























































































































































































































































































































































































































































































































































































































































































































































































































































































































It sounded simple enough. All we had to do was go into British Columbia to look for some elephants. How hard could a
couple of pachyderms be to find anyway? You just look for walking gray houses, right? Yeah, right!

While we were all thinking over Roberts’ offer, Jones piped up, “But if they're in BC, doesn’t that make them Canadian
elephants? Won't that be rustiing?”

Everything stopped, and we all looked at Roberts.

When he burst out laughing, everyone heaved a sigh of relief.

He hadn't flipped out!

he lower Fraser River Valley is still free of the blight of warin July 2000. The PCs, drawn by the apparent tranquility
of the area, enter Bellingham, Washington for a little rest and relaxation. in the dark interior of a quiet little bar,
| they exchange afew words with Lieutenant Michael Roberts of the newly formed 1stAlternative Cavalry Regiment.
When he learns that they have no pressing commitments at this time, he offers them a job.

The 1st Alternative Cavalry Regiment wants to conduct a reconnaissance of the Aldergrove, British Columbia area to
search for elephants from the Vancouver Game Farm, Roberts explains. Divisional HQ will not sanction the mission, so
Roberts is looking for outside assistance.

if they accept the mission, the PCs will travel along US Highway 539 and Canadian Highway 13 to the Vancouver Game
Farm just north of Aldergrove. Roberts wants them to round up any eiephants they find and bring them back to Bellingham.
If the elephants have ieft the farm, the PCs are to attempt to track them for a week, then report back to Roberts.

Roberts says he will pay the characters one full tank of diesel for each of their vehicles if at least one elephant is brought
back. If no elephants are captured, the PCs will be paid a full tank of methanol fuel for each of their vehicles.

Roberts only has 1000 liters of diesel (he pumped it out of an abandoned gas station in April). If this is not enough to fill
the PCs’ tanks, Roberts will make up the difference in methanol.

STEP RIGHT UP, FOLKS

“Safari” is set in northwest Washington and southwest British Columbia during late July or early August 2000, filling in
some of the gaps on conditions in America between 1 July 2000 (the start of game time and reference date for the American
Combat Vehicle Handbook) and 25 November 2000 (the arrival of Task Force 34 from Europe at Norfolk, Virginia as
detailed in Going Home).

The best bet forthe characters in this adventure will probably be to head toward the Vancouver Game Farm, then question
people as they get close. After all, if elephants are roaming the area, someone will most likely have seen them.

The missionwill require cross-country travelwhich by vehicle would be difficult and slow due to fuel requirements (foraging
and distilling). Roberts will therefore loan the PCs one of his elephants, named Dumbo, with a three-man, flak jacket-lined
howdah. (Dumbo’s statistics are the same as those listed for Hephalump.) It is Roberts’ hope that Dumbo will help attract

By Legion G. McRae
and Michelle Sturgeon
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and calm any elephants the PCs dis-
cover. Roberts will aiso send along a
mahout (driver or handler), Corporal
Lewis Birch. Any PCs not riding the
elephant will be loaned horses.

GET YOUR PEANUTS,
POPCORN, CANDY

The characters will probably not require
many supplies or equipment for the jour-
ney—just food, basic weapons, personal
items, etc. Roberts willbe more than happy
to provide what he canfromthe storesofthe
1st ARC. Remember, though, firepower
and cargo will both be limited by what the
animals can carry.

IN THE CENTER RING...

The PCs are most likely civilians or
members of the following units:

US Army: 47th Infantry Division
(Washington and Idaho}, 104th Infantry
Division (Light) (Montana).

Canadian Army: 3/C-SCOT-R (Brit-
ishColumbia), 1/Regina Rifle Regiment
(British Columbia), 1/Rocky Mountain
Rangers (British Columbia).

Soviet Army: 62nd Motorized Rifle Divi-
sion (British Columbia), 120th Motorized
Rifle Division (British Columbia), 76th Tank
Division (British Columbia).

ENCOUNTERS
Use encounter tables found in Howling
Wilderness for running this adventure.

New Americans: Prior to 1 January
2001, any New Americans encountered
will be discreet reconnaissance teams
and will look like groups of refugees.
These patrols will be made up of 2D6
personnel, both male andfemale, armed
with an array of easily concealable
weaponry.

Rumors: Duringtheirtravels innorth-
ern Washington and southern British
Columbia, the PCswillencounterpeople
with a variety of information. Roll 1D6:
on a 1-2, the person encountered has
heard no rumors; 3-4, one rumor; 5-6,
two rumors. To determine whichrumors
a person knows, roll 2D6 and consult
the Rumors Table.

RUNNING
THE ADVENTURE

The referee can fill in the details of
the adventure as the PCs make their
way toward Vancouver. With some de-
tective work and a little intuition, they
will probably get the idea that the el-
ephants have migrated from the
Vancouver Game Farmto FortLangley.
Then, a meeting with Willie or some
tracking will take them on to the Fort
Langley National Historic Park. The
most difficult part of the adventure, and
perhaps the most humorous, will be
treating the injured elephant’s wounds
and taking the two back to Roberts and
the 1st ACR.

Roll

out for revenge!
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Rumors

3 Foreigners have been seen in the Fraser River Vailey, especially at
night. No one knows what they're up to.

5 Some kind of cult has taken over Fort Langley park. People keep
disappearing, and everyone’s heard strange screams, especially at

7 Abunch of escaped convicts have taken over Aldergrove. And they’re

(o]

ORGANIZATIONS
Reterees may determine troop loca-
tions and specific weapons of organiza-
tions encountered.

1st Alternative
Cavalry Regiment

This unit was formally organized in
May of 2000. What makes it unique is
that instead of relying on tanks and
APCs for transportation, members of
the 1st ride elephants.

The elephants, originally belongingtothe
Bishop Brothers Circus, were set free in
Bellinghaminlate 1992 whenthe crew and
performers fled into the countryside. Many
oftheanimalsdiedintheinterveningmonths.
Roberts found the elephants grazing in a
field in April and rounded them up with the
aid of aninfantry platoon subordinate tothe
47th Infantry Division.

In May Roberts went to the divisional
HQ with his idea for an elephant-borne
“cavalry” unit—and was surprised to
find his idea readily accepted.

Roberts was given command of the
1st Alternative Cavalry Regiment. In-
cluding leaders, the regiment consists
of 45 members (20 Veteran, 15 Experi-
enced and 10 Novice NPCs).

Meeting the 1st ACR: Patrols may
be encountered anywhere within 50 or
60 kilometers of Bellingham, Washing-
ton. The regimentis billeted inthe north-
ern reaches of Bellingham.

Weaponsand Equipment: Theregi-
ment rides a “fleet” of nine Indian el-
ephants. A mahout rides on each
elephant’s neck, and two other men are
carried in a howdah mounted on each
animal's back. Other regiment mem-
bers ride horses.

The men are armed with an assortment
of small arms, and the group possesses
eight night vision devices (three image in-
tensifiers, four IR goggles and one starlight
scope), plus afew heavyweapons (M203s
andMe60s). Alithemenandallithe elephants
have body armor.

Each elephant wears a “coat” of in-
terconnected Kevlar vests as a make-
shift barding covering everything but
the lower legs. Use the Human/Animal
Hit Location (Quadruped) Table onpage
198 of 2nd edition Twilight: 2000 when
conducting fire against the regiment’s
elephants. On forequarter and hind-
quarter hits, roll 1D10. On a 1-5, the
shot hits the barding on the elephant’s
upper leg; on a 6-10, the shot hits the
animal’s unprotected lower leg.



Aldergrove Militia

The Aldergrove Militia is composed
of civilians (citizen-soldiers) led by a
small number of Royal Canadian
Mounted Police (RCMP).

The militia has a hatred forthe Razor-
backs and will harass or arrest anyone
suspected of belonging to the gang.

RCMP Staff Sergeant Bruce Colis
commands the militia under the author-
ity of Mayor Rousseau. Including lead-
ers, the group consists of 100 members
(20 Veteran, 50 Experienced and 30
Novice NPCs).

Meeting the Militia: The Aldergrove
Militia can be encountered anywhere
within 10 kilometers of the ifown of
Aldergrove. The maintain vigorous pa-
trols of the nearby countryside.

Weapons and Equipment: Militia
members are armed with a variety of
civilian and police small arms (sporting
and assault rifles, shotguns, revolvers
and automatic pistols). Half also wear
police-issue body armor. They are
dressed ina wide assoriment of military
combat uniforms obtained from local
army surplus stores and from elements
of the 47th Infantry Division during that
unit’s withdrawal south in late-1998.

Matsqui Razorbacks

The Razorbacks are amaraudergang
composed of ex-convicis from the
Matsqui Penitentiary and people re-
cruited since the gang formed. Tom
“Fang” Strakes is the maniacal leader.
Thoseinhisinnercircle are all escaped
cons, while most of the lower ranking
members are recent additions. Includ-
ing their leaders, the group consists of
130 members (40 Veteran, 60 Experi-
enced and 30 Novice NPCs). The Ra-
zorbacks hole up in the Matsqui Peni-
{entiary.

The Razorbacks have adopted as
their standard a blood-soaked, inverted
British Columbia provincial flag.

Meeting the Razorbacks: The Ra-
zorbacks canbe encountered anywhere
west of the ruins of Canadian Forces
Base (CFB) Chilliwack. They patrol
(raid) throughout the southern bank
areas of the Fraser River, as far south
as Sumas.

Weapons and Equipment: The Ra-
zorbacks are armed with a wide assort-
ment of civilian and police weapons
{sporting rifles, shotguns, revoivers,a
few assault rifles and automatic pis-
tols). A few members (Fang among

them) have police-issue body armor.
Most wear civilian clothes, alihough
some take a sick pride in wearing their
old prison uniforms.

INTRODUCING...
Presented below are a number of
people the PCs may encounter in this
adventure.

Lt. Michael K. Roberts

Robertswas born and raised in Hous-
ton, Texas. When he finished high
school, he weni to the University of
Texas where he studied business man-
agement. He had just finished his doc-
toral studies when the US entered the
war in late-1996.

He enlisted in February of 1997, went
through officertraining, andinliate 1997
was placed as a supply officer in the
10th Infantry Division (Mountain), then
in Alaska.

After being cut off from his unit by the
Soviet offensive of early 1998, Roberts
made his way south. In northern Wash-
ington in March 2000 he linked up with
elements of the 47th Infantry Division,
then in cantonment in Bellingham. In
May he was put in command of the
newly formed 1ist Aliernative Cavalry
Regiment.

Roberis is an Experienced NPC. He
speaks English (10) and Russian {(4).

NPC Motivation Results: Heart 7:
Roberts is a dedicated leader has sirong
feelings of responsibility for the men and
animals of his command. Diamond 3:0One
of the reasons he went into business man-
agement was to make money. He is am-
bitious and assertive, yetnotunaware ofthe
feelings of his fellow man.

Corporal Lewis Birch

Birch hails from Eagle Grove, lowa,
and served the entire war in the Pacific
Northwest. He has been a member of
the 34th Infantry Brigade of the 47th
Infantry Division since it was called into
federal service in November 1996.
When his new friend Lieutenant Rob-
ents found the circus elephants in April
2000, Birch immediately offered to help
him round themup. Now Birchis one of
Roberts’ best mahouts and a dedicated
“elephanteer.”

Birch is a Veteran NPC. He speaks
English (10).

NPC Motivation Results: Spade 5:
Birch is not an unkind man, but deep
down he feels he should have been
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given command of the st ACR. Afte
all, he is more familiar with the men in
the 47th than Roberts. Heart 6: He is
friendly to everyone he meets and re-
mains Roberts’ friend. :

Sheila Ford

Sheila Tompkins grew up in Van-
couver and attended the University of
British Columbia where she studied to
be a veterinarian. At UBC she also met
Greg Ford, another veterinary student,
whom she married in her senior year.
Once she and Greg completed their
studies, they moved to Aldergrove,
where she got a job at the Vancouver
Game Farm. Greg was in the city on
business when Vancouver was nuked
in Decemberof 1997, but she hasnever
received confirmation of his death. She
lives in Aldergrove with her daughter,
Jaci, who is 20 years old.

Ford met Roberts when he first dis-
covered the elephants andwas instantly
attracted to him. Her love of Roberts
and of animals both motivate her inter-
est in the well-being of the 1st ACR. If
the PCs find the elephants and it be-
comes apparent that one is injured,

“they could easily enlist Ford’s aid in

treating the afflicted animal.

Ford is a 44-year-old Novice NPC.
She speaks English (10) and Latin (5).

NPC WMotivation Resulis: Heart
Queen: Ford has always loved animals
andisintensely drawnto Roberts. Heart
2:Fordlikes agood conversationandis
very talkative.

Mayor Walt Rousseau

Rousseau had just won the Alder-
grove mayoral election in 1996 when
the war started in Europe, involving
Canada. The first year of the war went
uneventfully inAldergrove. Then,inlate
1997, disaster struck! The nukeswasted
Vancouver and Chilliwack, and strikes
occurred in northern Washington to the
south of the valley.

Readingthe writingonthe wall, Mayor
Rousseau, with the aid of the local
RCMP detachment, assumed practi-
cally dictatorial powers. He ordered the
town closed, organized a civil militia,
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had obstacles and wire entanglements
erected, and instituted stricter rationing
of resources. Then the tfown waited.

When the seas of refugees broke
upon Aldergrove’s barriers, the fown
held.

Now that the refugees have, for the
most part, moved on, Rousseau has
relaxed rationing to a degree and has
opened Aldergroveto small-scale irade.

Rousseau is an Experienced NPC.
He speaks English (10}, French (9),
and German (5).

NPC Motivation Results: Spade
Ace:Rousseauis avery popular manin
and around Aldergrove. He is a natural
leader. Heart 3: Walt is very protective
of “his people,” and won't hesitate to act
against any strangers who seem 1o
threaten the town.

Tom “Fang” Strakes

Strakes was found guilty of the brutal
murder of the Willis family on May 15,
1991. He was sentenced to five con-
secutive terms of life imprisonment at
the Matsqui Penitentiary.

After Vancouver and Chilliwack were
vaporized on the December 28, 1997,
many of the prison’s guards stopped
showing up for work. Those that did
continue working were overpowered by
a mass prison break, orchestrated by
Strakes, early in January 1998. Once
out, most of the prisoners dispersed
into the countryside south of the Fraser
River.

Some few, however, remained {o-
gether and formed a gang.

Strakes claimed to be the gang's
leader and murdered all conienders,
and he has been in that position ever
since. It was Strakes who named the
gang the Razorbacks. He was given
the nickname of “Fang” by the other
members of the Razorback because of
his pronounced eye-teeth. Fang is ob-
sessedwith death and occasionally tor-
tures and murders prisoners just to
watch their pain

Fangis a large (6’3", 240 Ibs.), pow-
erfully buili man. His upper body is
covered in biue-ink tatioos.

Fang is a Veteran NPC and is 32
years old. He speaks English (8).

NPC Motivation Results: ClubKing:

Strakes is a homicidal maniac and
wouldn't give a second thought about
the use of violence anywhere! Spade
Queen: Fang never takes no for an
answer.

Willie

Willie is the sole inhabitant of Fort
Langley. He is half-crazed hermit who
will be only oo happy to chat with the
PCsforawhile. If asked about elephants,
he will relate the following tale:

Igot here about, let’s see—five or Six,
no notthatlong, must be two years ago.
There wasn't any animals here then.
Just me and Bessie—that’s my horse.
She’s a gone now, though.

Anyhow, | did see me an elephant
once. Must a been about a month ago.
No, more like last week. | don’t know.
He was a headed towards the river—
just a runnin’ and a trumpetin'—bout
scared poor Bessie ta death.

| weren't scared, though. I tried ta
follow him fer a spell. But he headed
towards the park, and nobody wants to
go there after dark. Everybody knows
that place is haunted.

Willie’s age is hard to guess, but he's
well over 80, probably over 90. He is a
Novice NPC and speaks English (8).

NPC Motivation Results: Diamond
Ace: Willie would give you the shirt off
hisback. Unfortunately, he doesn’thave
a shirt fo give. Heart 7: He likes living
alone butis mostwillingto spinatalefor
friendly travellers.

Elephants

Hephalump is a bull Indian elephant,
and Woozle is a cow. Woozle is quite
sick. About a week ago, a hunter wan-
dered into Fort Langley National Park
and surprised the two elephanis. He
fired a shot from his rifle at Woozle,
wounding her. Shortly thereafter, the
hunter was killed in an encounter with
Hephalump.

Woozle’'s wound wasn’t very bad ini-
tially, but now it’s infected. Anyone can
see that she won't make the tripbackto
Bellinghamwithout aveterinarian’scare.
The elephants are friendly, but they are
scared and confused. A PC should be
able to befriend them if he is quiet,
gentle and slow-moving. Anice handful
of grass wouldn't hurt either! Dumbo,
the elephant Roberts loans the PCs,
and his mahout will also help befriend
the animals.

Hephalump: Meat:1D6x80kg Move:
10/15/30 # Appearing:— Hits: 60 Attack:
20% Hit #: 4 Damage: 5D6 CON: 26.

Woozle: Meat: 1 D6x80kg Move:10(5)/
15(8)/30 (no charge possible) # Ap-
pearing:— Hits:60(30) Aftack:20% Hit#:
4(2) Damage: 5D6(3D6) CON: 26 (13).
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The entries inparentheses are Woozle’s
current, woundedratings. Withthe proper

care, she will be able to get back up to
herfull statistics again.

PLACES OF INTEREST
Below are descriptions of the loca-
tions. in and around the lower Fraser
River Valley.

Abbotsford and Clearbrook

These two towns, which have grown
together, were devastatedbythe hordes
of refugees streaming east after the
nuclear attack on Vancouver on De-
cember 28, 1997. Looting, rape and
murder drove out the inhabitants who
survived, and the towns are now almost
completely abandoned. The Razor-
backs use them as supply centers to
supplementtheirrapine of nearby settle-
ments and travellers.

A small settlement in the northeast
corner of Abbotsford has so far been
able to fend off the ravages of the
refugees and Razorbacks. Approxi-
mately 300 people live inwhat they call
North Abbotsford.

Anyone entering Abbotsford or
Clearbrook will meet 3D6 Razorbacks
on a 2D6 roll of 1-7. Razorbacks en-
countered will attack—unless they are
obviously outnumbered or outclassed.

Aldergrove

The town of Aldergrove is under the
sway of Mayor Walter Rousseau. in
January 1998, he assumed almost dic-
tatorial powers and organized the citi-
zens into an effective militia using the
local RCMP detachment as a cadre.

When the sea of refugees from
Vancouver arrived, they were faced by
strong obstacles patrolied by armed
guards. After trying unsuccessfully to
bulidoze into the town by sheer num-
bers, they moved on to Abbotsford in-
stead.

Now Aldergrove has a shaky trading
system established with what is left of
Langley, and the militia will allow small
groups of people inside. About 900
people now live in the town of Alder-
grove.
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Matsqui Penitentiary

This prison was built to hold maxi-
mum-security convicts. When the war
went nuclear, the inmates staged a
takeoverand broke out. The penitentiary
is now the home of the Matsqui Razor-
backs, a gang of escaped convicts who
have recruited some new members.

Anyone coming within two kilome-
ters of the prison will encounter 3D6
Razorbacks on a 2D6 roll of 1-8. Razor-
backs encountered will attack—unless
they are obviously outnumbered or out-
classed.

Vancouver Game Farm

The now deserted game farm is lo-
cated about three kilometers north of
Aldergrove. The animals there were
decimated by the refugees from the
west in January 1998. Those that sur-
vived, including two Indian elephants,
fled into the countryside. The elephants
have moved gradually west and are
currently sheltering in a large copse
immediately to the east of the Fort Lan-
gley National Historic Park.

Langley
Large tracts of Langley were razed
during the refugee migrations in late

1997 and early 1998. But the eastern
parts of the town, including the small
airport, were spared because the citi-
zens there fought the refugees to a
standstill more than once in running
battles through the city.

Now, about 500 people live in
Langley’s eastern quarter. They con-
duct trade with Aldergrove and with the
few travelling merchants brave enough
to wander the valley.

Langley possesses a functioning
DNC-6 Twin Otter aircraft, 1100 liters of
avgas, and pilots, parts and mechanics
to maintain and fly it. The citizens will
use their secret weapon only as a last
resource to save the town. They have
dynamite, grenades, and Molotov cock-
tails stocked up to drop as bombs.

For details of the DNC-6 Twin Otter,
see “Air Module II” in Challenge 28.

Fort Langley

The small town of Fort Langley was
obliterated by the seas of refugeeswhich
flowedoverthe valleyin 1997 and 1998.
Many of the building are gutted from
fire. Many more are simply abandoned.
Most are broken down.

The sole occupant of Fort Langley is
Willie,a friendly but half-crazed old her-
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encounters here
will involve scav-
engers from the
town of Langley to
the south.

mit. The only other
=R

Fort Langley
National
Historic Park

The Fort Lan-
gley National His-
toric Parkisonthe
site of a restored
and maintained
HudsonBay Com-
pany fort built in
1827. A log pali-
sade surrounds
the fort. Inside the
palisade are a
number of timber
buildings. Just to
the east of the fort
is a large copse of
alder trees.

inJuly 2000, the
vicinity of the fort,
and the copse of
alders in particu-
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lar, is the home of Hephalump and
Woozle, the two Indian elephants from
the Vancouver Game Farm.

Nobody from Fort Langley will go
near the park, which is situated north-
east of the town, because of all the
“unholy screaming” coming from the
place.

NEW SKILLS

This adventure is based upon the
ability of people to use animals, some-
times exotic ones, for different sorts of
work. The skills required to do this are
not available in Twilight: 2000 game
rules, so two new skills are presented
here.

Animal Training
and Handling (INT)

Ability to break (if necessary), train,
and handle various types of animals. It
is suggested that the only animals this
skill should be usable on are elephants,
horses, dogs, camels and homing pi-
geons. When this skill is taken, the
animal it applies to should be specified,
and the skill may be taken more than
once for a character to work with more
than one type of animal.

Veterinarian
(EDU)

Ability to render first aid/medical care
to injured or ill animals. If used to treat
humans, add one difficulty level to all
tasks.

CONCLUSION

if the players are interested in an on-
going campaignin the Vancouver area,
the referee could link this adventure to
another Twilight adventure, “Red
Maple,” previously published in Chal-
lenge. The referee would simply need
to give the PCs a reason for going to
Vancouver Island and equip them with
a small boat.

For more information, see “Red
Maple” in Challenge 36. Q

Maps of the Fraser Valley and the
rest of southern British Columbia can
be obtained from: Tourism British Co-
lumbia, Parliament Buildings, Victoria,
B.C., V8V 1X4, Canada.

Maps of northern Washington state
may be obtained from: Washington
State Dept. of Trade and Economic
Development, 101 General Admin.
Bidg., AX-13, Olympia, WA 98504.
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We're on adeep-penetration mission
is the Zagros mountains. Suddenly, this
combat chopper starts sweeping the
area, and we all make for cover. All
excepi Freddy, that is. He just carries
ondriving as ifhe can’t see the bird. The
chopperjust buzzes us, then flies on its
way.

Freddy explains: “Quite a rare old
bird, that French Aloue. Surprized they
can find one that still flies!”

Freddy amazes me. There ain’t a
vehicle he doesn’t know. I guess it goes
back to all those model kits he col-
lected. He used to try to educate the
restof us. Those helis all look the same
to mel

And I can't help feeling that maybe
even the Russians have got an Aloue
tucked away somewhere.

.~ | henyourgroup runs across
| a mysterious piece of
| never-before-encountered
| equipment,“iake yourbest
guess” isn’'t always the best MO.
Wouldn't it be great if someone in the
group had the ability to identify techni-
cal equipment of a military nature?
Hence, Equipment Identification skill.

Equipment Identificationis a new skill
for Twilight: 2000. The associated at-
tribute is Education. The skill is avail-
able from the following careers as a
subsequent terms skill: national mili-
tary academy, government agent and
all military occupations. lt is also avail-
able as a secondary activity (wargam-
ing or modeling).

Intelligence Gatherlng: The proper
identification of military equipment, es-
pecially vehicles, is a vital part of intel-
ligence-gathering. Major tactical deci-
sions may have to made dependant on
the information supplied. Consider the
following situation:

The recon team for an armored cav-
alry squadron encounters Soviet forces.
The Soviets are equipped with BRDMs
armed with SA-13s. The recon team
unfortunately identifies the missiles as
AT-5s.

