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TRODUCTION
An Introduction of Sorts

RunePunk was conceived in 2004 after I decided I want-
ed to write for the Savage Worlds system. I wanted to
create something unlike anything that had gone before
and [ wanted to do it quickly. Let’s address those points
in turn. RunePunk was going to be a world in which
the arcane developed parallel with technology. Wherein
there was a viable reason why one did not eclipse the
other, a world where factories belched forth filth into the
air and slime into the gutters while mere streets away
demonologists toiled over ancient rituals to summon
forth demons to do their bidding. I wanted high fantasy
in an urban environment. I wanted to give my due to
works of fiction that had profound effects on my youth.
While many pay tribute to Lord of the Rings, my heart
ached far more for the exploits of Elric and his black
blade. While some loved the epic tales of adventure that
stretched across the realms of a mundane landscape,
I loved the mystery and wonder, the grime, and the
filth of the city spun out by Leiber with the beloved
Lankhmar far more. I enjoyed the political intrigues of
Mervyn Peake’s Gormenghast and was overwhelmed by
China Mieville’s Perdido Street Station, which brought
back a sense of amazement for me and redefined modern
fantasy. While I'm giving nods to influences, I cannot
leave out Neil Gaiman who unknowingly taught me to
challenge myself, to draw upon the myths of the past,
pay homage to what has gone before, and try to add a bit
for the future.

Getting to the second part of my design parameters,
I wanted to quickly develop my setting. I opted to limit
my environment and confine it to a city, but I wanted
my city to be able to handle anything I came up with,
so it ended up being a huge city. To this, [ must give a
wink and a nod to all the Judge Dredd comics I read in
my youth that have influenced this work as well as the
artistic visions of Tim Burton. Fully fleshing out my cul-
tural influences, I must say such movies as Dark City and
Labyrinth played with the ideas of what was right and
proper in a fantasy work. Finally, the computer game
Arcanum fascinated me from the outset with its blending
of disparate genres.

So, when I'm asked, ”What is RunePunk?”it’s diffi-
cult to give a hard and fast answer, as it is impacted by
so many influences on my life. If pressed, I say that it is

dark steampunk fantasy, but it’s not solely steampunk in
the traditional sense and the fantasy is not the stereotypi-
cal dragons and the like, but wanders farther afield. In
effect, RunePunk goes far beyond the fields we know
and into a realm of possibility and wonder, which is what
any good fantasy should do. Hopefully, I've managed to
capture the essence of this to some degree, but a game
setting, unlike a story or novel, is not truly alive until a
group of people comes together to explore its nooks and
crannies.

Is it possible to enjoy RunePunk without any of these
literary conceits or cultural references tucked away
in your memory? Of course it is. ScatterPoint is a city
comprised of many people and is an amalgam of many
times and cultures. While it is sometimes a waypoint
for people slipping between dimensions and dreams, it
is far more. Against the backdrop of a thriving industrial
age powered by magic and steam, desperate people take
desperate measures to ensure their survival. Life is a
commodity like any other and the gears of the city grind
down hard. Everyone is replaceable and knows this,
so some strike out to make their fortunes. Hardbitten
mercenaries with runic arms and armor implore passing
merchants for employment while chemists leave their
labs and take up the mantle of adventurer. Humanity
forms the core of the city’s populace, but it is not alone.
Ghosts and demonspawn are a familiar sight among all
levels of society. Mechanized men powered by technol-
ogy and magic trade their souls to support their families.
Ratlike folk go where the others cannot and keep the
complex mechanisms of the city running smoothly. The
shadows and the steam contain many secrets. Read on
through the history and the races of this place. Imagine
the grit beneath your feet and the grime pervading
the air. Imagine this is your life and - know this- the
only way to get ahead is to somehow be extraordinary.
With that challenge, I welcome you into the streets of
ScatterPoint and encourage you to make ScatterPoint
your own. Everywhere there is a story desperate to be
told. Tell yours.

Best Regards,

ceaIN PrestoN
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WORLDEN
The Lay of the Land

Welcome to Scatterfoint @

I'm Cipher and I’'ll be your guide. Look for my symbol to
see character creation tips, important notes, and to desig-
nate Wild Cards found in the GM’s Section. By the way,
I don’t expect to see any of you players creeping around
the GM’s Section. That’s strictly off limits and I'd hate
to send you off to rot in some cell in BlackShackle before
you've even had a chance to see the rest of the city.

he (itg as @ Whole

ScatterPoint is the name for the city in its entirety. It
spans hundreds of miles in all directions from the cen-
tral point of GreyMesa, the ruling district. Beyond the
boundaries of ScatterPoint are mists and constant storms
referred to as Zurvan’s Veil. Any that have dared venture

into the Veil have never been heard from again.

Districts and Barrens:
wo Farts to One ity

The city consists of two main divisions: districts and bar-
rens. Each district is a metropolis in its own right with
upwards of a million people typically working within a
block of their residence. Buildings tower hundreds of
stories into the air. A central runetower in each district
protects the people from the runestorms and provides a
constant energy supply upon which the city is dependent.
Each city district is physically connected to another by
rail lines that run through the barrens.

The barrens are the unsheltered parts of the city
where pockets of civilization attempt to make a living
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and there is little law to be found. Tribes of Malakar
wander across the ancient rubble and take shelter in the
shells of crumbling buildings. Runestorms strike with-
out warning, providing little opportunity for rebuilding

these areas.

