
GDW presents a new concept in rulepl~ying. Wodd War 111 began five? 
y”ctbars ago. It’s still going on, but that’s the least of your problems. 
A few days ago, you were soldiers in the U.S. 5th Division. Now you? 
just ~~~~g to survive the worM falls apwf around you. 





WARS AND RUMORS OF WARS 

Union was a super-power co-equal with the United 
States in world affairs. President Ronald Reagan's 
address to the House of Commons set the tone: 

The 1980's were a time of apprehension. The Soviet 

#If history teaches anything, it teaches self- 
delusion in the face of unpleasant facts is folly. 
We see around us today the marks of our 
tenible dilemma- predictions of doomsdayl anti- 
nuclear demonstrations, an anns race in which 
the West must, for its own protecton, be an 
unwilling participant. At the same time we see 
totalitarian f o m s  in the wodd who seek 
subversion and conflict around the globe to 
&mer their baharous assaulf on the human 
spirit What, then, is our course? Must 
civilization perish in a hail of IWy atoms? Must 
freedom wither in a quiet, deadening 
accommodation with totalitarian evil?" 

President Reagan's Speech 
to the House of Commons 

June 8, 1982 

It was in this 
impending do0 e role- 
playing scene at Thanksgiving, November 26, 1984. 
Traditionally, the Thanksgiving-to-christmas period 
shows the highest game sales of the year, and game 
publisher GDW worked hard to ensure the new game 
would be available by Thanksgiving. To make a strong 
announcement of the game's availability, the three full- 
color pages shown here were run in Dragon 

ine and appeared in November. 
sponse was gratifyingly high. The initial 
: 2000 print-run of 10,635 was exhausted by 

and another print run of 10,000 was ordered for 



Contents of this Box 

y Manual: This booklet c 
ree should know. 

This booklet contains additional rules used by 

: This booklet contains all charts and tables used 

t: This booklet lists and describes all equipment 

Record Sheets: There are three types: the character generatio 
heet, used during character generation and then discarded; the char- 
record sheet, a permanent record of each character; and the vehicle 

sheet, a permanent record of each vehicle owned by the players. 
feree should make several photocopies of each of these sheets for 
use, before all the ones supplied with the game are used up. 

ce: This game includes four six sided dice and one ten sided die. 
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have fought! back and'- (icloj 
planet. Chemical weapons, biologicel agents, tactical and 
strategic nuclear weapons, every horror from a technological 
cornucopia of destruction was used. And in the wake of war 
came famine and plague, until well over haff of the planet's 
population had been carried away. 

But the war goes on. 
Most civilian governments hsve cdlspred under the burden 

of massive casualties and a total bFeakdown of the communica- 
tion and transportation systems. Only the mRitary has survived 
as a cohesive force. For many addks, pardudarty thore out- 
side their own national bord 
increasingly hostile popul 
country. 

have not been suffkiint to prevent the g r a d d  disintegration 
of the armed forces. The countrvdde is infested with.bends of 

But even the pressures of unit loyatty 

soldier and civilian with equal ferocity. - 
Inthespringofthey~r2000,theGermrnSrdAnny~hed 

its final offensive against Poland. It late 
rains-the soldiers were delaysdin ted. 
TRe objective was to clear the Baltic coast of Wish ard %Viet 
fotces and thus gain control of the plenhl  Baltic fishing and 
the Vistula River barge traffic. 

When the offensive finally g it was rpearhead- 
ed by the U S ,  Eleventh Corps, U.S. tmQps were 
lees tied to their garrison areas than m* The in- 
itial drives were successful, with two U.S. divWm18 breaking 
loose and conducting deep penetration raid8 into the enemy rear 
area. While the 8th Division (Mechanized) headed for the port 
of Kaliningrad and a link-up with the Free Latvian Army, the 5th 
Division (Mechanized) headed southee 
everything started to come apart. 

The last battle-worthy remnants of the 
tacked, and battered themselves to pieces against the NATO 
troops. When the dust had settled, though, the last heavy equip- 
ment of Eleventh Corps was burning junk. The remnants of four 
Soviet arm* went on the offensive against the base camp areas 
of 3rd German Army, and German troops began drifting west 
to bolster the defenskw of their homes. Finally, two additional 
Soviet armies, the 4th Guards Tank and 22nd Cavalry, rolled 
across the Polish frontier from Byelorussia and hit the U.S. 5th 
Division. With a combined strength of 21,000 men and etmost 
a hundred modern tanks, the two Soviet armies plowed 5th Divi- 
sion under near the Polish city of Kalisz, 200 kilometers 
southwest of the ruins of Warsaw. As division hesdquarters was 
being overrun, the CO's last radio message was, "You're on 
your own. Good luck." 

