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The evolution of tabletop roleplaying games (RPGs) has led to a diverse ecosystem of mechanics, ranging from the
high-crunch simulationism of systems like GURPS and Rolemaster to the vertical power scaling of Dungeons
&amp; Dragons. However, for many Game Masters (GMs), the complexity of managing high-level play or the
rigidness of class-based systems prompts a search for a more versatile alternative. Savage Worlds Adventure
Edition (SWADE)has emerged as the premier choice for system migration due to its "Fast! Furious! Fun!"
philosophy. Unlike systems that rely on incremental numerical bonuses, Savage Worlds utilizes a stepped die
system that emphasizes cinematic action and tactical depth without the burden of excessive bookkeeping.

Converting an existing campaign or setting to Savage Worlds is not merely a task of translating numbers; it is an
exercise in mechanical translation and thematic preservation. The primary objective is to capture the "feel" of
the original setting while leveraging the unique efficiencies of the Savage Worlds engine. This technical guide
provides a comprehensive framework for converting attributes, skills, combat mechanics, and power systems from
various RPG architectures into the SWADE framework, ensuring a seamless transition for players and GMs alike.

Core Philosophy: Converting the Feel, Not the Math

The most common pitfall in RPG conversion is the attempt to maintain a one-to-one mathematical equivalence. In a
D20-based system, a +1 bonus represents a 5% shift in probability on a linear scale. In Savage Worlds, moving
from a d6 to a d8 attribute represents a shift in both the average result and the probability of "Acing" (exploding
dice). Therefore, the Technical Writer's Axiom for Conversion is: Prioritize the narrative function of a mechanic
over its original mathematical value.

The Flat Power Curve vs. Vertical Progression

Traditional RPGs often feature a vertical power curve where high-level characters possess hundreds of hit points
and massive static bonuses. Savage Worlds operates on a horizontal power curve. While a legendary character
is significantly more versatile and reliable than a novice, they remain vulnerable. A single lucky roll from a goblin
can still incapacitate a hero. This fundamental difference must be communicated to players migrating from systems
like D&amp;D or Pathfinder to manage expectations regarding character durability and progression.

Technical Attribute Mapping: The Rodney Orpheus Rule

When migrating from systems that use a standard 3-18 or 1-20 attribute scale (such as D&amp;D, Pathfinder, or
d20 Modern), the most efficient conversion method is the Orpheus Variable. This mathematical model provides a
consistent baseline for translating linear scores into die types.

The Formula:Die Type = (Original Attribute Score / 2) rounded up to the nearest standard die (d4, d6, d8, d10,
d12).



Original Score (D20) Savage Worlds Die Type Competency Level

1-7 d4 Below Average / Untrained

8-11 dé Average Human Standard

12-15 a8 Professional / Well-Trained

16-19 di0 Expert / Exceptional

20+ dl2/d12+1 Master / Peak Human / Superhuman

It is critical to note that Savage Worlds attributes represent potential and innate capabilityrather than  specific
learned behaviors. For instance, Strength in SWADE governs damage and encumbrance, while Vigor governs
toughness and resistance to injury. When converting, ensure that the original system's "Constitution" maps to Vigor,
and "Wisdom/Intelligence" is split between Smarts (raw intellect) and Spirit (willpower and social resolve).

Skill System Synthesis and Consolidation

Many legacy systems feature bloated skill lists. For example, a Sci-Fi system might have separate skills for "Repair
Starship," "Repair Computer," and "Repair Robot." In SWADE, these are consolidated into the Repairskill. This
consolidation is a feature, not a bug, allowing for broader character archetypes.

Step-by-Step Skill Conversion Workflow

1. Identify Redundancy: Group all skills from the source system that fall under a single functional umbrella (e.g.,
Move Silently and Hide become Stealth).

2. Assign Core Skills: In SWADE, every character starts with a d4 in five Core Skills: Athletics, Common
Knowledge, Notice, Persuasion, and Stealth. Do not charge players for these during the conversion.

3. Map Specialized Skills: Translate high-rank skills in the source system to a d8 or d10 in the corresponding
Savage Worlds skill.

4. Introduce Setting-Specific Skills: If the setting requires a skill not in the core book (e.g., "Piloting” for a Star
Wars conversion), define its linked attribute (usually Agility or Smarts) and its scope.

Translating Combat Mechanics: From AC to Toughness

One of the most significant hurdles in converting D&amp;D to SWADE is the removal of Armor Class (AC) and Hit
Points (HP). In Savage Worlds, combat is resolved via Parry (to hit) and Toughness (to damage).

Mathematical Conversion of Defensive Stats

e Parry: Calculated as 2 + (half of Fighting die). If a character in the source system is a master duelist, ensure
their Fighting skill is at least d10, resulting in a Parry of 7.

¢ Toughness: Calculated as 2 + (half of Vigor die) + Armor. In a D&amp;D conversion, heavy plate armor
provides a +4 bonus to Toughness, rather than making the character harder to hit.