The ity Districts

Thirteen major districts exist. Chief among them is
GreyMesa: the center of ScatterPoint, its bureaucracy,
and the residence of the Autarch. Each district has its own
distinct character but shares the common element of a
tall centrally located runetower. Each district consists of
a downtown, midtown, and uptown area and is further
divided into the political subdivisions of boroughs.

A complete listing of the districts is found in the City
Guide section of the RunePunk Primer.

[he Barrens

Nine barrens exist and are the broken bits of the city
where no runetowers exist and lawlessness rules. The
barrens are the homes to outlaws, Malakar tribes, and
the legendary Demon Lords, the Talus. Some of these
areas have been reclaimed by what passes for nature;
witchgrass forests and tanglevine covering over what
might have been a great mansion in centuries past. The
barrens evoke the sense of great age as monolithic ruins
abound and the uneven ground still speaks of lost great-
ness.

A complete listing of the barrens is found in the City
Guide section of the RunePunk Primer.
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e History of Scatterfoint
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[he End of One World
jegets Another

Once the jewel of a star-spanning empire, the city is now

a crumbling macropolis held together by ancient runes
and lost technologies fighting against the entropic push
of chaos. The city is now the world.

The skies shudder with the runestorms that power the
very city. Most never see the sky, however, and instead
dwell forever in the factory-towers spending bone-crush-
ing days maintaining the city’s needs.

Trees are legend. Flowers are forgotten. Demons walk
the streets in human guise and ancient Andari, once men
themselves, rule over the remnants of humanity. Ferren,
ratlike creatures from another plane, have carved out a
niche of their own. The most poverty-stricken and crim-
inal elements of man have surrendered themselves to the
city and let themselves be recreated into living tools - the
Overwrought - who toil in the most difficult and danger-
ous conditions for little wages and less thanks. Beyond
the flickering lights of the city districts lie the barrens,
abandoned lands where the half-demon Malakar wait to
lay waste upon any that venture into their territories.

How did things become this way? Once upon a time,
ScatterPoint was the greatest metropolis in the Empire.
The runecasters and scientists that governed the city
lived in relative harmony until such time as the scientists’
“Great Breakthrough” promised to shift the balance of
power. A fearful group of runecasters used more magics
than the world had ever seen and crushed the scientific
revolution with their runestorms, sealing the city’s fate.

Arcane energies creased the sky in an array of un-
earthly colors while the great Stabilizers, towers of
science, stood untouched and unharmed. Finally, an arc
of the ancient magics struck these massive towers and
amplified these magical energies a hundred fold. Law
and Chaos howled in unholy unison as the world went
black. The very fabric of space and time was torn. This
pivotal moment became known as the Severing.

During this time, ScatterPoint was shaken to its
foundations and all but the most powerful of towering
buildings toppled to the ground, killing millions. The

runestorms swelled and ebbed and each wave of reality

washed people through from different times and places
and each wave took them away again. The people called
this period the Time of Madness and few, if any, thought
they would survive. That is, until the Ferren came...

Attermath: The Rebuilding

For a hundred years, the people lived like beasts; scrab-
bling and fighting for scraps of the past, for food, for
protection from the relentless storms. The areas nearest
the Stabilizers were the least affected, so people from
outlying areas began congregating near them in what be-
came known, in later years, as the city districts. These
sanctuaries were not without trouble. Tyrants arose and
drove people into slavery. The dark ages had arrived
upon the city.

The outlying areas fared far worse. Some of the Talus,
ancient Demon Lords, found themselves trapped upon
this unknown plane, as helpless to leave as the rest. They
howled and gnashed their teeth and began to set up petty
realms, breeding with the stock of man to create their
brood, the Malakar, to set upon the city districts. The
storms bent reality and broke the boundaries between
dimensions. Creatures and things were cast from one
continuum into another. Most became victim of the
Talus’ insatiable appetites or their pets, but a handful
became the saviors of man.

Some Ferren, a clever ratlike folk, fell victim to the
grasp of the great runestorms and were pulled through
from their world to the city. They were the first to call
the city ScatterPoint, the place between places. They
helped assess the situation and set to work on establish-
ing some anchors so the city would not tear itself apart.
A humble engineer named Tanryn, a human, with a host
of his men, aided them in their efforts in converting
the Stabilizers into what became known forevermore as
the runetowers, the great shadowmetal towers of con-
joined magics and ancient technologies. Thus Tanryn the
Builder found his way into the archives as the Founder.
The storms became less frequent as the runetowers
absorbed the energies, and the factories and foundries,
dormant for a century, began to come alive. People be-
gan journeying up the high plateau of GreyMesa looking
for work.
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The early days were hard and many of the changes
made then stay with us today. Tanryn grew to be even
harder. He gathered together his most loyal protectors
and bid them don the ancient flowmetal armors and
carve law from the chaos. These executioners took to
their tasks with zeal and evolved into the elite cadre of
swift justice in the city, the Sequitors. Overwrought,
volunteer workers converted into machine-men, were
designed by Tanryn’s own hand to work the demand-
ing hours needed to rebuild the city. Many died until
the process was refined, but the hard work killed many
more. Things grew worse. The people of ScatterPoint
threatened to destroy themselves and the Founder could
not allow it. He hardened the city like a piece of raw iron
until it rang like steel, cannibalizing parts of it with his
scavengers, the reapers. These scavenged lands became
known as the barrens for they were deemed unfit for
human life and were sacrificed to the Talus and their kin.
Some heroes and fools attempted to administer justice in
these lands and the Order of the Blade arose. Swords not
forged in centuries were manufactured by the thousands
and dispatched across the land. Order of a sort slowly
took root in the ashy remains of a broken civilization.
This time is known as the Time of Toil and Tears and
heralded in the New Age.