A BATTER60 WORLD 
Tw&i@t.- 2ax) is a r-ying game, with survival 

in a war-ravaged world in the near future. Players take on the 

in a h 
vivors of the U.S. 6th Divis 
in central Poland. However, as the 
characters from different nationalities 

I 

trade or in return for assistance. They can become 
a guerrilla force, attacking Soviet and Polish bases and supply 
convoys, become wauders attacking anyone with something 
of value, or head for one of the "free cities" that offer haven 
to any man and aflegiance to no government. The choic 
up to the players. 

pLAyHyoTt+EoAAllE 
Twh'ight: 2009 usually requires one referee and several 

' chances for survival are great 
s W t d e n t s  and work 
lay with only one player. 

THE REF€REE 
The purpose of a referee is to describe the world the players 

are traveling and adventuring in. The referee,plays the role of 
the non-player characters (NPCs) encountered along the way 
and adjudicates all conflicts and battles. It is his responsibility 
to keep the game exciting for the players. This requires 
special qualities. 

First. the referee must be imaginative. T.he world of Twikcght: 
2000is our own world, but changed dramatically. Much of the 
excitement of the game lies in those very c h a w .  Since the 
world io still inthe process of adjusting toits altered s@~,~the  
village across the next hill should always be an unknown quan- 
tity. A wealth of background material is provided in the referee's 
manual. but it should be viewed only as a starting point. The 
referee should not he afraid to depart from it when he feeis the 
need to; this psdcage provides guidelines to hdfk-?b referee get 
started, but it's his world to create and elaborate BI Mssw, fit. 

Secmd, the referee should have the a b i l i  to impoovise. While 
we have attempted to makeJhis game masmaw mm#te, 
it has also been n e c w  to avoid d- a great many things 
just to keep it usable. After all, if we included tables for Mngs 
as detailed a8 what a player might find going thpouoh the dpauc3r 
of a militia captain, and covered everything in that &gal, the 
referee would spend most of his time trying to find the correct 
table1 Instead, the rules supply a broad general framework within 
which the referee has to improvise. 

Finally, the referee must have a sense of proportion. Rewards 
should be proportionate to the risks the players t a b s  neither 
too much nor too little. A common mistake beginning& 
make is to keep player interest up by handing out v& 
rewards for completing the simplest t44w. plsyem repidly 
cumulate money and equipment and come to see this as 
'sole pur- in the "lives" of their characters. Soon, they no 
longer find the Barns a challenge and lose interest. Alternative- 
ly, some referees dofight in creating inescapable death traps for 
their.players and feel a sense of achievement in wiping parties 
out. Neither approach makes for an enjoyeMe game m the bng 
run. 

A good referee should so structure the players' adventures 
that they are always aware of being extremely close to danger 
and destruction. Success in a task should not mean sudden 
security, but may mean a slightly greater margin of safety in 
the future. In other cases, success may be as simple a thing 



: 2000 Pky Mmual 

e world of Twilight: 2000 is a harsh one, but not 
is that players who ex- 

nd cunning, and who ma 

REQUIRED MATERIALS 
This book details the basic mechanical rules 

generation and game play, and should be read b 
referee; during play, it should usually be in the ref's hands, since 
they will most often have to refer to it. The referee's manual 
provides background information, rules on encounters and their 
resolution, and suggestions on getting started; it should usual- 
ly be in the players' hands-in fact, there are portions of it which 
the players should not be allowed to see. 

The character generation and record sheets and the vehicle 
record sheets are used to store information about the player 
characters and their vehicles. The referee should make several 
photocopies of them before the game begins, and permission 
is here specifically granted to photocopy these sheets. 

Players and referees need only supply paper and pencils for 
taking notes and a pack of ordinary playing cards for the referee 
to use in generating non-plaver characters (as explained in the 
referee's manual). 

A number of conventions 
ease of comprehension; 

dice ehauld be 

48 &am 1 to  10). 

than or equal to" and s maam %ea t)wFpff 

,* . 

: 3  

becomes 61, the printed value wi# have a line above it; for ex- 
smple, 201017 . If the number k to be rounded down (5.5 
betames 51, the printed value will have a line below it. 

