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INTRODLCTION: WHAT’'S
A BATTLE SCENE?

A Battle Scene is an action-packed, single scene
combat situation. It's a fleshed out adventure
hook that presents a premise, antagonists and
advice on running the scenario. It's designed for
short, frantic, fun play sessions.

In the case of the Amazing Stories of World
War Two line, these are set in a WW?2 era super-
heroic comic book setting. It can be played alone
as a very short episode or easily inserted into a
longer game.

THE SITUATION

The PCs are assumed to be Allied super-soldiers
engaged in the fight against the Axis forces in
WWS2. You can either select pre-generated char-
acters from the many WW2 team books that Vigi-
lance Press has published or roll your own.

The Axis forces are using a subterranean troop
carrier to insert specially equipped stormtroopers
behind the front lines of Allied forces where they
are wreaking havoc.

The Brass have inside information and know
when and where the next tunneler machine attack
will occur. Armed with this knowledge, the Allies
has set a trap. When the tunneler arrives, it will
find the PCs waiting.

THE BRIEFING

Read or summarize the following section for the
PCs. This briefing will be delivered by a weary
front line officer.

GCOMPATIBLE

WHERE’S IT HAPPENING

This situation can easily be tweaked to be set in
several different locations. For example:

» On the Western Front, this scenario could
easily be set in France during the Battle of
Normandy.

» On the Eastern Front, this encounter could
be set during the Battle of Stalingrad or
during Operation Bagration.

* In the North African Theatre, this engage-
ment would fit naturally into a long running
battle between Nazi and British forces in
North Africa. One suggestion would be the
Second Battle of El Alamein.

» This scenario would require some tweak-
ing to work in the Pacific Theatre. Mainly,
you'd have to have an appropriate Japa-
nese name for the Krieg Schwarm. (Per-
haps the Kusanagi Squadron). Long run-
ning battles such as the Battle of Manila
or the Battle of the Green Islands would
be appropriate settings for this scenario.
(It also might make sense to have the tun-
neler machine be amphibious if operating
in the Pacific Theatre.)

The damned inventive Germans have a new
warmachine. A subterranean troop -carrier. It’s
slipped under our line and inserted stormtroopers
behind our defenses three times in the last week.
In all three cases it resulted in our lines collapsing
and falling back.

I'm talking to you because, in a stroke of luck,
we've captured a German scout who has been
persuaded to give us the exact location and date
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DEATH FROM BELOW -

of their next attack. It’s going to be at a forward air
base close to our front lines tonight at 2200.

Your Mission: be at the air field when the tun-
neler machine attacks. Repel its attack and cap-
ture or destroy it. Your transport leaves immedi-
ately. Good luck.

BATTLE IS JOINED

It's night when the PCs arrive at the air base. Fight-
ers and bombers are lined up on the tarmac. Han-
gars, barracks and other buildings are nearby.

The PCs are patrolling near the air base when
the tunneler machine erupts from the ground with
a thunderous racket. It pauses briefly; its rear
hatches fling open and a squad of bizarre one man
flying machines flood out, emitting an eerie sibilant
buzz as they zoom overhead. (The stats for the
airborne troopers are in the NPC section under
Krieg Schwarm Trooper. The default suggestion
for heir number is to be equal to the number of the
PCs.)

1. One group of flying stormtroopers swarms
over the airfield, using their vehicles’ crack-
ling electric weapons to destroy as many Al-
lied planes as possible. Explosions light up
the night sky.

2. A second group of the Krieg Schwarm troop-
ers makes a beeline for the air field barracks,
where they run headlong into the infantry unit
protecting them. The Allied soldiers are doing
the best they can, but they’re outgunned and
outmaneuvered by the Krieg Schwarm.

3. The tunneler’s engine roars as it switches
gears and it charges towards the hangar
and control tower. If unopposed, it will plow
through and demolish these buildings in 6
panels.

TACTICS AND SCALABILITY

A successful Perception test will allow a PC to re-
alize that the pods piloted by the Krieg Schwarm
troopers appear to be using electrical based weap-
ons and stay in the air using an electrical field. A
successful called shot (pg. 67 ICONS) on the elec-

trical generator (located on the back of the pod)
should depower its weapons and ground it.