With the passing of Tanryn, his bookish assistant
became the Autarch, adopting the title from recovered
historical files. The storms had calmed, the city had taken
the rough outline of its modern form with trains con-
necting the major city districts and the last of the people
born in the other world were already dead or dying. The
past became a forgotten thing, the newness and strange-
ness of the world faded into memory as well, and people
began to accept the world for what it is- a mishmash of
technologies and magics irrevocably intermingled. Yet,
few expected the most bizarre twist of all.

The Coming of the Others

As past technologies were uncovered and inventors dis-
covered new and different scientific principles existed in
ScatterPoint, the far doors came into being. Simply put,
they allow instantancous travel from one point to an-
other. The energies required to do this are tremendous
and thus are generally restricted to certain points in city
districts in close proximity to the Runetowers or in ar-
eas of great runic activity, like ScarFall. These far doors,
based on the principles of Zurvan’s Void, sometimes
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run afoul of runestorms and, thus, a separate people of
ScatterPoint arose, children of the shift, the Andari.

While the probability of transport errors through
far doors is remote, it does happen and, when it does,
it is usually with fatal consequences. Survivors, how-
ever, emerge reborn, recast, as though a part of them is
phased away forever. In even rarer cases, some survivors
of runestorms have met with the same fate. Theologians
and scientists debate whether it is the shedding of the
soul or the replacement with some of the ephemeral
energies abounding in ScatterPoint. It matters not, for
these people, dubbed the Andari, the Others, are trans-
muted in many ways, some obvious, some subtle.

At first, no one knew what occurred other than some
lucky bureaucrat survived an accident, but then, after a
period of years, it became evident. These faceless bu-
reaucrats became known powers for they did not age,
they did not die, and their long experience in the maze-
like administration became invaluable to the Autarch
and the city. They became the life blood of the city and
they very well may have stayed relegated to such a state
if were not for the uprising.

The Uprising of the Overwrought

The Overwrought, known more commonly as cogs,
serve the city in the laborious, daily tasks of running the
machines of the city. They are typically reserved for the
most fatiguing and dangerous jobs, but their assignments
run the gambit from strip miner to political bodyguard.

One Overwrought in particular, Kabel-18, had a
fierce spirit and great skills in the Bloodcircle, a place
where Overwrought often battled for the pleasure of the
citizenry in the early years of ScatterPoint. He came to
the attention of the Autarch who selected him to serve as
his personal bodyguard against the warnings of his advi-
sor. Had he heeded the warnings, the city might have
turned out to be a different place. Instead Kabel-18,
given the taste of power and freedom, began to seek it
out for all Overwrought.

Ata predetermined time, they shut down the city, just
as the Autarch entered a far door. This caused a far door
malfunction, transporting the Autarch into the barren
region of BentShadow not far from Stone Manor. The
residents of Stone Manor cared for him even as chaos
erupted throughout ScatterPoint. Overwrought battled
man and the streets ran in blood for two weeks until the
Autarch returned under the protection of Stone Manor.



He ordered summary execution of Kabel-18 and agreed to
spare all others if they submitted to a regulator, a device
that required them to recharge daily. This device is now
part of each Overwrought’s design. Kabel-18 attempted
a final assault on GreyMesa, but succumbed to the newly
developed runeguns wielded by the Sequitors.

He didn’t announce his transformation, but the
Autarch holds his position for life and he has yet to die.
It is known but rarely said publicly that the Autarch is an
Andariand that the Reign of Man s at an end. Andari have
risen to prominent positions throughout ScatterPoint
and most are content to have the wise counsel and long
view of such esteemed citizens.

he Great War of the Storm Lords

Five hundred years ago, the Great War took place. This
battle was initiated by the Storm Lords, a group of men
and Malakar under the direction of the Talus who had,
by this time, established their own kingdoms in the bar-
rens.

The Storm Lords congregated in the western re-
gions near the Abyss. ScatterPoint’s spies learned that
the Malakar sought MossMetal and its precious stores
of water. When the Storm Lord army of 10,000 strong
reached the high walls of the district, they were flanked
by a force of 1,000 battle-hardened men of the Order of
the Blade. The Order’s initial onslaught so demoralized
their enemy, that enough time was made for reinforce-
ments to come in and contend with the threat. Despite
their heavy losses, the Order was commended by the
Autarch and credited with saving the city district from
the demonic threat.

Since that time, chapter houses of the Order are found
throughout the city districts and all knightly members
are given special dispensations from the Autarch on the
anniversary of their victory. The war lasted twenty-
seven years and is estimated to have killed over 400,000
between the warring factions before the Storm Lord
Accord was signed and the barrens earned the nickname
of the Abandoned Lands. In exchange for turning a blind
eye to future atrocities from the Talus and their kin, the
council recommended that the Autarch cede his domin-
ion over the barrens and open up the borders between
the walled districts and the lands beyond. This pact,
known as the Storm Lord Accord, preserved the peace

between the city districts and the barrens.