Percentage Rolls: Frequently, random numbers between 1 and 
100 must be generated. Two DlOs are used for this purpose, 
one of them representing the tens digit and the other represent- 
ing the ones digit (the player must specify which is which before 
rolling). When used for this purpose, the two dice together are 
called a D100. Unlike the usual D10 roll, 0 is counted as 0; 
however, a roll of 00 (0 on both dice) is counted as 100. For 
example, a roll of 6 on the ones die and 0 on the tens die is 6; 
a roll of 6 on the tens die and 0 on the ones die is 60. 

The most common use of the DlOO is 
if an event has a 27% chance of success, f 
rolls D100 and succeeds on a roll of S 

WEIGHTS AND MEASURES 
All weights and measures in the rules are given under the 

metric system. There are only six units of metric measure used: 
Millimeter (mm): One thousandth of a meter. There are about 

25 millimeters in an inc 
Meter (m): Roughly o 
KikAwow #an or ~'khk"): 1 ,ooO metars, roughly two-thirds 

of a mile. 

themsehrsr,exdueirrdyjrilrc 
he, his, or him apply to .I 

PLAYERS 
The plwars are the heart of T ~ r r 2 u U o .  Whb fRe mf@ree 

weates the world, it is the players who travel through it and, 
hy their sctions, ultimately change it. The course of the game 
is e description of the adventurer of a bsnd of men anQ women 
attempting to survive and perhaps strike a Mow for their beliefs. 
The game will take on more interest if the playem seriously at- 
tempt to make their characters "come aliv6". When playing, 
they should keep in mind who their characters are and try to 
act accordingty. The firat step, however, is tofhd out who the 



Character Generation 
There mlly wsnm't mdn y of us left aitw K8Iisu. I remember 

that Carson, the M a t s  driver, found some p b t  ant( st-iled 
a sign he stuck in the ground next to had the Hum- 
vee parked. 

Headquarters 
3rd Battalion, 143rd Infantry 

5th Infantry Division (Mechanized) 
United States Army 

when Godon sew it, she bomnved thmt Mdstmcib and 
painted the same thing on a sign vy8 put next to our other vehi- 
Ck, the old LA V-25, except hnsed ofhau&uectms rlra painted 
%loin Body". The MMr lwsjcad when he saw it, but made 
us get rid of both of them. Smudy. 

Then, was (I time when nom of us kughodmuch at all, but 
now we laugh agetn. What the h.JT, wb'm stil alive. 

c h s r m  are the focus of Twf&ht2OtX% @my we theakw- 
egos of t h e - p ~ e r s  and a11 activity csntstr on -. Each 
character is a person within the ganw, intotacting with other 
player characters (those controlled by other players) and non- 
player characters (controlled by the referee). 

Characters are described in the game using their physical and 
mental attributes, their skills, and a number of other facts. All 
these facts are derived by a combination of die rolls and player 
choices. The following rules explain this process of character 
generation. 

In order to make the long process of character generation 
easier, several character generation worksheets are included 
with this gama. The worksheet is largely self-explanatory, but 
occasional reference to the rules is necessary, at least for the 
first few characters. A player should read the r u b  m he 
generates his character, filling in the appropriate blmh of the 
worksheet as he goes. Once the character is completely 
generated, the player should transfer the information in the un- 
shaded portions of the worksheet to a character record sheet, 

2nd Brigade 

The record sheet is a permanent record; the worksheet may be- 
discarded. (knporbm: remember to save at teast o 
04 mdl shea to photocopy.) 

BASIC A- 
Each character is descr'bed, in the simplest of tenns, by six 

halt attribut-: fimess, agility, cotwitaion, stature, kt 
tdm, educstion. 

Each aWbute is determined by rolling 4DB and subtracting 
4 from #e total. This gives a range of from 0 to 20 for an at- 
tribute. Any result of 0 may be rolled over. 

M.rrlhgOtAtWbUWC 
Fitness: A measure of the character's strength in proportion 

to his she. Together with stature, it is used to 
actual strength. Fitness is not used after that, and strength 
replaces it as a basic attribute. 

Agility; A measure of the character's coordination and 
nimbleneus. 

&bnsti?uti#x H e m  and physical stamina. This affects the 
character's resistance to diserrsa, and also influences his hit 
capacity. 
ststwe: Ths+hy8ic%l size of the character. A large stature 

indicates gretst physical bulk. Stature helps to determine 
strength, but a character may be large and fat but relatively 
weak, or may be small and wiry but very strong. Stature also 
affects hit capacity and damage inflicted in body combat. 

