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BEGOMING A RIPPER

Welcome to Rippers, a game of supernatural
horror, where players lead Victorian-era monster
hunters—the Rippers—against a confederation
of monsters and madmen known as the Cabal.
These creatures are the werewolves, vampires,
and other horrors that populate the peasant
folklore and popular gothic stories of the Victo-
rian age, and that stalk the earth preying on
humanity.

The Rippers are human, but they are far from
helpless prey. Some wield arcane biotechnology
“ripped” from the very creatures they hunt. Others
invest in the latest technology—incredible devices of
iron and steel powered either by steam or, more
recently, by electricity. Still others practice ancient
magic, or perform miracles. A rare few rely on noth-
ing more than their own cunning and courage.

Whatever the method, all are united in their
dedication to eradicate the threat of the Cabal.
The Rippers’ struggle against it rages on largely
unknown to the wider world. It is time for you
to take up the fight!

The Rippers world is similar to the real world,
so the number of potential character concepts is
virtually unlimited. With so many choices, you
might feel overwhelmed, so the list below pro-
vides you with some common character types to
get you started. This is not an exhaustive list from
which you must choose. Rather, it is to give you
some ideas about your hero’s background and
what he or she did before joining the Rippers.

Spend a few minutes thinking about what
kind of character you’d like to play. When you’ve
made your decision, move on to Becoming a
Ripper on page 3.

Acrobat: Circus acrobats and athletes some-
times don disguises to fight both crime and the
terrors of the night. Dressed in colorful cos-
tumes and brandishing simple weapons like
staves and throwing knives, these agile heroes
defeat their enemies with a combination of
speed, strength, and deadly skill. The best
known Ripper acrobat is the crusading heroine
known to most as “the Suffragette.”

Alienist: These doctors specialize in handling
the criminally insane and healing the mind through
the use of mesmerism or the recently developed
technique of psychoanalysis. Their understanding
of the fragility of the human mind can be of great
use to unstable Rippers. Dr. Seward is one of Van
Helsing’s original vampire slayers, and an alienist of
considerable skill. A few alienists have disciplined
themselves to the point where they can affect their
surroundings through sheer willpower. These peo-
ple are known as “sensitives” or “psychics.”

Clergy: Men and women of the cloth normally
live lives of quiet contemplation. Sometimes, how-
ever, the forces of evil loom large, and these holy
men are forced to take up the sword and do battle
against the creatures of the night. Drawn from
many different religions and denominations, these
holy Rippers have the power to perform miracles
through the strength of their faith. The most
famous of these priests is Father Angus McBane.

Cowboy: Gunslingers, card sharps, lawmen,
and other folks from the fading frontier some-
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WHPPERS — HORROR ROLEPLAYING IN ‘THE VIGTORIAN AGE

times make their way into the ranks of the Rippers
in search of adventure. The most famous Ripper
cowboy was Quincy Morris, an amateur vampire
slayer and one of Van Helsing’s first recruits. Mor-
ris was cut down in 1876 during an unsuccessful
attempt to destroy Count Dracula, but others of
his ilk have joined the struggle.

Detective: While detectives might seem out-
classed when confronted by vampires,
werewolves, mummies, and similar terrors, their
investigative minds are always an asset. Also,
their keen eye for detail and ability to work in
public as legitimate officers of the law gives them
much more latitude than the typical Ripper.

Doctor: Because their specialized training
allowed them to perform Rippertech implant
surgery, medical doctors were once at the core
of the Rippers. Since Van Helsing introduced
strict limits on Rippertech implantation, their
importance has declined somewhat, but they are
still valued members of the organization, and
they perform vital research work.

Explorer: Adventurers and explorers of all
types can be found among the ranks of the Rip-

pers. Some come from “civilized” countries like
England or the United States, while others hail
from more isolated regions of the world like the
deserts of Egypt, the Amazon jungle, or the
mountains of Tibet. Expert at tracking, survival,
and other wilderness arts, explorers (such as the
fearless Allan Frazer) have proven an invaluable
asset when stalking creatures of the night.

Gadgeteer: The Victorian age has seen the
most incredible advances in technology, and the
gadgeteer is a skilled inventor capable of design-
ing and creating new and ingenious devices.
They are responsible for the development of the
Impaler, the Gatling Pistol, and many other tech-
nically advanced devices. Such inventions can be
invaluable in the fight against the Cabal.

Officer: Britain and the other great imperial
powers have military bases located around the
globe. The military officers in these places fre-
quently take it upon themselves to aid the
Rippers. Some have a degree of autonomy and
can bring the soldiers they lead with them.

Scholar: Archeologists, historians, and other
scholars are vital to unlocking the secrets of the
past and learning the forgotten lore necessary for
victory. Far from being cloistered academics, many
of these scholars are more at home crawling
through forgotten tombs and dodging ancient
traps than they are in a library or research facility.

Scientist: The Rippers employ many experts
in electricity, mechanical engineering, gunnery
and related technological fields. Their expertise
makes them excellent researchers and planners,
though they sometimes struggle in the field.

Slayer: When someone thinks of the archetypical
Ripper, they picture the slayer. Trained from an ear-
ly age to hunt vampires by Abraham Van Helsing’s
adopted son Johann, slayers are fast and athletic, but
are also well educated and strong of spirit.

Vengeant: Men and women who have lost loved
ones to creatures of the night always make willing
Rippers. They often fight with a righteous fury that
can only come from a burning desire for
vengeance and a total disregard for their own lives.

Vigilante: Victorian-era superheroes, vigilantes
dress in outlandish costumes and use their ingenu-
ity to build crime-fighting and monster-hunting
devices. The most famous of these heroes include
New York City’s “The Yankee,” armed with a cross-
bow and a utility-belt filled with trick crossbow bolts,
and London’s “Spring-Heeled Jack,” equipped with
spring-loaded boots, glider wings, and a mask with
a flamethrower built into the mouth.




Once you have an idea about your hero’s
background it is time to flesh out the details.
Characters for Rippers follow the standard
Savage Worlds character creation process, with a
few minor alterations along the way.

1) Tairs

To begin with, determine the traits that define
what your Ripper can do.

ArTniBuTes

Your Ripper 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.

SKILs

You also have 15 points to buy your skills.
Raising a skill by a die type costs 1 point as long
as it’s no higher than the attribute it’s linked to.
It costs 2 points per die type to raise a skill over
its linked attribute.

All the skills in the Savage Worlds rules are
available in Rippers.

Characters with an Arcane Background also
have access to a special arcane skill. The avail-
able arcane skills in Rippers are: Faith, Psionics,
Spellcasting, and Weird Science (see page 5 for
more On powers).

One Knowledge skill is worthy of mention.
Knowledge (Rippertech) is required to research,
build and implant the Rippers’ secret weaponry.
If you want your hero to dabble in these arcane
mysteries, be sure to put a few points in Knowl-
edge (Rippertech). See page 23 for more on this
gruesome aspect of the Rippers’ work.