[he Present

A thousand years have passed since the Time of Madness
and the storms do not subside. The city now is as depen-
dent upon the runic energies that course across the sky
as a cotter is to glee. That’s just how things are today.

Technology is an integral part of life in ScatterPoint.
Clanking, creaking, and the hissing of steam can be heard
everywhere. Arc-lights flicker in the damp of the lower
levels and fungus thrives in the abandoned recesses where
the forgotten homeless starve. The common man rarely
travels more than a mile from his home, ever. Instead,
most are content in their overcrowded subsidized apart-
ment of the factory, getting their pittance of pay to spend
at the factory store on such things as glee, the cheapest
and most potent rotgut ever developed by Tannenbel.

The storms help keep the city running and keep the
citizenry restricted and caged for the most part like some
seething, feral animal begging for release. The growth of
technology is stunted and twisted and few imagine that
some of the relics still rusting in the wastelands will ever
be restored, or that the city will find its former glory
hinted at in various ancient texts. Whether this is out of
society’s fear or the limits of modern physics, no one is
certain, but inventors are still looked to as the one hope
to restore the city back to its proper place.

Thanks to the runetowers, the survival of the run-
ecasters was assured. Their knowledge of runic energies
and ancient rituals are vital in maintaining the city, but
everyone knows that the Tempest, as they call it, brought
a change in sorceries and some runes no longer work,
while others imagine some wait to be discovered anew,
perhaps buried beneath a bunker in some lost archive.
Runecasters are rarely licensed, though city law requires
it, so the exact number of runecasters is unknown. A
growing population of them has sprung up in the barrens
where the hand of the city rarely cares to extend. Runic
tattoos are commonplace in all strata of society, reflect-
ing the growing acceptance of magic once again among
the common man.

The chief religion is the Church of Twilight, where-
in homage is paid to Umbriel, the Lady of Shadow.
Shadowpriests maintain a watchful eye over the city and
rarely directly intervene between scientist and sorcerer.
They feel the battle between magic and technology hap-
pened to bring them closer to the bosom of Umbriel,
Queen of Twilight, and they strive for balance. They
claim the Severing arose to show the devout the error
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of their ways and to teach all that harmony must be
preserved at any cost. While shadow temples usually
dominate the temple square in every city district, the
Children of the Four Gods have a respectful presence
and political clout. It is unwise to bring the disfavor of
any gods, especially angry ones.

While the world has changed, the people have
changed as well. Expansion into the barrens is under-
way. Citizens understand and fear runestorms, but also
know their fortunes could lie in their wake. Sifters, for-
tune hunters, brave the lost lands of the barrens seeking
fame and fortune in the form of uncovered artifacts or
other random bits of ancient history, knowing that the
rich cloudbreathers pay top coin for their efforts.

This trespassing breaks an uneasy peace. The Talus,
long content to let their ire simmer, now turn a more
watchful eye from their hiding places while their Malakar
lap dogs gather in dark places and whisper words of
pending war. Already, overland travel worsens and more
bureaucrats rely on far door transport than train. The
City, once fearful of the Talus, has few residents that
remember the ancient power of the Demon Lords, and
is preparing to reclaim the barrens and eliminate their
presence for good.

Some call this war foolishness. Some folks say the
Council attempts to distract its citizenry from more
pressing concerns or, perhaps, to thin our stock and di-
vert our energies from finding a way back home. The
blood lust of the citizenry is growing and civil uprisings
grow more frequent downtown as rumors spread of
rationing. Most people concern themselves with more
trivial matters. They know the City is the City and has
always been so. They content themselves with a touch
of glee, a tanglevine smoke, and the sweet reprieve of
dreamless sleep.

Adventurers seek a better future. They know the
world is more than the collapsed dreams of former glory.
ScatterPoint needs hope. ScatterPoint needs heroes. Will
you rise to the challenge that the city presents to carve
your own destiny? Or shall you be ground down like
so many others beneath its tireless wheel? The choice is
yours. ScatterPoint awaits.
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(ALTERFOIN

ﬂrchetuues

The world of RunePunk is a study in contrasts and you
are presented with a lot of choices. The flexibility pro-
vided in character creation adheres closely to the core
rules, only with a lot more options available. You may
want to flip between this section and the race section to
help you decide what kind of character you would like
to play. Please remember, these are just suggestions, so
feel free to use them as springboards for your own cre-
ations.

Below is a list of some common character types you
are likely to find wandering about ScatterPoint’s city
districts and barrens.

Barrens Knight: A hero to the outposts, the Knight
is the symbol of past days, and is usually found patrolling
the barrens, keeping the ways clear for traveler and sifter
alike.

Beggar: Some people either cannot work or refuse to
do so and have turned to begging. They are found among
the various levels and frequently are involved in other
forms of criminal activity.

Bounty Hunter: In a city this big, the law cannot be
everywhere. The bounty hunter helps fill in the cracks
and operates on the fringes as a killer for hire. He tracks
down people and creatures and kills them. For a larger
fee, he’ll bring them back alive. They will even trek their
prey through the barrens if need be.

