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WELCOME TO ANCIENT EUROPIA

But be wary. Euroloia Isa a’angcrous /anc/, vast and full of corrulot

civilizations and savage wilds. ..

It takes a strong armand a quick mind to make your way through
these lands. The world is a dark and uncaring P/ace, a P/ace of

ViO/CﬂCC and tl‘CBChCIy and dark sorceries...

Sounds like fun, don’t it?

SAVAGE TALES is the realm of our SAVAGE WORLDS Pick-up games. |
hate runningan established campaign narrative without all involved
present, and the reali’c9 of realitg is that that’s not alwags Possible.
So I have said, “Let there be darkness,” and there is darkness, and it
is Good. Or bad. We“, Probablg mos‘clg bad.

if everyone can’t make it, we goto Europia. Tlﬁere, things are gonna
be less epic saga, more survival skirmish. Conan could become a king
in Europia, but Tolkien’d have his Pipe crushed under some furred
boot and be set to work the rest of his short life cligging stones from
cold earth.

There are no hobbi’cg folk in Europia because theg were eaten bg
snake-men acons ago. The elves are mysterious and dark, and i{:gou
see one, it usua“g clﬁanges your life forever. The dwarves may exist or
not, but granclpa says theg eat human flesh. And the closest thing to
an orc you’ve ever seen Is that big uglg fucker down the bar you saw

sodomizing an unconscious guarclsman the other nig]ﬁ’c.



Want a lﬁistorg for your character? Pick a Par‘t of historical Euro[:)c
and beat it with a stick till it’s on|9 Partia”g recognizable. That’s where
you're from. Eurol:)ia is a world of narrative Pragmatism, and there’s

lots of room to builcl) to create, to imagjne.

Similarlg, don’t vex me with consistency issues. The world will alwags

be whatever it needs to be for tl‘lC stor9 of tl‘lC moment.

Plag—-s‘cglc will be direct and elemental. The universe will be red in
tooth and nail, and will not harbor the slow, the distracted, nor the
stu[:)icl for long.

But remember: SAVAGE TALES will be a serious game, not a beer and
Pretzelsjoke~{:es’c or gut~Full of camp.

Now gircl your loins and come on in. The water’s fine...even if it does
have some ’cwis‘cing; muscular slﬁaclowg ‘c]ﬁing moving under the

SUI"‘FaCC...




CHARACTERS

SAVAGE TALES ain’t D&D.

It’s not that kind of To”ciempasticlﬂe. It's rooted in PUIP Fantasg)
dark icantasg, true sword &

SOI"CCI’H .

Warriors and rogues of various
sorts will serve bes‘c) with big
spiashes of anti-hero in the mix.
Sir Galahad would scream till he
dies of thirst at all the corruption

around him in this world.

ngou’re not combat~ab|e, 9ou’re
not gonna be around iong. ligou
can’t use your animal cunning,
ditto.

Want inspiration? Read some Robert E. Howard. Read Fritz Leiber’s
Fathrd and the Greg Mouser. Read Karl Edward Wagner’s Kane
stories. At the very least, sacrifice a goat atoP apyre made of

Dragon/ancc books.

I encourage you to Plag sometl*iing at least somewhat different tl"ian
your wecklg hero. Now, here are the basic character creation rules

for SAVAGE TALES.



1) RACE: You're human. You start with one free eclge like a
human.
2) ATTRIBUTES: As per usual, you start with d4 in each

Attribute and have 5 Points to divide up toraise ‘em.
Maximum of di2.

3) SKILLS: You have 15 Points to spencl on skills. Each die tHPC
costs | Poin’c as Iong as the skill is equal to or less than the
linked Attribute. Exceed the Attribute) the cost becomes 2
Points per die type. Maximum di2. Note that this will be a low
magjc game, so Healing skills and Eclges will be ‘cerriblg



imPortant.These skills are not available in SAVAGE TALES:
Driving, Piloting, Faith, Psionics, Weird Science. Spe”casting
Is a special case detailed in section 6.

4) DERIVED STATS: Paceis &”. Parryis 2 + 1/2 your Fighting 2
i{:gou don’t have Fighting, but that’d be moot soon anyway,
‘cause gou’“ be dead), Plus bonuses for shields or weapons.
Charismais O unless modified bg Eclges or Hindrances.
Tougl*mess is2+1/2 your Vigor, Plus Armor.

5) EDGES & HINDRANCES: You can take Major Hindrance
and 2 Minor Hindrances. Major Hindrances are worth 2
Points, Minor are worth 1. For 2 Points you can: Raise an
attribute one die tgpe (this can be done before Purchasing
skills), or choose an Eclge. Forl Point you can: Gain another
skill Point, or gain an additional $500 on your s‘carting funds.
The Fo”owing Hindrances are not available: All Thumbs,
Enemg) Pachcist, Povertg (a” characters are treated as
having Povertg except re: starting funds) ,or Wanted. The
Fo”owing Edges are notavailable: Noble, Rich, Rock & Roll,
Rapid Recharge) Ace, Gadgeteer, Mentalist, Mr. Fix It,
Wizard, Connections, Power Surge, Followers, Sidekick, or
Young, SPecial Rule: To reflect the elemental savagery of
this setting’s characters, at character creation you may if
you wish bug I Eclge usua”g not available until you’re
Seasoned.

6) SORCERY: There is onlg one tgpe of sorcery available to
Player characters: Rune Magic. To use it, you must bug
Arcane Background: Rune Magjic and Arcane Skill: Rune
Magjc . Your Starting Power Points: 10, your Starting
Powers: 2 . Rune Magjc works exactlg as Weird Science does.

All items must have Runes carved into them in order to work.



Runic ltems work as Gizmos. Rune Mages have access to the
Fo”owing powers: Armor, Bolt, Boost/lower Trait,
Deflection, Detect/Conceal Arcana, Dispc/, Fear, L{g/n@
Obscure, Quickness, Shaloc Changc, Smite, Spccd, and
Stun . Runic powers on|9 function if runes are Placed upon
an objec’c,
whether it is a
carving on a
sword or Paint
on a warrior.

T) GEAR: Starting
funds are $500
like usual. Use
the equipment
lists is the main
rules, s’cicking to
medieval items.

8) FINAL
DETAILS:
History, a

Picture) your

miniature, how

your characters
relate as a group, whatever else you need to do to bring your
scrapper to life. rd like the group to be inherentlg nomadic
so | can stick ‘em any damn where | want, and it'd be great if
t]’aeg were so|i<:”9 allied (i{: not alwags Frienc”g) , like a Pleclgccl

mcrcenarg band ora Famllg or some SUCI’“I.





