. That was a lot of fun to come up with, as I am a huge fan of those 
to fuel my creativity.

Hopefully I succeeded in staying “generic”, it was harder than I had originally thought. We all 
have our own preconceptions of a Sci Fi setting and they inadvertently creep into our writing. That 
is why I have included a one page description of my setting on the next page, so you get an idea 
what I think of when I say “Generic”. 

If you plan any form of Sci Fi Campaign in Savage Worlds I heartily suggest you also have a 
look at the Sci Fi Toolkits and the Daring Tales of the Space Lanes adventures from Triple Ace 
Games. The latter are not only interesting adventures, but they also contain lots of great rules and 
tools to create an awesome space opera campaign with a slightly pulpy note. I use them in addition 
to this book. 

I hope you find the material in here useful for your game. If you have any feedback, suggestions,  
or ideas that could be part of this PDF, just contact me via my website http://www.chaotic-gm.com

I wish you a lot of fun and exciting adventures in your own space campaign! Read you soon.

Marcus “Chaosmeister” Burggraf

4

Sa
m

pl
e 

file

http://www.chaotic-gm.com/


Setting Summary

Example Setting Summary
A long time ago there where two powers that 

controlled  all  of  known  space.  One  was  the 
Alliance  of  Planets,  an  organization  ruled  by  a 
senate  that  dictated  the  law for  all  it´s  member 
planets and with a strong police and military arm 
to enforce it.  Peace through unification, security 
of markets, and closed borders was their way. The 
other  was  the  Galactic  Confederacy;  a  loose 
assembly of planets and systems that agreed to a 
mutual  protection  act.  It  was  focused  on 
promoting  independent  growth,  free  trade  and 
supported  the  colonization  of  new worlds.  Two 
such different powers could not live in peace for 
long. One started to intrude on the others space 
and each side deemed their way of doing things 
superior  to  the  other.  No  one  knows  anymore 
what  prompted  the  war,  but  it  lasted  for 
generations.

20 Years ago the long and arduous conflict between the Alliance of Planets and the Galactic Confederacy finally 
ended. The Confederacy surrendered after heavy losses during their last stand on the Borderworlds. These final 
battles where so devastating and horrifying that whole planets evacuated before the armies arrived and fled in huge 
fleets  into  uncharted  Space.  In  the  end  the  Alliance,  in  a  magnanimous  move,  adopted  some  parts  of  the 
Confederate Charter of independence and granted more autonomy to their member planets. To symbolize this 
grand act the name of the new empire was changed to the Confederate Alliance of Planets and some members of 
the Confederacy leadership even joined the Alliance Senate. 

Today the grip of the Confederate Alliance of Planets (CAP) on its main systems is still very tight. However, 
simply due to the size of CAP space the local governments have more lenience in how they conduct business. This 
leads to a sudden rise in power for criminal syndicates and large corporations in some CAP sectors. The border 
systems now belong to the Alliance and the most important ones, be it for resources or industry, have a CAP 
deployment of troops and ships to secure the area. The fringe systems however are mostly left to their own devices, 
and they harbor many refugees, fugitives, old Confederacy warriors and fortune hunters. Some fringe worlds and 
the systems they reside in can be considered completely lawless. Due to a lack of CAP government influence many 
bizarre and unusual forms of government or society have developed. The Nomads, refugees from the war without a 
home planet, still drift through the void in the former evacuation fleets. While many are still on the search for a 
new planet to colonize, most of them are settling into the new way of life in space and call the gigantic fleets their  
home. 

In this galaxy opportunity is everywhere, you just have to grab it. There are enough gaps to slip through and 
enough places to conduct any kind of business. But also prepare for conflict. You are not alone out there and many 
will try to stop you. Fringers, Pirates, CAP Military, Corporations, Policeforces, Nomads, Crimelords Independents 
and many more are all looking out for their own interests and will stop at nothing to reach their goals. 

Go out into the void, keep your blaster ready, your ship flying, and find your own destiny among the stars.