Chemist: A specialized scientist that often works for
factories mixing and managing various formulaes, they
are invaluable to some research teams for their exper-
tise.

Demonologist: A runccaster who turns his atten-
tion to the dark arts can be invaluable in the city. The
demons they summon can make them both versatile and
deadly.

Gearhawk: Roguish bandits and merciless me-
chanics, a gearhawk is quick to strip down anything he
encounters for parts. Often running as part of the gangs
in the barrens, a gearhawk is as handy with a runegun as
a ratchet.

Inventor: Whether formally trained or naturally
gifted, the inventor understands the principles of gear-

craft. He seeks to use his abilities in the world beyond
the workshop.

Merchant: Honest merchants are few and far be-
tween as the factories typically provide for all in some
capacity or other. To survive, merchants have to be will-
ing to operate as either pawnbrokers or engage in some
quasi-legal activities. Some less scrupulous merchants
are smugglers.

Politician: Some say treasure and glory lie in the
barrens, but not for the politician. All hope is found
within, among the people, and to him, each individual
is a way of increasing his power and clout. Typically an
inoffensive master of rhetoric, a wrong turn of word can
change their fate forever.

Priest: Various churches have active roles in the city
districts and church leaders are accorded due respect, of-
ten wielding great political power in their community.

Retriever: A more polite form of bounty hunter has
evolved over the generations and takes the form of the
retriever. This character uses a subtle smile and a sleep-
soaked cloth to return an escaped employee back to their
proper task. They have a great knowledge of the streets
and often come from prominent families. Many approach
their work with a zeal rarely found elsewhere.

Runecaster: Runes are everywhere, but few can
actually channel their own essence into them and make
them do their bidding. The person who can control such
forces is often feared or mistrusted or looked upon to
do things which others will not. Most are encouraged
to serve the city in some capacity and all are required
to be licensed at a minimum. The enforcement of such
licenses varies from place to place.

Sellsword: While bounty hunters work alone, the
sellsword is often in the company of others. He is a
bodyguard, a protector, and will point out that he is no
assassin and will not kill for pleasure. Though, if pressed
with enough coin, his mind may be changed.

Sifter: Adventurous explorers and searchers for lost
knowledge and artifacts. The sifter is adept at survival in
the harsh climes of the barrens with a knack for noticing

items of worth others might ignore.
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Soldier: Soldiers serve double duty as both defender
against attacks against the city districts and protector
from rabble-rousers within. They are well trained with
both pistol and blade and are familiar with the city dis-
trict they are assigned to.

Thief: In a city of millions, crime cannot help but
exist and the city guard cannot hope to catch them all.
In this squalor, the thief exists, often moving from dis-
trict to district, one eye behind them and one looking for
their next mark.

Wayfinder: Traveling through unfamiliar city
blocks is alien for most. Few citizens venture far from
their home. The wayfinder, on the other hand, knows
the streets and alleyways well. They are adept at finding
people and places. Most focus their energies on learn-
ing the nuances of a particular city district, while others
enjoy the dangers and excitement of mastering parts of
the barrens.

Runic Weaponry in Brief é

Hello Again.

You'll find in RunePunk the introduction of a new
damage category, runic. When a weapon is designated as
runic (or rw), it means the weapon is magically enchanted
with runes and runic energy and it penetrates any non-
runic, normal armor as though it wasn’t there. Armor
designated as runic provides full protection against both
runic and normal attacks. Typically, weapons and armor
that are runic are quite obvious, but exceptions do exist.
Bolts cast by runecasters, the claws of the Malakar, and
Overwrought with armaments and runic cores are three
varying examples of runic weapons. Other character
types can either develop or gain access to runic catego-
ries and there are runic weapons, both blade and gun,
available for purchase to those with enough coin. Some
city guards are known to carry both. The tell-tale glow
of runic energy varies greatly with whitish blue, green,
and blue being the most common, though red and yellow
are not unheard of. More details on runic weapons are
found in the High Laws section.

(haracter (reation

Once you have decided what role you wish to play, it’s

time to make your character! Some people love this

part, some dread it. Savage Worlds is flexible, robust
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and easy. Your character will be wandering the streets of
ScatterPoint shortly.

{J Choose ¢ Race

The City of ScatterPoint contains a variety of peoples.
You may want to flip through the Race Section, the
Racial Edges, and various Professional Edges to see what
combinations are available. As individuals do wind up
here from other times and places, you may seck your
Gamemaster’s permission to play a favorite character
from any of the Savage Worlds Settings!

1) Ploce of Birth

You select whether your character hails from a city dis-
trict, the barrens, or is a wanderer. This impacts your
Common Knowledge and is detailed in the Setting Rules

section.

1) Traits

Now it’s time to figure your hero’s attributes and skills.
Unless a racial description says otherwise, your charac-
ter starts with a d4 in each of his five attributes: Agility,
Smarts, Spirit, Strength, and Vigor. You then have 5
points to distribute among them as you choose. Raising
an attribute a die type costs 1 point, and you may not
raise an attribute above d12 (except with certain edges,
detailed later).

All of the Skills from the Savage Worlds core book
are available, though some, such as Swimming, may be
less useful than others, such as Repair. New skills are

detailed in the section after Race.