Intelligence: A measure of the ability of the character to per- 
form abstract reasoning. Intelligence primarily affects the abili- 
ty of the character to learn; it is not the same thing as common 
sense. (How much common sense the character has i9 deter- 
mined by the actions of the player himself.) 

Education: A measure of the extent of a character's prior 
education. All characters are assumed to have more than a third 
grade education. A character's education number is the number 
of a d d h a 1  years of schooling he has attained. Thus, an educa- 
tion level of 9 or above indicates a high school graduate, 13 
or above a college graduate, 15 or above a master's degree, 
and 18 or above a PhD. 



the character, explained below. 

tr total from 120 and dividing the result by 7, rounding down. 
Time in Combat: Time spent in combat, in momh., is de&- 

mined by rolling a number of D6 equal to the dkary  oxperhb 

For example, Monk has an attribute total df 72, 
tracted from 120 results in 48. Divided by seven a 

ote that it is possible for a character to have been in com- 

hasaw active duty in the numeroW 
mtbns that preceded full-scale war. 
#@Os may even have calirlcer ek- 



char+er. A low coolness rating is bnJ.tw thn a-hlgh om. All 
negative results are treated 

Example: Monk has served 24 months in combat. Oividing 
this by 10 and dropping fractions results in a 2. He rolls 106 
and obtains a 6 for a total of 8. Subtracting this from 10 yields 
a coolness rating of 2, a very goad rating. 

IB c-.rsc8tp J ~1y).  

RADS 
We accidentally moved -ugh .#) OAd inyMct creter once. 

Dan 't bother most ofols, b u $ q  - h M8jW both got 
sick for about a da 
Wood says there's 

up more than the 
rest of us. 

Since nuclear wea war, some 

obey other cheractws%f higher rank, ran<wn be kirportant 
when dealing with non-player characters. 

First, d8tMmine whether the &&-% 

th6wm atftlius&mmto<s JNT orpd owf, he is is an otficer. 
that c h a v m t e m ~ * ~ ~ P J T  .tld EDU total 
c m o t  be ,officw6.A, 

Nbxt, determinethchracter's rsnk.Divide his 
down. RoH 1D6. I 
tal. fl the rest is 

e rank table to determine 

E m l o :  Mmkhas an E W  of 8 and an INTof 11, fora mal 
of 19. He rolls 2 M  fw (5+16=) 21; he isn&&crrra##wk #e 
has mtmd 24 mmsb in combat. Divided by 10 md.rouadimg 
dontn, thi.ve&ulta in 2. He tdls ID6 and gets a 5. so-his rank 
is i m x s a d  to 3. HIB ie a sergeant. 

exposure to radiation is una--. 
extent of exposure a character has 
begin the game with mrious or 
vious reasons.) The number of 
posed to should influencehis wi  

a number of D6 equal to his military experience base. 

AGE 
Most otus are pretty young, aUbut the M4iw csnd Anderson. 

Tke M8jor once said this was 8 younqmsn'9 war, acsd Ander- 
son saki8 "So neme one that ncvsn we C S A y M  '-nt 
Anderson, United St&m Am, y, RWradY h l s * m c &  lwskring 
fw. I fouad out he r d t y  wssmhdrWrrgotb&kt w&n all 
this stwed. He wys  Jis got rumivete& bf#€ f dbn'r tbm they 
do that. I think hepuHeclsvmn s- tt~@w&ackh 0 t h ~  then 
the? thw&Th* be 8dams ft?asQm erne. 

&e Wpa p l ~ t u  viawtilru a i r  charactem aa actual pee- 
ple rsthsr than numbers w~dsce of mmr. To datermine age 
in yews, dkride the number of mun%#u in fJwnbat by 1 2, round- 
ing fractions up. Add the result to the c-8 EDU, pkrs 8. 
If the character her 49 or fewer months in ewwprbat, add 1D6 

but be. scyrrr hs&, wkcsh, and calk himself "'Jones the 
v. il guess half the people in W&s are nemed 
Jones, to hear him tell it. He told me a joke twice a-a KQB 
agent who was supposed to contact and active 
agent who had spent years getting 
the KG0-t wskkohto the W& 

&n to tlm$mendbri whssays, 'AMIt's Jones the Spy  you're 

I thhk it was I3nabrBly funnk if you were Welsh. Fortunate- 
ly, he k n a m  Geman 8nd a smattering of Pol&, w#&h hsar 
saved our butts more than once. 