Welcome to Savage Space!
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Characters

Character Creation
Character creation follows the standard Savage Worlds rulebook with only minor changes.

Creation Summary

1) Race

The default race is human as in SWD. If you want to play an alien take a look 
at SWD p. 20 for some inspiration.

2) Traits
 You start with d4 in each attribute and have 5 points with which to raise 

them. Raising an attribute one die type costs 1 point
 You have 15 points for skills. Each die type in a skill costs 1 point up to 

the linked attribute. Going over the linked attribute costs 2 points per level

3) Edges & Hindrances
You gain additional points for taking up to one Major Hindrance (2 points) and 
two Minor Hindrances (1 point each). 
 For 2 points you can:

• Gain another attribute point, or
• Choose an Edge

 For 1 point you can:
• Gain another skill point
• Increase starting funds by 100%

4) Gear
All Characters start with 750 Credits to buy their equipment with.

5) Background Detail
Fill in the details of your character's background.

Skill Changes
Most skills remain unchanged from SWD. The following changes have been made to 

better fit a Sci Fi Setting

Unavailable Skills
 Lockpicking is not available because mundane Locks are usually not relevant in the far future. Instead characters may choose the  

new skill Security

 Healing is replaced by the new Medicine skill.

 Climbing and Swimming have been removed and combined into the new Athletics skill

New Skills

Athletics (Strength)
This skill covers Swimming, Climbing, and general Athletics

Medicine (Smarts)
This skill encompasses everything from first aid to surgery to psychiatry. The following applications are covered by the Medicine skill:

General Medicine: The anatomy and physiology of the body, first aid, diagnosis and treatment are all covered.
Pathology: The study of diseases, bacteria, viruses and how they affect the body.
Psychology: How does the mind work? Detect behavior patterns that are not the norm and devise a treatment.
Surgery: How to use anesthetics, perform organ transplantation and routine surgery.
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Characters

Security (Smarts)
This is the skill for opening a locked airlock, disarming a nasty trap, bypassing an alarm or hacking a computer. Since most things are  

electronic and controlled by a computer in one way or another this skill covers everything relating to breaking into a building, spaceship 
or computer. It even covers preventing the same!

Ship Ops (Smarts)
The Starship Operations skill covers all the necessary skills to operate sensors, shields and other spaceship systems. It is required to 

successfully deploy shields or ECM, analyze damage reports and diagnostic readouts. 

Available Knowledge Skills
Knowledge skills are setting dependent and the GM has always the last word. Depending on the style of  

campaign you may want to split some of the topics below into separate Knowledge skills. If you plan to 
boldly go where no one else has gone before some more detailed skills might be necessary. If you just want 
to help a boy save the galaxy from an evil emperor these versions of the skills should be sufficient or might 
even be further consolidated.

Knowledge (Astrogation)
Astrogation is the knowledge of FTL travel through Space. It is required to plot the quickest and the safest  

route through the void and is a must have for every navigator. Astronomy and Astrophysics are both also 
necessary for successful starship navigation and as such are covered by this skill. This makes it useful for 
purely scientific characters as well.

Knowledge (Astronautics)
This skill is the theory and practice of of designing and building a spaceship. Simply keeping a spaceship flying only requires repair. If  

you want to design modifications or entire ships of your own some deeper knowledge is required. This skill covers that.

Knowledge (Administration)
Ever wanted to cut the red tape? This is the skill you need. Know what to ask, where to go and who to bribe. Need to write a report for  

your superiors or send off information through the correct channels and follow the chain of command? That is this skill too.

Knowledge (Life Sciences)
This catchall skill covers biology, botany, ecology, exobiology, genetics, and zoology. 

Knowledge (Material Sciences)
A  skill  that  covers  a  lot  of  different  theoretical  sciences  relating  to  non-living  things  including:  chemistry,  computer  science,  

mathematics and physics. 

Knowledge (Planetary Sciences)
This skill is the sciences of planets and how they work. Covers geology, hydrology and meteorology.

Knowledge (Social Sciences)
Archeology, economics, law, and political science are all part of this skill. 
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