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the briefing

It’s 1945. As the Allied armies race towards 
Berlin, Nazi scientists create increasingly bizarre 
super-weapons as the desperation to stop the 
enemy advance and avoid complete surrender 
grows.

The PCs are super-soldiers associated with 
the Allied Powers deployed with the invasion 
forces on the final push to the German capital. 
(Feel free to use the characters from Vigilance 
Force, People’s Revolution or Crowd Guard from 
Vigilance Press or roll your own) 

The PCs receive orders to check out reports 
that Military Intelligence has received from Nazi 
deserters of a strange, arcane super-weapon 
being constructed at a small German village. 
Read or summarize the following for your 
players. This is their mission briefing and is being 
delivered by a superior officer in their chain of 
command:

The boys in military intelligence have received 
some disturbing reports about another Nazi 
super-weapon. This one has a stranger 
parentage than usual. It’s a collaboration 
between the Nazi advanced robotics engineers 
and the cultists of the Thule Society. 

The German defectors we’ve talked to tell us 
this collaboration is called the “Panzer-Ritter”. 
It’s a massive Nazi battle robot, like you may 
have encountered before. However, instead 
of conventional power source, it’s allegedly 
fueled by black magic and it reportedly has both 

conventional and occult weaponry. Tomorrow 
night there will be a ceremony in which several 
Thule Society cultists will conduct a ritual and 
their soul, life energy (or whatever you want 
to call it) will power up this “Panzer-Ritter”. 
The defectors tell us that if you can stop the 
ritual from completing, you can keep this from 
happening. Which, it goes without saying, is 
much preferable to having to fight this monster 
once it powers up.

Whether or not you believe in this mumbo-jumbo 
is immaterial. The brass is worried enough 
by whatever this actually is that they want 
you to recon the area. So, your team is going 
to the village of Donnersburg immediately to 
investigate. Your orders are to interrupt the ritual 
and sabotage this war-machine they can activate 
it. Failing that, your orders are to destroy the 
Panzer-Ritter before it can be used against Allied 
forces and attempt to bring back prisoners that 
we can interrogate.

Donnersburg is close by, but it is behind enemy 

INTRODUCTION: 
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 enemies, a 
premise 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 obviously set during 
WW2 in a fantastical superheroic comic 
book world. It can be played alone as a very 
short episode or easily inserted into a longer 
game.
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lines. You can either get their under your own 
power or we can airdrop you in tonight. The 
village has a small garrison that patrols the area. 
But that shouldn’t present much of a challenge 
to you. Your objective is an SS compound on a 
small farm just a half mile north of the village.

Keep in mind, the reports we have came from 
defectors, so there’s a chance this is counter-
intel and you’re walking into a trap.

battle is joined

1) It will be evening as the PCs approach 
the SS compound (a secluded farm on 
the outskirts of a Donnersburg.) They will 
see an SS squad patrolling road in front of 
the farm. There will be one SS soldier for 
each PC; use the Soldier Stock Character 
from ICONS. They can either avoid or 
engage the patrol. Consider using the 
minion option if your PCs choose to fight. 

2) When the PCs infiltrate the compound 
they find a group of Thule Society mystics 
and Nazi scientists clustered around 
a huge robot that is laying flat on the 
ground. The higher level mystics are 
engaged in an ornate ceremony being 
led by a Thule Society Archmage. They 
are guarded by several SS guards and a 
handful of Thule Society Acolytes (stats in 
NPC section). There will be one SS guard 
and/or acolyte for each PC and they will 
attack as soon as they become aware 
of the PCs. As the PCs take down the 
acolytes and the guards, Thule Society 
Conjurers (there will be one per PC; 
stats in NPC section) and scientists (use 
Onlooker Stock Character from ICONS) 
will break away from the ritual and engage 
the PCs. Scalability: To decrease the 
difficulty or speed up the combat, consider 
using the minion option for SS Guards, 
Acolytes and Scientists. To increase the 
difficulty, consider having a second or 
third Thule Society Archmage (again, stats 

in the NPC section) on hand who can 
break away from the ritual and reinforce 
the Conjurers.

3) While the PCs are in the first few pages 
of combat (GMs discretion), the primary 
Thule Society Archmage intones the final 
word of the incantation and slaps his 
hand onto a stone disk that is embedded 
in the left shoulder of the robot. (Closer 
inspection would reveal this disk is 
covered with a series of runes.) Dark, 
shadowy energy flows out of all the 
cultists. They slump over as their life force 
pours into the massive war-machine. The 
Panzer-Ritter’s eyes light up a sickly red 
hue and the robot clambers to its feet. 
(Award the PCs a point of Determination 
as fighting the Panzer-Ritter was a 
challenge they could not avoid.)