Perceiving a threat fo his tanks on
receiving this intelligence, the squad-
ron commander calls in an air strike o
destroy the “antitank” vehicles. Several
A-10s are sent inresponse butfall easy
to prey in the SAMs.

Clearly, bad intelligence can lead to
tragic consequences.

Setilng the Mood: By keeping the
identity of a vehicle secret, the referee
can instill that feeling of unceriainty
which keeps them on the players toes.
It will discourage the rules merchant
who takes the edge off the fear of the
unknown when he quotes, “Oh, that's
got a 73mm gun which will only hurt our
vehicle if it rolls 18 and hits us from the
rear. We can attack without fear.”

Determining Success: The amount
of information the players receive from
the skill depends on the level of suc-
cess in the skill roll.

ldentification amounts to three levels
of information.

e Nationality: Determined by an Easy
roll.

@ Function: For example, MBT, APC,
comms vehicle, decontam unit. Deter-
mined by an Average roll.

© Game Statistics: Determined by a
Hard roll.

Catastrophic failures result in major
errors. These should be as realistic as
possible. Nobody in a sober state of
mind is likely to identify a jeep as an
MBT. Aturreted APC, onthe other hand,
could be confusing. And an attack chop-
per could be wrongly identified as a
scout or transport chopper with poten-
tially nasty consequences. Above all,
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recognize the function of a piece of
equipment if you are standing next to it
on a bright sunny day. It is something
else to even recognize the nationality
while on a smokey battlefield in dim
light.

In any circumstances, a character
will have a maximum visibility range.
Any piece of equipment beyond half
that range requires that the skill is one
level harder.

Appropriate vision devices will ne-
gate this handicap.

It is probably worth mentioning that
binoculars are in fact useful for night
observation. However, the light level
must be above zero. They will always
be inferior to starlight and the like in
such circumstances, however. Q

Don’t miss “Surprise Party” for Merc:
2080 in this issue’s April Fools Special
insert.

letcommon sense
prevail.

The game ref-
eree may alsouse
this skill for identi-
fying equipment
from the charac-
ter's own armed
forces. Inthiscase
the skill rolls
should be one
level easier.

The referee
may require that
the skill be aver-
aged with skill ap-
propriatetoopera-
tion of the equip-
ment. For exam-
ple, fo identify a
helicopter, aver-

nam?”

age the skill with 20th Century Tecticd Studies Group
Pilot. PO.Box 945

Visibility: A Cape Girardeay, MO 63702-0945
maior factor that (314) 651-4876 (evenings)

ajor factor tha BECOME A PART OF ONE OF THE FASTEST GROWING
will affect identifi- HOBRIES N AMERICA

cation is visibility.
ltis pretly easy o

ENLIST NOW!

FOR A NEW STYLE OF ADVENTURE!

How many times have you played a wargame, read a
history book, or seen a war movie and said to yourself

“What was it like to go over the top at the Somme, move
through the hedgerows of Nomandy against the dreaded
Waffen SS, or go on a search-and-destroy mission in Viet-

Well, here is your chance to find outt The 20th Century
Tactical Studies Group WANTS YOU to partidpate in WA/
WWII/Vietnam reenacting. This enjoyable hobby of recre-
ating the pivotal battles of this century, with the actual use
of original uniforms, weapons and vehides of the periods.

3 1year membership $15.00
3 2 yeor membership $25.00
2 3 year membership $35.00

3 Lifetime $30000
NOTE:Membership includes subscription to BREAKTHROUGH mogazine,
membership card, patch, and ndes.
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By George William Herbert

n apparently legitimate businessman from Florida,
Pedro Guerremo, wants to hire the PCs. He says
that a friend of his, Doug Sewell, has been kid-
napped and must be rescued from a remote island
in the Bahamas. He doesn’t want io involve the authorities,
as they would undoubtedly pry inio his friend’s business,
which is somewhat less than legitimate. And to avoid legal
repercussions, Guerremo ingists that the rescue be pulled
off withouti harming anyone.

Guerremo offers $3000 total per person, paid half now and
half upon successful completion of the mission. If the char-
acters insist that the nature of the mission (nonlethal weap-
ons, eic) makes it more dangerous than usual, he’s willing to
go as high as four times that much.

Guerremo can provide waterborne transport (2 high-speed,
deep-V, ocean racer yacht) to the island for insertion and
extraction. He also gives the PCs a map of the island and
several photos of his friend.

The rescue will be made three days hence between 10
p.m. and midnight local time.

REFEREE

The PCs may think they're wading inio a nest of drug
dealers. Despite what Guerremo told them, they will prob-
ably go well armed. But they should remember that the rest
of their payment depends on their completing the mission
without harming anyone.

The truth of the matter is that Guerremo is lying to the
characters. His friend has not been kidnapped, though he's
about to get tied down. Three days hence, Sewell’s bachelor
party is going to be held at a friend’s mansion on the island
of Baranos. Guerremo was asked to provide “a surprise” for
the party.

Guerremo never did have very good judgement.

ISLAND

Guerremo meets the PCs at the airport and drives them {o
the boat. The boats’ skipper and owner is in on the joke. He
has brought along a friend (and a pair of M-16s) just in case,
but both will stay with the boat. ‘

The island is about a kilometer long and half a kilometer
wide, with the long axis running east-west. The mansion is
the only structure on the island, sitting about 50 meters from
the north shore near the middie of the island. Except for a
lawn between the mansion and the beach, the rest of the
island is lightly foresied.

On the evening of the planned rescue, there is light, high
cloud cover and aquarter moon (Light Level 3). The boat has
silencers on its motors (Sound Level H if it moves under five
kilometers per hour).

If the PCs observe the island from a distance, they will see
10 apparently unarmed individuals engaging in unknown
activities around the mansion and on the beach.

Challenge 59 April Fools Insert

How the PCs proceed with the rescue is up to them. The
boat will land them wherever they want and wait there until
they return.

Ambush: When the characters set foot ashore, they will
be “ambushed” by two people sleeping in the bushes. If the
characters don'i threaten them too badly, the two will as-
sume the characters are part of the party and go back fo
sleep. In any case, they're too drunk to explain the purpose
of the pariy.

Rescue: The mansion is two stories tall. The ground floor
is filled with party-goers, about 100 overall. On successiul
Observation skill checks, the characters will locate Sewell.
He’s apparently unconscious, tied to a chair in the middle of
the main room, disheveled and shirtless. His best man (6'3",
220 pounds and obviously physically fit) stands next to him.
The PCswill probably assume he's beenbeaten and is being
guarded, a sick party sideshow.

Presumably, the characters will go in guns (or stun gre-
nades, etc) blazing. Perhaps five of the guests are armed
(handguns only), but are unlikely to fire unless they think
their life is in danger.

If the characters are there for more than a minuie or iwo,
someone will try to tell them that this is Sewell's bachelor
party.

The characters may respond as they believs.

Guerremo: The man responsible for all this is upstairs. If
he hears anything beyond normal parly sounds, he'll come
downstairs o investigate in a couple of minutes. If the
characiers haven'tleft yet, he'll iry to explainio themthat this
is all a big joke. Again, the characters may respond as they
believe.

Eventually, the characters will leamn that Sewell indeed
was at his bachelor party.

If no one else telis them, Sewell will clue them inwhen he
wakes up on the boat on the way home.

What they do ai that point is up 1o the PCs. Assuming that
nobody got killed in the raid, they can return Sewell and try
to collect their pay from Guerremo.

lf someone was killed or seriously injured, the PCs forfeit
their pay, and the local authorities will want to know what
happened.

If the characters have relatively good reputations or high
renown, or if Guerremo survives to explain, the authorities
will buy the explanation—but they'd beiter stay out of the
Bahamasforawhile. If the PCs wentberserk, they'll probably
be charged with any crimes they commitied.

Either way, Guerremo is in a bit of hot water. He'll be held
responsible for any damage and injuries that occur.

If no one was hurt, Sewell may reward them for having
made his bachelor party a memorable experience. After all,
it was a good surprise. Q
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in the world, when the adveniurers are at least somewhat
preparedto face horror. Rarely are the PCs challengedwhen
and where they are the most vulnerable, immediately after
waking up and in the supposed safety of their home. Or
maybe after a party or night of drinking, during a lunch hour,
or in someone else’s dwelling.

The beastie opposition should be tailored so that the
meeting isn’t overwhelmingly one-sided. (For example, in-
stead of a Bloat, the resident of the bowl could be a leech, rat,
giant cockroach, snake or baby alligator.). The player char-
acter will be in a state of undress (e.g., two pieces of
underwear, cartoon-printed pajamas, or naked as the day he
was born). He will start the encounter at a slightly reduced
initiative (at least two levels below his regular Initiative, with
a minimum of Initiative 1). The character’s regular Initiative
returns as soon as the action begins, since being attacked by
a small, nasty homicidal pincushion first thing in the morning
is more electric than any cup of cofiee.

WHATS BEHIND
THIS DOOR?

Most bathrooms have a linen closet, hamper, mirror,
shelves, sink with a cabinet below it, standard toilet bowlwith
the toilet’s water closet behind it, bathtub with showerhead
and faucets, and shower curtain or glass shower door. The
toilet lid can be open, closed or broken. A vent and fan draw
off the steam into the dwelling’s central venting system.

The linen closet, shelves and sink cabinet generally hold
an assortment of generic or gender-specific items—towels,
toilet paper, soap, razors, shaving cream, scissors, rubbing
alcohol, bandaids, medicines, combs, hand mirrors, cosmet-
ics, hairspray, muscle and moisiurizing creams, cleaning
supplies, plungers, poriable radio etc.

A power switch generally activates lights over the mirror
and on the ceiling, as well as an electrical socket.

ALTERNATIVES

When the Bloat attacks, the PC will basically have three
options—annihilate the little bugger, capture it or just try to
get away. Do not allow the player much more real time than
game time to think! This is a situation where imagination is
the best guideline for player and referee alike.

Get Me Out of Here!l: Running away merely puts off
dealing with the inevitable. The PC will have to go home
sometime, and the Bloat will be waiting.

I Got it!: In the ensuing fight, the character will scrambie
for whatever he can use to nail this critter. The referee will
have to determine the effectiveness of any attempt to cap-
ture the Bloat. Forexample, is the towel big and thick enough
to trap the little bugger?

Kiil It, Kill It!: The Bloat’s capabilities make it a formidable

opponent in a small enclosed space, as it can bounce off of
the walls like a maniacal pinball. The effectiveness of expe-
dientweapons is a subjective decision of the referee. Willthe
bright blue cleaning fiuid be toxic to the bloai? A fast swat
might just send the portable radio head-on into the Bloat as
the critter makes its leap out of the bowl, sending both
beastie and electronics back into the water for a shocking
resolution.

Help Me!: The worst-case scenario is that the characteris
stuck by the Bloat and rendered helpless until somebody
arrives fo unpluck it. If that somebody isn't friendly, the PC
could be in for a worse tumn of luck.

if the PC “wins,” questions will begin to brew as soon as
he’s had a chance to calm down. How did the critter getinthe
toilet? Is it somebody’s warped idea of a joke? Revenge
tactic? Combination of bad luck and worse plumbing? And
what will the PC do with the critter now that the dust has
settled? ’

BLOATS
Bloats are amphibious creatures about the size of a
human fist, housed in a leathery black shell and covered on
all sides with tough, barbed spines which are about four
centimeters long. For statistics and additionalinformationon
Bloats, see page 190 of Dark Conspiracy.

LEECHES

To down-scale the opposition in this scenario, the referee
may use a somewhat less formidable an opponent than the
Bloai—a parasitic slug known as a Leech. It is unknown
whether the Leech is a new alien lifeform, a genetically
engineered creature, or a variation or deliberate mutation of
the insectoid alien.

The Leech measures 0.3 10 0.5 meters inlength and 0.15
meters in diameter. It resembles an overgrown terrain gar-
den snail, with slimy gray skin, two eye stalks, and three 0.3-
meter-long chitinous tendrils above a toothless mouth.

The Leech is a very intelligent creature that uses human
hosts to interact with society and achieve its unfathomable
goals and missions. After entering the human body, it at-
taches itseli, via its tendrils, to the host’s spine, “hotwiring”
itself to the host’s central nervous system. In this configura-
tion, it can access to 95% of the host’s thoughts, acquired
knowledge and skills.

Infestation by a Leech shori-circuits the host’s freewill and
increases the host’s necessary calory consumption. Other
symptoms of infestation are sluggish, almost jerky body
movements and a less social demeanor—both signs of the
creature's difficulty in relating to human society.

Humans can theoretically recover from infestation by a
Leech, though no recoveries have been known to to date.

3 otters and that evw stoalin' fne
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By Andrew Borelli

| remember when the local PLO cell broke into some
corporate office downtown a few years ago and waxed
a suit who worked there. Trashed the whole office too,
as | remember. It turns out the guy was dealing opium
on the side, running a poppy farm and financing the
operation with the company’s money. The PLO team
that did it finally got taken down by the guy’s security
guards, but when the smoke cleared, lots of people
were saying how nice it would be if the terrorists and the
criminals would just kill each other.

Well, it just doesn’t work like that. ‘Cause lots of times,
the terrorists and the criminals are in league together.
Trust me. | know.

Jerusalem, June 12, 2000

he Fathers of Muslim Revolution
is a splinter PLO group with a
base in Egypt, near the Israeli-
Sinaiborder. The FMR istheoreti-
cally a political terrorist organiza-
tion, butnewermembersactmore
like bandits and use marauder
tactics to get what they want.

A number of unprovoked mur-
dersandburningsalongthecoun-
tryside have been attributed to
this group, as well as dozens of
bombings in the Israeli Occupied
Zone. More and more, the FMR
has turned toward criminal activ-
ity and lost sight of its original
goals, if it ever had any.

The PLOis planning to split with
this group soon, and the leader of
the FMR knows it. He also knows
that without the military hardware
and political support the PLO provides, the FMR will
quickly collapse. Consequently, the FMR has turned to
drug production to make up for the loss.

6 Challenge 68 Mere: 2000
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Opium Farm
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8

Members are currently farming alarge
poppy field in Egypt using technology
and tools provided by a large criminal
syndicate in exchange for labor.

The PCs are either an experienced
teamthat has workedtogether before or
individual operatives brought together
specifically for this mission. They are
contacted by a patron who knows them
by contact or reputation, then provided
flight tickets to Jerusalem for the start of
the adventure. Their mission is to de-
stroy the drugfarm completely and elimi-
nate as much of the terrorist group as
possible.

The patron is anxious for the mission
to succeed because the syndicate is
particularly nasty, and the opium prod-
uct has started to flood Jerusalem's
streets. In addition, the FMR is wanted
for a number of crimes, and the pres-
sure to stop the operation is on the
patron’s shoulders.

OnceindJerusalem, the PCs will meet
with the patron, and they can go over
the plan and study the map. They can
also request any equipment they may
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need, but time and resources are rather
limited here. From Jerusalem, they’libe
transported to the Sinai, hidden as part
of a routine convoy to the area.

APPROACH

The PCs will be inserted via a UH-60
Blackhawk flown from a staging areain
the Sinai. A Cobra armed with two FFAR
pods, two TOW missiles and a 20mm
gun will accompany the Blackhawk all
the way to the landing zone. The team
willtouch down at LZ Gimel, located one
kilometer south of the poppy farm, at
0115 hours.

The wind is calm, and it's a cool, dry
night. The moon will be blotted out by a
thick cloud cover until approximately
0200, so visibility will be affected as per
the normal night combat rules. When
the cloud bank lifts, the night sky will
light up and visibility will improve—a
help or hindrance depending on the
PCs’ situation at the time.

The team will march one kilometer
across desert terrain to the outskirts of
the poppy field. There the PCs can set

the poppies afire, proceeding quickly
through the burning field. The PCs will
be issued a certain chemical to use
when they burn the fields. The chemical
is in three aerosol spray cans which
should be sprayed over as much of the
field as possible and then ignited. Thisis
a defoliant used to ruin the soil and
make it unsuitable for further farming.
The team will then secure the farming
facilities and destroy them completely
(“anything marked on the map with a
star,” as the patron tells them, which
means just about everything).

The characters may deal“at will” with
farm workers who react to the blaze;
terrorists encountered should be elimi-
nated.

RETRIEVAL

The Blackhawk and Cobra will refuel
at the staging area and fly to LZ Koph,
half a klick north of the farm. The re-
trieval will come exactly one hour after
insertion. The Blackhawk will not land
unless it spots red smoke and will only
wait five minutes to see the signal. The
Cobra will hang back and fly a slow
circling pattern around the LZ, checking
for signs of trouble.

If the PCs are pursued or if some-
thing really goes awry, the Cobra will
provide air support to the PCs at the
landing zone.

REFEREEING
THE ATTACK

Production has slowed down at this
farm because the Fathers of Muslim
Revolution have been devoting a lot of
their time to anti-Israeli activities. What
the PCs don’t know is that a member of
the syndicatethat employstheterrorists
is now at the farm to take over the
operation. In his possession are anum-
ber of ledgers the patron would pay an
extra $4000 for. If the syndicate mem-
ber and/ortheterroristleaderare brought
back alive, the patron will pay an addi-
tional $3000 for each. The syndicate
manis an Elite NPC armed witha G-11,
combat knife, and Kevlar body armor.

Thirty workers at the farm help grow
and harvestthe poppy plants. The work-
ers, armed with knives and clubs, are
mostly Novice NPCs. The overseer, who
carries an M1933 Tokarev, is Experi-
enced.

In addition, 10 terrorists are stationed
here, nine of them Veterans, one an
Elite soldier. The terrorists are armed
with six AK-74s, three Uzis and adouble-
barreled shotgun. One of the AKs has a
Soviet BG-1 40mm grenade launcher
attached {o it, with six grenades imme-
diately available. Each terrorist also has
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a single fragmentation grenade. The
Elite terrorist who heads the operation
has an RPG-16 in his office with five
rockets.

If the PCs are not spotted in transit to
the fields (Easy: Stealth roll), then the
workers will all be asleep. Three bored
terrorists will be patrolling the fields, and
the others will be sleeping. If the PCs
are spotted or make too much noise on
their initial approach through the field
(Average: Stealth) the farm will go on
alert, and all the terrorisis will actively
patrol the area while the workers stand
guard over the fields.

When the fields start to burn, it will
take one minute forthe guards to notice.
Afterthat, the alert will be sounded, and
the additional terrorists will take two
minutes to assemble. The workers will
start pouring out of their bunks four
minutes after the alarm. They will be
more interested in putting out the fire
than dealing with the attackers, but they
will fight back if attacked. They’ll also
fire first if they think they have a clear
shot at a PC, then fall back and call for
one of the terrorists.

Setting the charges to destroy the
farming facilities requires an Average:
Demolitions roll.

Norollis required for the PCsto know
what to destroy because their maps are
marked.

MAPS

The farm map depicts the entire farm
layout, while the farmhouse map pro-
vides the floorplan of the house itself.
This floorplan, reproduced here foryour
convenience, is from the original Twi-
light rules, with some modifications, as
outlined in the Farmhouse section be-
low.

Farmhouse: This is a residential
house built within the last 30 years. Use
the suburban townhouse map from the
original Twilight rules, with these
changes: The family room is now the
syndicate man’s office, and he sleeps in
one of the bedrooms on the second
floor. The terrorist leader has an office in
the living room, and he sleeps in the
smaller bedroom on the second floor.
The sewing room is used to store am-
munition, while the kitchen and laundry
accommodate the residents of thefarm.
The garage is used as a smalllab where
some of the poppies are converted to
pure opium.

Garage: This is a recently built struc-
ture, much larger than the garage at-
tached to the house. Parked in the ga-
rage are two 3/4-ton trucks used to
transport the product and a civilian car
forgeneral purpose use. Thereis also a
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Garage

beat-up Egyptian T-34. The engines
and treads work properly (barely), but
the turret is stuck in its current position
and can only fire forward. The maingun
has two rounds left, and the PK MG has
100 rounds still on the belt. The hull MG
ne longer functions. There is roughly 10
minutes worth of fuel left. The terrorists
and PCs may try to use any of these
vehicles at will.

Silos: Theseare large, bulky, prefab-
ricated structures that resemble grain
silos. One of the silos is currently empty,
whiletheother contains harvested poppy
plants and should be destroyed.

Tool Shed: Thisis asmallshed made
of corrugated metal where tools are
stored. There is a tractor and a plow
parked outside, which should be de-
stroyed along with the shed.

Barracks: This is a simple wooden
frame building where the workers and
terrorists sleep.

ALTERNATIVES
AND VARIANTS
e The Sinai is an unstable region

Furnace Room

which Israel shares uneasily with Egypt.
Since the PCs are transported to the
Sinai in an armored convoy, they may
betargets of aterrorist attack en route to
the staging site. Or, once at the site, it
may be attacked, destroying the PCs’
transport and leaving them to complete
the job on their own. The number of
terrorists and their armaments may be
reduced orincreased to balance outthe
fight; maybe the tank in the garage is
actually a brand new T-867

o The terrorists have been deemed
inefficient and cut from the deal. When
the PCs arrive, thefarmis beingguarded
and operated by well armed, Elite syn-
dicate muscle.

e The PCs are sent only to mark the
field with flares and told to wait for an air
strike—which either never comes or
arrives very late.

e The raid is so successful and the
patron so impressed that he offers more
missions against the Fathers of Muslim
Revolution or the syndicate they work
for, based on information in the syndi-
cate ledgers found by the PCs. Q
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allowglass Military Ser-
vices is considered one
of the best mercenary re-
cruiting services in the
world (although not as
important as the numer-
ous operations in Singa-
pore). It has become the
leading employer of mercs entering the
chaotic Chinese conflicts and the sole
R A B AEnnw B ; selection organization for persons de-
¥ 7 . - / . %  siring to join the Hong Kong Defense

B;)bert James Ghiictensen Force (but not involved in the Hong

Kong Defense Force’s day-to-day su-
' pervision).

Gallowglass is run by Major Rolf
MacKenzie, a former member of the
British Special Boat Service, who offers
his vast experience and renown to his
firm.

Mackenzie exclusively uses NATO
weapons, particularly familiar British is-
sue, the most noted being Sterling
SMGs, HP-35 pistols, L1A1 battlerifles,
FN-FNC assault rifles, HK-69 grenade
launchers and Carl Gustav ATR launch-
ers. lf the team hired is currently without
arms, MacKenzie will simply subtract
the cost of any requested {and acces-
sible) weapons from the total payment.
Standard communication equipment
issued (and sold) by Gallowglass con-
sists of individual tactical radios {two-
kilometer range) and a portable satellite
communications downlink system to
relay location, mission status and re-
quests for retrieval.

Two conflicts MacKenzie is staying
out of are the Indonesian and Philippine
civil wars, although he does pass along
certain pertinent intelligence to a friend
in the Royal Australian Air Force.

iz,
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STATISTICS

Rolf MacKenzie: Major Rolf Mac-
Kenzie is aformer memberof the British
Special Boat Service now residing in
Hong Kong. Born of landed Scottish
stock, MacKenzie has been decorated
many times in service to both Queen
Elizabeth and King Charles. Upon retir-
ing from the Royal Marines, he set up
his own military consultant firm in the
city he skillfully helped defend.

Prospective employees can meet with
the major at the Flying Tiger, atop-rated
restaurant/bar known for great Can-
tonese cuisine and 1940s big band
music. MacKenzie firmly believes inthe
personal interview. He deems a merc
units’ honor, skill and renown for military
ingenuity more desirous than actual
experience in battle. His clientele is
appraised in the same manner; any
patron thinking of forsaking the team in
a jam or skipping out on paying may
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expect a “surprise” from the major, and
a rather nasty one at that.

In his usual dress of bifocals, wool
business suit and kilt, along with his
slightly graying hair and quiet eccen-
tricities, the late-fortyish MacKenzie
looks more the part of regal Scottish
laird then mercenary leader; but his five
extremely loyal Ghurka bodyguards tell
otherwise. When travelling about Hong
Kong in his personal V-150 (with es-
corting Fox armored car), MacKenzieis
always accompanied by his Ghurkas,
three Gallowglass staffers and his own
personal bagpiper, Nate.

He has an English wife, Rebecca,
and two sons, Roger and Maxwell.

MacKenzie is to be considered a
Level lll patron.

Level: Elite.

Skills: Persuasion: 6, Leadership: 5,
Observation: 5, Small Arms (Pistol): 5,
Small Arms (Rifle): 3, Swimming: 4,
Mountaineering: 4, Melee Combat (Un-
armed): 4,Small Boat: 4, Nepalese: 4,
French: 3, Cantonese: 3, Mandarin: 3.

Initiative: 6.