Langunges

Your hero knows a number of languages
equal to half his Smarts die. As the organization
is based out of England, one of these languages
should be English. List your known languages
on your character sheet; you are able to speak,
read and write each language you know (no roll
is needed to communicate). Any permanent
increase in your Smarts also gains you addition-
al languages.

BEGOMING A RIPPER

Seonoany STaTIsTics

Charisma: is +0 unless changed by Edges or
Hindrances.

Pace: is 67, unless changed by Edges or Hin-
drances.

Parry: is equal to 2 plus half your Fighting die
type. Edges, Hindrances, and some types of
equipment can modify your Parry score.

Toughness: is equal to 2 plus half your Vigor
die type. Edges, Hindrances, and Armor can
modify your Toughness.

Reason: Rippers introduces a new secondary
statistic called Reason. You can find more infor-
mation about how it works on page 15, but for
now, mark it down as +0. Some Edges and Hin-
drances can affect your Reason as well as other,
more sinister, influences.

0) Seeoint ApLmes

Next, decide if you want any Hindrances. You
may use the points from Hindrances to gain one
of the benefits below. You may choose one Major
Hindrance (worth 2 points), and up to two
Minor Hindrances (worth 1 point each). The sec-
tion on Edges and Hindrances on page 4 tells
you what choices are available.

For 1 Hindrance point you can gain another
skill point, or gain an additional &5 in starting
funds. For 2 Hindrance points you can raise an
attribute by one die type or choose an Edge.

Your hero gets one free Edge, plus any addi-
tional Edges you purchase with Hindrance
points.

3) Stanus

The Victorian world in which Rippers is set is
highly structured and hierarchical. Although the
Rippers is an unconventional organization—
open to all regardless of race, class, or
gender—society at large does not share its egal-
itarian approach, and Victorians are forced to
live and work within a rigid social structure.

Consequently, all characters have a Status,
which reflects a hero’s class as well as his or her
standing within society. To start with, your hero
has a Status of 5, which can be modified by
Edges and Hindrances. For more on how Status
works in the game, see page 17.




§) Pussessions

Each character starts with a change of clothing
suitable for her Status and £5 (equivalent to
$500 in standard Savage Worlds money). You’ll
want to spend some of your starting money on
weapons, armor, and other equipment. See the
Possessions chapter for a full equipment list.
Characters of higher Status need to spend more
than other characters to maintain their position.

5) Backennunn

Spend some time thinking about your charac-
ter’s background. What was your first encounter
with the supernatural? Did you seek out the Rip-
pers or did they come looking for you, and why?
Coming up with a good background helps you
figure out how to roleplay the character and

.

gives your GM some ideas for themes and com-
plications to work into the campaign.

6) Name

Finally, you need to give your hero a name.
Often, Rippers have two or more names: a given
name and one or more street names, which they
take to keep their real identities a secret and to
protect themselves and their loved ones from
monstrous retribution.

Give your character a full name and decide
whether you want a trade name for him or her,
or whether you are confident you can protect
your identity without adopting some kind of dis-
guise.

> I S

All of the standard Savage Worlds Hindrances
are appropriate for a Rippers game, and function
normally with the following exceptions:

Poverty & Young: In Rippers, your hero’s
starting Status is modified by -5 as well as the
usual effects.

In addition, you can choose from the follow-
ing list of new Hindrances.

Disownen (Minan)

Your hero did something shameful or scan-
dalous in the past, bringing shame or
embarrassment on your family. As a result, you
have been disowned. Your family refuses to
acknowledge you, and your hero’s starting Sta-
tus is modified by 3.

(nens (Minom)

Although your character is part of a Ripper
team, he must also answer to his superiors.
These leaders can be military commanders, civil-
ian administrators, religious functionaries, or
some other group, but your character is legally
or ethically bound to obey them. Since this is a
Hindrance, you should expect your orders to
occasionally be nonsensical, inconvenient, or
even dangerous.

Quew-Sensirove (Mason)

Your hero is highly strung, nervous, or other-
wise of a sensitive disposition. Loud noises make
him or her jump, and silence is unsettling. The
result of such a jittery nature is that your hero’s
starting Reason is modified by —1.




Meeing Povenoss (Mason)

Rippertech has degraded your character’s
sense of right and wrong and he or she has just
recovered from a psychotic episode. Your char-
acter begins play with a common Rippertech
implant from the list on page 26. You gain the
Benefits of the Rippertech, but must take all Side
Effects and the full Reason modifier. You do not
gain any of the Additional Benefits.

Remember, this makes another bout of psy-
chosis far more likely. See the Setting Rules
chapter for more information on Reason loss
and Ripping Psychosis.

Sureanarunat Weakness (Miva)

This hero has acquired a weakness to some
material akin to those suffered by many of the
monsters the Rippers fight. Perhaps your hero
was cursed by a witch, or scratched by a monster
in a previous encounter. Choose which weak-
ness your hero has: Cold Iron, Wood, Silver,
Sunlight, Salt, or Fire. You may take this Hin-
drance more than once, but must suffer a
different weakness each time.

A hero with a supernatural weakness cannot
use that substance and cannot stand to touch or
be touched by it. Weapons made from it inflict
+4 damage on the hero.

All standard Savage Worlds Edges are avail-
able in a Rippers campaign except for Arcane
Background (super powers). However, the fol-
lowing Edges have different requirements from
the standard Savage Worlds versions or operate
differently in the Rippers world:

Champion: In the Rippers world, this Edge does
not require an Arcane Background or the Faith
skill.

Noble: A hero with this Edge also gains +5 Status
Rich: A hero with this Edge also gains +2 Status
Filthy Rich: A hero with this Edge also gains +3
Status

Backenounn Bnges
Lingust

Requirements: Novice, Smarts d6+

Your hero has an ear for languages and a rare
talent for recognizing similarities between them.

BEGOMING A MIPPER

Pawens In Rirpens

The following Arcane Backgrounds are
allowable in Rippers. Each description lists
the powers available to characters with that
background. Other powers are only available
with the GM’s permission.

Arcane Background (Magic): Most charac-
ters with this Edge are members of the
Rosicrucian Brotherhood. These wizards spe-
cialize in the study of Enochian sorcery, a form
of angelic magic developed by John Dee and
Edward Kelley in the 16th Century. The char-
acter begins play with 10 Power Points, and can
choose three of the following powers: barrier ‘
(wall of fire or wind, Seasoned+), bolt (bolt of |
lightning), boost/lower trait (angelic invoca-
tion), deflection (whirling  winds),
detect/conceal arcana (glowing white light),
dispel (sandalwood incense, Seasoned+),
light (fire without heat), stun (thunderclap).