The tunneler machine (aka the Dacht-Panzer)
has a relatively high Invulnerability (5) and it may
not be possible for it to be overcome via conven-
tional means. The PCs may have to get creative to
defeat it. Towards this end, here are some things
to keep in mind about the tunneler:

« It can be lifted with a Strength of 8.

A successful coordination test with a difficulty
of 4 will be necessary to climb on while it's
moving. A similar test with a difficulty of 2 will
be necessary to stay onboard the tunneler
while it's moving.

» The top hatch and the rear hatch are the only
visible access; both are made of iron and
have a Strength of 7. The vehicle’s hull is
steel and has a Strength of 8.

« If the heroes enter via the rear hatch, they
find the bay empty except for the cage of mu-
tated POWs described in the Ace Up Your
Sleeve section. The mutants are aggressive,
but the cage is locked. (The cage bars have
a Strength of 7. The lock can be picked with a
successful Intellect or Coordination test with
a difficulty of 4. The prisoners will attack im-
mediately if released. Use the Verhexte stats
in the NPC section. The default suggestion if
for one Verhexte per PC.) The driver has a re-
mote control switch that can unlock the cage
door. However, the driver and cockpit crew
will not be able to hear the PCs approach-
ing from this direction as the bay is separated
from the cockpit by a locked steel door with a
Strength of 7.

« A successful Perception test with a difficulty
of 2 (appropriate Specialties — such as Me-
chanics — can assist with this test) will reveal
to a PC that there is a precise spot that is
vulnerable on the vehicle’s tank tracks. A
called shot to this area will reduce the tun-
neler’s Coordination by 3 for every success-
ful attack. If Coordination is reduced to 0, the
vehicle is immobilized.

» The tunneler is has a crew of 3 in the cock-
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pit; one driver and two side turret gunners.
Use the Stock Character Soldier from ICONS
(with a sidearm that has Blast 4 (Shooting)
for these enemies.

For an easier encounter, consider using the
minion option for the Krieg Schwarm troopers.

For a tougher encounter, do not use the weak-
nesses provided for the Krieg Schwarm troopers
and the tunnneler. Also, consider increasing the
number of Krieg Schwarm troopers and/or have
a member or two of the Eugenics Brigade or
Pearl Harbor December accompanying the Krieg
Schwarm troopers and the tunneler crew.

In addition, a tougher variant of the Krieg
Schwarm troopers with more powerful weapons
and a minor force have been provided in the NPC
section (see the stats for Krieg Schwarm Trooper
MK 11.)

ACE UP YOLPR SLEEVE

Scenario design and Game Mastering are not
exact sciences. Sometimes, despite your best
intentions, thing do not go to plan. If the PCs
trounce the Krieg Schwarm troopers and tunnel-
er much quickly than you anticipated, here’s a
scenario you can pull out of your back pocket:

Suddenly, the tunneler’s rear hatch swings
open. A steel cage tumbles out from the back
of the war machine. It contains several feral
humanoids who are wearing tattered remains
of Allied military uniforms. These unfortunate
POWSs have apparently been mutated by the
Nazi Eugenics serum and turned into enraged,
Neanderthal-like, feral berserkers.

There’s an audible click as the cage door is
remotely unlocked and the mutated menaces
spring out, rampaging towards the heroes...

Use the Verhexte stats in the NPC section
for the mutated Allied soldiers. The default sug-
gestion is for one Verhexte per PC.

Note: After deploying the Verhexte, the tun-
neler crew will likely bail out of the vehicle and
enage the self-destruct mechanism. See Bullet
Point 2 under the Resolution section for more
information on that.

1.

RPESOLUTION

If half or more of the Krieg Schwarm soldiers
are defeated, the tunneler will recall its troops
and retreat to fight another day. The tunnel
it leaves behind it will stay stable for 4 to 6
panels after the warmachine has fled and
then collapse. To make the tunneler’s escape
more interesting, considering using the situa-
tion in the Ace Up Your Sleeve section.