Languaqes

Citizens of ScatterPoint read and speak Sprawl, an amal-
gamation of lost and forgotten languages. Other races
may speak other languages as well as detailed under their
description. Any characters transported here find them-
selves able to speak the language within hours and, if
already literate, reading it within days.

Secondary Statistics

Pace is 6".
Parry is equal to 2 plus half your Fighting,



Charisma is a combination of your character’s ap-
pearance, manner, and general likeability. It is added to
Persuasion and Streetwise rolls. The GM also uses it to
see how NPCs react to you. Your Charisma modifier is
+0 unless changed by Edges or Hindrances.

Toughness is equal to 2 plus half your Vigor.

1) Special Abilities

Now decide if you want any Hindrances. If so, you may
use them to gain one of the benefits below. Unlike in the
Savage Worlds core rules, you may take up to four points
of Hindrances in any combination of Major (worth 2
points each) and Minor (worth 1 point each).
For 2 Hindrance Points you can:

* Raise an Attribute a die type

* Choose an Edge

For 1 Hindrance Point you can:
* Gain another skill point
* Gain additional monies equal to your starting funds

3) (ieqr

Your hero starts with the clothes on his back and 500
Royals. You may spend as much of this as you like on
weapons, armor, and gear before play begins.

B) Backgromd

Think about your character’s place in the world and jot
down a few notes about what he’s like, his motivations,
etc. If you are coming up blank, play a session or two
and let your character come into focus by concentrating
on his edges and hindrances: two characteristics that are

especially role defining.

A Note on Racial Edges

Racial Edges are Edges available to members of specific
races. Whenever a character has an opportunity to se-
lect an Edge, they may elect to take any Racial Edge
appropriate to their Race that they otherwise meet the
requirements for.

The list of Innate Edges and Hindrances exclusive to
each race immediately follows that race in the spirit of
convenience for players during character generation and
subsequent play. When selecting your character’s race,

make note of all the Innate Edges and Hindrances your
character begins with on your character sheet.

Planning Ahead &

When you set out to make your character, some of your
choices are going to forever guide the direction of your
character’s development. In RunePunk, race selection
and role selection do not limit your basic choices, but
rather expands them. However, it is recommended
you carefully consider the type of character you want
to make and weigh the pros and cons of your decision.
Individuation is the name of the game in RunePunk and
it is relatively easy to create a character that is uniquely
your own.

Let’s run through a sample overview of the possible
choices that can arise in character creation. First off,
the biggest choice you’ll have to make is deciding your
character’s race. Some races naturally lend themselves
better towards certain archetypes than others, such
as the Andari inclination towards runecasting and the
Ferren’s natural affinity with technology. Malakar make
excellent fighters as do Overwrought, though their ap-
proaches certainly vary a bit, and humans can certainly
match the others through their versatility and focus.

For our example, we’ll create a runecaster. Naturally,
a player may first consider an Andari to gain the extra
Power Points, but let’s delve a bit deeper. What if we
decide to go outside of the comfort zone and play a
character a little bit unusual? Looking over the races,
the least likely candidate for becoming a runecaster may
well be an Overwrought. The Overwrought get a nice
bump to their initial Strength and Vigor and their Agility
is a bit tougher to increase than normal, however, Smarts
and Spirit, most important to runecasters, start and in-
crease normally. Therefore, we could begin play with an
Overwrought as follows:

Attributes: Agility d6, Smarts d6, Spirit d8, Strength
deé, Vigor d6

Skills: Fighting d6, Guts d6, Knowledge (Rune Lore)
d8, Notice d6, Repair d4, Runecasting d10

Charisma: -2; Pace: 6; Parry: 5; Toughness: 7

Hindrances:  Lumbering,  Outsider,  Runic
Recharge

Edges: Arcane Background (Runecaster), Big, Ever
Ready, Well Built

Birthplace: GreyMesa (Citizen)
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Powers: (10 Power Points) boost/lower trait, smite,
spirit call

By making these choices, we are going against the
traditional runecaster archetype and we are providing a
developmental path that is atypical for an Overwrought
as well. Each level up provides choices, not only of new
powers, but specific racial edges that can further deter-
mine the character’s growth.

Mixing Things Up

As shown in the example above, creating an unusual
character type is no harder than making any other char-
acter type. But with all this opportunity of choice, it is
recommended you get together with the other gamers in
your group and your game master to insure that while
you each develop your distinct characters, you insure
that you have a variety of archetypes in your party. You
never know what you may run into next in RunePunk
and diversity can be the greatest strength of an adventur-
ing group daring enough to brave the length and breadth
of ScatterPoint.

Andari

Known to most as shifters and ghosts, the Andari are an

elite number of humans whose lives were forever altered
by the Tempest. They are ecither those people who were
caught in the flux when the rune towers first went into
place or, perhaps, a subsequent casualty of a rare far door
failure. Others are purported to have become Andari
through especially tumultuous runestorms, while some
suspect that a segment of the Andari are entirely un-
worldly.

In any case, those known as the Andari were once
human. They are easily recognizable though, as all have
extremely pale white skin, a lean look about them, and
their eyes constantly shift color and intensity.

Census reports indicate less than a thousand Andari
across the whole city, but it’s hard to really know for cer-
tain as Andari are ageless. Most “older” Andari tend to
be wealthy and hold important positions in government-
including the Autarch. Few Andari are seen among the
lower parts of the city, generally those that are new to
the life. Andari cannot have offspring.