Arcane Background (Miracles): Most ¢
characters with this Edge are either priests or
belong to the Order of St. George. The char-
acter begins play with 10 Power Points, and
can choose two of the following powers:
armor (glowing halo), bolt (ray of white
light), deflection (guardian angel deflects the
attack), detect/conceal arcana (mystic
incense), beal (whispered prayer), light (sun-
light), and smite (glowing weapon).

Arcane Background (Psionics): Most char-
acters with this Edge are alienists, mesmerists,
or psychoanalysts. The character begins play
with 10 Power Points, and can choose three of
the following powers: boost/lower trait (mes-
meric suggestion), deflection (telekinetic
shield) , detect/conceal arcana (deep concen-
tration), puppet (penetrating gaze), quickness
(mesmeric trance), speed (time distortion), and
telekinesis (hand gesture).

Arcane Background (Weird Science):
Characters with this Edge are usually scien-
tists or gadgeteers. The character begins play
with 10 Power Points, and can build one
device from the following list of powers (and
suggested trappings): armor (invulnerable
cloth), blast (experimental explosives, Sea-
soned+), bolt (electrified ammunition),
detect/conceal arcana (spirit camera), invis-
ibility (aethereal wave generator), light
(portable electric light), and smite (electri-
fied weapon).
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A character with this Edge starts with an addi-
tional two known languages and can make a
standard Smarts roll (-2) to make himself under-
stood in any language he has heard spoken for
at least an hour.

Srout-Neanren

er to rolls on the Fright Table (see page 106). A Yel-
low hero cannot take this edge.
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Requirements: Novice, Spirit d6+
Your hero is of sound mind and not prone to

flights of fancy. Although the supernatural is still
frightening, he or she has the good sense to remain
rooted in reality. A character with this Edge is more
likely to be able to deal with the many horrors of
the Cabal and can better resist the harmful effects
of Rippertech. Modify this hero’s Reason by +1.

Requirements: Novice, Guts d4+

It takes a special sort of person to actively hunt
down creatures that would send sensible mortals
running for their lives. A character with this Edge
gets a +1 bonus to all Guts rolls, and a +2 modifi-

Meeens Farions

As with any large organization, the Rippers has its internal politics, and power struggles often occur
within or between the different factions. The main Rippers factions are described below, each with its
own prominent personalities and ideas about how best to fight the Cabal. If you want your hero to sup-
port a particular faction, simply note it down on your character sheet. Belonging to a faction allows you
to take a corresponding Faction Edge. A hero can only belong to one faction at a time. If you change
your mind, you lose any previous Faction Edges, but are free to choose a new faction.

Masked Crusaders: A league of crime-fighters and monster hunters led by the gadgeteer hero known
as "the Yankee." Other famous members include the demonically themed "Spring-Heeled Jack," and the
acrobatic heroine who calls herself "the Suffragette."

Old Worlders: A motley band of mad scientists, woodsmen, and werewolf hunters (called Wolfen
Jaeger) who frequent the dark forests and mountains of Eastern Europe. The Old Worlders are led by
two of the most famous Rippers, Jonathan and Mina Harker. A hero must know a European language to
become an Old Worlder.

Rosicrucians: An order of alchemists, wizards, and astrologers founded by Dr. Jack. The Rosicrucians
helped to invent Rippertech, but now avoid its use and dedicate themselves solely to the pursuit of mag-
ical power. The Rosicrucian leaders keep their identities a secret, and lesser members only know them
as the Innominato, or "nameless ones". A hero must know ancient Greek to become a Rosicrucian.

Slayers: A group of vampire slayers, who form the core of the organization. Once Dr. Abraham Van
Helsing led the slayers personally, but he now considers himself too old to fight, so the mantle of lead-
ership has passed on to his adopted son, Johann. However, as the Rippers organization continues to
grow, Johann finds himself spending more and more time playing politics and less and less time in the
field with his slayers. As a result, the American slayer Tara LaGrange is essentially responsible for the day-
to-day leadership of the faction.

Order of St. George: A secret society of priests, monks, nuns, and monastic knights drawn from different
religions and denominations. The Order forbids the use of Rippertech, but it gives its members access to
numerous holy relics. Its most famous member is a grizzled Irish priest named Father McBane. A hero must
know Latin to join the Order of St. George.

Witch Hunters: A fanatical group, members of this faction are dedicated to hunting down and
destroying witches, Satanists, and other evil magicians. Witch Hunters tend to be fervently religious and
favor fighting monsters by normal means-and up close-rather than resorting to Rippertech. Foremost
among them is veteran witch hunter Serious Chapel, who leads the faction with righteous fury and
encourages others to follow his example.




Gomear Bnes
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Requirements: Novice, Smarts d6+

Rippers often find themselves
fighting with items not specifically
designed for use as weapons: holy
symbols, torches, or whatever else is
at hand. A character with this Edge
has practiced using such improvised
weapons, and does not suffer the
usual -1 attack penalty when wield-
ing them. For more on improvised
weapons see page 15.

Faurion Bogss

If you allied your hero to one of
the factions on page 6, you may take
the corresponding Faction Edge.

Nuren oo

Requirements: Novice, Faction (Masked Cru-
saders), Agility d8+

A hero with this Edge keeps an additional Sta-
tus score for their alternate persona. Any Status
losses incurred when “in character,” are applied
to that score instead of the hero’s actual Status.
The Alter Ego’s Status can only recover through
good publicity.

Aneaus Pae

Requirements: Novice, Faction (Rosicru-
cians), Smarts d8+

A hero with this Edge has contacted a friendly
spirit and bargained with it to intercede in his
magic. When casting a spell with a duration cost,
this hero can make a Spirit roll (subtracting the
base Power Point cost of the spell from the roll).
On a success, the angel pays the Power Point
cost to extend the spell for one round. Other-
wise the spell caster must pay the cost himself.
On a 1 (regardless of the result of the Wild Die),
the hero loses 1 Reason.

Prasan Lone

Requirements: Novice, Faction (Old
Worlders), Vigor d8+

This hero has studied the local folklore and
superstitions of the country folk of the Old World.

BEGOMING A RIPPER

When fighting a supernatural creature, the hero
can recall a tale about the beast. With a successful
Smarts roll (-2), the hero remembers one Special
Ability of that monster.

Rieareous Funy

Requirements: Novice, Faction (Witch
Hunters), Strength d8+

When fighting supernatural creatures, a hero
with this Edge is overcome with a zealous rage
and gains a +1 to all Strength rolls.

Song ur $1. Bongs

Requirements: Novice, Faction (Order of St.
George), Spirit d8+

The beautiful hymns and arias sung or chant-
ed by a hero with this Edge add +1 to all die
rolls made by members of the Order. Two or
more members of the Order can sing or chant in
harmony to increase the modifier to +2. Singing
and performing other actions incurs the stan-
dard -2 multi-action penalty.