. If the tunneler is immobilized or reduced to a

quarter of its Stamina, the crew will activate
a self-destruct mechanism and bail out of the
vehicle. PCs within a reasonable distance to
the vehicle will hear a mechanical voice from
within the cockpit counting down from 60 in
German. (In game time, this can be as long
or short a time as the GM needs it to be. 4
to 6 panels is a reasonable suggestion.) If a
PC climbs into the cockpit and attempts to
disable the self-destruct device, a success-
ful Intellect test with a difficulty of 4 will be
required. When the self-destruct device ex-
plodes, it will atomize the tunneler, and ev-
eryone within 30 feet who isn’t behind cover
will take damage as though they were hit by
an Explosive Blast 6 attack (pg. 49 ICONS).
(Note: It's suggested that you have the crew
enable the self-destruct mechanism after the
you use the option detailed in the Ace Up
Your Sleeve sidebar.

If all the PCs are defeated, they are dragged
into a nearby copse of trees by the Allied
soldiers present. There they are revived by
the base’s medics and restored to half their
Stamina. While they’ve been unconscious,
the soldiers at the base have been able to
hold off the Axis forces for a few fleeting mo-
ments, but they’re taking a beating and the
heroes are needed back in the fight!

For a more grim defeat scenario, the PCs are
revived after the squadrons at the air base
have been destroyed and most of the build-
ings wrecked. As the PCs regain conscious-
ness, the tunneler and the remaining Krieg
Schwarm troopers have noticed them and
are double-timing it in their direction. It’s fight
or flight time...
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NPC SECTION Willpower 3

Dacht-Panzer Mk1 Tunneler Machine With Driver  Stamina 11

(47 points)
Powers

Blast Device 5 - Side Turrets

Coordination 6 Growth 5 - Permanent (Defense -1)

Strength 8 (Invulnerability 5)

Burrowing 5

Strike 7 (Slashing) - Ramming Attack with Drill

Fast Attack 1

PAGE Y

Prowess 2

Intellect 3

Awareness 3
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Qualities
Nazi Mad Science Tunneling Machine and pilot

Challenges
Enemy : Allied military

Weakness : A successful Perception test will
reveal to a PC that there is a precise spot
that is vulnerable on the vehicle’s tank
tracks. A called shot to this area will reduce
the tunneler’s Coordination by 3 for every
successful attack. If Coordination is re-
duced to 0, the vehicle is immobilized.

Description: Possessed of a revolutionary design
and state of the art engineering but ridiculously ex-
pensive to produce (at a time when funds and war
supplies were growing scarce), only a small num-
ber of prototypes of the Dacht-Panzer subterra-
nean troop transporter were manufactured by the
Experimental Division of the Waffen-SS for use by
tank and infantry units.

Krieg Schwarm Trooper And Vehicle (33 Points)
Prowess 3
Coordination 3
Strength 3
Intellect 3
Awareness 3
Willpower 3
Stamina 6
Specialties
Aerial Combat

Powers
Blast 4 (Shooting) - Sidearm

Elemental Control Device 5 (Electrical) - Krieg
Schwarm Battle Pod

Moving (Electrical Field allows pod to “surf’
Earth’s magnetic field)

Attacking (Lightning Blast Generators built
onto the sides of the pod)

Creating (The electrical generators allow the
pod to create its own electrical supply)

Binding Device 5 - Battle Pod Electrical Field
Generator

Qualities
Krieg Schwarm Battle Pod and Pilot

Description: Built from blue-prints that a German
agent stole from Nikola Tesla’s lab in 1918, this
one man flying machine is power completely by
a miniaturized electrical generator that's mounted
onto the pod’s hull. Several dozen were produced
by the Waffen SS’s Experimental Division before
the project was discontinued so that scarce war
materials could be devoted to more conventional
tanks and planes.