Ghurkas: These five tough moun-
tain warriors of Nepal first gave alle-
giance to the British Crown, but now
their loyalty is Major MacKenzie and his
mercenary consulting firm. Any hostile
action against the major would result in
the quick death of the assailants; heads
‘would literally roll.

Each carries a Kuri knife and L2A3
Sterling SMG (102 rounds)

Level: Elite.

Skills: Melee Combat (Armed): 8,For-
aging: 7, Small Arms (Rifle): 8, Obser-
vation: 7.

Initiative: 8.

POSSIBLE MISSIONS
FOR THE PCs

e General Quan Mingshui, a West-
ern-looking Chinese military com-
mander, has just succeeded in retaking
the port city of Wenzhou from its des-
potic ruler. Unfortunately, his brigade-
sized force was battered in the atfack,
and needs replacements and new
equipment immediately. He cannot
spare any of his remaining troops to
train the locals. MacKenzie is hiring a
small cadre force, preferably either ex-
Green Berets or former drill instructors,
to train four 300-man companies, and
perhapstrain and lead 2 100-man quick-
strike unit. Payment will be $200 up
front and $800 a week for at least two
months. Transport will be by yet an-
other Hong Kong-based freighter. A
total of 200 ltalian AR-70 assault riles
and 600 old Lee Enfield rifles will be
sent along, sotheteamwillhavetostart
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scrounging for more personal arms.
While the group is training the new
recruits, the old warlord will attempt to
retake the city with over 2000 fresh
troops (30% Veteran, 50% Experienced
and 20% Novice NPCs).

e “Freedom fighters” (at least to
MacKenzie) in Xinjaing have reported
that one of the local warlords has five
Long March missiles armed with nuclear
warheads. The missiles are inthe state
of being repaired 95 kilometers out of
the city of Muji. MacKenzie needs a
team to infiltrate the area, investigate
and verify this story. Payment is $500
up front and $1200 afterward. Mac-
Kenzie is working with MI-6 on this, and
if the PCs have the oppottunity fo dis-
rupt the warlord’s project, they will be
rewarded with $20,000 and several high
contacts at MI-6. Air transport will be
provided to Kirghizia, with retrieval by a
Kirghizian Army helicopter back to the
Frunge airpori. The missiles are main-
tained by 40 crewmembers (treat as
Novice NPCs in combat), guarded by
200 Veteran NPCs with five tanks and
12 APCs.

e Alarge Japanese conglomerate is
having serious problems with its Malay-
sian operation in the city of Ipoh. Hash-
ish dealers have infested the area, and
several dozen workers are regular cus-
tomers. Theft, accidents and flagrant
dealing on the site are ruining the prof-
itability of this division, and the top
executives want it stopped. Theteam is
to capture some lower-rank dealers,
interrogate them to learn the location of
their jungle base, then stage a crippling
raid on it. The team will be paid per
member $1000 up front, $200 a day,
then.a $1500 bonus afterward. Trans-
port will be by commercial airfreighter
to Kuala Lumpur.

e MacKenzie is on good terms with
the king of Nepal, and frequently ships
him arms to help defend against Chi-
nese and Indian marauder bands. The
PCs are to escort such an arms ship-
ment to Kathmandu. The problems will
be getting the arms into India, and
avoiding the local authorities, numer-
ous marauder gangs and “private” mili-
tias. The total team payment will be
$4000 upfront, $10,000 upon success-
ful completion of the mission. This ship-
ment weighs a total of 11 tons but is
transported in 22 separate containers.
The team will be given transport on a
Hong Kong-registered freighter to a
seaport (orisolated shore) of theteam’s
choice, but alltransport after that will be
the concern of the team.

@ ColonelLiFeng, a minorwarlordin
the Heilongjiang province, is in a di-

lemma. A marauding band of soldiers
from the old People’s Army has begun
to cross the border into Russia to raid
for food and supplies. Unfortunately for
Feng, Russian military leaders suspect
that his forces are to blame. So far,
response has been limited fo a few
border incursions by Russian troops
and aninfrequentflyoverof Feng's main
city of Xuguit Qi by fighter bombers, but
fear of a major Russian attack is pre-
venting the bedraggled warlord from
sending his forces into the border re-
gion to combat the marauders. Mac-
Kenzie is hiring a small merc team to
track and find the marauder band, then
cause enough damage fo the group to
makae it ineffectual. Paymentis $800 up
front, $400 a day and a $3000 bonus for
success. Transport to Xuguit Qi will be
provided by MC-130, with abrief stop in
Korea (depositing yet another merc
team on their mission). The marauder
bandis 218 strong (Experienced NPCs),
with three tanks, five APCs and 30
horses.

e The United States Defense Intelli-
gence Agency is getting little worried
over the brewing border dispute be-
tween Japan and Russia over the fong-
disputed Kurillslands. As ansutral party,
MacKenzie has been subcontracted to
send a reconnaissance party into the
area and report on both Japanese and
Russian military preparations. On the
Russian side, the local civilian authori-
ties are building hundreds of future
underground bunkers and gun emplace-
ments, and they are in the planning
stages of laying minefields. Backonthe
Japanese side, careful infiltration of the
coastal area near Shibetsu will reveal a
staging area for a very large military
force. If they pose as tourists in the
nearby seasidevillages, theteam mem-
bers will be recognized by old military
buddies being hired on by the Japa-
nase Defense Force as consultants for
a future military operation to retake the
islands. Fortunately, H-Hour for the in-
vasion is nearly a decade away, but
long enough forthe Russians’ defenses
to be solidified. Sneakiness (and good
roleplaying) will uncover all this infor-
mation. If the team members can get
the information back to MacKenzie, in-
ternational diplomacy will prevent a
major war from erupting. The major is
adamant about one thing—going in
quiet and gstting out quieter, Payment
to the player characters will be $2000
up front, $400 a day and a $3000
bonus for success. Transport will be
provided by one of Hong Kong’s three
25-year-old surplus diesel attack sub-
marines. Q
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I served in 'Nam as a supply officer. Came back and settled down in
my old hometown. Took out a loan, set up shop and ended up with the
most successful general market in the county.

| was too old for the Twilight War, but it affected me anyway. Looting,
food riots, constant supply problems, security costs through the roof—
it almost fell apart in the early years. Even now, it's not easy supplying
an entire town with the necessities. Gives me the willies somelimes.

Still, things could be worse. Patentown’s got an ace-in-the-hole that
keeps us runnlng, even turning the marauder problem into a plus.

Patentown, GA, September 2001

orthern Georgia in Twilight: 2000 is a terrorized area, but numerous
towns are organized cantonments. One of those cantonments is
Patentown—a former piece of small town America serving blue collar
factory workers and their families. The old industries have closed down
butthe physicallocations of the plants are largely intact, so some of the machinery
is used by the town council to keep the place running. This practice also provides
jobs and generally gives armed, scared people something creative to do.

The population is estimated at 2200, roughly a 50% reduction since the strike

lf the maraud,

on nearby Dobbins AFB and the subsequent chaos. Patentown’s surrounding
countryside is dangerous but not quite anarchistic. Use the Fortified Village
map from Twilight Encounters or the boxed set of Twilight: 2000 2nd edition
to represent Patentown. Building locations may be improvised to your taste.

Food supplies are a problem in Patentown, especially when coupled with
a drought. Georgia suffers from a plague of marauders, and Milgov isn’t

steal 1t back -

always around to help. There’s a well armed militia of 400 men consisting of
former soldiers, national guardsmen and survivalist civilians. Patentown'’s
real avenging angels, however, are Avery’s Raiders.
AVERY’S RAIDERS

Avery’'s Raidersareagroupofi170Elite Georgia National
Guardsmen led by an ex-marine, John Lucas Avery.
Avery founded the Raiders in response to the marauder
problem and operates under an unusual premise: If the ma-
rauders steal things, fine. We’ll just steal it back.

Avery’s guard unit was destroyed in Europe, so he feels
he has been unofficially discharged from
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the marines. But the rest of Raiders—
althoughthey stay with Avery and oper-
ate only out of Patentown—still con-
siderthemselves members of theguard.
After all, they are still defending the
interests of Georgia, which was their job
to begin with. There was talk of incorpo-

~ rating the Raiders into the local national

guard and making it a Milgov unit, but
Avery would like to remain independent
as long as possible.

Avery’s unit is an Elite team com-
prised of the remains of numerous ele-
ments: Georgia National Guardsmen,
Elite law enforcement agents, well-
trained civilians and survivors of the
225th Marine Expeditionary Unit. All are
armed with military issue weapons. The
team travels in two M60 tanks, an M1,
an M2 Bradley, two M113s and five five-
ton trucks. The trucks are mounted with
M60 MGs and have improvised armored
plates along the sides.

REFEREEING THE ADVENTURE

The PCs may wander into Patentown
while marchingthrough Georgia and be
asked to join the local militia. Or they
may be approached by Avery's Raiders,
orbe taken as marauders and attacked.
(If the latter happens, Avery's Raiders
do take prisoners, so the PCs will end
up in Patentown anyway.) New PCs
may already be members of the town
militia.

Whatever the case, the PCs are in
Patentown when a crisis arises—the
food supply is running extremely low.
Normally, overproduction and aggres-
sivetrading with othertowns would cover
the difference, but word comes early
one morning that marauders have de-
feated the militia of Hillsboro, a small
town Patentown regularly trades with,
and stripped the town dry. Surviving
refugees are telling horror stories.
Hillsboro was the closest community to
Patentown, and it’s too late in the trad-
ing season to mount up another convoy.
Besides, other towns’ surplus stocks
are dry, and everyone is preparing to
settle into winter quarters.

Avery’s Raiders intend to hunt down
and destroy the marauders that attacked
Hillsboro, secure the stolen goods, and
redistribute them so Patentown and the
survivors of Hillsboro all get a share.
Because of their extensive military ex-
perience, the PCs are asked along for
the trip. The Raiders especially need
people proficient in Tracking, Scroung-
ing and Observation, since their first
stop will be Hilisboro.

MARCH
Getting to Hillsboro requires a 15-

mile march south down Interstate 225,
it's a large, modern fresway, but the
countryside is wild, and the roads aren’t
in the best of shape.

During the march, random encoun-
ters may be rolled at will to keep things
interesting. When these rolls are made,
there is a 40% greater chance the group
encountered will be refugees flooding
toward Patentown.

One mile outside the city, the PCs
find a vehicle hidden in the overgrown
foliage (Average: Obsetvation) on the
side ofthe road. The vehicle is awrecked,
eight-ton cargo truck. Debris is scat-
tered all over the place, and it looks as
though the contents were evacuated in
a hurry. An Easy: Mechanic check will
showthatthe engine’s ball bearings are
totally stripped, and the fuel system is
badly damaged from lack of mainte-
nance. The tires have been stripped as
well. The truck is painted in faded US
Army camouflage, but the old markings
have been crudely painted over with
obscene graffiti, gang names and a
hand-drawn depiction of a human skull
with a knife running through both eye
sockets. This is the symbeol of the Road
Blight, the maraudergangthat destroyed
Hillsboro. Neither the PCs nor the Raid-
ers will be familiar with this symbal (the
gang is not local).

HILLSBORO

Hillsboro is another fortified village,
maybe one-third the size of Patentown.
The main wall has been shattered by
explosions in five places, and columns
of smoke can be seen from five miles
away. Inthe center of the town, the PCs
find lots of bodies, mostly dead militia-
men dressed in guard uniforms. Many
civilians lie with them, brutally slain. The
center of the town shows signs of a
massive firefight, and the majority of the
buildings are smoldering husks. The
outer rings of the town are more intact,
although a number of buildings there
have been looted.

Once the town has been thoroughly
searched, Avery will order the bodies to
be lined up and covered with tarps. He
will also order the men to deal with the
fires raging out of control, if there are
any. The PCs are welcome to help and
will be “volunteered” if they have the
appropriate skills.

A handiul of survivors are scattered
around the ruins. These are civilians of
varied gender and age. When the PCs
find them (DIF: Observation), the survi-
vors will be huddling in corners or be-
hind barricaded doors. Getting them to
come out, other than by using physical
force, will require DIF: Persuasion rolls

Twilight: 2000



ing

\|

cers-

.off

ders store loot

. Abandoned office buil

eeping

ader’s tert
12-man tent

where marau
ith.1.0.sl

AT
Mb77 CP
with marauder leader
and two officers

Marauder le

-~

‘g

M728 CEV

Vehicle ramp

~

A

07

2

Challenge 69

Twilight: 2000



and lots of roleplaying. Failing that,
measures such as breaking downdoors
will be needed since the survivors are
quite shell shocked.

Providing the survivors with food and
drinking alcohol is the first step toward
getting them to talk. If the PCs have no
such supplies, some must be acquired
from the town stores, which may result
in a scavenger hunt at the referee’s
discretion. The Raiders won't be of any
real help here because they travel light.

Getting any real information out of
the survivors requires an AVG: Persua-
sion or DIF: Interrogation roll. Using
interrogative methods will yield little
because the survivors will not respond
to harsh questioning. If the PCs fail to
getanywhere, Avery willtake over. Even-
tually, the following tale will emerge:

The marauders hit around four in the
morning, starting by firing five times at
the town wall. Alifive shells hit, knocking
huge entrance points in the wall. Their
men flooded into the town using mass
storming tactics, basically trampling
anything that got in their way.

The shooting started when the militia
assembled. Thingsgotvery confusedthen,
andnoone’ssurejustwhathappened. The
gang leader was so incensed at meeting
resistance that he ordered the whole town
sacked and burned, but the sun was com-
ing up andlosses wereon the high side, so

the gang members withdrew before they
had time to destroy everything. They
dragged away their casualties and disap-
peared.

There were roughly 300 marauders
armed with a variety of weapons. The
gang seemed to be on foot and wore a
variety of clothes, althoughthey allwore
the same symbol of a human skull on
their jackets.

Upon piecing together the survivors’
stories, Avery will send a contingent of
25 men to escort the survivors to
Patentown intwo M113s. The restof the
Raiders will be ordered to saddle up,
and the hunt will begin.

HUNT
Howthis part of the adventure goes is
really uptothe players and referee. The
PCs and the Raiders will most likely
succeed, but finding a trail depends on
an initial DIF: Observation roll to notice
oldtreadtracks leading off intothe coun-
tryside. Actually following up on the
tracks and seeing where they lead re-
quires a DIF: Tracking roll. If the PCs
can't accomplish this, some of the Raid-
ers may help, atthe referee’s discretion.
Assuming the trail is followed, a 30-
minute march brings the PCs through
rough country and small roads. Ran-
dom encounters are at the ref's discre-
tion, but things should run smoothly.
When the 30 minutes

are up, the PCs (or the
Raiders) find another
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marker—shallow graves
containing 10 dead ma-
rauders ‘behind a ram-
shackle house in the
middle of nowhere. Find-
ing the graves requires
an AVG: Observation roll.
The dead marauders are
all wearing Road Blight
colors.

In the house, two gang
mernbers have been left
behind. They're Veteran
punks, one armed with a
pump shotgun and the
other with an Uzi.

Unlessthe punks make
an incredible panic save,
they will notfight the Raid-
ers. An AVG: Interroga-
tionsession will revealthat
the punks were left be-
hind to burn the bodies in
the house, but they lost
their nerve and instead
opted to bury their com-
rades. Another AVG: In-
terrogation will break the
punks, and they'll reveal

where the Road Blight usually camps
out—in an abandoned rockquarry afew
miles from the house.

The marauders are composed 6f225
men, mostly Veterans armed with a
variety of pistols, rifles and submachine-
guns. The gang leader and his 10 offic-
ers, all army deserters, are Elite NPCs.
The gang does not have endless
amounts of ammunition or access to
heavy weapons, but all the personal
hardware is quite modern. The gang
rides in two five-ton cargo trucks, one
18-wheeler trailer, an M278 CEV with
the winch removed, an M60, and an
M577A CP with the M2HB and most of
the electronics (which didn’t work any-
way due to EMP) removed. These have
been replaced by a TOW |l launcher
with three missiles available. These
vehicles are not in the best of shape,
and all are covered in graffiti. The main
guns on the two tanks still work, how-
ever, and there are a handful of shells
for each,

ATTACK

Avery will wait until nightfall to attack.
At 2245, the Raiders will move out to-
ward the quarry, where the M60 will be
topside with orders to guard the down
ramp. The quarry is out in an open
field,so sneaking up on it will be impos-
sible. The M60 will spot the -Raiders
three minutes into their approach and
openfire. It willtake the Road Blight four
minutes to fully assemble.

The Raiders must capture the aban-
doned warshouse without destroying it.
Unless the PCs want to fight a long,
bloody battle, the marauders might not
bekilled tothe last man. Whenthebattle
begins to go badly for them, they will
retreat, burning the warehouse behind
them. How the PCs solve this problem
is up to them and Avery.

CONCLUSION

lfthe warehouse was destroyed, then
the supplies were ruined, but atleastthe
Road Blight will not be back.

If the bulk of the marauder booty is
retained, the PCs receive a nice share
of the supplies. Alcohol, freshfood, spare
parts, some body armor and ammuni-
tion of various calibers are available—
though supplies are limited. Avery’s
Raiders will return to Patentown to dis-
tribute the goods—a job well done.

if the PCs wish, they may stay on with
the Raiders for awhile. As a greater chal-
lengs, the PCs might want to track down
any surviving marauders with plans to
regroup. Or the PCs might want to volun-
teerto help rebuild Hillsboro, possibly add-
ing skill points to their character sheets. Q
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he discovery of petroleum deposits in Belizan territory has
inflamed hostilities between Belize and Guatemala into a
bloody war, igniting a series of subsequent offensives and
lulls inthe 18 months since the initial Guatemalan invasion.
The conflict between these two nations has provided a pair
of American executives with an opportunity to exploit the
bloodshed and emerge with a small profit by running
explosives to Guatemalan guerrillas in exchange for drugs.
Players are approached by a major American chemical
company to try to retrieve a shipment of explosives two of
their employees diverted to a Central American war zone.
This adventure is designed for a fireteam or squad of
player characters with a wide body of skills ranging from
Demolitions to Electronics. Possession of the Merc: 2000
Gazetteer, while not required for play, is recommended.

MISSION BRIEFING

Characters are contacted by Thorson Consultants, a pri-
vate security/investigations firm which acts as a broker for
merc activities in the United States. At a subsequent meeting,
“Gunny” Thorson introduces the characters to Sarah Wilkes
and Wilma Forsythe, two mid-level executives from a major
American chemical company (a level lll patron).

Wilkes briefly explains the crisis. Auditors discovered that
five tons of nitrates and dynamite, as well as 300 pounds of
C-4, were diverted from a subsidiary’s warehouse in Toronto
to a freighter headed for Central America. An internal inves-
tigation revealedthattwo mid-level employees, Jason Frapelli
and Rochelle Stagmont, were responsible for the diversion,
and these employees cannot be located.

Forsythe states that the company has information that the
explosives will be delivered to the Guerrilla Army of the Poor
in Guatemala via Belize. Thorson Consultants wants to hire
a small team to destroy the explosives, preferably after
delivery, and to bring the errant employees back to the
country to stand trial. The company wants to avoid any bad
publicity, and Forsythe insists that characters performing the
mission remain as clandestine as possible.

Thorson provides the characters with photographs of the
two employees and gives a brief background on each (see
below). He also gives them the expected docking time of the
8.8. Newbrook, a container vessel, in Belize City. He expects
that Frapelli and Stagmont will be there to meet the ship,
before proceeding on to the exchange point. Finally, he gives
them a poor photograph of Commandante Rico Allegras of
the Guatemalan insurgent Guerrilla Army of the Poor, which
Thorson's sources suggest is the intended purchaser. The
guerrilla army has focused its activities around Guatemala
City and Puerto Barrios.

The characters will have full planning responsibility for the
mission. The company will only provide a budget for supplies
and pay salaries upon completion. Referees should keep the
budget quite low, on the range of US $10,000 for equipment
and transport and the base rate forteam members. If desired,
a Thorson Consultants surveillance specialist and/or area
expert can accompany the team to help smooth over inves-
tigations.

REFEREE’S PREPARATIONS

The information presented here provides a very sparse
framework, but this mission could developinto a full chronicle
with a number of smaller episodes and complications. In any
event, referees can adapt the mission data to their players’
styles and preferences as well as filling in details.

A good place to start preparation is area knowledge. The
Merc: 2000 Gazetteer contains a profile of the Guatemala-
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Belize conflict, including organization tables and a map
showing deployment of forces. An encyclopedia will also
provide data on the nations, their histories and climates. The
Encyclopedia Britannicais recommended for Guatemala, as
it has a good article and an excellent map of Guatemala
showing both departments and many small towns. Fodor’s
Central America is a travel guide which will supply some
useful local color as well as more maps. Those who have
access to Defense Mapping Agency TPC-series maps of the
area should make use of them. This smalfamount of research
and preparation will make the adventure go smoother.

The second major area of preparation is to modify the plot.
Asuggested plot is given later, but referees may putin subtle
modifications to complicate matters. For example, rather
than off-loading at Belize City, the freighter may meet with a
barge near the Turneffe Islands and off-load at sea. Of
course, players should be given clues thatthis istaking place,
like having Frapelli and Stagmont discuss it within earshot or
charter a motorboat and ask about the Turneffes.

Finally, several rivers could be used to transport the
explosives, and referees will have to decide which they want.

PLANNING

lfthe characters accept the mission, they must beginon an
operational plan and get down to Belize City within four days
if they want to meet the Newbrook. Considerations break
down into four stages:

Weapon Requirements and Acquisition: Will the team
members use their own weapons, or will they arrange for
weapons in Belize or enroute? What happens if the weapons
don't arrive?

Exiting the Country and Transport to Belize or Guate-
mala: How will characters get to the area of operations
without attracting attention? The obvious answer is air travel,
but can the team charter a plane in the United States and
avoid customs in Belize or Guatemala?

Investigation: The team will have to locate Frapelli,
Stagmont, and the Newbrook in Belize in order to gather
intelligence and better prepare for the next stage.

Operations: How will the team members track the explo-
sives once they are in-country? How will they accomplish the
mission objectives of destroying the explosives and "extradit-
ing” Frapelliand Stagmont? And, finally, how willthey exfiltrate
Guatemalan or Belizan territory?

Players should be allowed to discuss an operations plan
and contingencies for as long as they like. After all, if things
go wrong, it willbe theirown fault. Gunny Thorson will help out
with as much area knowledge as he has, but he is unable to
provide any more dataon Frapelli, Stagmont or the company.

SITREP:; BELIZE/GUATEMALA

The current war between Guatemala and Belize has its
roots in the colonial era of the 19th century when Britain
declared Belize a British colony in 1862, The region had been
settled by the British since 1638 and had resisted several
Spanish attempts to exert dominion. In 1859, conservative
president Rafael Carrera signed a treaty with Great Britain
defining the status and borders of British Honduras. Althaugh
the treaty survived a liberal coup by Miguel Granados and
Justo Barrios (a.k.a. “the Reformer”), its interpretation re-
mained a point of contention between Guatemala and British
Honduras until 1991, when Guatemala surrendered its terri-
torial claims to Belize.

Theyear 1991 also broughtthe election of Jorge Elias, who
instituted a strong anti-corruption and pro-human rights cam-
paign. Elias’ ineffective campaign lasted until late 1993, when
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afailed assassination attempt lodged shrapnel near his heart
and forced his resignation.

Since Elias’ resignation, the military declared a state of
martial law, and General Serrano Barrilas assumed power.
Almostimmediately, death-squad activities increased. Barrilas
revoked any peace agreements the previous administration
negotiated with the leftist guerrillas. He also began agitating
forthe annexation of Belize, agitation which increased follow-
ing the discovery of substantial ol deposits in Belizan terri-
tory.

Barrilas’ actions finally came to a head in late 1998, when
the Guatemalan Army tried to invade Belize. The Belizan and
British garrisons were able to react quickly with some ad-
vance intelligence and stall the offensive.

Op-Int: Presently, both nations are engaging in low- mten-
sity operations intended to attrit their opponents. Both sides
have been hiring mercenaries as cadres, and Belize has
even formed a mercenary air-mobile group of roughly battal-
ion strength and kitted with advanced weapons paid forby the
corporate shareholders of Petro-Belize™S.A., the Belizan
national oil company which is jointly owned by the Belizan
gévernment and some major world oil companies.

OPFOR

The following data is public knowledge for a person who
knows where 1o look. It may be provided by Thorson, or
characters may have to do some research through newspa-
pers. Characters who have spent time in the area will be able
to press local intelligence officers for this data.

