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If you’ve read my introduction at the beginning of this issue 
you will know that I am an old school Rifts® and Palladium 
Books® fan who got the chance to lead the development of the 
second edition of Rifts® for Savage Worlds – an opportunity I 
couldn’t pass up!

What is Rifts® for Savage Worlds?
From the beginning of my conversations with Kevin, we 

shared the goal of ensuring that Rifts® was Rifts® regardless of 
whether someone prefers using the Palladium RPG system or 
the Savage Worlds RPG system, and we worked hard to make 
that happen. Countless hours have gone into coordinating lore 
updates, double-checking references to original source books, 
and getting the art details just right.

Savage Rifts® products are designed with you, the Rifts® fan, 
in mind. The books aren’t meant to replace the Palladium library 

you might already have, but instead supplement it with updated 
lore information and expanded adventure material. Since all 
Savage Rifts books are set in mid 109 P.A., the series often acts 
like an expanded version of Rifts®: Aftermath – it is a snapshot 
of Earth just before the start of the Minion War, and connects a lot 
of the dots, themes, and plotpoints between previous world books. 
For instance, while I was working on Savage Rifts®: Empires 
of Humanity I had questions about the fate of Coalition Gulf 
Coast settlements and associated naval units. After coordinating 
with Kevin, we included some interesting lore updates into the 
manuscript that keen Rifts® fans are sure to appreciate.

Since Savage Rifts® is written for new and old Rifts® fans 
who want to game using the Savage Worlds system, in addition 
to providing references to Palladium sourcebooks we also have 
things like the “Savaging Your Favorite Rifts® Ideas” free pdf to 
help players and Game Masters translate their favorite O.C.C.s, 
equipment, and monsters into Savage Worlds rules – and it has 
been a lot of fun!

Palladium Gaming Using Savage Rifts®

What the Savage Worlds books can bring to your table.
Optional material for the Rifts® RPG
By Sean Owen Roberson



161

Boomerang
Then something peculiar happened after we released the 

second edition of Rifts® for Savage Worlds. We started getting 
feedback from Palladium Books fans about how much they were 
enjoying the expanded adventure material, art, regional maps, 
and lore updates in their campaigns using the Palladium RPG 
rules – something I had always hoped for but was still surprised 
to see becoming a growing trend.

I was super excited. Mission accomplished! Or was it? These 
fans seemed to find adventures written for the Savage Worlds 
system surprisingly easy to use with Palladium rules, but some 
did have questions. I realized that while we had provided helpful 
guidelines for using Palladium material with Savage Worlds 
rules, we hadn’t really done the opposite.

Crossing the Streams
To give you a hint of what is available, Savage Rifts®: Empires 

of Humanity features the “Ex Machina” campaign – an intrigue 
laden series of adventures that reveals the hidden history of the 
Great Cataclysm. The campaign in Savage Rifts®: Atlantis & the 
Demon Seas is about a heroic – but doomed – uprising against 
the Splugorth. Shorter adventures include a New West hover 
train robbery, an expedition to make contact with the Lemurians, 
a mission exploring an eccentric phase town, and more.

 Kevin and I are always excited to see Rifts® and the 
Megaverse® grow, so for those of you interested in using Savage 
Rifts® adventures with Palladium rules here are my suggestions.

Easy to Use Adventures
When roleplaying, we never seem to forget the stories we create 

whether they’re the result of combat checks, skill rolls, great 
roleplaying by our friends, or just plain good narration. Growing 
up I loved Palladium’s Hook, Line, and Sinker adventures 
because there are often lots of options for how an adventure’s 
plot might turn out, and you could set them anywhere and involve 
any characters you might like. Savage Worlds adventures usually 
have a little less flexibility – locations, characters, and plotlines 
are named and clearly defined – but on the flip side this means as 
a Game Master they are very easy to read and immediately run 
with your gaming group. There are two major formats:

Savage Tales: These are short adventures you can run in one or 
two sessions with your players. The plot is usually more episodic, 
so you can easily slide them in and out of an ongoing campaign or 
even run them one-off (I do this a lot at conventions). I often find 
the NPCs and locations in Savage Tales are unique or interesting 
enough that I can incorporate them into future adventures which 
is convient as a G.M. and fun for my players.