Challenges
Enemy: Allied super-soldiers

Weakness : (Optional) Successful called shot
(pg. 67 ICONS) to vehicle’s electrical gen-
erator can nullify flight power and depower
its weaponry.
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Krieg Schwarm Trooper Mk Il And Vehicle
(35 Points)

Prowess 3
Coordination 5
Strength 3
Intellect 3
Awareness 3
Willpower 3
Stamina 6
Specialties

Aerial Combat
Powers

Blast 4 (Shooting) - Sidearm

Elemental Control Device 7 (Electrical) - Krieg
Schwarm Battle Pod

Moving (Electrical Field allows pod to “surf’
Earth’s magnetic field)

Attacking (Lightning Blast Generators built
onto the sides of the pod)

Creating (The electrical generators allow the
pod to create its own electrical supply)

Force Field Device 3 - Battle Pod Electrical
Field Generator

Qualities
Krieg Schwarm Battle Pod and Pilot

Challenges
Enemy: Allied super-soldiers

Weakness : (Optional) Successful called shot
(pg. 67 ICONS) to vehicle’s electrical gen-
erator can nullify flight power and depower
its weaponry.

Description: A heavier variant of the Krieg
Schwarm pod with a force field and more powerful
weapon.

Verhexte (43 pts)
Prowess 7
Coordination 8
Strength 7
Intellect 1
Awareness 2
Willpower 2
Stamina 9
Specialties
Athletics

Powers
Invulnerability 5
Strike 5 (Slashing)
Regeneration 5

Qualities
Feral mutated menace

Challenges
Social : Inhuman. Cannot relate or speak.
Weakness : Driven mad by rage

Description: These unfortunate POWs have been
transformed into sub-human creatures, called
‘Verhexte’ by German eugenicists after their racist
slang term for mutants: a jinx. There is no known
cure for this transformation. Of course, your PCs
might be able to engineer one...
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OPEN GAME LICENSE

The following text is the property of Wizards of the
Coast, Inc. and is Copyright 2000 Wizards of the
Coast, Inc (“Wizards”). All Rights Reserved.

1. Definitions: (a)’Contributors” means the copy-
right and/or trademark owners who have contrib-
uted Open Game Content; (b)’Derivative Material”
means copyrighted material including derivative
works and translations (including into other com-
puter languages), potation, modification, correc-
tion, addition, extension, upgrade, improvement,
compilation, abridgment or other form in which
an existing work may be recast, transformed or
adapted; (c) “Distribute” means to reproduce, li-
cense, rent, lease, sell, broadcast, publicly display,
transmit or otherwise distribute; (d)’Open Game
Content” means the game mechanic and includes
the methods, procedures, processes and routines
to the extent such content does not embody the
Product Identity and is an enhancement over the
prior art and any additional content clearly identi-
fied as Open Game Content by the Contributor, and
means any work covered by this License, includ-
ing translations and derivative works under copy-
right law, but specifically excludes Product Identity.
(e) “Product Identity” means product and product
line names, logos and identifying marks including
trade dress; artifacts; creatures characters; sto-
ries, storylines, plots, thematic elements, dialogue,
incidents, language, artwork, symbols, designs,
depictions, likenesses, formats, poses, concepts,
themes and graphic, photographic and other visual
or audio representations; names and descriptions
of characters, spells, enchantments, personalities,
teams, personas, likenesses and special abilities;
places, locations, environments, creatures, equip-
ment, magical or supernatural abilities or effects,
logos, symbols, or graphic designs; and any other
trademark or registered trademark clearly identi-
fied as Product identity by the owner of the Prod-
uct ldentity, and which specifically excludes the
Open Game Content; (f) “Trademark” means the
logos, names, mark, sign, motto, designs that are
used by a Contributor to identify itself or its prod-
ucts or the associated products contributed to the
Open Game License by the Contributor (g) “Use”,
“Used” or “Using” means to use, Distribute, copy,

edit, format, modify, translate and otherwise cre-
ate Derivative Material of Open Game Content. (h)
“You” or “Your” means the licensee in terms of this
agreement.

2. The License: This License applies to any Open
Game Content that contains a notice indicating
that the Open Game Content may only be Used
under and in terms of this License. You must af-
fix such a notice to any Open Game Content that
you Use. No terms may be added to or subtracted
from this License except as described by the Li-
cense itself. No other terms or conditions may be
applied to any Open Game Content distributed us-
ing this License.

3.0ffer and Acceptance: By Using the Open Game
Content You indicate Your acceptance of the terms
of this License.