Guatemalan Forces: Guatemalan forces in the region
consist of several infantry brigades of three battalions each,
all clustered around the Guatemala-Belize border. One infan-
try brigade is stationed in the coastal towns of Puerto Barries,
Livingston and San Juan, performing rear-area security and
counterinsurgency patrols. Two other full brigades are sta-
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tioned around El Encanto and Sayaxche, also performing
counterinsurgency missions. Afourth brigade forms the front-
lines in Punta Gorda (Belize), with one infantry company
stationed near the Mexican-Guatemalan-Belizan border,
another in Melchor de Mencos, a third in Poptun, and the
balance of the brigade in Flores. An armored company is
stationed roughly 30 kilometers SSW of Middlesex (Belize).
Two special forces battalions are operating somewhere in
Belize and the Guatemalan departments of Peten and lzabal,
but their present location is unknown.

As an added note, the Guatemalan military is suspectedto
be supplying personnel to government death squads. In
game terms, the death squads are six- to 10-memberteams
armed with military weapons and often in civilian clothing.
These teams are commonly composed of Ladino officers
(see below) or possibly some highly motivated enlisted men.

DIT: The Guatemalan Secret Police is primarily an urban
internal security force. It is not normally attached to the
military, but operates independently. There is no love lost
between the DIT, whichis predominantly Ladino (Mestizo and
Crecle), and the army, whose ranks are dominated by Indi-
ans. Ladinos occupy elite positions in Guatemalan society,
and there is a strong racial bias against the local Indian
population, which is reflected in DIT attitudes. For our pur-
poses, the DIT has the role of guarding against treason, and
members may be encountered on military bases as liaisons
to ensure proper procedures are followed. DIT paramilitary
squads will also perform raids on any urban bases used by
the players, and they will act as prison guards and death
squad members. They are armed and trained to the same
standards as the military, but are much more self-serving and
corrupt.

Guerrilla Army of the Poor: The Guerrilla Army is a
terrorist group operating in Guatemala and is the recipient of
the smuggled explosives. Abreakaway faction of the Guate-
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malan National Revolutionary Union (GNRU), the Guerrilla
Army kept forces in the field during 1991-1992 negotiations
with the Elias government and was one of the first groups to
mobilize following the former president’s attempted assassi-
nation. Like many of the other groups, the Guerrilla Army is
based in Peten and the Mexican Yucatan, where it obtains
funds from heroin plantations. The Guerrilla Army troop
commanded by Allegras has 100 men in 10-man squads
armed with Soviet assault rifles and SAWSs. Allegras also has
a battery of two M-37 82mm mortars which travel near the
rear of his column.

Belizan Forces: Opposing the Guatemalan invasion are
roughly two local infantry brigades based at Belmopan and Belize
City, a British infantry regiment stationed at Staph Creek and a
mercenary air-mobile battalion at Belize City. There are also
numerous small merc units, drug smugglers and general-pur-
pose criminals operating in the backcountry of Belize.

British Intelligence: Although unlikely to get involved,
British intelligence services may take measures to ensure
that the Guerrilla Army does receive the explosives in order
to harm the Guatemalan war effort. They are unlikely to
commit more than a single MI-6 or SIS agent to coordinate
local police efforts to hamper the characters while in Belize.

MAJOR NPCs ;
Jason Frapelli (Experienced NPC): Frapelli is a very
greedy young man who has decided to better himself by
entering the world of arms smuggling. He is the picture of the
young professional, both handsome and intelligent. He also
wanted to get a piece of the lucrative drug trade, so he and
Stagmont brokered this deal on one of their vacations in
Mexico. Jason likes the idea of breaking rules, but does not
have the ruthlessness required to ensure his sutvival in the
business, meaning he will not betray or expect betrayal from
his pariners. He normally carries a 9mm P-85 and adds a
folding-stock Remington 870 pump shotgun for special occa-
sions. He is a good shot with both,
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Rochelle Stagmont (Experienced NPC): Stagmont is the
perfect contemporary young professional. Blonde, attractive and
with a total disregard for rules, Stagmont will do what it takes to
achieve her own seffish goals, Although she is Frapelli's pariner
in both criminal and neo-relationship terms, she will not hesitate
fo testify against him to protect herself, claiming she was a dupe.
Stagmont is a good shot with the 9mm P-85 she carries, but has
no experience with other firearms.

Rico Allegras (Veteran NPC): Allegras is a regional
commandante of a Guerrilla Army trocp and is looking forward to
continuing to corrupt Norieamericanos and continuing his revolu-
tion. Allegras is a devious man who has spent much of his life
fighting in Peten and Izabal, and has frequently bested Guatema-
lan regulars. While not highly ideological, he does believe in the
Guerrilla Army cause. Allegras plans to approach the transaction
with Frapelli and Stagmont warily, but honestly, as he wishes to
culiivate them as anew source of four old Soviet F 1 fragmentation
grenades.

“Gunny” Thorson (Elite NPC): Thorson is a crusty old
war horse and veteran of MACV-SOG, Grenada, Panama
and Desert Storm who has gone semi-independent. He has
founded Thorson Consultants, a private security firm which
works as a broker for talented mercenaries, notably veterans
of the USMGC, Rangers and SOCOM. He will work 1o get his
friends jobs with major corporations and other governments,
although rumors suggest his company is actually an Intelli-
gence Support Activity (ISA) operation. The ISA is an elite,
covert, military intelligence service operated by the US Army
to provide intelligence from conflict zones which other agen-
cies are unable or unwilling to provide.

SUGGESTED PLOT

What follows is a suggested plot, highlighting areas of
importance for the proper play of the adventure.

Following the briefing, the team plans the insertion into
Belize. The characters can land in Belize City on-board a
cargo plane and smuggle in their equipment. They will be
accompanied by ScottLarson, a surveillance expert and pari-
time gunrunner from Thorson. Once at the Belize airpon, the
characters find themselves facing Belizan customs agent,
who search their aircraft and impound their firearms. The
characters then hustle off to Belize City to set up an opera-
tions base and to locate new firearms and their targets.

Since the Newbrook is not due in Belize for the nextthree
days, characters split into two teams. The first searches the
hotels and resorts for Frapelli and Stagmont, while Larson
takes the others to some of his acquaintances to purchase
weapons. It takes several stops, but characters are able to
purchase assault rifles and even grenade and rocket launch-
ers at a reasonable markup.

The second team finds the two “runners” at a harborfront
hotel. Larson then rents a number of hotel rooms in adjacent
hotels and sets up a series of directional and room mics to
monitor the two runners’ conversations. He also gives the
PCs an electronic tracking unit and teaches them howto use
it. It takes the better part of a day of surveillance, including a
hasty scramble to escape when Belizan police raid theteam’s
room on an “anonymous tip,” but the team learns how the
exchange will take place. Frapelii and Stagmont will arrange
for the loading of the containers of explosives onto a barge,
which will be towed to Puerto Barrios and then up the Dulce
and E| Golfete rivers to a contact with Allegras. In return, the
runners expect o receive some 700 kilos of heroin.

The PCteam again splits into two, thistime leaving Larsonwith
a two-person security element and allowing the strike team to
travel behind Guatemalan lines to the exchange point.
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It takes three days for the strike team to reach the ex-
change point, and they have to avoid Guatemalan regulars
and Guerrilla Army sweeps all the way. By the end of the
second day, they start receiving updates from Larson’s team
via secure satellite downlink that the barge is loaded and
moving. The strike team bivouacs in a hide after reaching the
exchange point and avoids contact with the Guerrilla Army
patrols.

By the fifth day, the barge arrives, and the Guerrilla Army
starts off-loading the explosives. The strike team videotapes
the entire procedure as evidence for the chemical company
and, after a final call to Larson's.team in Puerio Barrios,
moves in for the strike.

A demolitions expert silently infiltrates the explosives stor-
age area and rigs the entire five-plus tons of material to
explode after an hour’s delay. Then, the remainder of the
strike team silently eliminates Allegras and captures Frapelli
and Stagmont, but not before Stagmont can alertthe Guerrilla
Army.

The team engages in a fighting retreat and evasion from
the exchange site while it races for its pickup zone, where
Larson’s team waits with a UH-1 helicopter temporarily
borrowed from the Guatemalan Army. While in the air, the
team turns the videocamera toward the exchange zone to
see a five-ton explosion devastdte a substantial area of
forest.

Filling in the Details: Obviously, the above plot is very
sketchy, and the referee should try to add whatever details
are required to personalize the adventure. Possibly the
exchange zone is in Belize itself, along the Belize River. Or
the exchange takes place beyond the Guatemalan garrison
at Melchor de Mencos, or along the Folmul River. The team
may elect to follow the barge by stealing along the riverside
and continue to watch the drama of Frapelli and Stagmont
forcing a river smuggler onward. There is also the potential

of a river fight with Belizan or Guatemalan patrol boats.

Key areas of the adventure include entering Belize, inves-
tigation, operations in Belize, crossing the Guatemalan bor-
der, getting to the exchange zone, operations at the ex-
change zone, and extradition and exfiltration. By focusing
details on these key areas, the referee can prepare aflexible
adventure plot.

ALTERNATIVES AND VARIANTS

A number of ways have been suggested to make the
mission more challenging, but none are as intriguing as
making the players’ team a decoy unit for another, more
professional unit also secretly recruited by the chemical
company. The company has leaked the nominal mission of
the players’ team to the Guerrilla Army and the DIT in hopes
that the ensuing commotion will allow the second team to
operate undetected. Characters will naturally be actively
hunted even before they cross the Guatemalan border and
may be ambushed in Belize by sither side. Or characters may
find themselves being called upon to support the main team
which they never knew existed.

Another way to alter the scenario is to let characters play
onthe Guatemalan side and be assigned to stop a shipment
of explosives to the Guerrilla Army which is being escorted by
“corporate” mercenaries or even Belizan forces. They would
have a full squad of Guatemalan regulars under their com-
mand to support the operation. Naturally, the characters will
run head-on into the corporate team. In fact, if the group is
large enough and patient enough, it can be divided into two
sides—Guatemalan mercs and the company decoy team.

The company team is made up of five ex-Special Forces
and Ranger personnel from the United States, Britain and
Canada. These mercs are ali highly experienced (Elite) and
well-equipped with assault rifles and SAWSs. Referees should
play these characters as the professionals they are. Q
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Many weak and otherwise defenseless folk
have taken to the use of booby traps in their self defense.
Occasionally these devices can cause more problems than they solve.

he following encounter is designed as an interlude between major adventures. Most gaming groups should
be able to play through it in a single session.

Arriving at a rural crossroads village while en route from one adventure to another, the characters observe a
substantial gathering of locals in the village square. At the same time, the PCs intercept the following radio
transmission:

“Help! I'm injured and need assistance!”

Glenn Goodrich, known hereabouts as “Doc,” is the local herb doctor, acupuncturist and unlicensed dentist. He is also the
closest thing to a full-time doctor available for 50 miles in any direction. Doc just contacted the villagers via CB and reported
that he is injured and alone in his home. An old man in frail health, he is in dire need of medical assistance.

Unfortunately, no one but Doc’s nephew ever goes up Goodrich Hill to Doc’s home, and for good reason. The entire hill is
elaborately booby-trapped! The nephew and Doc are the only ones who know the safe routes through the minefield. The
nephew is out of town, walking to Gainesville, 50 miles away, to bring back one of Doc’s grandsons. The young man has just
completed his medical degree at Shands Teaching Hospital at the former University of Florida. They are not expectedto return
before late tomorrow afternoon. The weather is expected to fall {o freezing or below tonight, and Doc will probably not survive
unless help gets to him quickly.

The only one from the village who will volunteer to guide the PCs is Mike Shaw, a village boy who has been up the hillonce
before and thinks he can find the way again. The other townsfolk can be summed up as concerned but worth nothing but
goodwill and useless advice.

AREA DESCRIPTION

Goodrich Hill is a steep-sided prominence with 65- to 85-degree slopes, impassable to any wheeled or tracked vehicle the
PCs may have withthem. The hillis 75 meterstall and covered withthe terraced herb gardens Doc uses in hiswork. The garden
consists of patches of dense vegetation surrounded by neatly maintained, mulch-covered paths. The foliage has flourished,
creating a thick, head-high jungle of greenery. The terraces are connected by a winding footpath, so steep in places that stair
steps have had to be cut into the hiliside. Doc’s residence is located in a saddle atop the hill. A small cottage at the base of
the hill is used as a clinic by the locals, who pull on the bell cable at his front gate to summon Doc down from his house and
gardens above.

REFEREEING THE ENCOUNTER

Doc has been bothered repeatedly by marauders seeking money and drugs. Fed up with such rude behavior, Doc has
liberally seeded his herb gardens with hand grenade booby traps in mechanical ambushes. It is extremelyhazardous to one's
health to pay unannounced housecalls upon the doctor! Doc has a coded system to get through the booby traps, but the
markers are specific types of herb plants and shrubs.Someone must successiully pass Average: Biology tasks (or Difficult:
Farming tasks) to make repeated plant identifications and recognize the safe routes.

Doc uses monofilament firing line for tripwire, which is practically impossible to spot, especially if one doesn't know what
to look for. It is a Difficult: Observation task to detect the monofilament tripwires and an Average: Observation task to spot the
booby traps themselves. The red laser dot sighting beam will cause the monofilament fishing line tripwires to glow when they
are struck by the laser, creating a fiber-optic cable-like effect. But that only works when it is dark enough to allow sufficient
contrast. Meanwhile, Doc can't wait.

12  Challenge 70 Twilight: 2000






ALTERNATIVES
AND VARIANTS

If the PCs persuade Mike to lead the
way through the booby traps (an Easy:
Persuasiontask), Mike gets struck down
with a gran mal epileptic seizure half-
way up the hilll Asking him to draw a
map is fruitless at this point—the sei-
zures leave him weak and confused for
several hours.

From his antenna on top of Goodrich
Hill, Doc is broadcasting to all listeners
within 35 kilometers. The PCs can talk
to Doc over his CB, but he is having
alternating bouts of unconsciousness
and incoherence.

Burning off a clear path (and hoping
the grenades cook off inthefire) is abad
move for two reasons. First, the herb
crop is worth a fortune, and some spe-
cies areirreplaceable. Second, the crop
is so dry that there is a good chance of
setting Doc’s house on fire with him still
init.

Running a herd of animals up the hill
to detonate the booby traps would be a
possibility, if only goats or sheep were
available. Pigs or cattle will refuse to
make the climb. And farmers will either
refuse to volunteertheir flocks or ask for
compensation in exchange.

To make matters worse, no one
thought to mention Doc’s dog, a Rott-
weiler named Boomer. Dociscompletely
dependent on that old dog and loves
him like a child. To Boomer, the PCs
look and smell just like somebody who
is out to hurt his master.

How about another group of eager
adventurers who want to join the player
characters in the dangerous journey to
the top of Goodrich Hill? These indi-
viduals have never been up the hill
either, but for dear old Doc’s sake, they
are willing to give it a try.

If their help is refused, they will race
the player characters to the top of the
hill for the opportunity to claim a hefty
reward.

Oddly enough, these enthusiastic
adventurers are strangers in town, too.

These individuals are actually ma-
rauders who just want to get their hands
on the fabled cache of drugs Doc is
supposedto have secreted on his moun-
tain. Tailor the bad guys to challenge
your particular party members accord-
ing to their specific strengths and weak-
nesses.

MECHANICAL AMBUSH RULES

Doc’s minefield is laid out to a standard
pattern with a basic density of four or five
booby traps per eight-meter square. The
mine locations can be handled randomly
by rolling even or odd for four or five per
eight-metergrid distribution. Rolldiceequal
to the number of eight-meter grid squares
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the party has crossed, then multiply the
even-numbered dice by four and the odd-
numbered dice by five. Add the results
together and divide by two for the average
density and number of D10s to be rolled.
The D10s are the chance of accidentally
activating atripwire—any resultbetween 1
and 6 is an activation. Roll the Cbserva-
tion skill of the PC in the lead and
subtract that result from half that PC’s
Observation skill. The result is the num-
ber of tripwires that would have been
activated by the PCs that were discov-

ered by the pointman. If that number
equals or exceeds the number of D10s
that came up 6 or less, all the tripwires
that would have been set off (but not all
the tripwires that are there) were dis-
covered without setting them off. If the
numberdiscoveredislessthanthe num-
ber there, have the second character
roll a Difficult: Observation task and
repeat the procass. If they are still un-
discovered, the tripwires go off. Q

Playtested by LargoAdventurers'Guild,
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Modern- and future-era roleplaying games are often criticized because hardware is just too easy to acquire and
thus can reduce the amount of character interaction. To encourage your Twilight: 2000, Merc: 2000, Dark
Conspiracy and even Cadillacs and Dinosaurs characters to interact more effectively, below are examples of
hardware which is more difficult to obtain. These items may engender more complex roleplaying in your gaming
group by forcing characters to cajole, threaten, seduce or otherwise interact with NPCs in order to locate and pay
for them. In the case of the more obscure equipment in the “why-the-heck-would-anyone-want-this-junk”
category, a true roleplaying challenge is presented as the PC develops peculiar persona traits explaining the
attachment he has to his “plastic submachinegun.” Rock and roll!

Desert Eagle .50 Action
Express (Semiautomatic)

The popular Desert Eagle pistol is also available with a
thunderous .50 caliber “Action Express” round.

Ammo: .50 AE

We: 1.5 kg

Mag: 7 box

Twilight: 2000 Price: $1450 (—/R)

Merc: 2000 Price: $1200 (R/S)

—Recoil—
Weapon ROF Dam Pen Bk Mag SS Brst Ang
Desert Eagle 50 SA 3 2-Nil 1 7 6 — 12

20 AE
n “Action EXP!‘eSS”)

Wi: 1 kg per box of 50
Twilight: 2000 Price: $100 per case (—/R)
Merc: 2000 Price: $60 per case (R/S)

8.58mm
(416 Rigby Rifle Modified)

Wit: 20 kg per case of 500

Twilight: 2000 Price: $250 per case {(—/—)
Merc: 2000 Price: $200 per case (—/R)

5.56mm SCF
(5.56mmx45mm/1.6mm
Flechette)

Wt: 5 kg per case of 1000, 0.6 kg per 24-round magazine
Twilight: 2000 Price: $1200 per case (—/—)
Merc: 2000 Price: $1000 per case (—/R)
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Ares FMG Folding
(Submachinegumn)

Concealable as an unremarkable, rectangular plastic box
26cmx8cmx4cm in size, the Ares FMG is useful for undercover
duties. It can be unfolded, cocked and fired in two seconds (takes
a five-second turn to prepare). A fashionable, blue plastic
version of the weapon was featured in the movie “Robocop 2.”

Ammo: 9mm P

Wi: 2.8 kg (32 rounds), 2.7 kg (25 rounds), 2.6 kg {20 rounds)

Mag: 32/25/20 box

Twilight: 2000 Price: $1800 (—/R)

Merc: 2000 Price: $1500 (R/S)

—Hecoil—
Weapon ROF Dam Pen Bk Mag SS Brst Rng
Ares FMG Folding 5 2 Nil 3 20/2513 2 3 830

Folded

Spectre M-~4
(Submachinegumn)

This handy-to-use weapon features large-capacity, four-
column magazines. The Spectre is a recent design. A folding
stock is included, and a front grip aids in control.

Ammo: 9mm P.

Wit: 3.8 kg (50 rounds), 3.5 kg {30 rounds)

Mag: 50/30 box

Twilight: 2000 Price: $900 (—/R)

Merc: 2000 Price: $750 (R/S)

—Fecoil—
Weapon ROF Dam Pen Bk Mag SS Brst Ang
Spectre M4 10 2 NIl 2833050 2 8 30
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—Plocoi— Steyr ACR (Assault Rifle)

Weapon ROF Dam Pen Blk Mag SS Brst Ang Aradical design for an advanced combat rifle, the Steyr ACR
Steyr ACR 3 2 NI 3 24 1 2 75 fires an extremely high-velocity flechette round. Similar in con-
figuration to the H&K G11, the ACRis also a bullpup weapon in
a molded synthetic stock. Unlike the G11, the Steyr is contoured
in an ergonomic fashion to fit the firer's hands and shoulder.
The 5.56mm SCF (synthetic-cased flechette) has a muzzle
velocity of 1500 meters per second. The round operates like a
discarding-sabot tank shell and is fin-stabilized to give a long
effective range. The light weight of the projectile produces
almost no recoil, but the lethality of the flechette is suspect.
Ammo: 5.56mm SCF
Wit: 3.5 kg
Mag: 24 box
Twilight: 2000 Price: $800 (—/—)
Merc: 2000 Price: $650 (—/R)

RAI Model 500
(Sniper Rifle)

Similar to the RAI Model 300, this weapon is designed to fire
the .50 BMG round and includes a dual muzzle brake and flash
hider. ,

Ammo: .50 BMG
Wt: 15.3 kg
Mag: 1i
Twilight: 2000 Price: $6000 (~—~/—)

Merc: 2000 Price: $5000 (—/R).

—Recoil—
ROF Dam Pen Bk Mag SS Brst Bng
RAI Model 500 SA 9 223 5 1 9 — 50
~ bipod SA 9 223 5 1 5 — 9

Al sniper rifles come with a scope. With the scope, add 15
meters to the basic range for aimed shots. If the scope is later
damaged or lost (or for quick shots), this modifier is not added.
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RAI Model 300
(Sniper Rifle)

This rifle is designed as a long-range, high-powered sniper
weapon. lt is supplied with an adjustable bipod and butistock. A

~ telescopic sight is provided. The Model 300 is available in two

calibers, 7.62mm and a special 8.58mm round which is a
modified .416 Rigby rifle round. Statistics for the 8.58mm round
are listed in brackets below.

Ammo:7.62mm N (8.58mm)

Wt: 6.7 kg (6.8 kg)

Mag: 5 box (4 box)

Twilight: 2000 Price: $8400 (—/R) [$9600 (—/—)]

Merc: 2000 Price: $7000 (R/S) [$8000 (—/R)]

—Recoil—
Weapon ROF Dam Pen Blk Mag SS Brst Rng
RAIModel 300762 SA 4 23Nl 8 5 5 — 80
bipod SA 4 23Nl 5 5 38 — 75
RAI Model 300858 SA 6 23Nl 5 4 6 — 75
bipod SA 6 23Nl 5 4 2 — 95

All sniper rifles come with a scope. Withthe scope, add 15 meters
to the basic range for aimed shots. If the scope is later damaged or
lost (or for quick shots), this modifier is not added. Q
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reckenridge County used
to be a quiet rural area,
the main source of busi-
ness coming from farm-
ing and the surrounding
Albright State Forest. But
that was before drugs
moved in. Since the late
1980s, drug dealers first used the rug-
ged terrain and forest thickets to farm
marijuana, than started air-dropping
small amounts of cocaine. The dealers
and growers were quite secretive, and
since the county sheriff's departiment.
was minuscule, nothing was ever done
in terms of large police actions. But in
the mid ’90s, the drug business ex-
ploded when a Columbian cocaine car-
tel moved in. Soon the streets of
Mathusen, the county seat, were teem-
ing with bikers, urban gang members
and other sleazy types, including alarge
number of transients who camped out
in the state forest.The current county
sheriff is paid by the main gang to look
the other way, and the local police now
deal only with the unruliness in the city
streets. But a prominent businessman,
Dean Whaley, is fed up with the situa-
tion and has contacted the PCs to de-
stroy the cancer that has infected his
hometown.

Whaley has promised the team a
total of $120,000 to “take out” the lead-
ers of the gang and their lab, now
housed in a former hunting lodge in the
state park. He will provide room and
board in his home for the team mem-
bers while they're in town,

BACKGROUND

Albright State Forest is over 14,000
acres of rugged pine forests, ravines,
trails and meadows. Park attendanceis
way down due to the poor US economy,
lower funding, and the presence of the
drug gang. Having a police force on the
take doesn’t help either.

Luckily, one of Whaley’s allies is
Deputy Mitch Ivanson. A former ma-
rine, he is supposedtobeonthe gang's
payroll, but has instead been giving his
take to Whaley (to help pay for the
team) and collecting information. He
would have liked to take out the gang
himself, but he knows the gang is heavily
armed, and he is not stupid. Gathered
intelligence indicates the following facts:

@ The gang is under the control of a
mid-level Columbian cartel member,
Juan Vannesquae, and is headquar-
tered in a private lodge about 29 miles
inside the park via a dirt road.

@ There are a total of 36 gang mem-
bers, including the four “chemists” and
Vannesquae’s lieutenants, along with

Merc: 2000

seven female companions. There are
also an indeterminate number of pickup
men out in the woods.