Srunnen Srurr

Requirements: Novice, Faction (Slayers), Vig-
or d8+

When this hero has Rippertech implanted, make
a Spirit roll (modified by the implant’s Rippertech
modifier). On a success, reduce the Reason lost to
this implant by 1 (to a minimum of 1).
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inugste oggs
Sraegis

Requirements: Veteran, Command, Smarts
d8+

Rippers in control of a lodge must control the
Cabal’s activities in the lodge’s area. A hero with
this Edge is cunning and careful and gets to
redraw 1 card during each strategic mission (the
GM has more about this in the section Fighting
the Cabal, on page 71). After you have drawn a
card, you may decide whether you want to keep
the new card or the original.

Stmwraens Genng

Requirements: Heroic, Strategist, Smarts
d10+

This hero is a master of planning and strategy.
When drawing cards to resolve a strategic mis-
sion, a character with this edge can redraw 2
cards.

Phoressiona Bnges
NesompLisen Sunson

Requirements: Novice, Healing d6+, Knowl-
edge (Rippertech) d6+

A hero with this Edge is skilled with a scalpel
and has a sound understanding of anatomy, both
human and supernatural. Whenever this charac-
ter implants a Rippertech enhancement, subtract
the modified total of the Rippertech roll from
the total damage done by the implant.

Auienise

Requirements: Novice, Healing d6+, Knowl-
edge (Psychology) d6+, Persuasion d6+

A rare thing in Victorian times, a hero with
this Edge is sympathetic to those who suffer
from damaged reason. This hero may use a Heal-
ing roll for each month spent treating a patient.
(See the Treatment rules on page 17 for details
of treating insanity.)

Aneans Gumise

Requirements: Novice, Knowledge (Chem-
istry) d6+, Knowledge (Rippertech) d6+

Ripping and distilling extracts from monsters
is something of a specialty for this hero. When
making extracts, a Ripper with this Edge creates
twice as many doses as usual.

Soen. Guses
Wonkn ThaveLen

Requirements: Seasoned

This character is familiar with other nations and
cultures, and doesn’t suffer the standard Outsider
penalty when traveling to a foreign country (see
page 15 for more information on this penalty).

Weinn Gosts
Gvrsy Bunse

Requirements: Veteran, Spirit d8, Persuasion
d8, Taunt d8

This Edge is only available to full-blooded
gypsies. The character can use an action to call
down a curse upon a chosen enemy. The target-
ed creature must make a successful Spirit roll or
become Shaken as if it failed a test of wills.




POSSESSIONS

Your hero starts play with a change of clothes
and &5 (which may have been modified by your
Edges and Hindrances). Your starting clothing is
appropriate for your Status—cheap if the hero has
a Status of 0 or less, common if the character has a
Status of 1-5, and fine if your hero’s Status is higher
than 5. Any other gear you want, you’ll have to buy.

Of course, your starting funds will soon run
out. Rippers are paid a monthly stipend by
their lodge (see page 19) as long as it can
afford to, so ideally you should find yourself a
well-funded lodge. Otherwise, unless you are
independently wealthy (if you took the Rich
Edge during character creation, for instance),
your hero is going to have to find a way to
earn some more cash. Some typical monthly
salaries are listed below to give you an idea of
how much you might earn.

Be sure to save some money for travel expens-
es and the odd bribe—you never know where
your work for the Rippers will take you!

—

The standard unit of exchange in Rippers is
the British Pound Sterling, known to the lower
classes as the “quid”. The pound is divided up
into 20 shillings, and each shilling is divided up
into 12 pence. To keep Rippers Fast, Furious,
Fun and to help you maintain your sanity, we
rounded up the prices of all the items on the
equipment list to the nearest shilling (0.05
pounds), allowing you to keep track of your
money in decimal format. You’re welcome.

In 1892, a pound was worth almost five Amer-
ican dollars. Adjusted for inflation, the pound had
the purchasing power of around one hundred
modern American dollars. Use this exchange rate
(&1 = $100) whenever you need to convert Sav-
age Worlds dollars to Rippers pounds.

In Ginusation

In 1892, pounds were available in large
paper notes in various denominations, but
these were rare. Coins were more commonly
used and were widely available in the following
denominations (each with its own name): 20
shillings (sovereign), 10 shillings (half-sover-
eign), 5 shillings (crown), 2 Y2 shillings
(half-crown), 2 shillings (florin), 12 pence (1
shilling, also known as a bob), 6 pence (six-
pence), 4 pence (groat), 3 pence (threepence,
pronounced “thruppence”), 1 pence (penny),
> pence (halfpenny, pronounced “haypenny”),
Vs pence (farthing).

The farthing, halfpenny, and penny are cop-
per coins used for most minor everyday
transactions. The "thruppenny bit" (three-
pence), sixpence, florin, half-crown, and crown
are silver coins and cover the rest of most peo-
ple's expenditure. The half-sovereign and
sovereign are gold coins and used almost exclu-
sively by the wealthy:

