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IN THIS ISSUE, BATTLE SCENES:
THE LINDEAD STORMTROOPERS OF GRLUNWALD!”

BY MIKE LAFFERTY

Introduction: The Undead Stormtroopers of
Grunwald! is a Battle Scene; an action-packed
single scene combat situation set during WW2 in
a superheroic comic book setting. It can be played

alone as short episode or easily inserted into a
longer game. In the spirit of ICONS, is intended
with “pick-up-and-play” sessions in mind. It's
designed to get the players in the thick of the action
the minute they sit down and be played completely
in one short session.

Premise: Castle Grunwald (a centuries old castle
in the hamlet of Grunwald. a remote farming
village in rural Germany) was the site of ghastly
arcane experiments by Heinrich Himmler's SS
(Schutzstaffel) and the Thule Society fusing the
dark arts and mad science.

From mid 1944 onward, the SS was fixated on
necromancy in the belief that by resurrecting the
casualties of battle, they could reinforce their
faltering armies.

Operation: Dark Valkyrie (Dunkles Valkyrie) was
dedicated to this aim. The goal was to create
obedient legions of undead storm troopers who
could stop the Allied advance from the east and
the west. These Toten Zuge (the Dead Platoons)
were composed of reanimated corpses of both
German and Allied troops.

The Thule Council mages working in conjunction
with SS scientists had indeed created a method
for raising the dead: a synergy of black magic
and mad science called the Resurrection Engine
(die Auferstehungsmaschine). The machine
emitted a “resurrection wave” that was a great
improvement on traditional necromancy in that it
allowed the revived dead to retain some modicum
of intelligence and personality, making them much
more useful as battlefield troops.
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The drawback with this resurrection process was
that the reanimated soldiers were innately and
aggressively hostile towards all those who were
responsible for bringing them back from the grave.
Nazi scientists mitigated this problem by equipping
(living and loyal) SS officers with mind control
helmets that enabled them to dominate the will of
the undead soldiers. The result, while effective,
was less than ideal (if the controlling trooper
were to lose his helmet on the battlefield, his own
troopers would instantly attack him)

Research and testing was finally completed in the
last months of the war. As the Allies closed in from
the East and West, the Society of Thule mages
and SS officers at Castle Grunwald activated the
Resurrection Engine and began building a new
army...

Situation: The PCs are super soldiers working for
the Allies. (Use the characters in Vigilance Force,
Crown Guard or People’s Revolution or heroes of
your own creation).Their superiors have received
reports from German defectors that the SS is
developing a “super-weapon” at Castle Grunwald.
Details are scarce — but there are enough rumors
floating around about Grunwald that it needs to be
checked out.

The upper brass sends the PCs to investigate
and take any action they deem appropriate. They
are inserted close to Castle Grunwald either via
their own powers or via a late night low altitude
parachute drop.

At the village of Grunwald, the PCs find an idyllic
farming town with Castle Grunwald on top of a
hill overlooking the town. Intermittent convoys of
military cargo trucks take the road up the hill to the
castle.

The Nazis have grown desperate and are no
longer bothering to conceal their mad schemes
(as evidenced by an outdoor zombie holding pen
on the castle grounds.) A basic examination of
the environment or interrogation of a villager or
kidnapped soldier will reveal:

« Two patrols of Uberfallkommandos (with 3
in a group) are visible providing security in
the airspace around the castle at all times.

« Four squads of zombie troopers (mentally
controlled by SS officers) are patrolling the
grounds around the castle during the day
and night. (Each patrol is made up of 4
zombies and 1 SS officer.)

« A large pen has been built on the castle
grounds where several squads of undead
soldiers (wearing Nazi, US, British, Free
French, Polish and Soviet uniforms) are
contained behind an electrified fence. Every
half hour, more zombies are herded into the
pen. The pen is guarded by 2 SS Officers
with zombie control helmets (use the Dead
Platoon Corporal from the NPC section)
and a half dozen SS guards.

» Inside the castle, the massive Resurrection
Engine machine is installed in a large hall
on the ground floor and attended by a
staff of mages and scientists. The default
suggestion Is for three Thule Society mages,
4 scientists (use Onlooker Stock Character
from /ICONS) and 5 SS guards (use Soldier
Stock Character.)

« Even a cursory surveillance will reveal the
machines purpose as squads of zombies
are spawned from the Engine every few
minutes.

« The Engine is working around the clock
— creating new undead troopers from the
piles of the bodies that the military convoys
are supplying.

It should be clear that unless stopped, this machine
will spawn unholy legions that could save the Reich
from its enemies...

A more in-depth examination (or interrogation of an
NPC with sensitive information) will be necessary
to reveal the following:

« Destroying the Resurrection Engine should
disrupt the Resurrection Wave and destroy
the zombies. However, SS officers at
Grunwald will be able to resurrect a handful
each with their portable Resurrection Wave
Broadcast Devices.

« |If an SS Officer loses his zombie control
helmet, the result would be his undead
squad immediately attacking him.
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» (Optional Detail) The Resurrection Engine
is a fusion of magic and science. It's primary
arcane power source is an ancient Norse
artifact called the Helskér Stone, an altar
stone from a temple to the goddess Hel
found in rural Norway. If the Helskor Stone
is destroyed or removed from the machine,
the arcane energy flows out of the zombies
who then revert to a lifeless state.