@ Visible weapons range from semi-
automatic pistols to assault rifles and
SMGs. The gang seems to have plenty
of ammo.

@ A lot of the transient guards are
paid with money and drugs, so they
might be easier 1o overpower.

@ The road to the lodge is heavily
guarded by better-armed men.

@ Drug drops are carried out by para-

chuting drums of pure liquid cocaine
into the forest to be picked by groups of
transient “campers.”

@ Most of the high county officials are
on the gang’s payroll, including the en-
tire sheriff’'s department except for
lvanson.

lvanson and Whaley believe the last
bit of info is the reason no major law
enforcement agency has investigated
the drug problem in the county.

@ The following tactical facts are re-
vealed by consulting the local county

Challenge 71
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land title office: The lodge is located on
a bridge overlooking a small river, fairly
accessiblefrom below (Average: Glimb-
ing or Difficult: Agility). The estate
grounds cover about 100 acres. The
compound consists of a two-story, 19-
room lodge and four outbuildings, ga-
rage, covered shooting range, barn and
generator shed.

Building permit records from the
county courthouse will disclosethe origi-
nalfloor plans, apool and deck addition

(1973), and a built-in solar energy sys-
tem (1982).

WILDERNESS

The rugged terrain, dense flora and
relatively few main roads make the
Albright State Forest a perfect area for
Vannesquae's mode of smuggling in
his cargoes—shock-proof drums in
HALQ rigs dropped from 25,000 feet
and picked up by the transient element
recruited by Vannesquae.

Sun room

Wooden deck

=

Master bedroom

Ground floor

&

Great hall )
D
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Hobo Camps: These camps consist
mainly of 2D6 ragged and filthy people
lounging around a small fire amid
mounds of trash and smelly bedding.
One to four will be women. Onetothree
will be on guard outside their camps.
Their main job is to spot the drop-off
plane (signaling with two flares), re-
trieve the parachuting drum, then take
it to the main compound. Only the tran-
sients who find the package first get
paid ($300 and “samples”), so quite a

L G ¥

Basement
Drug lab
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few bloody fights have erupted. How-
ever, these lackeys are poorly armed
with only knives, axes and one to four
handguns. A strong showing by the
PCs might convince them to give up
quickly.

Combat in the Forest: The thick
vegetation provides excellent cover and
some sound absorption. Gunshots and
loud yelling will be heard for 2D6x100
meters, heavy weapons and explosions
twicethat. Sounds of hand-to-hand com-
bat will carry only a few dozen meters.
Trails are usually only only three fo 10
feet in width.

There are plenty of vines available
for snares and traps.

COMPOUND

The lodge was built and owned by a
wealthy steelmakerin 1912. lt satempty
for 13 years until it was bought in 1972
by a prosperous local, but the gang
took it over in 1989. The gang’s leader,
Vannesquae, began takingoutthe other
pot growers in the area and started
flyingin coke. Then Vannesquae began
hiring a gaggle of homeless squatters
to pick up his airdrops out in the rough-
est part of the Albright wilderness.

Shooting Range: There is a 20%
chance that one or more of the gang
members will be using this facility to
combat boredom. lf shooting is going
on here, distant gunshots will go unno-
ticed.

Barn: This was first used as a horse
barn, then a marijuana drying shed,
and now a garage for five luxury cars
that belong to Vannesquae and his of-
ficers. They include a Jaguar SX10, a
BMW 985, a 1999 Dodge SuperViper
XL, 2’97 Lexus Q66, and Vannesquae’s
armored Mercedes, which is equipped
with a computer, cellular phone and
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defensive oil-discharger. There are,
however, three guards with AKRs on
constant watch here.

Generator Shed: A 500-kilowatt
generator and 100 liters of fuel are
located in here. A lackey comes out
once a night to check up on it.

The wilderness provides a good bit
of cover with thick foliage, so any guard
who happens to look out would require
Formidible: Observation to spot the
team, barring loud noises or gunfire.
There aretwo armoriesinthe lodge and
the shed, which contain a total of three
ltalian M12 handguns, with about 3500
9mm rounds and 2500 5.56P rounds.
They also have 29 dynamite sticks and
four HE grenades.

LODGE

Once was what a pristine and well-
kept forest vacation home has slowly
turned into a dilapidated dump. The
gang has not done any maintenance to
the lodge and the other buildings. Bro-
ken windows and bullet holes scar the
outside, and trash is strewn across the
compound. Loud musicblasts fromone
of the open windows. The covered
shooting range is littered with spent
bullet cases and shredded targets. An
occasional 1D6 guards walk from build-
ing to building.

Front Porch: One to three bored
guards are here at all hours.

Foyer: The main entry with a small
fireplace against the north wall.

Great Hall: Taking up most of the
center lodge, this room has slate gran-
ite floors, rough hewn log walls, a large
fireplace and damaged furniture. it also
has a TV set which two to four gang
members may be watching.

Sun Room: Added on by the previ-
ous owner, this room has an eight-
meter-high floor-to-ceiling window, and
terra cottaflooring which provides pas-
sive infrared heat at night. The green-
house addition is cluttered with broken
panes and clay pots (noisel). There is
always at least one guard in here at
night.

Kitchen: Vannesquae has two ser-
vants cooking for the gang; they sleep
inthe side room, are Novice NPCs, and
will hide if an attack is under way. Meals
are served at 9 a.m., noon, and 6: 30
p.m.

Dining Hall: An eight-meter-long oak
table dominates this room.

Upstairs Quarters: These rooms
are where gang members sleep and
relax. One to two gang members will
spend the day kicking back while boom-
boxes blare out the broken windows
andtwo tofour sleepers snore away the

Mere: 2000

night, weapons within easy reach. The
senior members and the head chemist
use the bigger corner rooms. Occa-
sionally, the lower-grade members bring
in female hoboes.

Bathrooms: Dorm-style showers
and toilets, with frosted windows.

Master Bed Chamber: This is the
most elegantpersonal roominthe lodge
(in a tacky '70s kind of tashion), and
Vannesquae has claimed the room for
him and his consort, Channa, with iis
waterbed, velvet shag carpet/wall cov-

" ering, paintings, and 36-inch TV and

VCR. A gold-plated .357 Magnum (five
rounds) is on the nightstand, along with
various drug paraphernalia and extra
keys to the Mercedes. Channa will sur-
render, but then attack unwary PCs
with a hidden switchblade.

Office: Vannesquae’s private office
is a former den converted to a make-
shift business center. He will be here
75% of daylight hours, either behind
the desk or pacing the floor arguing
obscenely over a cellular phone.

Porch and Pool Area: An odd-
shaped redwood deck fits around the
backside of the lodge and surrounds
the backside of the new pool. Van-
nesquae, his officers or their lady friends
usually lounge here during warm days.
There is a two- to five-feet clearance
underneath the porch, except where
the pool is.

camp, then saunter back into town like
nothing happened, they will find them-
selves under arrest for murder and rob-
bery as Burns does not wanttogodown
with Vannesquae.

But if the team keeps the action up at
the lodge relatively quiet, or coordi-
nates with lvanson, they have a good
chance of taking the entire department
without bloodshed.

if not, the PCs willhave aroyalshoot-
outwiththe local cops resulting in either
complete victory, prison, or becoming
fugitives from the law, not to mention
widespread damage tothetown. Deputy
ivanson will then take the a matter into
his own hands and contact state au-
thorities.

FINISHING
THE ADVENTURE

Oncethe PCstake care ofthegang'’s
leaders, most surviving members will
flee the area in panic, trying o carry as
much cocaine as they can get a hold of.
Whaley and Evanswillprovide the team
with sanctuary until federal authorities
clean things up. Remember, the US
government frowns on internal merc
actions. However, turning Vannesquae
over alive io authorities will bring
$30,000, evenrenown, and acontact at
the DEA. The cars in the barn are, of
course, available for “confiscating.”

Basement/Lab: The

stairs down here are lo-
cated underneath the
main staircase. There is
a heavy door (STR=25)
at the bottom leading to
thelab. Thisis wherethe
55 gallons of pure co-
caine extract is turned
into several thousand
“rock” doses. The lab is
occupied by the “head
chamist” and his five as-
sistants, along with 1D6
guards. Entry points are
the stairwell, acoal chute
and four small windows
at the ceiling level. The
room has another added
danger—the amount of
flammable material used
in processing.

TROUBLE
BACK IN TOWN
Meanwhile, back in

town, Sheriff Glenn j|
Burmns and his corrupt i
deputies are preparing {

“[ts premise is unusual, its characters
exciting, and its mechanics fun . . .
I heartily recommend this game."
- Lester Smith, Dragon Magazine #186

Ouly 819.95 - $4.00 s/h. Send check or money order

LOST SOULS

SECOND ERITION
ROLE PLAYING IN THE AFTERLIFE

to: Sage Lore, Inc., PO Box 14616,
Portland, OR 97214

totake action. lftheteam

members attack the
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Whaley will pay the team upon comple-
tion of the mission.

VARIANTS
Referees can substitute real national
or state forests, counties and cities for
a more realistic game or for having fun
in their own local areas. Basic NPCs

" would remainthe same. Otherscenario

options include:

@ Turning the drug dealers into Ma-
fia-backed heroin importers. Add 1D10
more mob enforcers (Veteran NPCs)
armed with Uzis and 9mm automatic
pistols. Not used to the country, these
guys wander around the compound
avidly looking out for “lions, tigers and
bears” (or snakes). Add 1 to their Ob-
servation rolls for city slicker paranoia.
Defeating these guys will land the PCs
up to $75,000 and contacts at the US

Justice Department, but also vendettas
from several mob leaders.

Mob Enforcers: Level: Veteran.
Skills: CRM=3, OBS=3, Persuasion=4,
MC=3. Weapons:Pistols, SMGs, black-
jacks, knives.

@ The drug cartel leaders have signed
apact with various Middle East terrorist
groups. Now, in trade for heavier arms,
the cartel has started infiltrating Libyan
terrorists into the US via their Albright

base. Now include 3D6 Libyans each.

armed with either AKRMs or AKRs, one
to three grenades and 1D6 RPG-7
ATRs. Add 1D10 more AKRs and 6D10
kilos of Plastique explosives. The Liby-
ans are restless due to their recent
insertion into “evil Amerika” and have
pretty itchy trigger fingers. Defeating
the terrorists and turning the survivors
over to authorities will get the team an
additional $100,000, exoneration for
past legalinfractions (i.e., this and other
merc jobs) and contacts at the CIA, FBI
and US State Department for other
possible missions.

Libyans: Level: Experienced. Initia-
tive: 3. Skills: CRM=5, Observation=4,
HW=3 Stealth: 3.

@ Justpriortothe assault, headchem-
ist Whitledge suffers acomplete chemi-
cally induced mental breakdown; now
he seesthelocaldenizens of the county
as "monstrous beings from an alter-

dimension seeking to conquer the world
and devour his immortal soul.” After
killing one to two of his own assistants,
he is planning to dump over a 110
gallons of highly potent liquid cocaine
and 95 gallons of other toxic materials
into the local reservoir in order to de-
stroy the“alieninvasion.” This all comes
from his journal sitting on a lab
countertop. The team, after taking con-
trol of the lodge, will have to race him to
the lake to avoid a mass poisoning
which could kill hundreds. He is driving
asmallfour-wheel-drive ATV (treatas.a
motorcycle) with the chemical drums in
a cart towed behind. Watch what the
PCs hit, as any stray rounds could
cause a toxic spill or, worse, a large
toxic explosion. Only fast talk (For-
midible: Persuasion) or a well-aimed
bullet will stop him.

e The PCs can be government
agents, either with the FBI, the DEA or
Delta Force. In this case, treat Whaley
as the state agency coordinator and
Ilvanson as an undercover agent. The
main plan will be to capture the accom-
plices in the woods, then attack the
main compound. The PCs will be as-
sisted by members of the state militiain
arresting and holding any prisoners
taken. PCs will have to abide by law
enforcement restrictions, rather than
just blasting the bad guys to pieces. Q
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The stage is set for the drama and suspense with the Corporation Building
and the Research Facility from SGS. Both products are fully detailed in 25mm
scale, offer descriptive text and information, a 3D perspective view, and include
areferee’s master overview of each structure. The Corporation Building and
the Research Facility are the first two volumes of SEEKER Gaming Systems’
“Building Complex Series,” a collection of buildings designed for use with role-

Ewtanay £xthu Yun Frohcly

playing games set in both the near and far future.

M

#101 Corporation Building $12.95
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#102 Research Facility $12.95

playing game.

Knights in shining armor and fair
damsels in distress. Gallant heroes
and cunning villains. Step back into
the era of chivalry, romance, and
swashbuckling adventure with Kings
Rook — medieval fortification floor
plans available for use with any role-

#4001-812.95

Enter the universe of PARSELS'™, which com-
bines a series of science fiction storjes, illustra-
fions, ‘and data files to create the setting for
adventure and intrigue. deally suited forboth the
casual reader and the gaming enthusiast, the
material is readily adaptable to any role-playing
game system. New worlds, new adventures,
new challenges . . . PARSELS™: Foundation.
Coming Feb-Mar 93. #7001 -$14.95

SEEKER GAMING SYS

'P.0: Box 1027, Spanaway, WA. 98387
_ Voice/FAX Line (206)535:6513
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By Hans-Christian Vortisch

Steyr ACR

Another product of the NATO ACR compstition, this is a
bullpup configuration flechette gun of Austrian manufacture. it
fires plastic-cased, fin-stabilized, hardened darts (flechsttes) at
very high velocities. These projectiles have extremely good
penetration and long range. An integral sight with variable
settings from 1.5x to 3.5x is standard. It cannot fire normal
5.56mmN ammunition. The gun is used by the Austrian Army and
some Yugoslavian partisans which maintain loose contact with
the Austrian troops.

Round: 5.56mm SCF
Weight (Empty): 3.2 kg
Magazine: 24

Price: $750 (R/—)

ROF Dam Pen
1-1-Nil

Blk Mag SS Brst Rng
4 24 1 2 75

Weapon
SteyrACR 3 2

5.56x45mm Synthetic-Cased Flechette
Loaded Magazine (24): 0.3 kg, $20
Case (1500): 7.5 kg, $750 (R/—)

Colt M16A4 ACR

Like the G11, this is aresult of NATO’s Advanced Combai Rifle
program. The Colt entry was basically a product-improved M16A2
with an adjustable telescoping stock similar to the M177/M4
carbine series, redesigned handguard with heat shielding, heavy
barrel with new muzzie brake, ambidextrous controfs and an
integral Leitz Wildcat 3.5x optic sight. The scope canbe replaced
by a carrying handle incorporating iron post sights. The M16A4
was especially designed to fire the 5.56mm duplex round, which
features two smaller-than-normal bullets point-to-tail. This in-
creases hit probability (and in effect doubles rate of fire), but also
significantly reduces effective range. Standard ammunition is
usable.

Editor’s Note: The author's treatment of duplex rounds differs
from that used in Dark Conspiracy

Round: 5.56mmN
Weight (Empty): 4.0 kg
Magazine: 20/30
Price: $550 (R/—)

Dam Pen
1-Nil
1-Nii

Weapon ROF

M16A4 5 3
with duplex 10 2
ammo

Blk Mag SS Brst Rng
4/5 20/30 2 4 55
4/520/30* 2 4 30

“Each round of duplex ammo fired consists of two bullets (e.g., a
single burst consists of 10 bullets, although only five cartridges were
fired).

5.5x45mm NATO Duplex
Loaded Magazine (30): 0.5 kg, $15
Case (840): 10.0 kg, $150 (R/—)
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FN PQO PDW Round: 5.7mmFN

The requirement for a personal defense weapon to replace Weight (Empty): 2.8 kg
handguns, submachineguns and carbines in use with vehicle Magazine: 50
crews, HQ staff and noninfantry-type troops was identified by Price: $650 (R/—)
NATO in 1989. The Belgian Fabrique Nationale developed the
P80 especially for this purpose. This gun is of an advanced Weapon AROF Dam Pen Blk Mag SS Brst Rng

design featuring an all-plastic outer shell, bulipup configuration, Fgo PDW__ 10 5 1-Nil 3 50 2 7 30
nonmagnifying optic sight and a 50-round clip feeding fromthe  winHVY 10 2 14-Nil 3 50 2 7 40
top. It fires the new 5.7x28mm round of ammo which was ammo

developed solely for the P90. A special sabered, high-velocity

round with superior penetration is also produced. Lightweight 5.7x28mm Fabrique Nationale

and easy to handle, it also has limited low-light capability built in . =
the optics. The P90 has been in production since 1992 and is Loaded Magazine (50): 0.4 kg, $25 (HV ammo, $225 (R'—)

used by Belgium, Saudi Arabia and several special forces.

" Heckler & Koch MP 2000 ... .

The MP 2000 was developed to specifications of the US Navy Weight (Empty): 2.8 kg (with silencer, 3.6 kg)
SEALs and several other special forces. It combines the best Magazine: 20
aspecis of the MP 5 series into a single package and also adds Price: $950 (R/—)
some new ones. General layout is similar to a somewhat stream- '
lined MP 5K, with various new features: removable sound Weapon ROF Dam Pen Blk Mag SS Brst Rng

suppressor, collapsible buttstock, luminous sight inlays for low- §P 2000 2/10 2 NIl 23 30 1 28 30
light fighting and new plastic magazines (which won't work with with 3/i0 2 Nl 34 30 1 24 20
the MP 5). It has selective fire capability, including three-round silencer

bursts. The silencer is incredibly effective, even with standard

ammunition. Prototypes were first seen in the early 1990s, but .

the gun was not mass-produced until 1994. It is used by the US Loaded Magazine (30): 0.44 kg Q

Navy SEALs, US Army Special Operations Forces, German

Army Fernspah troops and the German GSG 9, among others.
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ane Smith, a former co-
worker now highly placed
in a Western national se-
curity agency (CIA, MI-6
etc.), contacts the player
characters with a job offer.
Recent information indi-
cates that the former So-
viet biological weapons program (Bio-
preperat) has not been totally dis-
mantled. Worse, intelligence sources
indicate that the research-and-devel-
opment facility outside Rostov-on-Don
is now controlled by a right-wing militia.
Smith explains that Western govern-
ments are reluctant to interfere in Rus-
sian affairs, especially after the fiasco
in the Balkans. The Russian govern-
ment is powerless to fight the political
clout of the right-wing coalition. What is
needed is a third-party group to recon-
noiterthe laboratory’sfacilities and elimi-
nate any biologicalthreat. Arethe player
characters up to the challenge?

SUPPORT

To aid the PCs in this difficult and
politically sensitive mission, Smith’s
government will pay a base fee of
$10,000 plus $1000 a day per person,
and provide any and all Eastbloc/Euro-
pean weapons and munitions. Moder-
ate amounts of cash are available for
transportation purposes. The details of
their transit to Russia is up to the PCs,
though flying into Moscow is probably
not high up on the list.

Theflip side to the generous pay and
total independence from micro-
management is total deniability. All se-
rial numbers have been removed from
equipment. As much as possible, "ge-
neric,” commonly available equipment
isprovided. lfthe PCs are apprehended,
they are on their own. The West will
make no effort to retrieve the PCs or
even acknowledge their existence—to
do so would cause extreme political
embarrassment in the world commu-
nity.

LABORATORY
The Biopreperat labs in Rostov-on-
Don are located in the heart of the light
industry area of the city. The buildings
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are locked. The labs and offices have
been stripped of equipment. There are
approximately 20 large (three-meter by
three-meter) crates stacked ontheload-
ing dock. They contain common lab
equipment found in any biclogy/chem-
istry facility, along with two personal
computers. Inthe shipping/loading dock
office is a clipboard with the following
papers: instructions onloading delicate
scientific equipment, aroad map with a
route markedto a mining facility outside
Rostov and a copy of the Red Army’s
NBC defense handbook with a book-
mark in the chapters on decontamina-
tion and medical treatment.

MINE

The mine is an abandoned manga-
nese mine dating from the great indus-
trialization efforts of the '50s. Unprofit-
able, it was closed and occupied by the
right-wing extremist mercenary group
called the Cossacks after the fierce
raiders of the Russian steppes. It con-
sists of barracks buildings, elevators,
engineer offices, a vehicle park, ore
cracker with tailing dump and a little-
used railyard. The Cossacks havecon-
verted the mine into an operational
military base. The vehicle park holds
the brigade’s equipment {mostly trucks
and jeeps). The tailing dump makes an
ideal firing range, and the barracks
buildings {ulfill their original function.
The mines have become a series of
storage bunkers for weapons, excess
equipment, ammunition and, most re-
cently, thanks to Col. Boris Chilykan,
the location of a biological weapons
lab. The exact layout of the mine is up
to the referee. Efforts to enter the base
will meet a competent, well trained se-
curity force, with a 300-man parachute
battalion to back it up.

THE TRUTH

While the brigade has most of the
lab's equipment, it lacks two critical
items—formulas of biological agents
and the creative intellect to develop it.
Col. Chilykan has been unable to con-
vince any of the project’s former mem-
bers to return to work.

As things stand, Chilykan has Rus-

sia's most expensive chemistry set!
While the PCs could wreck the equip-
ment (assumingthey findit), they should
realize that everything here can be re-
placed fairly easily. The only remaining
step is to get out and give their report to
Jane Smith.

ORIGINS

In 1991, the breakup of the Soviet
military began in earnest. Units based
in Eastern Europe for the last 40 years
returned to a rapidly disintegrating state.
The soldiers found a system unable to
provide the most basic housing and
welfare. Many units lived intents through
the fierce winter. Competing nationalist
“defense forces” sprang up in Russia,
Ukraine, Georgia and Kazakhstan. The
closure of inefficient industries and po-
litical upheaval of the failed 1991 coup
left many officers and men unable to
find work after being discharged. Run-
away inflation of the ruble rapidly deval-
ued the gains the few employed per-
sons tried to secure. Simultaneously,
there was rapid growth in both the num-
ber and the power of the hard-line na-
tionalist parties opposed to Russian
President Boris Yeltsin's democratic
reforms.

These factors, similar to conditions
in the post-WWI German Wiemar Re-
public, led to the formation of various
private “militias” serving the needs of
political extremists, the mafias, daring
opportunists and small areas trying to
preserve a small amount of order in the
rising tide of intolerance and ethnic
violence. Originally, these militias were
little more than gangs armed with auto-
matic weapons and a bloodthirsty po-
litical ideology.

Aturning point occurred in late 1992.
A group of hard-line Russian extremist
parties formed an alliance against the
reform-minded Russian government
and its supponrt of the West's “New
World Order.” A major spin-off of this
alliance was the establishment of the
Cossacks Brigade, under Gen. Vladi-
mir Filitov—an ex-Soviet infantry com-
mander. The Cossacks were a para-
military unit formed to further the right-
wing nationalist coalition’s goals. The

Merc: 2000






10

brigade’sfirstoperations were in Serbia,
where it operated against Croatian and
Bosnian forces. It was also a highly
visible telegenic sign of “Slavic unity.”

Following its Serbian operations, the
Cossack brigade received offers from
other hard-line nationalist regimes to
aid them in various operations—as-
saults, garrisons and large-scale
counterinsurgency work. The Cossacks
soon became aregular sight in Eastern
Europe, Africa, Asia and occasionally
South America.

TO&E

The brigade uses a modified Soviet
triangular organization. Gapitalizing on
the near-universal basic military train-
ing provided by the former Soviet con-
scription policies, all squad-, platoon-,
company- and battalion-sized forma-
tions use essentially Soviet organiza-
tions. The brigade is composed of three
battalions. The first is a motor infantry
batftalion, the second, a conventional
leg infantry battalion, and the third, a
composite air assault/light infantry bat-
talion. Brigade headquarters consists
of a headquarters company providing
staff, intelligence, radio and basic ad-
ministrative functions, along with a pla-
toon of ex-Soviet Spetsnatz special
forces troops.

In the Eastern European sphere,
Cossacks are equipped with typical
Russian equipment: AK-47 assault
rifles, RPG-7 antitank grenade launch-
ers, SPG-9 recoilless rifles, PK and
DshK machineguns, 82mm mortars,
AGS-17s and typical vehicles, such as
GAZ-66 trucks and GAZ jeeps. The
brigade headquarters has a pair of Mi-4
helicopters used for shuttling officers,
equipment and occasionally the
Spetsnatz platoon.

HISTORY
The Cossack brigade operates ex-
tensively throughout the world, typi-
cally in battalion or company strength.
The brigade’s most famous (or infa-
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mous) operation was the motor
battalion’s pursuit and annihilation of
Liberian leader Flight Lt. Alexander
M’bwante and his followers (under Col.
Boris Chilykan), during what became
known asthe “Gbarngamassacre.” The
Cossacks operate from a secure, semi-
official base in southeastern Russia.
Nationalist elements in the Russian
government provide airlift/air evac ser-
vices, spare parts and a limited re-
supply (by diverting government stores
“lost in transit”).