4. Grant and Consideration: In consideration for
agreeing to use this License, the Contributors
grant You a perpetual, worldwide, royalty-free,
non-exclusive license with the exact terms of this
License to Use, the Open Game Content.

5.Representation of Authority to Contribute: If You
are contributing original material as Open Game
Content, You represent that Your Contributions
are Your original creation and/or You have suf-
ficient rights to grant the rights conveyed by this
License.

6.Notice of License Copyright: You must update
the COPYRIGHT NOTICE portion of this License
to include the exact text of the COPYRIGHT NO-
TICE of any Open Game Content You are copying,
modifying or distributing, and You must add the
title, the copyright date, and the copyright holder’s
name to the COPYRIGHT NOTICE of any original
Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use
any Product Identity, including as an indication as
to compatibility, except as expressly licensed in
another, independent Agreement with the owner
of each element of that Product Identity. You agree
not to indicate compatibility or co-adaptability with
any Trademark or Registered Trademark in con-
junction with a work containing Open Game Con-
tent except as expressly licensed in another,
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independent Agreement with the owner of such
Trademark or Registered Trademark. The use of
any Product Identity in Open Game Content does
not constitute a challenge to the ownership of that
Product Identity. The owner of any Product Identity
used in Open Game Content shall retain all rights,
title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Con-
tent You must clearly indicate which portions of
the work that you are distributing are Open Game
Content.

9. Updating the License: Wizards or its designated
Agents may publish updated versions of this Li-
cense. You may use any authorized version of this
License to copy, modify and distribute any Open
Game Content originally distributed under any
version of this License.

10. Copy of this License: You MUST include a copy
of this License with every copy of the Open Game
Content You Distribute.

11. Use of Contributor Credits: You may not mar-
ket or advertise the Open Game Content using the
name of any Contributor unless You have written
permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You
to comply with any of the terms of this License with
respect to some or all of the Open Game Con-
tent due to statute, judicial order, or governmental
regulation then You may not Use any Open Game
Material so affected.

13. Termination: This License will terminate auto-
matically if You fail to comply with all terms herein
and fail to cure such breach within 30 days of be-
coming aware of the breach. All sublicenses shall
survive the termination of this License.

14. Reformation: If any provision of this License is
held to be unenforceable, such provision shall be
reformed only to the extent necessary to make it
enforceable.

15. COPYRIGHT NOTICE

Open Game License v 1.0 Copyright 2000, Wiz-
ards of the Coast, Inc.

Fudge System Reference Document, Copyright

2005, Grey Ghost Press, Inc.; Authors Steffan
O’Sullivan and Ann Dupuis, with additional ma-
terial by Peter Bonney, Deird’Re Brooks, Reimer
Behrends, Shawn Garbett, Steven Hammond, Ed
Heil, Bernard Hsiung, Sedge Lewis, Gordon Mc-
Cormick, Kent Matthewson, Peter Mikelsons, An-
thony Roberson, Andy Skinner, Stephan Szabo,
John Ughrin, Dmitri Zagidulin.

FATE (Fantastic Adventures in Tabletop Entertain-
ment), Copyright 2003 by Evil Hat Productions
LLC; Authors Robert Donoghue and Fred Hicks.

Spirit of the Century, Copyright 2006, Evil Hat
Productions LLC. Authors Robert Donoghue, Fred
Hicks, and Leonard Balsera.

Icons, Copyright 2010, Steve Kenson, published
exclusively by Adamant Entertainment in partner-
ship with Cubicle Seven Entertainment, Ltd.

Amazing Stories Of World War Two: Battlescenes:
Death From Below, Copyright 2011, RPGObijects;
Authors Charles Rice, Mike Lafferty.

OPEN GAMING CONTENT

Designation of Product Identity: The following
terms are designated as product identity as out-
line in section 1(a) of the Open Gaming License:
PRDA and Splinter Radicals.

Designation of Open Gaming Content: The fol-
lowing sections of Amazing Stories Of World War
Two: Battlescenes: Death From Below is desig-
nated as open gaming content except for terms
defined as product identity above. All illustrations,
pictures, and diagrams are Product identity and
property of RPGObjects™.

The introduction is closed content. All other text is
open content.
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