D&amp;D Armor Type SWADE Armor Bonus Notes

Leather / Padded +1to +2 Minimal protection; low weight.

Chainmail / Scale +3 Standard military protection.

Plate Malil +4 Significant protection; requires high
Strength.

Magical Armor (+1 to +3) Add to base armor Increases Toughness directly.

Converting Power Systems: Magic, Psionics, and Tech

Savage Worlds uses a unified system called Power Points and Trappings. This is vastly different from the "Spell
Slots" found in Vancian magic (D&amp;D) or the "Life Force" costs in other systems.

The Power of Trappings
In SWADE, the Bolt power is a generic ranged attack. To convert a Magic Missile, Fireball, or Laser Blast, you
simply apply a trapping.

Fireball Trapping: Bolt + Area Effect (Blast) + Fire elemental effect.
Magic Missile Trapping: Bolt + Force effect + Range modification.

This allows GMs to convert hundreds of unique spells from sourcebooks into a handful of versatile Savage Worlds
powers. For high-magic settings like Savage Pathfinder, the use of Class Edges (like Wizard or Sorcerer) provides
the necessary flavor to distinguish between different types of casters.

Advancement Parity: Levels vs. Ranks

A frequent question is how to map a character's level in a d20 system to their Rank in Savage Worlds. Because
SWADE is less about numerical bloat and more about tactical options, the scaling is not linear. Generally, one
Savage Worlds Advance is roughly equivalent to one D&amp;D Levelin terms of narrative progression, though
the power levels diverge at higher tiers.



Source System Level SWADE Rank Advances Total

1-4 Novice 0-3
5-8 Seasoned 4-7
9-12 Veteran 8-11
13-16 Heroic 12 -15
17 -20 Legendary 16+

Case Study: Converting Traveller to Savage Worlds

Converting a hard sci-fi system like Traveller requires a focus on Setting Rules. Traveller characters are often
defined by their careers and equipment rather than supernatural powers. To maintain this feel in SWADE:

e Career as Edges: Create custom Professional Edges (e.g., Scout, Merchant, Marine) that provide bonuses to
specific skill sets.

e Deadly Combat: Implement the Gritty Damage setting rule from the SWADE core book to simulate the
lethality of Traveller's combat.

 Starship Operations: Use the Chase Rules or the Vehicle Combat rules for ship-to-ship encounters, mapping
Traveller's ship components (Sensors, Jump Drive) to specific modifiers in the Savage Worlds vehicle system.

The Licensing Landscape: SWAG and Fan Guides

For technical writers and content creators looking to publish their conversions, understanding the Pinnacle
Entertainment Group (PEG) licensing model is essential.

Savage Worlds Adventurer’s Guild (SWAG): Allows creators to sell their own content on DriveThruRPG,
provided they follow specific branding and content guidelines.

Fan License: Permissive for non-commercial use, allowing GMs to share their homebrew conversions (like Star
Wars or Fallout) freely with the community.

Ace License:Required for professional third-party publishers looking to create "Savage Worlds Compatible"”
products at scale.

Operational Challenges and Troubleshooting

During the conversion process, several operational issues may arise that can disrupt game balance. Below are
common failure modes and their technical solutions.
Issue 1. "The God Stat" Syndrome

In many conversions, Agility or Smarts becomes too powerful because it governs too many skills. Solution:
Strictly adhere to the linked attribute rules. If a character wants a high Stealth, they must invest in Agility. If they
want high Persuasion, they must invest in Spirit. Do not allow "Intelligence” to substitute for "Social Resolve."

Issue 2: Conversion of Monster CR



A D&amp;D Challenge Rating (CR) does not translate directly to Savage Worlds. A single Wild Card (a creature
with a Wild Die and Wounds) is significantly more dangerous than a group of Extras. Solution: Use the Combat
Rating (CR) Utilityfound in community toolkits. Generally, a group of 4 Novice heroes can handle one Wild Card
of equivalent rank or 2-3 Extras per hero.

Issue 3: Maintaining Gear Relevance

In systems like Shadowrun, gear is everything. In Savage Worlds, Edges are usually more important than gear.
Solution: Use the Wealth Diesystem or detailed equipment lists with "Minimum Strength" requirements to ensure
that high-tech or heavy gear remains a significant mechanical choice for characters.

Conclusion: The Future of System-Agnostic Settings

The move toward Savage Worlds is part of a broader trend in the TTRPG industry toward mechanical agility. As
the data suggests, official conversions like Savage Pathfinder and Rifts for Savage Worldshave  proven  that
even the most complex, math-heavy settings can thrive under the SWADE engine. By focusing on the core
attributes, consolidating skill lists, and utilizing the flexible Power Points/Trappings system, technical writers and
GMs can preserve the soul of their favorite settings while enjoying a more streamlined, cinematic play experience.
The key to a successful conversion lies in the technical rigor of the initial mapping and the willingness to embrace
the "Savage" way of resolving conflict: fast, high-stakes, and infinitely adaptable.
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