The Cossacks keep a “black list” of
people or organizations that have be-
trayed or grievously injured the bri-
gade. Primarily, the black list carries
anti-Slavic people or groups, though
several Western mercenaty groups
(which earnedtheir success atthe Cos-
sacks' expense) are also listed. The
black list is a reminder to the members
of the brigade of unfinished business
with those groups and individuals.

PERSONALITIES

The following is a description of the
key officers of the Cossack brigade. All
information can be considered accu-
rate and has been verified by at least
two independent sources.

Gen. Viadimir Filitov: Gen. Filitoy,
an ex-Soviet infantry officer, com-
manded amotorrifle regimentin Afghan-
istan. His experiencesthere shaped his
outlook as to the superiority of the Rus-
sian people. His primary concern is the
brigade’s well-being. To this end, he
has taken a hard stand on pay and
provisions with his political patrons.
Often, Filitov's hard-line stands work to
his detriment, as his political “masters”
debate whether he is too independent
for the coalition’s use.

Col. Stephen Gorki: Gorkiis an ex-
GRU intelligence officer. Following the
breakup ofthe Soviet Army, Gorkijoined
the brigade on the advice of a friend.
Information about Gorkiis scarce, stem-
ming from his GRU past. Whatisknown
isthat he is a sadistic, thoroughintellec-

tual. The best physical description of
Gorkiisthat of a “short, bald man wear-
ing glasses.” Gorki serves the brigade
as an effective intelligence operative
and as second in command 1o Filitov.
The Spetsnatz platoon is under Gorki's
personal command, befitting its GRU
origins.

Col. Boris Chilykan: Chilykan, an-
other ex-infantry officer, served with
Filitov in Afghanistan as well as taking
part in the withdrawal from Eastern Eu-
rope before being discharged. He is
disgusted at the state of Russia in the
world today and believes that the hard-
liners are Russia’s last hope for areturn
to strength. Chilykan ordered the death
of Liberian leader Alexander M’bwante
and his followers after they had surren-
dered under a guarantee of good treat-
ment. He is highly unstable and proneto
violence. A prime candidate to succeed
as commander of the brigade, he is held
back by three things: Filitov's relative
youth and connections, Col. Schmidt's
abilities (see below) and his own blood-
thirsty streak. Rumors suggest that
Chilykan may be plotting to seize power
by overthrowing Gen. Filitov, but such a
possibility is discounted by those who
know the general.

Col. Jan M. Davidoff: Davidoftis an
ex-Soviet armor officer, who joined the
Cossacks for lack of anything better to
do. A true mercenary in every way, he
owes his loyalty o the brigade and its
paycheck. Atanker at heart, the closest
thing to motivation Davidoff possesses
is a desire for the brigade to acquire
some armor. As such, he may take
large risks if he believes it will result in
capturing tanks or other AFVs.

Col. Richard Schmidi: Schmidt is
an ex-East German special forces of-
ficer and a perfect example of a politi-
cally motivated soldier. Upon the fall of
the German Democratic Republic,
Schmidtfled tothe Soviet Union andfell
in with the hard-line elements in the
state security apparatus. Schmidt had
a minor role in the 1991 coup against
PresidentGorbachev’sgovernment. He
joined with the right wing to gain safety
from the arrest and trial of the other
coup members. Schmidt runs the para-
chute battalion in a typical Prussian
hard-line manner. (In private, with
friends, he will even refer to the the third
battalion as “mein fallschirmjager
truppen.”) He is an excellent tactician
and strategist, and would be an obvi-
ous candidate for command of the bri-
gade were it not for his Teutonic origins.
Schmidt is the model of an Aryan re-
cruiting poster, something his rival
Chilykan is quick to pick up on. Q
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The setting for this adventure is the
Black Hills region of South Dakota some
time after April of 2001. The PCs are
assumed to be working for one of the
rival America governments (MilGov or
CivGov), though this is not strictly nec-
essary. Referees are encouraged to
modify this material to suit their own
style as well as that of their PCs.

by Robert Barnes

uring the nuclear attacks
onthe United States in No-
vember and December of
1997, the StrategicAir Com-
mand (SAC) implemented
its long-established planto
re-deploy its bombers to
various surviving bases and
airfields, ensuring America’s ability 1o
continue the fight (not that it made
much difference in the final analysis).
Bombers returning from their missions
landed at hastily prepared airfields, re-
fueled, re-armed and took off again.
Soon, though, there was nothing sig-
nificant left to bomb, and there were
very few functional aircraft left to bomb
with.,

On December 4, 1997, a lone B-1B
bomber carrying several nuclear weap-
ons crashed while en route to Elisworth
Air Force Base near Rapid City, South
Dakota. Ellsworth was operating under
difficult weather conditions, and most
of its radar and other tracking equip-
ment had been damaged by the elec-
tromagnetic pulse (EMP) of multiple
nuclear detonations inthe atmosphere.
While making its final approach over
the Black Hills, the plane apparently
suffered a severe mechanical failure.
Radio operators at Ellsworth received a
brief mayday from the pilot, which was
abruptly cut off (by the crash).

Asearch effort was begun, but near-
blizzard conditions resulted inthe crash
of two rescue aircraft, and it was called
off. As more pressing concerns arose,
Ellsworth was soon abandoned by its
remaining personnel, who took with
them the knowledge of the crash.
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It has been more than three years
since the nuclear exchange. While the
warhas largely groundto a halt, America
has become divided between several
rival governments: the Military Govern-
ment (MilGov), Civilian Government
(CivGov), and reactionary, isolationist
New America. A new civil war is brew-
ing. To further complicate matters, the
nation is in the grips of a severe drought
by the spring of 2001, raising the possi-
bility of famine.

Recently, in the border town of Sali-
nas, Kansas, a marauder claiming to
have been a USAF flight controller at
Elisworth during the war was arrested.
In a futile attempt to avoid hanging, he
bargained information about a crashed
bomber “up in the Black Hills—with a
load of nukes and everything!” His cap-
tors didn’t buy his story (nor did they
care), but it was noted by agents of both
MilGov and CivGov, who soon reported
the incident.

Dreading the possibility of an intact
nuclear weapon falling into “the wrong
hands” (i.e., anyone else’s), the MilGov
authorities in Colorado Springs quickly
assembled a scout team to investigate
the story. If the PCs are working for
MilGov, they are the ones selected for
the mission, code-named “Phoenix.” If
not, then the referee should generate
the necessary NPCsfor aspecialforces
team of roughly a dozen men (all Elite
NPCs with military weapons and equip-
ment).

Eager to redress the nuclear imbal-
ance between itself and MilGov by ac-
quiring its own weapons, CivGov's CIA
chief in Omaha has outfitted a team of
investigators as well. If the PCs are
working for CivGov, they represent this
team. lf not, then ateam of CIA mercs
{trained and equipped similarly to
MilGov’s team) should be generated.

RUNNING THE ADVENTURE

Whicheversidethe PCs areon, there
should be 10-12 members intheirteam
{the referee should add NPCs or allow
PCsto play multiple characters in order
to round out the group). One of the PCs
(probably the highest ranking) should
be designated as the team leader.

Since the PCs will not know about
the other group initially, the referee is
encouraged to design the members of
the opposing team to contrast with the
PCsg’ personalities and abilities. This is
a good way to introduce one of a PC’s
contacts.

The two teams are unaware of each
other at the start of the adventure, but
their paths will cross at least once. En-
counters with the opposing team should
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be timed for maximum dramatic effect.
Allow the PCs to set the tone of the
rivalry. It need not be a violent one. On
the other hand, the rivalry could resultin
a deadly game of cat-and-mouse in the
rugged wilds of the Black Hills. Either
way, the more colorful and clever the
opposing team is, the more challenging
and enjoyable it will be for the PCs.

Two other groups that the PCs will
have to deal with are New America and
the resurgent Sioux Nation. It is even
possible that the rival MilGov and
CivGov teams may be forced into a
temporary alliance due to the activities
of one or both of these groups.

NEW AMERICA

Though poorly equipped by com-
parison to some New American cells,
the Black Hills enclave has managed to
set itself up rather nicely in the area,
presenting a serious threatto the Sioux.
A large number of the locals are sup-
porters of New America, and the arrival
of a heavily armed group of strangers
will not go unnoticed. Should the New
Americans find out about the nukes,
they will begin actively and aggres-
sively searching forthem (and will prob-
ably attempt to capture afew members
of the PCs’ team for interrogation). If
the PCs have had past dealings with
New America, they may feel a strong

obligation to destroy this cell.

The leader of the Black Hills enclave
is Colonel Peter Young. He is only 30
years old, having gained his position
when his predecessor was killed in a
“tragic” jeep accident. Young is aggres-
sive and ambitious, a staunch sup-
porter of Carl Hughes and his New
American philosophy. He runs his cell
in a very rigid, militaristic fashion; he
has quietly eliminated everyone he
perceived as a threat. Young is con-
vinced that New America will triumph in
the coming war and that he will natu-
rally rise to the top of the new order
when Hughes is gone. The last orders
he received from the New American
high command were to "neutralize” the
militant Sioux Nation and begin expan-
sion into Wyoming. Sofar, he has been
unable to deal with the Sioux, which
has become a source of frustration to
him. His current plan is to assassinate
Chief Soaring Eagle and letthe various
Sioux factions do his work for him. If he
learns of the ALCMs (air-launched
cruise missiles), though, they will be-
come his primary concern, overshad-
owing everything else.

SIOUX NATION
The Sioux Nation is currently com-
prised of a tenuous collection of rival
factions united under one banner. The
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leader of the loose confederation is
Chief David Soaring Eagle, a 63-year-
old doctor. Several of the younger chiefs
are pressuring for the reclaiming of the
Black Hills, land lost for over a century.
Soaring Eagle knows that the Sioux are
not yet a match for the US Army and
doesn’t want to provoke a confronta-
tion. He is hoping that he can bide his
time, gaining strength as the white man’s
worldtearsitself apari. The presence of
New America has made it difficult for
Soaring Eagle to control the more mili-
tant factions, and he is considering a
costly campaign to eradicate the NA
strongholds simply as a means of pre-
serving Sioux unity.

THE PHOENIX

Although cutformthe Pentagon bud-
getlong before the war, the B-1B Phoe-
nix was still present in significant num-
bers in the SAC arsenal when the war
began. The B-1 was capable of carry-
ing an impressive array of weapons for
avariety of purposes. The primary rea-
sonforthe bomber’s budgetary demise
was the development of air-launched
cruise missiles (ALCMs), which (argu-
ably) made the B-1 obsolete. Strangely
enough, the primary role of the B-1
during the war was to carry ALCMs.

The crashed B-1 had a cluster of
eight ALCMs, each with a single B86
200-kiloton nuclear warhead. Despite
the crash and the passage of time, two
of these warheads are still capable of
detonation, making them extremely
dangerous.

Unless someone with the appropri-
ate skill (Warhead) is present, there is
vetry little chance of deliberately arming
and detonating either bomb. However,
the primary use for the bombs (interms
of this scenario, anyway) is to keep the
PCs motivated (scared). It is highly
recommended that the referee keep
these out of the hands of unscrupulous
PCs.

BROKEN ARROWS

Eachwarhead isrelatively smallonce
it is removed from the ALCM. They are
roughly four feet long, two feet in diam-
eter, and weigh around 250 kilograms,
making them difficult to move. The two-
centimeter steel casing cannot be pen-
etrated with small arms fire, but heavier
weapons or explosives might get
through. The casing can be considered
to have an AV: 4 for purposes of dam-
age. There is a protected control panel
which requires a key (or a Difficult:
Lockpick roll) to open. The controlpanel
allows manual arming or disarming of
the bomb (assume that only those with
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Warhead skill can get past the safe-
guards, and then only with a Difficult
skill roll). Failure in any attempt fo arm/
disarm the bomb causes the controls to
freeze up, requiring a Difficult: Elec-
tronics roll to unfreeze. Catastrophic
Failure will have one of the following
random effects:

Roll  Result

3-4 Bomb will detonate in 1D100
minutes (may be reversed with
later rolls). if thisresultoccurs a
second time, bomb detonates.

6 Bomb detonates with full ef-
fects.

THE LAND

The Black Hills regionis very rugged,
being mostly forested and mountain-
ous. The average July temperature is
69°F. Roads in the area are often very
steep, with frequent tunnels. Some no-
table areas in or near the Black Hills are
described below:

Mount Rushmore: This mammoth
sculpture portrays the faces of four
American presidents: Washington,
Jefferson, Theodore Roosevelt, and Lin-
coln. A visitors’ center to the landmark
stands nearby, Anyone exploring the
site may notice that all the electrical
wiring has beenremovedfromthe area.
The view from the top of the mountain
is commanding, and the area is fre-
quently used by both Sioux and New
American scouts, though neither group
maintains any kind of permanent out-
post at the site.

Wind Cave National Park: This is
one of the oldest national parks in the
United States (since 1903) and covers
close to 30,000 acres of prairie and
forest. Wind Cave itself is the seventh
longest cave in the world, with over 50
miles of formations. The park area is
home to buffalo, deer, elk and prairie
dogs. About 500 Sioux make their home
here presently, including about 60 war-
riors. The upper levels of the cave are
used to store food and other supplies.
The Sioux have a variety of small arms
for hunting and defense, consisting
mostly of hunting rifles and shotguns,
but with a small quantity of military and
police weapons. The Sioux have close
to 100 horses and about half as many
pack mules.

Badlands: Millions of years of ero-
sion have carved out an eerie land-
scape covering about 250,000 acres of
western South Dakota. Spires, gorges
and buttes dominate this bizarre re-
gion, which is home fo buffalo, deerand
pronghorn antelope. Very few people
venture into this area anymore, as it is
now heavily patrolled by Sioux war-
riors. There are rumors of a secret
government stockpile located in the
region.

Jewel Cave: Thisisthe world’sfourth
longest cave, with over 80 miles of
explored passages. The cave gets its
name from the abundance of calcite
crystals here, but contains many other
unusual formations. Originally, a large
elevator carried passengers from the
visitor's center to the entrance into the
cave, some 290 feet below the surface.
The elevator is now powerless, which
has been encugh to deter any visits to
the caverns below. If anyone spends
enough time exploring the caves, they
may discover a well-preserved stock-
pile of foodstufis and seeds, as well as
crates of small arms, tools, ammunition
and limited quantities of petroleum prod-
ucts (5000 liters of gasoline, 3000 liters
of diesel, 1000 liters of motor oil and a
number of other lubricants). When the
pre-exchange government placed this
stockpile, it was well-hidden and pro-
tected by several traps (including a
particularly nasty one involving a clay-
more mine and a chemical blood agent
gas cannister). The small arms in the
cache are all of American manufacture,
but are of both civilian and military
atigin. The cache is of immense value
to whoever can recover it.

Crazy Horse Mountain: This monu-
ment to the culture of the North Ameri-
can Indian was begun in 1948 and was
unfinished by the time the war broke
out. The 563-faot mountain carving
stands partially finished amidstthe rust-
ing equipment used in its creation. The
head and arm of Crazy Horse are es-
sentially complete, and the rest of the
carving is recognizable. Tons of explo-
sives were stored here before New
American troops seized them, but a
diligent search will turn up about 200
pounds of dynamite they overlooked,
still quite usable.The New Americans
have defaced parts of the monument
with racist graffiti. Neither New America
nor the Sioux patrol this area very fre-
quently, which is why neither group has
discovered the crashed B-1 or its dev-
astating cargo.

Custer State Park: This 73,000-acre
parkis hometo one of the largest herds
of bison in the world, along with deer,
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pronghorn antelope, mountain goats,
bighomn sheep, elk, wild turkeys and a
large pack of burros (brought to the
area in the 1920s). Four historic lodges
can be found here, all currently in use
as basecamps for New American pa-
trols, which are very common in the
park. Any intruders caught in the area
will be taken to the nearest basecamp
for interrogation.

FINDING
THE NUKES

The plane crashed into the base of
Crazy Horse mountain and was buried
by the subsequent rockslide. The cnly
point where the wreckage is clearly
visible is from the top of Crazy Horse
monument itself. Unless it is spotted
from atop Crazy Horse (an Average:
Observation task), the plane is unlikely
to be found with a visual search, al-
though pieces of debris might be found
in the area.

Another way of locating the crash
site is by searching with Geiger
counters. In their current state of disre-
pair, the ALCMs leak enough radiation
to be noticed by a Geiger counter up to
300 meters away. The concentration of
radiation is not harmful for short peri-
ods of time, but the absence of plant
and animal life nearby should provide
the PCs with a clue.
Recoveringthewarheads willbe dan-

gerous work. The rock-
slide can be dug away
from the wreckage, but
there is the risk of trig-
gering another slide
(referee’s discretion).
The threat of another
slide should be adequate
to keep the PCs on their
toes; use of explosives
should definitely trigger
more slides. Those who
possess Mining Engi-
neer skill can determine
a safe way to excavate
the bombs (Average:
Mining Engineer). Use of
explosives should in-
crease the chances of
either New American or
Sioux patrolsinthe area.

The player characters
may choose to hide the
bombs and call in rein-
forcements before at-
tempting to move them
any great distance. This
is probably a wise move
and could develop into
an adventure in its own
right. If the PCs have al-
ready explored the area,
they should have sev-
eraloptionsforhidingthe
bombs. Q

A A
h Y Yo
B -~
-
P T
N

","“%;.,’,.., M\, e T 7
L Gy
s i ,:&4,_1,_?.,,\”

Twilight: 2000




10

Nigeria, April 10, 2000: Sure is hot around here. Isn't so bad during the off-
hours, but in the bush, it's murder. Your hair's always pasted to your head,
and sweal’s always stinging your eyes. Not to mention the stink of rot, the

flies, and the bodies everywhere.

Still, | guess it could be worse, Pay’s good, supply is all-you-can-eat
ammo, and by the end of the month, we'llbe on an Osprey back to Capetown.

! hope.

A Merc adven

= he PCs are approached by
a level lll patron represent
" ing a large mining firm (the
patron will not reveal who) based in
Capetown with holdings all over Af-
rica. The contract is for a rescue
mission in Nigeria for the Biafran
Army. Pay is $10,000 perteam mem-
ber, and the patron will provide up to
$25,000 in equipment. However,
these amounts are nonnegotiable,
and the team members must provide
their own personal weapons.

MISSION
BRIEFING

Four years ago, during the Nige-
ria/Biafra civil war, a man named
Royunda Kalima led a large contin-
gent of the Catholic Ibo tribes against
the largely Muslim Nigerian Army.
The rebels fared well, fending off two
major attacks by Nigerian armor, while
launching a partially successful at-
tack against the Nigerian front. When
the attack fell apart, Kalima still man-
aged to pull his forces together in
good order and maintain a destruc-
tive guerrilla campaign against the
Nigerians for seven months. Only
afterbeing cornered and cut off com-
pletely was Kalima'’s group forced to
surrender.

Kalima was presumed killed by
the Nigerians. Actually, Kalima man-
aged to escape io Zaire and was
intercepted by the Zaire Army. The
government there agreed to hold
Kalimafortheir Nigerian allies indefi-
nitely in exchange for supplies to
fight against Angola. With the news
of Kalima’s “death,” the lbo tribe
quickly lost heart and has had its
back to the wall since.

Unfortunately, a native priest of
the Ibo tribes has had a disturbing
visioninthe night; avision that Kalima
is alive, and that like a Messiah he
will soon rise to bring the Ibo tribe to
victory.

Nigeria wants Kalima back from
Zaire to secretly execute him before
the rumors of his “resurrection” run
wild and cause new uprisings. Zaire
so far refuses to give him back, but

Challenge 73

> by Andrew Borelli

Nigeria has offered three diamond
mines (which officially belong to the
patron’s firm) to Zaire in return for
Kalima's release. Zaire has agreed.

The PCs are assigned o rescue
Kalima from his prison in Zaire and
deliver him to the Biafran capital of
Malarani, where company men will
be waiting to debrief the team. With
Kalima in charge of Biafran forces
again, the rebels stand an excellent
chance of defeating Nigeria—and
the patron firm will retain ownership
of its diamond mines. Kalima must
be returned unharmed or payment
will be forfeited.

APPROACH

The team will take off from an
airstrip outside Capetown in South
Africa at 1800 hours and be brought
via Cessna to a grassland area 10
miles from the prison camp. The trip
will take six hours.

The player characters will para-
chute in the cover of darkness from
10,000 feet and dispose of the
'chutes on landing at LZ New York.
From there, they will proceed three
miles northwest to the camp. There
is a single river to cross, as well as
a heavy jungle area. It will be 85
degrees and extremely moist, so
fatigue will be doubled by heavy
exertion activity. The cover of the
jungle will ensure condition 2 light-
ing at all times. There are no suit-
able roads on the approach to the
encampment except for a single dirt
road to the west running up from the
southwest, but this is constantly
jammed with vehicles headed for
the Angolan front.

RETRIEVAL

The PCs must travel eight miles
northeast to LZ Chicago, where a
UH-1 Huey will meet them at 0330
hours. Once on the chopper, the
team will be brought to Malaraniand
debriefed. The LZ must be marked
with two red flares at either end, or
the Huey will not set down. If the
Huey spots no flares by 0340, it will
leave.

MAPS -

On the area map, three locations are
marked:the prisoncamp, LZ New Yok,
where the team will jump, and LZ Chi-
cago, where the team must meet the
extraction chopper. Much of the map is
jungle—this is a moderately thick, hot
rain forest area. The plains are dried
grasslands.

Onthe prison camp map are various
locations:

Sentry Posts: Eachcontains asingle
Veteran soldier.

Guard Towers: Each contains one
Experienced soldier armed with anAKR,
Each soldier also mans a Vz-59 ma-
chinegun and slowly pans a spotlight
around the perimeter of the camp at 10-
minute intervals.

Headquarters: This is-an HQ build-
ing as seen many times before. The
camp commanding officer sleeps here,
and the administrative offices are lo-
cated here as well. Use the map from
Merc: 2000, page 74, to represent this
place. The building is occupied by five
to eight Veteran officers armed with
pistols and 10 Veteran guards armed
with various Eastern bloc rifles and
SMGs.

Prison Bloc A: This is where the
prisoners are actually held. Use the
police station map from Twilight, with
some changes: The briefing room and
the detectives’ desks are not there.
Instead, there are more holding cells
filled with political prisoners and Angolan
POWSs. The waiting room is now a de-
lousing and processing area, while the
lineup room is an area where prisoners
are brought before firing squads. Inthe
basement, the locker rooms are more
interrogation recoms. This building is oc-
cupied by 15 Experienced and 15 Vet-
eran troops armed with Soviet rifles
and SMGs. There is also an officer on
duty at the desk. There are 20 cells
containing prisoners in squalid condi-
tions. Royunda Kalima is not in this
building.

Prison Bloc B: The same as Prison
Bloc A, except that Royunda Kalima is
in this building. He may be found in the
holding cell directly across from the
toilets. He is suffering from malinutrition
and has many bruises from multiple
beatings, but is otherwise unharmed.

Officers’ Quarters: These are the
officers’ quarters, as seen in Merc:
2000, page 73. Thechange hereisthat
locations A-D are now the enlisted and
officers’ mess hall. There are no up-
down staircases. Three officers will be
intheir quarters, and many of the troops
will be eating when the team arrives.

Barracks 1: These are troop bar-
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racks, as seen in Mere: 2000, page 75.
There are sleeping quarters for 60 men,
with mosquito nets over each bed. About
half the troops will be sleeping in the
building at the time of the attack. The
troops are Expetienced and armed with
assault rifles.

Barracks 2: This is the same as the
regular barracks, except these are Vet-
eran troops. Forty of them will be here
when the team reaches the camp, most
of them asleep.

RUNNING THE SCENARIO

The team will probably land without a
hitch, but making it through the jungle
should be an adventure in itself. You
may want to roll some animal encoun-
ters for effect (see the African animal
encounter table in Twilight: 2000, Ver-,
sion 2.2, page 163) and perhaps a
couple of encounters with groups of
people. Zaire is still at war with Angola,
and the fighting has left a toll on the
countryside, so the team is likely to
encounter refugees, wrecked equip-
ment, and deserted villages, especially
near LZ New York.

The enemy runs random patrols in a
one-mile circumference around the
camp, and it is possible to encounter
one. Inside the camp, the bulk of the
troops will be asleep, but some will be
awake, and there is an especially large
group (around 25) in the mess hall. Any
serious noise (full auto fire, explosions,
yells) will alert the entire camp.