Major expenses are often priced in guineas, to
show the status of the item being purchased. A
guinea is 21 shillings (1 pound and 1 shilling).
Professional fees are priced this way and it is
usual practice for the professional to keep the
pounds, with the shillings being passed to his
clerks or assistants.
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Ao
Personal Armor Armor Weight Cost Notes
Boilerplate +3 15 &4  Protects front torso only; see notes
. Chainmail Vest 2 10 &3  Protects torso
| Heavy Coat Il 3 &2 Protects torso, arms, and legs
' Leather Armor il 1 &1  Protects torso
Leather Costume i 3 &3  Protects full body
Wervons
Type Range Damage ROF Cost Weight Shots Str. Notes
! Melee Weapons
| Axe - Str+2 - £050 2 - d6
| Baton - Str+1 - £0.10 1 - - Wood
! Bayonet . Str+1 - £050 1 ; - Str+2 if affixed to rifle
| Dagger/Knife 3/6/12 Str+1 1 £0.25 1 - - Can throw
i Great Axe - Str +4 - &4 15 - d10 Parry -1; 2 hands; AP 1
| Great Sword - Str +4 - &4 12 - d10 Parry -1; 2 hands
| Rapier - Str+1 - £2 3 - - Parry +1
" Ripper Claws - Str+3 - £3 4 - d8 Parry +1
| Saber - Str+2 - £2 e - -
Sap - Str+1 - £0.25 4 - - +6 damage on The
Drop
” Staff - Str+1 - £0.05 8 - - Parry +1; Reach 1"; 2
J hands
i Sword . Str+3 - %3 8 - d6
h Sword Cane - - - 8§25 5) - - Walking stick + rapier
Torch - Str+1 - £0.05 1 - - -1 attack
Walking Stick - Str+1 - £050 2 - - Parry +1
Whip - Str+1 ENs0.10. %2 - - Reach 1"; May be used
to grapple
Wooden Stake - Str+1 - £0.05 1 - -
¥ Ranged Weapons
n Blunderbuss 5/10/20 1-3d6 1 £2 12 1 - +2 Shooting; 2 actions
! to reload
‘ Crossbow 15/30/60 2d6 1 £3 6 1 d6 AP 2; 1 action to
} reload
! Elephant Gun 30/60/120 2d10 1 £5 1 12 d8 AP 2; Snapfire penalty
| Flintlock Pistol 5/10/20 2d6+1 1 £05 3 1 - 2 actions to reload
| Gatling Pistol 12/24/48 2d6 3 £8 6 12 - AP1
\ Impaler 3/6/12 1d10+2 1 £10 iz 1 d8 Str -4 to recover; 2
\ actions to reload
E Machine Gun 24/48/96 2d8+1 3 &0 100 250 - AP 2; May not move
] Mini-Crossbow 10/20/40 2d6 1 £2 3 1 - AP 1; 1 action to
) reload
I l Musket 10/20/40 2d8+1 1 £1 10 1 d6 AP 1; 2 actions to
reload
) Pistol 12/24/48 2d6 1= T 3 6 - AP1
[ Rifle 24/48/96 2d8 1 2 10 8 d6 AP2
' Sawed-Off Shotgun 5/10/20 1-3d6 (2d10) 1 £4 8 1 - +2 Shooting
‘ J | Shotgun 12/24/48 1-3d6 (2d10) 1 £4 12 1 - +2 Shooting
[ Throwing Weapons
( Holy Water 3/6/12 Special 1 £0.10 1 1 - Small Burst
‘. Lamp Oil 3/6/12 Special 1 £0.05 1 1 - Small Burst
{ Net 3/6/12 Special 1 £005 5 1 - Entangle
- Throwing Knife 3/6/12 Str+1 1 £0.05 1 1 - +1 Throwing, -1Fighting
1
L]
|
|



POSSESSIONS

Improvised Weapons
Small 3/6/12 Str+1 1 - 1 il - -1 attack
Medium 2/4/8 Str+2 1 - 3 1 - -1 attack
Large - Str+3 1 - 6 1 d6 -1 attack
AvwoniTIon
Ammo Weight Cost Notes
Bullets, medium (lead) 5/50 £0.25/50  For pistols and shotguns
(shotguns can use rock salt)
Bullets, large (lead) 8/50 £0.50/50 For rifles and shotguns
Quarrels (wooden) 1/5 £0.05/5  For crossbow and mini-crossbow
Shot and powder (lead) 5/50 £0.10/50 For black powder weapons
Stake (wooden) 1 £0.05 For impaler
Trick Bolt (binding, grappling) 1 £0.20 For crossbow and mini-crossbow
Trick Bolt (explosive, knockout gas) 1 £0.40 For crossbow and mini-crossbow
Munane Possessions

Miscellaneous Weight Cost Notes Toolkit 5 & Adds +1toa
Brush or comb 0.5 £0.05 specific skill
Camera 5 £0.20 Torch 1 £0.05 Sheds lights to 47,
Candles, (dozen) 5 £0.25 use as weapon
Clothing, Cheap 5 £0.5 Travel bag Z £0.20
Clothing, Common 5 &1 Umbrella or parasol 2 £0.40
Clothing, Fine 5 £2+ Voltaic Cell 1 £0.05 Used to power
Cocaine 0.5 &1 Trait roll electrical devices

bonus; Winter Blanket 5 £0.15

addictive
Compass 1 £0.50 Food
Fan 0.5 £0.05 Beer, per quart 2 £0.05
Graphophone 10 &7 Record player | Meal, common 1 £0.05

and recorder | Meal, fine 1 £0.10+
Hammer 5 £0.20 +1 to wooden | Cheap Biscuits or 10 £1

stake damage | rations (1 week)
Holy Symbol 4 £ | Champagne, bottle 2 £0.25
Lamp Oil 1 £0.05 Wine, bottle 2 £0.15
Lantern 2 £0.15 Sheds light

to 47 Lodging
Matches (gross) 0.5 £0.05 Cottage £200
Mirror 0.5 £0.10 House £650
Morphine 0.5 £0.10 Reduces Mansion £1,000+

wound penal- | Room Furnishings, £15+

ties; addictive | Quality
Opium 0.5 £0.05 Causes fatigue; | Room Furnishings, £2

addictive Cheap
Pickaxe 5 £1 Weekly Rent, Com- £0.25
Pocket book or purse 0.5 £0.05 mon House
Pocket watch 0.5 &1 Weekly Rent, Cheap £0.10
Rope, hemp (10 feet) 2 £0.05 Tenement
Rope, silk (10 feet) 1 £0.10
Ruhmk9rffs Apparatus 5 £5 Monthly Income
Shovel 5 $1 Laborer &4
Smoking Pipe 0.5 £0.05 Skilled Tradesman &8
Spyglass or field glasses 1 $1 Clerical Worker £13
Sunglasses 0.5 £0.20
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Anmon

Though body armor is of little use against
modern firearms, Rippers frequently do battle
against opponents armed with little more than
claws and teeth, and in such instances a little
protection goes a long way.

Boilerplate: These heavy steel plates can be
slipped into the lining of a heavy coat. They pro-
vide reasonable protection against firearms, but
quickly dent and become useless.

Boilerplate must be worn with a heavy coat,
but the Armor values do not stack (the combi-
nation provides 3 points of Armor for the
torso, and 1 point for the arms and legs). Boil-
erplate cannot be worn with a chainmail vest
(the result is too heavy and bulky to wear). If
an attack does enough damage to penetrate
the boilerplate and inflict a wound, the boil-
erplate is ruined and provides no further
protection.

Chainmail Vest: For occasions when a heavy
coat does not provide adequate defense, Ripper
teams can armor themselves in chainmail vests.
These vests can be hidden under a heavy coat,
but the Armor values do not stack.

Heavy Coat: These long coats are made from
stiffened leather and provide protection to the
torso, arms, and legs.

Leather Armor: A lightweight leather vest
protects only the torso, but even a small amount
of armor can mean the difference between life
and death.

Leather Costume: Some Rippers dress in
outlandish skin-tight leather costumes. These
costumes typically include a leather mask
and thus provide protection for the entire
body. They cannot be worn with any other
armor.

Weapans
Aneane Weapons

With the proper facilities, most melee
weapons can be made of special substances,
such as cold iron or silver. Double the cost of
any such weapons.

It

Nures on Seuserso Weapons

Baton: The listed price assumes a baton
specifically designed for combat, such as a
policeman’s truncheon. Makeshift clubs (such as
chair-legs or thick branches) are free but count
as Improvised Weapons (see page 15).