4) With the ritual finished, all of the Thule 
Society mystics will be comatose. The 
Panzer-Ritter and any remaining SS 
guards will attack the PCs.

ace up your sleeve

It’s the nature of RPGs that sometimes things 
don’t go to plan: the clue that you thought was 
20 feet tall with a neon sign pointing at it gets 
missed by everyone or the encounter that was 
supposed to be challenging turns out to be a 
cakewalk. Here are some tips for dealing with 
those situations.

•	 Captain	Exposition! If the PCs are 
having a difficult time with the Panzer-
Ritter, consider giving them a hint. A 
translucent image of a shadowy stranger 
in a flowing, high-collared cloak could 
appear to one of your PCs and say: I am 
the Ethereal Wanderer, defender of this 
dimension and enemy of chaos magic 
in all its forms!  Heed my words, heroic 
mortal! You can stop this monstrosity of 
black magic if you destroy the stone circle 
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embedded in its left shoulder. That is the 
anchor point of the spell. The Ethereal 
Wanderer then disappears never to be 
seen again (unless you wish to bring 
him back as a recurring NPC/source 
of information.) If necessary, you could 
also use him to tip off the PCs to the 
Weaknesses of the Dark Soul Energy 
Creature described below.

Don’t	Call	it	a	Comeback Maybe the dice are 
hot or maybe your players are just brilliant and 
manage to take down the Panzer-Ritter more 
quickly than you anticipated. Or, maybe you 
just want to spice up the scenario. Here’s an 
option for that. Read or summarize the following 
italicized section to your group: The battle-bot 
tumbles to the ground with massive crash. As 
the Panzer-Ritter impacts, the dark soul energy 
fueling it spills out like blood and pools around 
the shattered war-machine. Then…it coalesces 
into a vaguely humanoid shape. Its eyes are 
the same baleful red as the Panzer-Ritter and it 
hisses as it leaps to attack the heroes… Use the 
Dark Soul Energy Creature in the NPCs Section. 
For an increased challenge, a second or third 
creature could form while the first is attacking the 
PCs.

resolution

1) The Panzer-Ritter will fight until 2/3 of its 
Stamina points are gone at which point 
it will attempt to escape by running into 
the night. If the PCs can defeat it and 
bring back part of its superstructure for 
examination, their leadership will be very 
pleased. If they manage to defeat it and 
capture a Nazi scientist and bring him 
back for questioning, the brass will be 
even more delighted. 

2) If the PCs are defeated, they regain 
consciousness (with half their Stamina) on 
the compound grounds. The Ritter-Panzer 
has left the scene and is rampaging 
across the countryside towards the front 

lines. Driven by pure hatred and chaos 
magic (with just a bit of direction from the 
Thule Cultists), it is destroying whatever 
is in its path and thus leaving a very easy 
to follow trail. By the time the PCs catch 
up with the battle-bot, it has just plowed 
into Allied lines and is making short work 
of the tanks and infantry units that have 
been ordered to stop it.
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npcs

Thule	Society	Archmage	(46	pts)

Prowess 3
Strength 4
Coordination 2
Awareness 2
Intellect 5 
Willpower 7

Stamina	11

Specialties
Mental Resistance 
Occult Master

Powers	
Fast Attack 1 (Enchanted Amulet)
Strike 4 (Cursed Dagger)
Wizardry 7 (Magic) 

Blast (Mystic Hellfire) 
Reflection (Dark Magical Warding)
Binding (Dark Energy Shackles)

Qualities
Master of the Dark Arts in service to Nazi regime

Challenges
Weakness: Power Loss. Must be able to speak 
and gesture to cast spells.
 
Thule	Society	Conjurer	(39	pts)

Prowess 3
Strength 4
Coordination 2
Willpower 4
Awareness 2
Intellect 4

Stamina 8

Specialties
Mental Resistance 
Occult Expert

Powers	
Wizardry 4 (Magic)
 Illusion

 Telekinesis
Blast 5 (Device: Magic Staff)
Strike 4 (Device: Cursed Dagger)

Qualities:
Nazi Battle Mage

Challenges
Weakness:	Power Loss. Must be able to speak 
and gesture to cast spells.
Enemy: Allied super-soldiers
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Thule	Society	Acolyte	(26	pts)

Prowess 5
Strength 4
Coordination 2
Willpower 2
Awareness 2
Intellect 3

Stamina 6

Specialties
Athletics
Occult 

Powers	
Wizardry 2 (Magic)
 Illusion
 Telekinesis
Strike 4 (Device: Cursed Dagger)

Qualities
Thule Society Inductee 

Challenges
Weakness:	Power Loss. Must be able to speak 
and gesture to cast spells.
Enemy: Allied super-soldiers

Panzer-Ritter	Mk	1	(69	pts)