Plot Point Campaigns: These are a series of adventures 
designed to be run over multiple sessions, similar to a season of 
your favorite show. They are written so it is simple for a G.M. 
to splice their own adventures or campaign specific themes in 
between the major plot points – I love to add adventures centered 
around player heroes or NPCs that they might take a liking (or 
disliking) to during the course of events. While the G.M. has this 
added flexibility, the overarching plot is still fun to follow and 

brings the narrative all together with a satifying payout at the end 
of the storyline.

But What About the Different Rules?
Similar to how Palladium RPG system adventures are written, 

Savage Worlds adventures don’t have a bunch of obscure rules 
terms or weird stuff to worry about. Most skills, abilities, or 
scenes are exactly what they sound like.

Combat: These encounters are straight forward, i.e. when a 
scene lists five Skelebots and three Coalition Grunts just look up 
those foes in your Palladium sourcebook instead of the Savage 
Rifts® entry. The only major difference is that in Savage Worlds 
certain characters are called “Wild Cards” (denoted by a skull next 
to their name) – these are major, named characters instead of no-
name extras. If you make them a higher level, give them slightly 
better skill bonuses, and remember that they’re dramatically 
important, then you can’t really go wrong.

Skill Rolls: Savage Worlds adventures often include skill rolls. 
While specific skill names aren’t the same (Savage Worlds has 
a lot less skills), they’re simpler and applied more broadly. For 
instance, the Shooting skill covers all ranged weapon proficiencies. 
The Repair skill covers Palladium’s mechanical skills. I advise 
G.M.s to let a player use whatever similar Palladium skill seems 
to fit the current situation in the story.

Bonuses and Penalties: Since Savage Worlds is based around 
rolling a d6 instead of a d20 or a d100, a +1 in Savage Worlds 
is roughly the equivalent of a +3 on a d20 or +10% chance of 
success on a d100. With a little experience it’s easy to guesstimate 
bonuses and penalties quickly to keep the story flowing. Don’t 
worry about the exact math too much and have fun.

Roll Results: In Savage Worlds, if you roll the target number 
it is called a “success” (similar to Palladium). In addition, if a roll 
succeeds by four or more points it is called a raise (i.e. a “Critical 
Success”) and adventures often list bonus effects for scoring a 
raise on skill checks that are important to the plot. When using 
the Palladium system, go with what feels right and climactic for 
your group. Earning a “raise” using Palladium rules is roughly 
equivalent to rolling a natural 20 or beating the target number by 
10 or more on a d20, or succeeding by 20% or more on a d100.

Everything Else: Savage Worlds has simple rules for resolving 
chase scenes, dramatic tasks, social conflicts, massive battles, and 
“quick encounters” (I liken them to heist scenes or montages) – 
these all boil down to giving non-combat skills a chance to shine 
within the narrative through a series of checks. Savage Worlds 
also uses a different damage model (“Wounds” and “Toughness” 
instead of Hit Points) – when damage capacity is important guess 
what S.D.C. or M.D.C. seems appropriate and keep rolling.

Other Play Aids: Savage Rifts® has beautiful regional maps 
(North America, Atlantis, etc.) with helpful details that are useful 
for tracking your group’s location in a campaign, and tactical 
maps and pawns that are great for running combats on your 
tabletop – all things that Palladium won’t be focusing on anytime 
soon. These extras bring a lot to my games, and I think you might 
enjoy them, too. If you use them, let us know what you think.

Whether you are buying licensed materials or things we publish 
here at Palladium Books®, we appreciate your support. I hope this 
article helps bring more joy to you and your friends. Game on!
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