Oncetheenemyis alerted, it will take
the Veteran troops three to five minutes
to get assembled, and Experienced
troops four to seven minutes to as-
semble. Veteran troops not asleep will
assemble in one minute, Experienced
troops in two. Note that the team has a
free hand in dispatching this bunch and
candeal withthem any way they like, as
long as Kalima is not harmed.

As the troops assemble, they will
organize into Soviet-style rifle squads,
except there is no RPG gunner or
machinegunners. The RPG man now
carries an RPK squad automatic, and
the machinegunners carry Striker auto-
matic shotguns. The rest of the squad
carries Soviet assault rifles and SMGs.
Alithemen have Vz-52 sidearms. There
is no driver, either—instead, this is an-
othergunner with an RPK. If afull-scale
battle begins, the team will probably find
it impossible to defeat the entire camp,
and rescuing Kalima may well became
impossible. Thus, it is best if the team
eliminates as many troops a possible
covertly before the shooting begins.

Escaping to LZ Chicago should pro-

Continued on page 15.
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Continued from page 12.

vide no real challenges, unless an exten-
sive battle broke out beforehand. I so, itis
likely that the team will be pursued the
entire way or encounter heavily armed
patrols heading toward the camp. ¥ the
team made it out effortlessly, however,
don'thesitate fotorturethemby throwing in
some natural, animal or group encounter
to impede their progress.

if returned safely 1o his people, both
Kalima and the patron will be very
pleased.

The team has now made a couple of
friends in this region who may come in
handy in the future (and if Nigeria is
ever defeated, the team will have a
friendly independent nationinthe middle
of Africa they can travel to).

VARIATIONS

Afterthe attack onthe camp is under
way, the team discovers that Kalima
hasbeen executed already, orhasbeen
moved to another camp. Either way,
there's no way to recover him now, and
the PCs will have a lot of explaining to
doto the patron (the Biafran Army won't
be too happy either).

Or, after the player characters have
trashed the camp and escaped with
Kalima, the patron company makes a
new deal with Nigeria, sothatthe mines
are retained without Kalima’s rescue.
The team only discovers this after the

chopper never appears at LZ Chicago
or passes them by there.

Or maybe the team’s just a little too
well equipped? See what they can do if
the camp has some armored vehicles
at its disposal. If they mop up that
group, have a “welcoming party” wait-
ing for them at LZ Chicago, complete
with a T-62 tank.

Finally, if you feel the odds are too
stacked in either direction, feel free to
alter the number of troops defending
the camp and its outskirts.

ROYUNDA KALIMA
Nationality: Ibo Tribe, Nigeria
Gender: M
Age: 40
Service: Biafran Rebel Army
Weight: 89 kg
Throw: 20
Initiative: 5
Rank: Colonel
Load: 20
STR:5
Unarmed Martial Arts: 3
Armed Martial Arts: 3
Mechanic: 1
Small Arms (Pistol): 4
Small Arms (Rifle): 3
Thrown Weapon: 1
EDU: 6
CON:5
Riding: 1
Swimming: 1

CHA: 9

Ibo: 10
English: 3
Leadership: 5
Persuasion: 2
AGL:7

INT: 7
Farming: 5
Tracking: 2
Survival: 1

3

Royunda Kalima was afarmer’s son
in the Catholic Ibo tribelands of south-
east Nigeria. As government oppres-
sion grew, more and more of Kalima’s
people went off to fight; many never
returned. Kalima showed a propensity
for leadership and a sharp mind, and
although not physically strong, he made
the decision at age 22 to join the rebel
Biafran Army. '

After many battles, during which
Kalima served impressively, promotion
began to come quickly. Indeed, Kalima
took so wellto the credo of the rebellion
that he was quickly respected through-
out the entire movement, until by age
36 he had reached the rank of colonel.
Under Kalima, the Biafran Army thrived.
it was only bad luck and unfortunate
timing that led to Kalima's imprison-
ment. If Kalima is to return to the Ibos,
chances are good that victory—or at
leasta more even stalemate—will soon
follow. Q

The stage is set for the drama and suspense with the Corporation Building
and the Research Facility from SGS. Both products are fully detailed in 25mm
scale. offer descriptive text and information, a 3D perspective view, and include
areferee’s master overview of each structure. The Corporation Building and
the Research Facility are the firsttwo volumes of SEEKER Gaming Systems’
“Building Complex Series.” a collection of buildings designed for use with role-
playing games set in both the near and far future.

#101 Corporation Building $12.95 #102 Research Facility 812,95 playing game.

Knights in shining armor and fair
damsels in distress. Gallant heroes
and cunning viflains. Step back into
the era of chivalry, romance, and
swashbuckling adventure with Kings
Rook — medieval fortification floor
plans available for use with any role-

Enter the universe of BARSELS', which com-
bines a series of science fiction stories. Hlustra-
tions. and data files to create the seiting for
adventure and intrigue. Ideally suited for both the
casual reader and the gaming enthusiast. the
material is readily adaptable to any role-playing
game system. New worlds. new adventures.
new challenges . . . PARGELS'\': Foundation.

#4001-812.95 Coming Feb-Mar 93. #7001 - $14.95
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in this Merc. 2000 adventure

by (ilenn Patton and Dirk l-'olmer

Some of the American soldiers in
WWII came home from the Pacific
front with Japanese souvenirs. You

| know, helmets, pistols, swords.
Now, some Japanese families are

trying to buy back the swords. |

| guess some of them are hundreds

of years old and had been in the

| families for generations. Some fami-

lies are even willing to spend a

| couple million fo get them back.

== he following scenario is
== designed for any merce-
nary group, especially
those who believe in
“strength through supe-
rior firepower.” Referees,
this is an excellent op-
portunity to poke holes in some of the
inflated egos that may have arisen in
your game.

CONTACT

The group is contacted through
the normal channels by arepresen-
tative of Yamaguchi Shipping, who
was given their names by a former
patron of theirs. The characters are
asked to provide physical security
for a courier who is bringing the
Yamaguchi ancestral katana back
fromthe United States, whereithas
been for 57 years. This katana was
fost during World War Il and only
recently was discovered in the pos-
session of an ex-Army Air Corps
officer. After much negotiation, a
total of $750,000 was agreed upon
as payment to the officer. Thus, the
sword’s journey began.

There is some concern that cer-
tain competitors will attempt to gain
possession of the sword during the
trip. The PC group will be paid
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$10,000 upon the receipt of the
sword by Yamaguchi. All trave! ac-
commodations have been prear-
ranged, with passage to Japan to
be by boat, actually the flagship of
Yamaguchi Shipping, the Katori
Maru.

No firearms of any type will be
allowed on board ship, as
Yamaguchiis a law-abiding citizen,
and the firearms laws of Japan are
very strict. If any characters are
caughtwith afirearm, on-board ship
or in Japan, they will be left to the
justice system of Japan, and the
contract will be terminated.

Hotel accommodations in Japan
will be provided by the patron. If the
PCs wish other accommodations,
they will have to pay for them out of
their own pockets. (Remember that
a Big Mac costs about $6 in Japan,
possibly more in Tokyo.)

SETUP

The Yakuza have been waiting
for an opportunity to gain leverage
over Yamaguchi. Now the opportu-
nity has arisen in the form of the
katana. If they were to use the
katana as a bargaining point, the
Yakuza might be able to force
Yamaguchito letthem use his ships
fordrug smuggling. Their entire plan
consists of using one of the ship’s
crew to sabotage the ship 10 nauti-
cal miles outside the Tokyo harbor,
taking a snatch team on board,
grabbing the courier and the sword
and returning to their clan. The
snatch team will consist of five men,
all armed with silenced 9mm auto-
matics and knives. These men will
be considered Veterans for combat
purposes.

As an extra measure of paranoia,
the PCs will meet up with a member
ofthe Mafiain LosAngeles. liseems
that the family has gotten wind of
some Yakuza operation involving
Yamaguchi Shipping. No threats
are offered or implied, but interest-
ing information may be rewarded.
Later on, once they reach Tokyo,
the PCs will notice an American
following them on occasion who
disappears as soon as he is spot-
ted. This is an Average: Observa-
tion or Streetwise task.

TROUBLE

Once on-board the ship, the PCs
find the accommodations to be quite
luxurious, especially for a freighter.
They may want to get a feel for the
crew and roam the ship. They won't
find anything amiss. The voyage
proceeds as planned, with the ex-
ception of a few mechanical prob-
lems starting at the Philippines.
Once the ship reaches the 10-mile
mark, the engines grind to a halt,
and the Yakuza plan is imple-
mented. It is entirely up to the ref-
eree whether the PCs will be given
the opportunity to foil the Yakuza.
Or the PCs may arrive on deck just
in time to see a boat slipping away
from the ship, to find the remains of
one of the snatch team laying on
the deck, nearly cutin half (yes, the
used the sword on the Yakuza
team).

If the Yakuza get away with the
sword, the characters will find things
getting weird. Whenever any of the
team is in the same room as any of
the crew members, they will notice
that the crew turns away from them
and refuses to acknowledge their
presence. (Any character with any
backgroundin Japanese culture will
know that this means that the team
is considered dead in the eyes of
the crew.)

When the ship finally docks, the
PCs are met by Yamaguchi him-
self. He immediately says, “So, you
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lost my sword, the soul of my family.
Well, accidents happen. Obviously,
since you Gaijin have failed, there
will be no payment. Reservations
have been made for your immedi-
ate return to your country on-board
one of my private aircraft. Get your
things and go. You are dismissed.”
If the PCs meekly accept their fate,
the adventure is over.

Should the PCs attempt fo convince
the patron fo allow them to retrieve the
sword, he will grudgingly give them 48
hours in which fo retrieve it. If they fail
this time, they will be sent back where

they came from. He will, however, give
themn the name of the Yakuza clan that
he thinks is responsible, and the name
and location of the building that is
thought to be their headquarters. As
the clan leader, Tanaka, and his busi-
ness are both quite legitimate front
operations, a direct confrontation will
only resultin the PCs getting thrown out
of the office. Also, due to Japanese gun
control laws, the frontal assault method
is completely out. Of course, breaking
and entering, while illegal, would prob-
ably prove o be the most successful
approach.

Office Buildi

Office Office
e -
] Office
Office Secretarial Cubicles ]
Men's [ Women's
Room Room

Office []

1

:I Office

- i1
Elevator ':I Office
Maintainence i
Office Mr. Tanaka's Office

Office

~ On top of this, use the Thai Hotel, meeiihg lev

Enclosed
Patio

Janitorial

8
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The sword is in the safe in
Tanaka’s private office. Security is
very stiff and should prove to be
quite a challenge to most groups.
The guards are armed with night
sticks and capsicum spray canis-
ters. (see Challenge 61, “Spook-
tek”) Treat them as Experienced
NPCs for combat purposes. All win-
dows and doors are wired with in-
duction triggered alarms, requiring
an Average: Electronics roll to dis-
arm. The hallways are covered by
motion sensors with cameras at
key points. Tanaka’s office is cov-
ered by motion sensors, sound sen-
sors and a camera, while the wall
safe is booby-trapped by a chemi-
cal grenade that fills the room with
capsicum mist.

ENDING

Once the sword is recovered, the
patron will treat them much more
politely, treat them to an expensive
dinner and pay them in full. He will
warn them that the Yakuza have
now lost face because of them and
will be striking back—and soon. It
would be good fo leave the country
as soon as possible and to look
overtheirshoulders everyonceina
while. The referee may let the PCs
go home peacefully and have the
Yakuza pop up later, or may have
them make an attempt tonight. The
rest is up to you.

NPCs

Yamaguchi: Level lll patron.
Honorable in the Japanese style,
but ruthless when honor demands
it. Regards the sword as an exten-
sion of his family’s soul.

Tanaka: Veteran NPC. Ruthless
in his dealings with others, he will
seek to avenge any loss of face.
Brutal, he enjoys inflicting pain on
others.

Yakuza Members: 70% Experi-
enced, 25% Veteran, 5% Elite. Vari-
ous forms of armament. Most carry
the tanto-style knife.

Courier: Melee (armed) 8, His-
tory 7. He is there to verify the
sword’s authenticity and provide a
trusted escort for the Yamaguchi
family’s ancestral sword. He is also
an excellent swordsman in his own
right. Q
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~ have not heard from us within 80 days, you may inquire in writing. Accepted articles are placed in a stockpile to be used
as needed. Authors are asked ot to submit changes fo an arficle once the article has been accepted, except under the
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issue 77 will be published in a first American publication rights basis. This means that after publication, all rights revert
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Twilight: 2000, Merc: 2000: Adicles must be usable with Twilight: 2000 version 2.2 or Merc: 2000. Ideas include an
adventure situation with a geographical setting, short equipment descriptions, generic personalities or locations for use
in a variety of situations, and examinations of modem military life or military squipment.

Traveller: All Traveller articles must be usable in the Traveller: The New Era universe. Include tasks and game
statistics. where appropriate. Ideas include an adventure with relevant background dala, bestiary or short equipment
description. Articles may follow either the “adventure nuggel” or traditional Challenge format.

Space: 1889, 2300 AD, Cthers: Short adventures (2000-3000 words), plus a page or so of maps. See Twilight
Encounters (a GDW supplement) for samples of the preferred format.

Reviews: Product reviews are not limited to the gaming systems normally covered in Challenge. Evaluations of
science-fiction films (limited to recent releases on video, due to iimeliness), novels and other products are also accepted.
All reviews must include the approximate date of release, plus the publisher, price, credits and components, if applicable.
See previous reviews for format. Reviews should be 500-1000 words in length. Challenge will not publish a review by
anyone listed in the credits of the product reviewed.

Fiction: Challenge is not seeking fiction at this time. Fiction submiasions will not be read.

Art: Artists may send copies of their art portfolio to the Challenge art director. Never send an original or your only copy.

Good luck. If you have any questions, send tham along with a SASE fo:
Michelle Sturgeon, Managing Editor, PO Box 1646, Biocomingion, IL 61702-1646 USA

Challenge 76

9




ID/D, or Internal Defense Development, is the term used by national security personnel to refer to counter-guerrilla operations. Akey
factor in ID/D operations is close air support provided by aeroweapons platforms such as ground attack aircraft and helicopters. Three

iD/D
AEROWEAPONS

A Merc: 2000 aircraft and weapons addendum by Roman J. Andron

such aeroweapons platforms which have gained notoriety and prominence in the Merc: 2000 world are profiled below.

Tr Mov: 1400
Com Mov: 35 \
Fuel Cap: 1500

Fuel Cons: 1500

Merc 2000 Price: $8,700,000

Twilight 2000 Price: $25,000,000
Armament: 30mm cannon

Ammunition: 500 x 30 mm

Fuel Type: AvG

Load: See weapons options

Veh Wit: 10,800 kg (maximum takeoff weight)
Crew: 1

Mnt: 15 (estimated)

Minimum Landing/Takeoff Zone: 48 m

Damage Record

Pilot:

Radio:

Instruments:

Hardpoint: 1234

Turret:

Ammunition:

Engine:

Fuel (%Consumed or Destroyed):

Combat Equipment: Head-up display, IHADSS helmet-
mounted sight, FLIR, laser designator, integral flare and chaff
dispensers, IR suppression.

Weapons Options: Four wet pylons, each capable of accept-
ing a UV-32-57 rocket pod, a six-round Vikhr pod or a 300-kg
drop tank.

Kmov Ka-60 Hokum
(Rotary Wing Aircraft)

The Kamov Hokum was accepted as the Commonwealth
of Independent States’ new attack helicopter in 1992, beat-
ing out the Mil Bureaur’s Mi-28 Havoc design in an army
competition. The Hokum deviates in a number of ways from
the standard helicopter design set by the US AH-1 and AH-
64. The most visible deviation is the twin coaxial rotors. This
configuration allows the helicopter to achieve top speeds of
350 km/h and 3G-loading while significantly reducing the
chance of helicopter combat losses from tail rotor and boom
failures, the most problematic areas on any helicopter. The
second deviation is the inclusion of a head-up display in
conjunction with a helmet-mounted sight, which when com-
bined with the speed capabilities suggests that this helicop-
ter is to be flown more like a combat-support fixed-wing air-
craftthan an attack helicopter. Finally, the Hokum breaks the
pilot/CPG team approach to attack helicopters by being a
pilot-only machine. The pilot's position is equipped with an
ejection seat. Explosive bolts in the rotors blow off the blades
to permit a safe ejection.

Armament consists of a right-side-mounted 30mm cannon
taken from the BMP-2, which can be pointed outward from
the fuselage by 15 degrees and can be tilted as much as 10
degrees upward and 70 degrees downward (estimated).
Rounding out the weapon systems are four “wet” pylons
which can carry armament or fuel pods. Weapons options
include six-round pods of the Vikhr laser-guided antitank
missile and UV-32-57 rocket pods. Defensive measures
include integral IR suppression, flare and chaff launchers,
and spaced steel armor proof against fire up to and includ-

Weapon ROF Mag Rng Ammo  Damage Pen ing 20mm.
30mm2AL 5 500 250 API ceB4 5/1/2 The Hokum saw a great deal of service in ethnic clashes
Uv-32-57 16 32 400 57mmHE C:8B:28 -4C within the CIS and the breakaway republics as well as hav-
ing substantial export sales to Middle Eastern and Pacific
Weapon Mag Rng  Damage Pen Rim nations. The Ka-50 is and remains a capable helicopter
Vikhr 6-pod 6 2500 CizBiaz2 1150 and is more than a match for any other in the world.
10 Challenge 76 Merc: 2000




Damage Record

Pilot:

Radio:

Instruments:

Hardpoint: 1234

Strap-on Turret (optional):

Turret Ammunition (optional):
Engine:

Fuel (%Consumed or Destroyed):

Combat Equipment: No standard loadout. Has been fitted
with low-light video surveillance kit (low-light stabilized TV cam-
era, cockpit video display, realtime video downlink). Other stan-
dard combat gear would include passive Night-Vision goggles
for the pilot.

Weapons Options:

Four Hardpoints: Standard weapon options include 2 x BEI
Defense Systems Hydra-70 seven-tube rocket launchers on two
. outboard hardpoints plus twin gun pods on the inboard hard-
points. Gun pods include M60 MG gun pods (each with 500
rounds ammunition) or SUU-11B/A 7.62mm Minigun pods with
1500 rounds ammunition. A7.62mm strap-on turret has already
been mentioned. In place of gun pods, a single ASP-30 30mm
cannon with 200 rounds HEDP/HEI may be mounted. Bombs
may also be carried and include the Mk-81 250 Ib GP bombs
and 250 Ib frangible napalm canisters.

Loadout Weighis:

BEI M146 Control System Plus 2 x Hydra-70 Seven-Round
Launchers: 195 kg

M-60 MG Pod with 500 Rounds Ammunition: 35 kg

SUU-11B/A Minigun Pod: 150 kg

ASP-30 30mm Cannon Pod: 250 kg

PGSTS-762 Strap-On 7.62mm Minigun Turret with IHADSS
Control System and 2000 Rounds: 200 kg. (arc 45 degrees left,
45 degrees right of centerline, forward facing) (fictional system)

Low-Light Video Surveillance Systern: 60 kg

Weapon ROF Mag Rng Ammo Damage Pen
BEl Hydra-7012 7 425 HE C8B:35 -4C
wpP C:2B:25 Nil
APERS c:8B: 44 -2C
ASP-30 gun pod 30200 1000 HEDP c:1B2 -6C
HE! C:2B:5  Nil
M3 tripod 80 1000 HEDP c2B2 -6C
HEI C:2B:5 Nil
—Recoil~
Weapon  ROF Dam Pen Blk Mag SS Brst Rng
M-60 MG pod5 4 2-3-Nil 6 500 -~ * 920
SUU-11B/Apod 1004 2-3-Nil 4 1500 ~ * 90
PGSTS-762100 4 2-3-Nit 4 2000 -~ * 90

Sadler A-22 LASA
(Fixed Wing Aircraft)

The A-22 Light Air Support Aircraft is designed specifically
for the Third World ID/D and close air support role. It draws
much of its heritage from ultralight and sport aircraft. It is light,
inexpensive and easy to maintain while still being able to
precisely deliver a large amount of ordnance onto a guetrilla
target.

The A-22 can be transported by truck to any expedient
airbase and can be ready for flight five minutes after arrival.
A Kevlar pod and Lexan canopy provide the pilot with minimal
protection against small-arms fire.

Among the features which made the A-22 so favored were
the engine, the recovery system and the optional minigun turret
mount. The engine is a simple Chevy V-6 burning regular gaso-
line; parts and mechanical expertise are therefore available
world-wide. The recovery system consists of a ballistic para-
chute which lowers the entire aircraft to the ground in the event
of an emergency.

Finally, the minigun turret is a strap-on design which fits
under the cockpit and includes an M-134 7.62mm minigun with
2000 rounds of ammunition. The unique feature of the turret
is the linkage with the pilot’s IHADSS-type helmet, allowing
the gun to hit wherever the pilot is looking. It is this one fea-
ture which has made the turret system highly effective. No
provision is made for in-flight or buddy refueling.

The A-22 gained a great deal of favor with Latin American
nations such as Nicaragua, El Salvador and Peru, and it has
been in service with several Central and South American na-
tions since the mid-1990s.

Tr Mov: 1224
Com Mov: 31
Fuel Cap: 80
Fuel Cons: 160

Merc: 2000 Price: $200,000 (A-22); $225,000 (T/A-22 two-
seat trainer/attack craft)

Twilight: 2000 Price: $450,000 (A-22); $550,000 (T/A-22)

Fuel Type: G, A '

Load: 450 kg

Veh Wit: 386 kg (empty)

Crew: 1

Mnt:7

Runaway: VSTOL

Min Runway Takeoff (full load)/Landing: 153/183 m

Stall: 23

Mere: 2000

Challenge 76
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Merc 2000 Price: $4,500,000

Twilight 2000 Price: $7,800,000

Fuel Type: AvG

Armament: 20mm GA-1 cannon, four inboard wing pylons, two
wingtip AA missile launch rails

Ammunition: 500 x 20mm

Load: See weapons options

Veh Wit: 8000 kg (maximum takeoff weight)

Crew: 2

Mnt: 13

Minimum Landing/Takeoff Zone: 50m

Damage Record
Crewmembers: Pilot Co-pilot/Gunner
Radio:

Instruments:

Controls:

Hardpoint: 12 3 4

Launch Rail: 12

20mm Turret:

Turret Ammunition:

Engine:

Fuel (%Consumed or Destroyed):

Combat Equipment: Armored cockpit, FLIR, IR suppression,
laser designator, HUD, IHADSS.

Weapons Options:

2 Wingtip Rails: Each accepts one AIM-9M Sidewinder or South
African V3B Kukri IR-guided air-to-air missile.

4 Hardpoints: Each can be fitted with one 127mm Batteleur
quad-pack or 68mm South African 18-round pods.

Weapon ROF Mag Rng Ammo Damage Pen
20mm GA-1 50 500 250 API 10 3/-2/-5
HE C:1B:2 -8¢
68mm Rocket 12 18 425 HE Cc:8B:28 -4C
WP C:2B:20 Nil
APERS C:8B:36 -4C
Batteleur 127mm 1 4 500 HE C:12B:20 0C

Use AIM-9M data for V3B Kukri missile. Q

ATLAS CSH-2 Rooivalk/Kestrel

(Rotary Wing Aircraft)

The Republic of South Africa (RSA) armaments indus-
try has managed to produce some very effective weapons
systems despite an international arms embargo against
the white government.

One example is the Combat Support Helicopter-2
Rooivalk, which has had numerous export sales since pro-
duction started in late 1993.

The Rooivalk is a substantial redesign of the French
Aerospatiale AS 330 Puma airframe, involving fuselage
reconstruction, engine relocation and significant transmis-
sion modification.

The result is a two-crewmember attack helicopter simi-
lar to the Agusta A129. Stub wings have been added to
provide weapon hardpoints, and the South African GA-1
20mm cannon has been mounted in a stabilized chin tur-
ret. High-tech electronics have been added, including
FLIR, laser designator, pilot's head-up display, and
IHADSS helmet-mounted sights, making the Rooivalk the
equivalent of many dedicated attack helicopters in service in
2000.

As an added note, following the assumption of power by
a coalition Liberal/ANC government in 1996, SADF was
forced to scrap its own gunship program and acquire
Rooivalks for political and budgetary reasons. Since then,
the CSH-2 Rooivalk has been used in ID/D roles against
Inkatha, PAC and AWB guerrillas.