Prowess  3
Coordination  5
Strength  8
Intellect  5
Awareness  5
Willpower  8

Stamina		13

Specialties
		Occult Master
  Mental Resistance Master

Powers
  Blast 7 (Explosive Blast)(Arm-mounted Canon)
		Emotion Control 10 (Fear) (Head-mounted Fear 
Ray)
  Fast Attack 1
  Mental Blast 6 
  Reflection 6 (Dark Magic Warding)

Qualities
		Nazi Super-Weapon Fueled by the Dark Souls 
of Thule Cultists
  30 foot tall Battlebot
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Challenges
Weakness: Magic Attacks are +2 Damage
Weakness: There’s a small stone disk (1 foot 
across) inscribed with a rune circle that is 
embedded on the left shoulder of the robot. 
If this stone is destroyed (it has Strength of 
6), it will break the spell empowering the war-
machine. A called shot would be necessary to hit 
it with a ranged attack.

Dark	Soul	Energy	Creature	(51	pts)

Prowess  7
Coordination  5
Strength  4
Intellect  6
Awareness  4
Willpower  7

Stamina  11

Specialties
  Occult Master

Powers
  Life Drain 5 
  Phasing 6 
  Flight 3 
  Fast Attack 1 

Qualities
Intermingled Malevolent Life Force of Thule 
Cultists.

Challenges
Weakness: Magic based attacks do full damage 
even while Phased
Weakness: Fire based attack do full damage 
even while Phased
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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 copyright 
and/or trademark owners who have contributed Open 
Game Content; (b)”Derivative Material” means copy-
righted material including derivative works and trans-
lations (including into other computer languages), 
potation, modification, correction, addition, extension, 
upgrade, improvement, compilation, abridgment or 
other form in which an existing work may be recast, 
transformed or adapted; (c) “Distribute” means to re-
produce, license, 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, including 
translations and derivative works under copyright law, 
but specifically excludes Product Identity. (e) “Prod-
uct Identity” means product and product line names, 
logos and identifying marks including trade dress; ar-
tifacts; creatures characters; stories, storylines, plots, 
thematic elements, dialogue, incidents, language, 
artwork, symbols, designs, depictions, likenesses, 
formats, poses, concepts, themes and graphic, 
photographic and other visual or audio representa-
tions; names and descriptions of characters, spells, 
enchantments, personalities, teams, personas, like-
nesses and special abilities; places, locations, envi-
ronments, creatures, equipment, magical or super-
natural abilities or effects, logos, symbols, or graphic 
designs; and any other trademark or registered 
trademark clearly identified as Product identity by the 
owner of the Product Identity, 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 
products 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 create 
Derivative Material of Open Game Content. (h) “You” 
or “Your” means the licensee in terms of this agree-
ment.

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 affix 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 License itself. 
No other terms or conditions may be applied to any 
Open Game Content distributed using this License.

3.Offer 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-exclu-
sive 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 origi-
nal creation and/or You have sufficient 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 NOTICE of 
any Open Game Content You are copying, modifying 
or distributing, and You must add the title, the copy-
right 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 conjunction 
with a work containing Open Game Content except 
as expressly licensed in another, independent Agree-
ment with the owner of such Trademark or Regis-
tered 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 Content 
You must clearly indicate which portions of the work 
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Open Gaming Content

and Leonard Balsera.

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

Battlescenes: The Panzer-Ritter, Copyright 2010, 
RPGObjects; Author Mike Lafferty.

that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated 
Agents may publish updated versions of this License. 
You may use any authorized version of this License 
to copy, modify and distribute any Open Game Con-
tent 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 market 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 Content 
due to statute, judicial order, or governmental regula-
tion then You may not Use any Open Game Material 
so affected.

13. Termination: This License will terminate automati-
cally if You fail to comply with all terms herein and 
fail to cure such breach within 30 days of becoming 
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, Wizards 
of the Coast, Inc.

Fudge System Reference Document, Copyright 
2005, Grey Ghost Press, Inc.; Authors Steffan 
O’Sullivan and Ann Dupuis, with additional material 
by Peter Bonney, Deird’Re Brooks, Reimer Beh-
rends, Shawn Garbett, Steven Hammond, Ed Heil, 
Bernard Hsiung, Sedge Lewis, Gordon McCormick, 
Kent Matthewson, Peter Mikelsons, Anthony Rob-
erson, 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 Pro-
ductions LLC. Authors Robert Donoghue, Fred Hicks, 

Designation	of	Product	Identity: The following
terms are designated as product identity as outlined 
in section 1(a) of the Open Gaming License: All 
artwork, illustration or graphic design including any 
text contained within such artwork, illustration or 
graphic design.

Designation	of	Open	Gaming	Content: The
following sections of TBattlescenes: The Panzer-Rit-
ter is designated as open gaming content except for 
terms defined as product identity above.

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