Andari typically tend towards government and indus-
try, though some venture into the barrens to seek out
viable salvage or out of sheer boredom. The most reliable
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maps of ScatterPoint, released by brothers Grenlyche &
Stephens, were drafted by the Andari explorer, Tooms.
Still, other Andari focus on their physical state and re-
fine and harness their racial abilities. This is reflected in
their various racial Edges.

Nimes

Most Andari retain their human names, adding only the
season when they shifted such as Alex Smithwinter or

Jane Doesummer.

[nnate Fdges

Mystical Knack: Andari have an affinity with runic
energies. Andari that choose the Arcane Background of
Runecaster begin play with 5 more Power Points than
normal.

Out of Phase: Andari are in a constant state of flux.
As such, they gain +2 to their Toughness.

Perceptive: Andari are in tune with their environ-
ment and receive a +2 to all Notice rolls.

Twilight Sight: Andari are able to see in any lighting
condition with no penalty.

(i Hindrances

Tough on Things: Due to their strange make-up, an
Andari’s equipment is more prone to failure. When an
Andari uses any mechanical or electric device, a roll of 1
(regardless of Wild Die) indicates it is broken.

Wispy: Being caught “in-between” has a constant
draining effect on them. Vigor costs 2 points to increase
during character creation and they must dedicate 2 level-
ing opportunities to raise it thereafter.

Andari Racial Edges

Absorption

Requirements: Novice, Andari, Spirit d8+, Vigor
dé6+

The character gains the benefit of Regeneration (Slow)
due to their ability to absorb and channel the ambient
runic energies of ScatterPoint.



fascinate

Requirements: Novice, Andari, Spirit d6+

The character may attempt to beguile one target
within 6”. The initial roll is an opposed Spirit vs Spirit
check. With a success, the target is Shaken and moves
half their pace each round towards the character. This
may be maintained as a standard action with an opposed
roll of Spirit vs Spirit. If the target is attacked while fasci-
nated, the effects immediately end. Should the character
drop active control for whatever reason, the mesmerized
character may make a Spirit roll on their next turn. A
success entitles them to their normal action.

Flickering Form

Requirements: Novice, Andari, Spirit d6+

This is the Deflection power requiring a successful
Spirit roll to activate. The character is Shaken on a 1
on the Spirit die. Though no Power Points are used, it
requires a normal action to maintain from round-to-
round. It may be dropped as a free action whenever the
character desires. The character phases in and out while

the power is active.

(ihostly

Requirements: Veteran, Andari, Flickering Form,
Spirit d8+

This character is capable of becoming insubstantial
with a successful Spirit roll as a normal action. The char-
acter is Shaken on a 1 on the Spirit die. Rematerializing
is automatic, but the character can only perform free ac-
tions during that round.

While insubstantial, the character may still communi-
cate, but is unable to otherwise interact with the physical
world. Runic attacks, however, affect the character nor-
mally and any such attack that Shakes him causes him to
immediately revert to solid form.

Juded

Requirements: Seasoned, Andari, Spirit d8+, Guts
dé6+
The character gains +2 to Guts rolls.

Shadow Twin

Requirements: Veteran, Andari, Spirit d10+
The character may, with a successful Spirit roll, sum-
mon forth a Shadow Twin, a duplicate self, who has all of

the summoner’s current abilities, save for Shadow Twin
and Power Points. The Twin must stay within 5” of the
Original. If the character has the Arcane Background of
Runecaster or Shadowpriest, then the Shadow Twin may
draw Power Points from the Original’s Power Points. It
casts no shadow and is considered an Extra. A character
suffers a level of fatigue for each hour a Shadow Twin
is present unless he makes a successtul Vigor roll. The
fatigue requires an hour to recover. Should the Twin be
wounded, it disappears and the character is Shaken and
suffers a level of Fatigue that takes one hour to recover.
A Shadow Twin immediately disappears should the sum-
moner be incapacitated, knocked out, or go to sleep.
Only one Shadow Twin can be in existence at a time. A
Shadow Twin cannot be summoned whenever the char-
acter is Fatigued for any reason.

(Teation Tips @

Arcane Archetypes: Runecaster is the obvious
choice, owing to the additional power points Andari
begin with. Shadowpriests come in second, as some of
their powers can overlap a bit with Andari racial edges.
Inventors are rare, as the Andari’s racial hindrance, Hard
on Things, can make even a casual use of an invention a
chore.

Professional Edges: Suggested professions include
bounty hunter, demonologist, retriever, sifter, and way-

finder. Each speaks to the various strengths of the race.

ferren

Pulled into ScatterPoint during the Time of Madness, the

Ferren were intimately familiar with the otherworldly

runestorms and managed to establish the runetowers.
They are a slender rat-like people complete with claws,
fur, and tails. Ferren have light builds and stand about
shoulder high to most humans. They are physically weak
compared to the other races and they compensate for
this by using mechanical means to accomplish the most
mundane of tasks. Most typically dress in a similar
fashion to humans although some of their attire is more
outré. Ferren mature early, usually reaching their full
growth by age ten, though their lifespans are comparable
to those of humans.

