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Edges

House Icon
Requirements: Veteran, Two Semesters of Fraternity/Sorority Extracurricular

You are a legend in your fraternity or sorority. Maybe you saved you saved your brothers/sisters from being sacrificed or
maybe you ate two Madagascar hissing cockroaches when you pledged. Whatever the reason, they are always there for 
you and will cover whatever basic duties you would normally get as a member.

You gain the benefits of the Fraternity/Sorority Extracurricular without the need for the time commitment, so you suffer 
no penalty to Exam rolls. You may also take another Extracurricular if you wish at each semester to fill your newly 
acquired free time.

“Magic is *Literally* in my Blood.”
Requirements: Veteran, Psychically Sensitive, Spirit d8+

Your character truly has arcane power running through her veins. If she provides enough of her own blood to cause 
herself a level of Fatigue or a Wound, it can substitute for any Common component for a ritual. Causing a level of 
Fatigue and a Wound can substitute for an Exotic component. It is possible to suffer Incapacitation in this way. If so, it 
counts as both a level of Fatigue and a Wound (allowing for one Exotic or two Common components).



…And Knowing is Half the Battle!
Requirements: Veteran, Investigator, Smarts d10+

Your character spends way too much time surfing the internet and reading strange posts on a variety of esoteric topics. 
On rare occasions though, it comes in very helpful. Once per session and before rolling, you may choose to substitute a 
Research roll for any other Skill roll. Treat it exactly as rolling the necessary skill only rolling Research with any applicable
modifiers.

Example: Sawyer is in a desperate fight against a chupacabra. He’s taken a wound but does have his friends, Rhan, 
Addie, and Calvin, adjacent to the creature as well. Since he hasn’t used it this session, he decides (before rolling) to 
apply “…And Knowing is Half the Battle” to his Fighting attack. Instead of his Fighting die type, he rolls his Research skill 
and gets to add his +2 bonus from Investigator. He also suffers the –1 for his wound, but since it’s just like rolling a 
Fighting attack, he also gets the +3 Gang Up bonus too. He’s at a net +4 to the roll and hopes it’s enough to take the 
chupacabra out.

Team Player
Requirements: Veteran, Martial Artist, Athletics d8+, Fighting d8+

As Coach says, “There’s no ‘I’ in Team, but there is a ‘You’ in USA!” You’re not 100% sure what that means, but you know
it’s important to protect your teammates or any other friends for that matter.

At the beginning of your turn designate one adjacent ally to get a +1 bonus to Parry as you use your martial arts skills to 
help protect them until the beginning of your next turn. The ally does not get the bonus if you are Incapacitated, 
paralyzed, or otherwise completely unable to act, but they do if you are Shaken. Additionally, when you make an 
Athletics or Fighting Support roll, instead of applying the bonus to one roll, you may choose to apply it to the target’s 
Parry until the end of their next turn.

This game references the Savage Worlds game system, available from Pinnacle Entertainment Group at 
www.peginc.com. Savage Worlds and all associated logos and trademarks are copyrights of Pinnacle Entertainment 
Group. Used with permission. Pinnacle makes no representation or warranty as to the quality, viability, or suitability for 
purpose of this product. 
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