Tr Mov: 1076

Com Mov: 27

Fuel Cap: 1500

Fuel Cons: 1750 (maximum range 741 km)

12
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he briefingopensin alarge
hangar on the grounds of
Moffet Field in Mountain
View, California. About 20
soldiers are gathered on
the chairs set up in the
middle of the hanger. One
common feature is that all
seem to have some experience with
Asian languages, preponderantly Japa-
nese. AUSAF colonel wearing a kevlar
vest walks up to the front of the as-
sembled chairs; obviously, the briefing
is about to start.

“Welcome gentlemen. I'm sorry that
you've been brought here with such
little information, but this is an extremely
important and delicate operation. My
name is Colonel Sanderson, and I'm
going to be the mission controller for
your group.

“On July 12, 1997, two Russian tac-
tical nuclear bombs destroyed the Chi-
nese space vehicle launch facilities and
primary design center, both in Shang-
hai province. The engineering team
had been warned by the attacks on
troops in the field in the previous days,
and escaped along with many of their
notes and plans. As the situation in
China disintegrated, these engineers
sought and were given safe asylum in
Japan. Shortly thereafter, Japan was
effectively destroyed by nuclear attack.

“Ten days ago, some Milgov agents
in Japan discovered that many of the
Chinese and Japanese engineers sur-
vived that attack also, and they are still
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alive. They have indicated that they
would like to relocate to the United
States and continue working as pos-
sible, and Milgov has agreed to assist
them. Your job is to extract them from
Japan, along with as much of their
plans and surviving rocket hardware as
possible. A newly fitted-out transpa-
cific-capable ship will transport your
team there and return your team and
the 300 engineers and about that many
dependents.

The engineers are currently on the
island of Tanegashima, wherethe Japa-
nese space launch complex was lo-
cated. This island is approximately 150
kilometers south of Kyushu, the south-
ernmost of Japan'’s four main islands. It
is less than 50 kilometers long and
significantly less wide. The engineers
will gather at the launch complex sea-
side for pickup. No opposition is fore-
seen at the pickup, but your team is
being assembled as a contingency.

The ship you will travel on is the USS
Jones, asmallconverted containership.
She departs in three days and will take
three weeks to cross the Pacific. You
will embark in 48 hours from this base;
please be here at that time. Equipment
requisition is to be handled on a priority
basis by the base S4 office. Maps and
intelligence reports will be available to
officers immediately. This briefing is
adjourned.”

The additional information to officers
includes maps of Tanegashima and in-
telligence reports on the situation in

southern Japan. A quick summary is
that nothing seems to be happening;
Kyushu's cities were significantly dam-
aged in the attacks, and their inhabit-
ants are now working the land and sea
feeding themselves. Except for around
the cities, little large-scale conflict is
going on.

Materials availableto the contingency
team are basically anythingfrom what’s
available. Only a small landing craft
and two medium (35-foot) motor yachts
willbe available fortransportfrom shore
to the containership, so large vehicles
make little sense (even if they were
available). Up to two antitank missile
launchers (one man portable, one tri-
pod or HMMV mounted) or light artillery
(a recoilless rifle or 120mm/107mm
mortar) pieces are available, along with
one HMMV (the largest vehicle that can
fit in the landing craft). Personal weap-
ons can be whatever the characters
want, within reason (there simply isn't
more than one PSG-1 in the area that
can be requisitioned, nor too many an-
titank rocket launchers, etc.) For "nor-
mal” weapons (basic load types), ex-
tras willbe providedto cover lossesthat
may occur during the operation. Addi-
tional equipment (body armor and mis-
cellaneous equipment) is generally
available.

The ship is a 700-foot-long contain-
ership with a steam turbine engine that
was recently converted to burn coal.
Four of its holds have been replaced
with coal bunkering space, and the rest
of the belowdecks space hasbeenmade
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into crude barracks for the 600+ evacu-
ees. Notable on deck are several large
cranes, cradles holding the three mid-
sized boats (all running on Ethanol, of
which 30,000 liters are also on board)
and four small speedboats, a deck-
mounted FOGM missile rack, several
light (up to 35mm) cannon, and a Ra-
pier antiaircraft missile {auncher. The
naval crew has been strengthened with
matrines to operate those weapons, and
the crew is also training with several
hand-held SAM missile launchers.

EXTRACTION

Afterthree weeks of eventless trans-
pacific voyage, the Jones arrives at
Tanegashima. As it appears over the
horizon, lookouts with binoculars begin
scanning the island. As the launch site
begins to become clear, something
seems wrong; several columns of
smoke are visible. The engineers on-
shore don't respond to the radic signal.
The captain (and mission commander
on scene) halts the Jones five kilome-
ters off-shore and orders the contin-
gency team to go in to investigate.
Remind the team that they are operat-
ing at sea, and probably want to wear
floatation vests and not carry so much
that they can’t swim (for at least a short
while).

The most obvious feature of the
launch complex are the three large
structures, all damaged by exposure
over the last four years. The oldest
launch tower has started to crumble.
However, the newest (and never used)
H-1 launch tower and assembly build-
ing still tower majestically over beauti-
fulcoastline, perchedon aplateauover-
looking the water. Anyone looking fur-
ther down the shore will notice a flat
area near the beach about two kilome-
ters from the launchers. Anyone ob-
serving it withbinoculars can see crowds
of people there, scme waving.

The characters will probably ap-
proach, with caution. The people on-
shore (men, women and children) will
wave enthusiastically; afew are armed.
Whenthecharacters are close enough,
several people on the beach start yell-
ing:
“O-kuni wa? American desu ka?
(Where areyoufrom? Areyouthe Ameri-
cans?)”

The characters can respond in En-
glish or Japanese—the message will
be communicated. Next comes a
garbled bunch of yells:

“Enjinia desu! Tasukete! (We're the
engineers! Helpl)”

“The warlord's men are coming!”

Thecharacters will sortit out in alittle
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while (faster if they speak Japanese). A
new warlord from the island of Kyushu,
AtsukiKono, is attacking, and the engi-
neers and dependents (and 400 addi-
tional island native refugees) have to
be evacuated quickly. Apparently, no
heavy weapons are in use, but the
locals and few armed engineers are
being pushed back toward this beach.
They should report this back to the ship,
at which point the captain will order the
ship to move in closer (one kilometer
off-shore) and order the characters to
begin ferrying people out to the ship. It
will take about five minutes trip time,
one way, for the boats to run out one
kilometer, then they need to unload,
return and pick up another load. They
can take up to 60 people each trip on
each boat. The characters have to fig-
ure out how to organize the beach
rescue and help hold off the warlord’s
men at the same time,

About five people can handle orga-
nizing the refugees, once the evacua-
tionstartsto goforreal. it willtake about
15 boat trips (five each boat) to get
everyone out to the ship; the hard part
will be rescuing the rearguard. The rest
of the characters are free to go investi-
gatethe warlord’s attack; if they brought
their heavy weapons and/or vehicle, all
the better.

About 250 lightly armed marauders
are attacking down a 500-meter-wide
valley, toward the seashore two kilome-
ters away. About 75 lightly armed is-
landers and engineers (Chinese and
Japanese) are holding them off. If the
characters appear, one of the engi-
neers with a shotgun will recognize
what’s happening and usher them over
to the “command post” for the defend-
ers—a small brick house with a light
machinegun behind a barricade out
front. Occasional bursts of fire go in
both directions, but there seems 1o be
little danger immediately.

Inside are two runners and two men
with binoculars and a map; the older
strides forward to meet the characters.
“l am Okuchi Ito, director of the
Tanegashima launch complex. You
have arrived in time.” His forces are
giving ground, but are several hours
from being forced back to the beach. A
counterattack by the characters, how-
ever, may disrupt the attack enough to
prevent any more casualties to the de-
fenders and allow a safe rescue from
the beach for all. The characters have
an hour until the rest of the civilians are
to the ship, and may take whatever
actions they feel are appropriate.

Unless something goes badly wreng,
they shouid be able to retreat to the

beach and start to withdraw in an hour
or later. Just as they reach the beach,
however, amachinegunonthe hillabove
(700 meters away) opens fire on the
defenders getting on the boats. One of
its first victims will be lto. His dying
words are, “Rescue the rockets...the
city near the shuttle... in the moon.”

The characters can silence the ma-
chinegun. lto's last words remain a
mystery for the time being.

ROCKETS

Interviewing the engineers back on
the ship will give a probable answer to
the meaning of Ito’s dying words; the
Chinese arrived in Japan via the port of
Kitakyushu, at the north tip of Kyushu.
In Kitakyushu was an amusement park
called Space World, with areplicaspace
shuttle. The Chinese further report that
they had brought some operational
rocket engines from an unfinished
rocket, but left them in Kitakyushu. Un-
fortunately, only lto and some now-
dead engineers knew where in that city.
The captain of the Jones (and Colonel
Sanderson, consulted by radio) agree
that it's worthwhile to try to find and
salvage the engines, but not at the risk
of the engineers or ship. The Jones will
move to near Kitakyushu, but stay off-
shore. The contingency team can take
two of the three larger (and two or three
small) boats and whatever equipment
they want, and try to find and salvage
the engines.

KITAKYUSHU: 2000

Kitakyushu, which narrowly missed
being the target for the US bomb that
finally hit Nagasakiin WWII, was not so
lucky this time. Its steel production cen-
ters were primary targets. One was
right nexttothe amusement park. Much
of the population has fled to the sur-
rounding areas due to residual radia-
tion.

The characters have two leads; one,
lto’s cryptic mention of the shuttle and
the moon (presumably meaning some
reference to the amusement park), and
the area around where the Chinese
stayed, in a separate section of town,

Investigating the park, which is near
the water, will show that it and the
surrounding area are radioactive (mod-
erate dosages; 1D6 rads per 10 min-
utes). It’s unhealthy for the characters
to do much searching. Visible are sev-
eral rusting rides and buildings, and an
amazing sight—a still shiny, full-sized
mockup of an American space shuttle,
standing erect as if it were ready for
launch. Philosophical characters may
note the optimism that the shuttle
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projects, still standing within kilometers
of a major nuclear strike, still reaching
for space in a mostly dead world.

if they leave the park or land to
explore the part of the city the Chinese
described, they will find a crowd of
locals (some lightly armed) approach-
ing. If the PCs don't threaten them, an
elderly gentleman will stride forward
andlook themover. After ashort pause,
he smiles and extends his hand to the
nearest character. “lam Mayor Ichikaro.
Welcome to Kitakuyshu,” he slowly an-
nounces.

The mayor’s English is poor, but an
interpreter soon comes forward to as-
sist. The mayor is curious asto whatthe
characters are seeking in his city and
will politely ask. Ifthey try and pull a fast
one, it likely won't work: There's no
reason for Americans to be there ex-
cept something special, and any cover
story had better be well worked out
beforehand orthe mayor will spot holes
in it. Telling the truth is easier and will
gain cooperation. The mayor will re-
spond candidly: “I do not believe we
know where these rocket engines are.”
But he is friendly and offers to let the
characters stay as guests of the city
and look for them. They are invited to
the Kokura section of the city, away
from the amusement park, but where
the Chinese stayed.

1D6

Rumor Table 1

Rumor

1 The Chinese dropped some
boxes in the Kokura harbor.
Maybe the rockets were in-
there.

e mayor soldithe rocketsito: -

Rumor Table 2

1D6 Rumor

1 Alongshoreman who helped
unload the Chinese ships
confirms that there were some
rocket engines, in crates, but
that they disappeared a couple
of years ago.
Some spirits of the dead are.
haunting the amusement park;
stay:away:if you.valueyour: -
Gl
No rumor.
he'old fireworksiman hired:
me Kids:to-move:a-lot of .
‘boxes outto Space World:two:
“ayears:ago.
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That night, the mayorinvitesthe char-
acters to dinner. They are escortedto a
high-rise hotel, and the first of many
surprises in Kitakyushu is that there is
still some electrical power. An elevator
whisks them to the top floor, where a
commanding view of the city and a
multi-course dinner in mixed Japanese
and French cuisine awaits them. The
mayor and several other officials dine
with the characters. After the meal, an
assistant pours a round of sake, then
the mayor starts to address the charac-
ters.

He slowly explains that while the city
has weathered the war and years since
well, it is economically dying due tolack
of markets for most of its remaining
industries. Mostof Japan and Asiahave
been reduced to subsistence level, and
can't afford new steel, machinery, elec-
tronics or aerospace hardware. Hetells
the characters that in exchange for the
rockets, if they can findthem, they must
try and convince their government to
use its transpacific transport to begin
trading with Kitakuyshu. He will stay up
and discuss the city, Kyushu, or any-
thing else the characters wish, but nei-
ther he nor anyone else in his govern-
ment know anything about the rocket
engines. The characters are free to
locate them on their own, if they agree
to minimize personal weaponty (noth-
ing biggerthan submachineguns) while
within the city and obey the normal
laws. The city will provide two transla-
tors if they need them.

SEARCH

The next day, the search for the
rockets can beginin earnest. There are
a number of possible ways to go about
searching: They can look around docks
and warehouses near where the Chi-
nese stayed; they can ask people for
information; or they may devise some
other plan. if the party splits up, each
group may perform search tasks.

If the party searches warehouses
and docks, roll 1D8 each day (eight
hours) of searching. On a result of 8,
they locate several tons of boxes and
containers which have Chinese mark-
ings and are full of rocket parts, appar-
ently abandoned. But the fully as-
sembled engines are still missing, no
matter how hard the characters may
search, If they keep looking, they will
find more incidental equipment each
day they roll a 6 again, but still no
engines.

If they search for information, their
success is based on what they're ask-
ing about. lfthey just ask forinformation
about the Chinese rockets, every pe-

riod (four hours) of search will allow one
roll on the Rumor Table 1.

All these rumors are false, though
the characters may investigate the first
two if they want to.

Ifthey look for more generalinforma-
tion, such as about people who helped
out with the Chinese while they were
here, or who used to work around the
amusement park, they may also roll on
Rumor Table 2 once per day.

Obviously this has some more prom-
ise. The longshoreman’s story is true,
though only slightly helpful. The spirit
story is actually an old wives’ tale that
parents use to scare children away
fromradioactive areas. The rumorabout
the old fireworks man is true, but
nobody’s seen him for a while. If char-
acters start to look for him, they just are
told that he lives somewhere in the
pedestrian mall near Kokura. The mall
is block upon block of three-story, cov-
ered, pedestrian streets with massive
stores right next to warrens of room-
sized shops and five-seat noodle shops.
Characters who have never been to
Asia before will be overwhelmed by the
flashing lights, lamps in smaller shops,
smells and the incredible density of
people and businesses. Finding him
will take 2D6 days of hard searching in
the more than 30 square blocks of
pedestrian mall.

When finally located, the man turns
out to be dying of cancer. If the charac-
ters are kind (especially if they bring
painkiller medicine for him) he will tell
them that he moved the last big boxes
outto Space Worldto protect them, and
tells the characters where to find them
(inthe SpaceCamp building). The party
can now proceed to retrieve the en-
gines and say good-bye totheir hosts in
Kitakyushu.

FURTHER ADVENTURES

Though the rocket engineers and
hardware are all likely recovered intact
during this adventure, there are many
potential continuing adventures in Ja-
pan and around Kitakyushu. Milgov will
decide thatthe manufacturing andtech-
nology base in Kitakyushu is important,
and may start a regular trade route
going using the Jonesor other vessels.
The characters could be assigned to
this route or to be permanently sta-
tioned in Kitakyushu. Possible adven-
tures include scouting the rest of Japan
to determine its current condition, de-
fending Kitakyushu against organized
warlords, or counter-espionage mis-
sions to determine who's trying to steal
designs from Kitakyushu's remaining
electronics factories. Q
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BUNDESWEHR FORCES

The Bundeswehr’s three branches, Heer,
Bundesmarine and Luftwaffe (army, navy,
air force), are all issued (more or less) the
same equipment, which consists of per-
sonalweapons, fatigues, boots, combatweb,
pack, steel helmet, kevlarfragmentationvest,
NBC-protective mask, first-aid kit, gloves,
poncho, parka, shelter half, sleeping bag,
eating utensils, canteen, flashlight and gun-
cleaning kit.

New-style fatigues sport awoodland cam-
ouflage pattern similar to one used in WWII,
while old-style combat clothing is universally
olive drab (blue for navy). Winter camou-
flage is also issued. The different arms are
easily distinguished by the color of their
berets—e.g., armor (Panzertruppe)-black,
infantry (Panzergrenadiere, Jéger-green,
airborne (Fallschrimjagen-red. Navy per-
sonnel substitute a cap forthe beret. (By the
way, the Bundesmarine has the equivalent
of SEALs: These are called Kampfschwim-
mer, with their insignia being the swordfish).
Fragmentation vests were adopted in the
late '80s and are now standard equipment
with most troops.

Some changes to the perscnal weapons
list in the basic rules are as follows: First,
although the G11K2 passed the rigorous
tests of the Bundeswehrin 1990, it is very
doubtfulthat it will already be standard issue
by the year 2000. li is far more likely that it
will only see service with Fallschirmjiger,
Fernspéh and selected Jéger and Panzer-
grenadier units, while other troops will use
G41, G3 and AK-74 N rifles.

The G41 is thought to become a supple-
mentary weapon in case the G11 is ac-
cepted, being nearly equally effective at a
lower cost as well as fitting better into exist-
ing NATO supply lines. This Heckler & Koch
weaponis based onthe G3 and HK33 series
and chambered for the 5.56mm N round. It
s built to NATO STANAG specifications,
accepting M16 magazines and all NATO
rifle grenades. Capable of full automatic fire
as well as three-round bursts, it can also
easily mount the HK79 or M203PI
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underbarrel grenade-launchers. Additional
features include a folding carrying handle,
dust-proof ejection-port cover, cleaning-kit
in the grip and optional wintertrigger and
bipod. The G41A2 variant, like the G3A4,
sports acollapsible shoulderstock. Note that
the German-issue variant of the G11, the
G11K2, differs from the one presentedin the
rules in some minor exterior details, the
most outstanding being that the top of the
fore-end is designed to accept two spare
clips positioned parallel to the magazine in
use, to facilitate recharging. And, more im-
portantly, the G11K2 is capable of full auto-
matic fire in addition to the three-round-
bursts. Full magazines weight any 0.5 kg,
not 1.0 kg!

With the takeover of the huge stockpiles
of the (then) East German army, the
Bundeswehr also had large amounts of
brand-new German-built AK-74 in its hands.
These are and probably will stay in service,
perhaps rechambered to fire the 5.56mmN
round.

And finally, as the difficult to produce
caseless ammo of the G11 gets increasingly
scarce, it's also likely that the old trusted G3
will see arevival, especially withreserve and
territorial units.

The PSG1is more apolice weapon and is
unlikely to enter setvice, a more promising
contender beingthe Heckler & Koch MSGS0

(Miiitérisches Scharfschiitzengewehr). This
is the more rugged and reliable, yet lighter,
military version of the PSG1. It is equipped
with a 12X telescopic sight, bipod and ad-
justable stock and trigger.

In older days, G3 rifles fitted with 4x
scopes (known as G3A3ZF) were issued on
squad-level, withsome Mauser SP86s given
to selected marksmen. The SP 66 scoper
rifle is a conventional bolt-action rifle with a
6x scope and thumbhole grip. Both will cer-
tainly be still around.

Officers, vehicle crews and military police
(Feldjager) in units not equipped with the
G11 receive MP2 (UZ!) submachineguns.
Feldjdger and officers should also have the
option to choose a P1 (modified Walther
P38), P6 (German-built SIG P225) or P226
pistol instead of the new standard sidearm,
the P7M13. Walther PPKs are also still in
use.

The standard machinegun for all troops is
the proven MG3 (modified MG42),

Light support weapons include the Heck-
ler & Koch CAW, HK69A1 (Granatpistole),
HK79 underbarrel grenade-launcher and
DM34 HAFLA (Handflammpatrone) dispos-
able incendiary/smoke grenade-launcher.
Note that the HK69 needs extensive modifi-
cations to be mounted under a rifle, its
variant suitable for underbarrel use being
the HK79.

Heckler & Koch

GA1A2
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Heavy firepower is provided through
Armbrustand Panzerfaust3 rocket launcher
as well as the various MILAN, TWO and
HOT missile launcher variants. The Pzf3
was introduced in 1989 and can use HEAR,
HE and smoke rounds of various calibers.

The Swedish Carl Gustav recoilless rifle is
also still in use.

Standard hand grenades are the DM51
concussion/fragmentation and the DM24
incendiary/smoke grenades. The DM incor-
porates a detachable fragmentation sleeve

some already published ones.

Gi Use FN-FAL

Wi (embty) 0>9 kg

Equipment and Price List Update

This list corresponds directly to the text, giving complete game statistics forthe new
items, and provides exact nomenclature and more precise weights and prices for

‘Use G3 except: Wt (empty):i 44 kg -

mpty, w/scope) 9 1”kg Mag 20/50 Pnce
$1250 (R/—-—) RoF: 3/10 Dam: 4 Pen: 2-3-Nil Blk: 6 8S: 1

: 5 - / g
Ammo 556mmN Wt (empty) 41 kg Mag 20/30 Pnce $450 (C/S)
RoF 3110 Dam 3 Pen: 1-Nil Blk: 5 SS 2 Brst 4/6 Rng: 55

- /Use P7 except: Wt (empty): 0.75'kg Mag: 15 Price: $550 (S/R)
“Use HKB9 except: Wt (empty) 1.5 kg+Wt of rifle
: ;Ammo 90mm 110mm or:125mm Wt (empty):12.0kg Price: $45OO

'pty) - :
am: C:4 B0 (C:4B:12)

Wt 0.2 kg Price: $1000 (R/—-) Effect. Rng 200m in starllght

goggles Wt: 0.5 kg Price: $500 (R/—) Effect. Rng: 300m (any other

IR-goggles may also be used. The goggles allow the character to

freely act at night times, and the laser reduces the final hit number

by 1)

i All4, 73mmCls ammo is:prepackaged:in sealed, alr-t|>' '
h :

German bullet- prbof vest (AV 3) 8. 0 kg Pnce $1500 (R/—)
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which permits its use either in the defensive
(withthe sleevefitted) orin the offensive role
(without it). The DM24 differs from most
other inc/smoke grenades in that it is filled
with red phosphorous rather than WP, mak-
ing it considerably safer to use.

Allsoldiersreceive a Kampfmesser(knife/
bayonet, may not fitted to the G11).

The German forces also make use of the
INKAS integrated night-fighting system. This
consist of arifle-mounted infrared laser pro-
jector and image-intensifying goggles worn
by the soldier. The laser can be fitted to
many of the Heckler & Koch weapons di-
rectly in front of the fore sight. It's beam is
invisible except with IR-goggles or similar
night-vision devices. Suitable weapons in-
clude the G3, G41, MP5, HK21, HK33 and
HK53. INKAS allows effective night combat
with the laser considerably enhancing hit-
probability through its simple point-and-shoot
system.

BUNDESGRENZSCHUTZ
(FEDERAL BORDER GUARDS)

Although nominally police, these mustbe
considered to be paramilitary because they
receive special training and military equip-
ment, including APCs and light tanks. The
famous antiterror unit GSG 9 is part of it.
They wear combat fatigues in German po-
lice green and green berets. Steel helmets
and kevlar vests are available, with bullet-
proof vests given to high-threat teams. The
BGS, like allGerman police, make extensive
use of all MP5 submachinegun variants,
including MP5A2/A3, MP5K and MP5SD.

Standard sidearm is the P7M13 but some
use other police pistols like the PSS or the
Walther P5 (modified P38 with short barrel),
while still others field .357 magnum revolv-
ers. Standard sniper rifle is the PSG1. A
special automatic rifle is also in use, called
the G8A1. This Heckler & Koch weapon is
based onthe HK21 light machinegun series
and was built on specifications of the BGS.
It fires the 7.62mmN round and features a
bipod, assault grip and selective fire includ-
ing three-round-burst limiter. The G8A1 will
accept G3, PSG1 and MSG90 magazines
(which are in fact all the same) and a special
50-round drum which weighs 2.0 kg loaded.
Because of its high accuracy it can be used
as a sniper rifle and is usually issued with a
4x scope. Like the police, they are equipped
with some G1 (FN-FAL) and G83 rifles.

EINMANNVERPFLEGUNG (EPA)

These are German combat rations which
provide one day’'s worth of food for one
individual. They include two complete pre-
cooked meals, various instantdrinks, asmall
package of cookies jokingly referred to as
Panzerplatten (armor plates), paper, matches
and even chocolate and chewing gum. 1.25
kg Price: $10 (S/R) Q
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