Blunderbuss: A blunderbuss is a black-pow-
der shotgun. It can fire pellets (+2 to Shooting
rolls, 3d6 damage at short range, 2d6 damage at
medium range, and 1d6 damage at long range),
or improvised ammunition, like rusty nails or
broken glass (standard damage, but incurs the
usual penalty for an improvised weapon).

Gatling Pistol: The Rippers’ gunsmiths have
invented a pistol with rotating barrels that acts
as a sort of miniature Gatling gun. It has a Rate
of Fire of 3 and causes recoil as usual. It can fire
lead, cold iron, or silver ammunition.

Holy Water: Some creatures can be affected
by holy water. The flask breaks on impact,
splashing a Small Burst Template.

Impaler: Developed by the Rippers’ gun-
smiths, the Impaler fires wooden, silver, or cold
iron stakes. Any creature Shaken or worse by a
stake is impaled and remains Shaken and unable
to perform any other action until it can make a
Strength roll at —4 to dislodge the stake.

Lamp Oil: Though normally used to power a
lantern (1 pint burns for 8 hours), lamp oil can
also be used in combat. On impact, lamp oil
splashes in a Small Burst Template. Any creature
in the area must make an Agility roll or be cov-
ered with oil. If the affected area or an oil-soaked
person comes into contact with fire, use the
standard Savage Worlds rules for catching fire,
with a base damage of 1d10.




Machine Gun: Designed by American inven-
tor Hiram Maxim in 1885, the “Maxim” can fire
up to 600 rounds per minute from cloth belts,
but weighs over 100 pounds. In military use, it
takes a four-man team to maneuver the gun and
two more to fire it!

Mini-Crossbow: Sometimes called a “hand
crossbow;” this is a pistol-sized version of a stan-
dard crossbow.

Net: A popular weapon for capturing mon-
sters, the net is a rope mesh with a line for
control, lead sinkers to provide weight, and
barbed fishhooks to prevent easy escape. On a
successful hit with a net, the target is entangled
and must make a successful Agility or Strength
roll at -2 to slip out or tear free. Success frees the
target but uses the action—a raise frees it imme-
diately, and the target can act as usual.

Ripper Claws: As Johann and the Harkers
began their battle against evil, they found them-
selves at a serious disadvantage when fighting
werewolves, vampires, and other creatures
with claws and fangs. As a result, Johann devel-
oped what became one of the organization’s

sharpened blades set into a metal hous-
ing and worn on the forearm like a
bracer. A specially designed hand-
grip improves the weapon’s
responsiveness. Ripper claws can-
not be disarmed, and provide
the user with a +1 Parry
bonus.

Sap: Some-
times called a
“blackjack” or sim-
ply a “bag,” a sap
is a small leather pouch
filled with lead shot. It is
considered an improvised weapon. If the user
has The Drop on an opponent, the improvised
weapon penalty does not apply.

Shotgun: A shotgun can fire pellets (+2 to
Shooting rolls, 3d6 damage at short range,
2d6 damage at medium range, and 1d6 dam-
age at long range) or slugs (2d10 damage).
Slugs can be made of lead, silver, or cold iron,
while pellets can be lead, silver, cold iron, or
rock salt.

Sawed-Off Shotgun: A shotgun can have its
barrel sawed down. Doing so reduces its range,
but makes the weapon easily concealable within
a long coat or bag.

POSSESSIONS

Sword Cane: A sword cane is simply a walk-
ing stick with a rapier hidden inside it. A Ripper
armed with a sword cane does not suffer any
Status penalty for traveling armed (see page
18).

Throwing Knife: Throwing knives are con-
sidered improvised weapons in melee combat
(-1 to Fighting rolls), but are perfectly balanced
for throwing, providing a +1 bonus to Throwing
rolls.

Torch: An unlit torch is treated as an impro-

vised baton, so attacks with it are made at a -1
penalty. A lit torch can also set light to anyone
Walking Stick: A well-bal-

anced walking stick or cane

) for combat are consid-

VY -~ ered improvised weapons.

struck by it but goes out on an attack
roll of 1 (regardless of the
’ e/ result of any Wild Die).

L //
(_g / . - makes an  excellent
// / /- weapon. Walking sticks
7 ~  not specifically designed
Whip: The wielder of a whip is

considered unarmed if attacked in
hand-to-hand combat.

Wooden Stake: The listed cost assumes the
stake was carefully crafted for use as a weapon.
Broken furniture, snapped tree branches, and
the like are free, but are improvised weapons.

AMMUNITION
Aneane Ammo

Given the proper facilities, most ammunition
can be made of special substances, such as cold
iron or silver. Double the cost of any such
ammunition.

Caossoow Ao

Trick Bolt (Binding): Anyone hit by this
crossbow bolt is entwined in thin metal cables,
and can perform no actions except to attempt to
escape. As an action, the target must make a
Strength roll (-1). On a success, he breaks free
but uses his action. On a raise, he can act nor-
mally.

Trick Bolt (Explosive): These crossbow bolts
explode when they hit, causing 2d8 damage in a
Medium Burst Template. Roll deviation normal-
ly if the shot misses.

13
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Trick Bolt (Grappling Line): These cross-
bow bolts trail a fine, strong rope when fired,
and can be used to scale vertical surfaces or
bridge chasms. The firer cannot fire the bolt and
climb or swing on the same round. Anyone hit
by the Grappling Bolt takes 1d6 damage.

Trick Bolt (Knockout): When these cross-
bow bolts hit, they release knockout gas. Any
living creature within a Large Burst Template
(including living supernatural creatures) must
make a Vigor roll or fall Incapacitated for 2d6
rounds. Others can automatically awaken the
sleeping person as an action, bringing the sleep-
er to his feet, but Shaken.

Baviement

Clothing & Housing: Your hero’s clothing
and accommodation can be one of three levels
of quality: fine, common and cheap. A hero with
a Status of 10 or higher must always buy the
finest gear and the most expensive accommoda-
tion or lose 1 Status.

Cocaine: Victorians usually administer
cocaine via injection. The drug provides a +1
bonus to all Trait rolls for an hour. Cocaine bev-
erages are also available. Vin Mariani is wine
laced with cocaine and used by many famous
people of the day. Coca-Cola™ (when it
becomes available in 1894) is soda water mixed
with various ingredients including coca leaves
and cola nuts. In beverage form, the effect only
lasts for 10 minutes. All forms of cocaine are
highly addictive. A regular user of cocaine
(GM’s decision) gains the Major Habit Hin-
drance.

Hammer: Hammers can be used as impro-
vised bludgeoning weapons and do Str+1
damage, but Ripper teams mainly use them to
assist in pounding wooden stakes.

Lamp Oil: Lanterns in the Rippers world
burn a variety of substances including vegetable
oil, whale oil, kerosene, and even alcohol. Lamp
oil can be used as an improvised weapon (see
weapon notes above).