Ferren are an integral part of ScatterPoint and many
of the premier scientists and engineers of the city emerge
from their ranks. Accounting for nearly a third of the
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population of the city, a great many of their number also
suffer from poverty and famine, despite the introduction
of the meat vats during the First War. Fairly distributed
through most of the city districts, RedWarrens is where
their numbers tend to dominate. Attempts to convert
them into cogs proved, ultimately, a waste of time and
resources, as their bodies routinely rejected the surger-
ies and those few that were converted had a negative
reaction to the runic energies required to power them
and died a slow death.

Despite their varying statuses, most Ferren prefer
to dwell downtown where perpetual gloom and dank-
ness reigns. Some suggest that the number of Ferren
has swelled to outrank the human population should
one count the number that dwell in the ZU (Zone
Underground) and do not participate in the census, or
even normal society. Ferren often join salvage teams as
scientific experts while the more adventurous often be-
come bounty hunters, pitting their wits against the dark
denizens of the barrens.

Nomes

Ferren names tend to mimic humans for their common
names, while they choose nicknames for surnames by
whatever is lying about at the time of birth. Names such
as Tom Tinhammer or Mary Rustbucket are not uncom-

mon.

Innate Fdges

Claws: Their hands still retain the feral nails of their
heritage, doing Str+1 damage and adding +2 to climb
checks.

Clever: Ferren begin with a d6 Smarts.

Low Light Vision: Ferren eyes amplify light allow-
ing them to ignore attack penalties for dim and dark
lighting.

Natural Talent: Ferren have an affinity for mechani-
cal devices and start with a d6 in Repair.

Scrunch: Ferren may squeeze through small gaps at
least as large as their Strength die type in inches while
unencumbered. Whenever grappled, they get +2 to all
rolls to break free.
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ti Hlindrances

Light Frame: A Ferren’s light bone structure makes it
difficult for them to carry much weight. Their load limit
is based off half their Strength die type. This multiplier
can be modified as normal with the Scrawny Hindrance
or Brawny Edge.

Small: Ferren average 4' in height and weigh between
70 and 80 pounds. This reduces Toughness by one.

ferren Racial Edges
fifted

Requirements: Background, Novice, Ferren,
Smarts d8+

This character’s cleverness enables him to roll a d4 for
unskilled Smarts rolls instead of a d4-2.

Fmpathic Healing

Requirements: Novice, Ferren, Spirit d8+, Healing
d8+

A Ferren with this gift is able to heal his target through
direct, physical contact and a Spirit roll. On a failure, he
suffers a level of Fatigue and is Shaken should he roll a 1
on the Spirit die, regardless of the Wild Die. Each suc-
cess and raise can be used to remove one wound from his
target, but the Ferren suffers those wounds immediately.
He may, however, use a raise to avoid suffering a wound
he otherwise would take during this process.

Thus, ifhe were healing one wound suffered by another
character and got a raise, the target would be fine as well
as he. However, should the target have two wounds, the
Ferren could either heal one wound and suffer no injury
to his own person or heal both wounds and suffer two
immediately. Empathic healing is an action that can only
be used on injuries less than an hour old. Removing an
incapacitated status or stabilizing a character is treated
as healing a wound and the healer suffers the normal side
effects as outlined above.

Heightened Senses

Requirements: Novice, Ferren, Alertness
This character gains Danger Sense in all areas of

ScatterPoint.



Leaping

Requirements: Novice, Ferren, Agility d8+

The character may double their normal jumping dis-
tances to 2” horizontally from a dead stop or 4” with
a running start. A successful Strength roll adds an ad-
ditional 2” for a success and an additional 2” maximum

with a raise.

S(amper

Requirements: Novice, Ferren, Acrobat

While all Ferren are small and nimble, this character
uses it to his advantage. He is in constant motion in com-
bat. Opponents gain no gang up bonuses against him as
long as he is unencumbered and able to move freely.

The Whip

Requirements: Novice, Ferren, Agility dé+,
Strength d6+

Characters with this Edge have developed the neces-
sary skill to use their tail as a prehensile limb. They may
hang from it or use it to pick up and manipulate items
weighing less than their Strength die type in pounds.
They suffer no off-hand penalty for attacking with a
weapon held by the tail, although normal multi-action
penalties apply.

Wall Walker

Requirements: Novice, Ferren, Strength dé+,
Climbing d6+

Characters with this Edge gain the benefits of the Wall
Walker monstrous ability with a few notable exceptions.
They can use this ability to climb any non-sheer surface
up to 90 degrees. Sheer walls or ceilings require special
equipment.

(Teation Tips @

Arcane Archetype: Inventors are the most common
arcane archetype among Ferren, playing to their natural
talent and cleverness. Runecaster is a good, though less
common, choice, and Ferren shadowpriests are rare.

Professional Edges: Suggested professions include
bounty hunter, chemist, gearhawk, thief, and sifter.

Himans

Humans dominate ScatterPoint in number, but no lon-

ger in power or strength. How do they survive? The
Overwrought are stronger, the Ferren are cleverer, the
Andari are longer lived, and the Malakar’s mixed ances-
try grants them immunity from the runestorms. The
answer is simple. Humans derive their strength from
their tenacity. They are capable of altering the odds to
make fortune favor them. Through focus and training,
humans have the capacity to bring out the best in them-
selves. Humans do not have the time or the inclination to
doubt. Whether th