» (Optional Detail) The Nazis are planning
on outfitting the zombies with high
explosive vests and deploying them as
suicide bombers. So, there is a large
cache of high explosives in the lower level
of Castle Grunwald. If someone were to
detonate this cache, the entire castle (and
the Resurrection Engine and all the zombie
troopers) would be blown to bits.

Action Suggestions

Use the Minion Damage Option for SS Guards,
Scientists and Zombies.

If the PCs elect to sneak into the castle, a single
Coordination (Stealth) test will be required.

Suggested difficulty for this is 6, but that’s left up
to the GM.

The exact number of enemies is up to the GM,
although default suggestions are made above.

If you want to prolong the scenario or increase the
challenge, see the Ace Up Your Sleeve section.

Ace Up Your Sleeve

Maybe the dice are hot, or maybe your PCs just
execute a creative and devastating plan and
vanquish the bad guys extra quickly. If you need
to up the challenge or even just want to spice up
the scenario, here are some options.

1. Several members of the Nazi super soldier
team (see the Eugenics Brigade) or possibly
even Count Fenris are on hand to provide
security for the Resurrection Engine.

2. After the PCs destroy the Resurrection Engine,
the Helskor Stone levitates out of the wreckage,
emitting a cold, black energy. It buzzes loudly
for a few seconds and then the assembled
zombie horde is hurled through the air towards
the stone. They merge together (in a cacophony
of sickening grinding and squelching noises)
until a massive zombie amalgam monstrosity
is assembled with the stone as its heart. The
undead giant roars from its hundred mouths
and attacks the PCs. Penetrating the meta-
zombie and destroying the Helskér Stone will
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dissipate the monster. (Use the Helskér Stone
Meta-Zombie found in the NPC section.)

NPCS
SS Guards
Use the Soldier Stock Character from /ICONS

Totes Zug-Unterscharfuhrer (Dead Platoon

Corporal

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

Stamina 7

Specialties
Weapons (Guns)
Military

Powers

Ball Lighting (Explosive Blast 6) — Device:
Enchanted Warhammer

Animation 4 (Restricted to Zombies) — Device:
Resurrection Wave Broadcast Device

Mind Control 5 (Restricted to Zombies) — Device:
Zombie Control Helmet

Qualities
SS Field Necromancer

Challenges
Enemy: Allied super-soldiers

35 pts

Background: The SS officers selected to lead the
zombie troopers are jokingly called Dead Platoon
Corporals. Each receives a basic training in the
arcane arts and technical skill needed to handle
the zombies. They are each equipped with a
miniaturized version of the Resurrection Engine,
called a Resurrection Wave Broadcaster. About
the size and shape of a walkie-talkie, this device
allows the SS officer to resurrect a limited number
of zombies in the field. They are issued mind
control helmets that are attuned to enable them to
control their zombie troopers. To give them a little

more firepower, they are also issued enchanted
warhammer artifacts created by Thule Council
mages.

Undead Stormtroopers aka Tote Soldaten

Prowess 2
Coordination 2
Strength 3
Intellect 2
Awareness 1
Willpower 2
Stamina 5

Specialties
Weapons (Guns)

Armed with submachine gun (Blast 4) or
flamethrower (Blast 5)

Thule Society Sorcerer

Use Cultist Stock Character from /ICONS or, for a
greater challenge, use the statblock below
Abilities

Prowess: 3

Coordination: 2

Strength: 4

Intellect: 4

Awareness: 2

Willpower: 4

Stamina: 8

Specialties:
Mental Resistance
Occult Expert

Powers
Wizardry 4 (Magic)
lllusion
Reflection
Telekinesis
Blast 5 (Device: Magic Staff)

Qualities:
Nazi Battle Mage

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

Uberfallkommando (aka Flying Commando)

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

Stamina 7

Specialties
Aerial Combat
Weapons (Guns)
Military

Powers

Flight 3 - (Device:Third Reich Jet Pack)

Blast 5 - (Device: Submachine Gun)

Force Field 4- (Device: Belt Mounted Electric
Force Field Projector)

Qualities
Nazi Jet-pack Commando

Challenges
Enemy: Allied super-soldiers

36 pts

Background: These stormtroopers (equipped with
the best technology that Nazi mad science has to
offer) are providing security at Castle Grunwald.

Helskor Stone Meta-Zombie

Prowess 6
Coordination 2
Strength 8
Intellect 2
Awareness 2
Willpower 1

Stamina 9
Determination 4

Specialties
N/A

Powers

Growth 6 (adds Invulnerability of 6, Defense -2)
Emotion Control (Fear) 7

Regeneration 10

46 pts

Qualities
Twisted product of science mingled with black
magic

Challenges

Driven by insatiable berserk rage

Background: This undead monstrosity is 24 feet
tall, incredibly strong and emits random rays of
pure fear energy. It is powered by the Helskor
Stone.

A Strength test with a difficulty of 5 is needed to
force a way through the chest cavity of the monster
to reach the Stone (which has a Strength of 6.).

See page 60 in ICONS for rules on breaking
inanimate objects.
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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 own-
er of each element of that Product Identity. You
agree not to indicate compatibility or co-adaptabil-
ity with any Trademark or Registered Trademark
in conjunction with a work containing Open Game
Content 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:the Undead
Stormtroopers Of Grunwald!, Copyright 2010,
RPGObjects; 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: The Undead Stormtroopers Of Grunwald!
is designated as open gaming content except for
terms defined as product identity above. All illus-
trations, pictures, and diagrams are Product iden-
tity and property of RPGObjects™.

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