Lantern: Lighting a lantern requires an
action. A pint of lamp oil burns for 8 hours. The
radius of the light can be adjusted from effec-
tively nothing all the way up to a 4” radius. A
lantern can be used as an improvised weapon,
but breaks on a successful attack, dousing the
target in flammable oil. If the lantern is lit when

W

broken, the oil immediately ignites. Lanterns can
also be targeted with called shots and, if broken,
douse the bearer in oil.

Morphine: A shot of morphine deadens pain,
reducing the penalty due to wounds or fatigue
by 2. Morphine is also available in ingested form
such as the popular Mrs. Winslow’s Soothing
Syrup. Ingested morphine only reduces wound
penalties by 1. Morphine is addictive, and regu-
lar users (GM’s decision) gain the Major Habit
Hindrance.

Mirror: Some creatures of the Rippers world
are rumored not to cast reflections.

Opium: Inhaled recreationally by those who
like to lose themselves for hours, anyone who
smokes a ball of opium must make an immedi-
ate Vigor roll or gain 2 Fatigue levels for four
hours. After that time, the user can make a Spir-
it roll to recover 1 point of lost Reason. Opium
is also available as laudanum which can be taken
immediately as a cure for numerous minor ail-
ments or dissolved into wine. Both forms of the
drug are addictive, and regular users (GM’s deci-
sion) gain the Major Habit Hindrance.

Ruhmkorff’s Apparatus: This device is a
portable electric light source. A backpack holds
a primitive transformer called a Ruhmkorff coil,
which is connected by wires to a hand-held fluo-
rescent light bulb known as a Geissler tube. The
apparatus sheds light in an 8” radius, and runs
for up to 24 hours on a single voltaic cell.

Toolkit: This is a generic term to describe a
satchel or other portable container filled with
devices to help a specific skill. Toolkits include a
doctor’s bag (Healing), blacksmithing equip-
ment (Repair), locksmith tools (Lockpicking),
and the like. A character gets +1 to the appro-
priate skill roll if the GM decides that the toolkit
could prove helpful (for example, a surgeon’s
blades wouldn’t be much help when attempting
to disarm a trap). If the skill roll is a 1 (regard-
less of the result on the Wild Die), the kit is used
up and must be replaced.

Torch: A torch is simply a stick wrapped in
tar-soaked cloth or some other slow-burning
substance. Lighting a torch requires an action. A
lit torch sheds light in a 4” radius for 4 hours.
Torches can also be used as improvised weapons
(see weapon notes above).




SETTING RULES

In addition to the standard Savage Worlds
rules, Rippers adds the following rules. These
are included to capture the feel of the Victorian
world and represent the important facets of a
Ripper’s life.

The Rippers often find themselves fighting
with objects that aren’t intended for use as
weapons. So desperate is the struggle that torch-
es, silver candlesticks, broken chair legs, and
other mundane items are frequently pressed
into combat against the supernatural. Such
improvised weapons cause the wielder to suffer
a —1 Fighting or Throwing penalty. If the impro-
vised weapon already appears on the weapon
list on pages 10-11 (such as a torch or a wooden
stake), use the listed stats. Otherwise, use the
generic entry for a small, medium, or large
improvised weapon. The GM is the final judge of
an improvised weapon’s effectiveness.

The heroes in Rippers often find themselves
traveling to distant lands. When outside his
native country, a character automatically gains
the Outsider Hindrance when dealing with the
native population. Heroes who already have the
Outsider Hindrance at character creation are
misfits within their own society, but do not suf-
fer from any additional penalties when going
abroad. Characters with the World Traveler Edge

seem to fit in wherever they go, and are not con-
sidered Outsiders when traveling abroad.

After spending 1d6 months getting acquaint-
ed with the local culture, the character loses the
—2 Charisma penalty, but still suffers from the
other effects of the Outsider Hindrance. Full
assimilation requires years of cultural immer-
sion, at which time the character is considered a
native of his new homeland and becomes an
Outsider when he travels elsewhere.

Reason is a new secondary statistic, which
starts at 0 but can be either positive or negative.
It is used to represent your Ripper’s state of
mind. A positive Reason means your hero is sane
and in full command of his faculties. As your
Reason starts to slip, the hero becomes more
detached, more isolated and less... human than
his friends remember. One of the surest ways to
lose your Reason is to dabble with the Rippers’
most contentious technological advancements:
Rippertech!

A hero’s Reason modifies all Spirit and Spirit-
based skill rolls and rolls on the Fright Table, as
well as all Knowledge (Rippertech) rolls made
during the creation or implanting of Rippertech.
If you ever roll a 1 on any such check (regardless
of the result of the Wild Die), your hero’s Reason
is reduced by 1. Any time you improve your
hero’s Spirit die type, you also add 1 to his Rea-
son. As long as your hero has no Rippertech
implants, his Reason cannot go below 0.

Iy
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INsanITy

The lower a hero's Reason, the greater chance
there is of the poor unfortunate sliding into
insanity. Rippers introduces an expanded Fright
Table to reflect the additional traumas the Rip-
pers face in their crusade against the Cabal.
Although shocks and fright might make a hero
twitchy or give her nightmares for a while, only
those who dabble too freely with Rippertech risk
permanent and terrifying madness.

Modify the roll on the Fright Table by the hero’s
Reason; subtract the monster's Fear modifier, and
any Edges or Hindrances that may apply.

Faignr Tanie

d20 Effect
-3 or less Ripping Psychosis: See below.
—2-0 Heart Attack: The hero is so over-
whelmed with fear that his heart
stutters. He becomes Incapacitated
and must make a Vigor roll at -2. If

successful, he's Shaken and can't
attempt to recover for 1d4 rounds. If
he fails, he dies in 2d6 rounds. A
Healing roll at —4 saves the victim's
life, but he remains Incapacitated.

1-3 Night Terrors: The hero’s sleep is
so disturbed by nightmares that time
spent asleep never counts toward
recovering Fatigue levels. Uncon-
scious characters recover normally.

4-6 The Mark of Fear: The hero is
Shaken and also suffers some cos-
metic physical alteration—a white
streak forms in the hero's hair, his
eyes twitch constantly, or some oth-
er minor physical alteration. This
reduces his Charisma by 1.

7-9 Major Phobia: The hero gains the
Major Phobia Hindrance.

10-12 Minor Phobia: The character gains
the Minor Phobia Hindrance.

13-15 Terrible Shock: The hero loses 1
Reason.

16-17 Panicked: The hero immediately
moves his full Pace plus running die
away from the danger and is Shaken.

18-19 Shaken: The character is Shaken.

20+ Adrenaline Surge: The hero's
"fight" response takes over. He adds
+2 to all trait and damage rolls on
his next action.

Miering Psvenusis

Ripping psychosis is a disease of the mind, the
body and the soul. Those who ignore Van Hels-
ing’s concerns about the use of Rippertech and
rely on it too heavily risk losing their mind.

Temponany PSvenosis

If your hero suffers an attack of Ripping Psy-
chosis, make a Spirit roll. Success indicates a
momentary surge of anger: a red mist that
descends on your hero. In combat he makes a
single attack against the nearest individual
(friend or foe), otherwise he smashes up what-
ever room he is in.

Failure means your hero loses control com-
pletely. In combat, you must always move
toward the nearest potential target and attack.
The next time a Joker is dealt (to any player or
to the GM), the madness passes and your hero
returns to normal, unable to remember what
happened. In a non-combat situation the mad-
ness can be just as dangerous as your hero starts




to tear up his surroundings. Any attempts to
stop him are met with a violent reaction and
combat begins (using the rules above). Other-
wise, after 1d6x10 minutes, the hero’s madness
subsides.

If the result of the Spirit check is a 1 (regard-
less of the Wild Die), your hero descends into
permanent and violent Ripping Psychosis.

Jacob Krauss faces a monster with the
Fear (-2) Ability. The Ripper has a couple
of Rippertech implants and so has -2 Rea-
son. His Guts check is modified by bis
Reason as well as the monster’s Fear
modifier, so be rolls Guts at —4 and fails,
calling for a roll on the Fear Table. The
same modifiers are in place for this roll
and Jacob rolls a 1 on the d20. The hap-
less bero is beaded for a bout of Ripping
Psychosis and makes a Spirit roll (-2 for
bis Reason) to see how badly be loses it.
His friends stand well back!

PLamANENT Pyenosts

If a Ripper slips this far into madness, attempts
to restore his devastated sanity are fruitless. The
individual becomes a monster—a new target for
the Rippers. Hunted and hated, the demented indi-
vidual seeks out the Cabal and becomes a nemesis
for his former team. Turn your character sheet over
to the GM, you’re done!

TheATment

The mind is an amazing thing and, given the
proper care, it can recover from all but the most
serious of shocks. Unfortunately, that care is
hard to come by in Victorian society, where
madness is a thing to be feared and punished.

If a deranged hero is lucky enough to be put
into the hands of a talented alienist (one with
the Alienist Edge), once per month the doctor
may make a Healing roll modified by the hero’s
Reason to allow the Ripper to gain +1 Reason.
Otherwise, the month is spent recuperating with
no gain. Either way, the hero cannot take part in
any missions.

In any other mental institution, the results are
more certain. At the end of each month the hero
gains +1 Reason automatically, but also must take
another Hindrance as a result of the brutal regime.

Whatever the method, treatment can never
raise a hero's Reason above 0.

SETTING RULES

o[ e

Status is of great importance in the Rippers
world, with notions of propriety and good man-
ners dictating behavior. It is important that people
conduct themselves correctly, and woe betide any
characters falling foul of the rules of “appropriate”
behavior. A hero’s Status reflects not only his posi-
tion in Victorian society, but the esteem in which
he is held, his ability to affect those around him,
and gives a general indication of his wealth. Your
hero’s Status starts as 5, but can be affected by
Edges and Hindrances as well as by his or her
actions during the course of the game.

Note that Status is not a reflection of your
hero’s standing within the Rippers. That is
shown by your Rank (Novice, Seasoned, and so
on). Even the lowest-born individual can rise to
prominence within the organization, but that
doesn’t mean he is going to be welcomed to the
palace!

Tue Suciaw Onocy

Your character’s Status reflects his or her cur-
rent place in Victorian society and can be used to
influence others. You can choose to use your
influence as a modifier to interaction with NPCs.
However, doing so can be risky; the overbearing
type of individual who always wields his status
like a blunt instrument can find that his bullying
loses impact over time.

When making Intimidation, Persuasion,
Streetwise, or Taunt rolls, you may choose to
risk up to half your current Status (rounded
down) in an effort to use your social standing to
your advantage. For each point of Status you
decide to risk, you gain a +1 modifier.

Where Status and Charisma overlap, you must
choose one or the other. Sometimes a winning
smile and cheery disposition aren’t as effective
as bellowing orders at the top of your voice!
Decide which you want to use, but choose wise-
ly: being ignored by the lower echelons is
embarrassing and damages your credibility.

Losig Starus

If you fail at any test in which you risked your
Status, you lose any points risked. If you roll a 1
(regardless of the result of the Wild Die), you
lose twice the number of points you risked. The
Victorian social order is a fragile thing and hav-
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ing the lower orders refuse to obey your com-
mands undermines your position in it.

Of course, you cannot risk points you don’t
have, so if your Status falls to 1 or lower you may
not use your Status in this way at all. You must
try to improve your standing (see below) before
you can realistically expect to impress people!

When NPCs have the opportunity to resist
such rolls, the GM may opt to risk their Status in
the opposed roll. The modifiers for each point
risked are the same, as are the results of failure.
Thus, while it is easy for a Duke to command a
street urchin to fetch him a paper, it is harder to
intimidate another Duke in the same way!

Starus ano Mongy

A hero with high Status is generally wealthier
than one of low Status, but is expected to spend
more. If a character with a Status of 10 or higher
pays for anything listed as cheap or common he
or she loses 1 Status.

Any time your hero needs quick cash, he or
she can sell some possessions (minor trinkets,
unused household goods, and so on) by losing 1
Status to gain £10. In hard times, a loss of 2 Sta-
tus can gain the hero £100 in cash, but requires
the disposal of some substantial piece of prop-
erty (family heirloom, valuable antique, or the
like). In dire circumstances, a hero can opt to
dispose of his or her land, property, or other
family possessions. Such a drastic step costs your
hero 4 Status, but yields £1,000 in quick cash.

Gaangss v Srarus

A hero’s Status isn’t fixed, however, and it is pos-
sible (though not easy) to improve one’s standing in
society. Losing Status, on the other hand, is far easi-
er, making the social ladder more of a greasy pole.
In addition to the losses described above, your char-
acter’s actions each month can have an impact on
his Status, as shown in the table below:.

Activity Status

Borrowing money -1 Step
Consistently shabby appearance -1 Step
Persistently graceless -1 Step
Making false allegations -1 Step
Divorce, arrest, or other scandal -1 Step
Caught traveling armed -1 Step
Buying land or property (£500+) +1 Step
Always polite (to those who matter) +1 Step
Marrying well +1 Step

I

Rippers operate in small teams acting quite
independently of the rest of the organization.
The central meeting place for the teams in an
area is the Ripper lodge: a secret place where
Rippers gather to plan, conduct research, and
experiment. Lodges vary tremendously depend-
ing on the Rippers who use them, but certain
things are common to all.

Longg $tars

The four defining aspects of the lodge are Inf