Annveadnabndny are chosen by the p@em d n g  eha. ar- 
mylnatidftrrlitr /metha language chart. Native languaqei depends 
on nafondity. 

Players may choose to be AmericsnQ or Europeans, at their 
optisn. since rll amhpractice considerable local mcruitingmd 
hawepicked up deserters from the other side, a U.S. unit wJu(d 

wmtingll'* 



that at lw half of the unitbAmeM:, elthaugh 

tWtr ardy. Am.riicck.rdr"W 
autcmaticallytn thti~&. A##@#;*- &~~~wdZhb 
remaining armies as the one th&"chmkter.arlsinday.rerved In 
(everyone is now in the US. Arm 
character's army affects the n 
With. 

tionaliiies list. 

chance of having a second native 
column of the cha 
percentage chance 

as well. The Wid 

f h , a * ) ( u r r g a ~ ~ W b ~ d t m C n d f ~ ~  

Each m a  of ~ p d a l i t  

Meep the Hum-Vee purring and the LA V-25 limping along (so 
W. Igucws l'm eiw8ys loved enghm, whkh is why I'm so 
with them. Admittedly, with the LA V-25 it's definitely a love- 

tior&@. Gordon 's 8n ~ e e r , ' , " e n s  even though there's 
Wt much to work with m the way of constrww m a w ,  she's 

6 # W W v h g  over a couple bad bnbtgas 1 mured would've 
supported us And I'll never forget the time a year ago in Ger- 
>Wbn y Wheh 4tle got us out of #bat FASCAM mihefhld those yo- 
yd's in the F h t  CSV dumped @ht on top of us. I figure Wood 
hss &#vedeverybody% life at /east once; last winter when I took 
h h the side and it got infected I'd have been gone except 
bfih. Carson, #e M&r's d h r ,  is a maniac behind the wheel 
&nd a deadly rifle shot, and W k h ,  our master sctvunger, CWM 
M?d Mast chicken a&h& potatoes in the S&ha>a. We 're 
a team. We comp other. I guess that3 why we're m-. . . ~ - . .  I 

c 



skill is a special case; each language is a separate skUI, and a 
level of 66 in Gaelic would be written 88 LNG(Gadil60. 

sldll pdnt.: Each charmer hasrl.kill points in three areas: 
miliiary skills, education skills, and background $kills. Military 
drill points are determined by multiplying the character's r n i l i  
experience base by 40. Education skill points are determined 
by multiplying the character's EDU by 20. Every character 
receives 300 background skill points. 

Autonutic slcuk: Every character begiim wW.$be fdlowing 
automatic skins: CRM20, MC20, BC20, WVD40, W20,  and 
SWMPO. (These skills are already printed on the charm 

worksheet.) Characten, reo8iye a d d i a l  automatic 
-ekilk kom their speciaMs. For example, an infantryman receiw 
CRM20; togaher with the CRM2O every chaFacUw roceivw, this 
gives him a -1 of GRAMQ. 

&ryhg8#1.:InW=drn WMmiyM- 
for ow b v d  ofakill eptmim. T@J$, tHnsrQy 8wLpoimww 
buy a bvelaf a0 in ORQ rku&or a lev4 of lOiR two areas, etc. 
There we several r e e t t l c t i  8nd cmwM@fm. 

Buyhg b n ~ ~ ~ :  Ea& Iaqwge ie a reprt?9te W. AU 
~ w h i c h ~ m w s m e ~ w ~ ~ o 9 ~ ~ a o e  
I& along wit), the gpoupr snd fmilkr%e.whi@h W Wong. 

SWAmw: The thrw tvp+r o%dc#l pehmbiy cliffersm m.. 
Th. second column of the sku1 li(# rrtr5.l. mwbthar a given skill 
may bebought wiul a given type of poim (€4 fcw milkmy, E 
for educrtba, 6 for bac&@rowd). Far mamk UC; m y  be 
bought with any of tho three tyyw) of flwhbb whil, w m y  
be bought only with education points. Points of dmer@m types 
m y  be freely Combined to buy- dtilk wmin them.pc#triCtians. 

Low L8v* if a plays buy9 any amwmt of @skill, he must 
buy enough to h v e  a skill b v d  of at l e e  19. 

H&h4a&s; All skill levekin exc(rw, of #) cortdoubla. Thus, 
buying a d d  levd of 80 wotdd 001t 7 Q m .  mt8Q pointo. 
A character may not Wtieky have a dd&hvd of than 
8Oexcept in Ms native hguages Mhaqblmr nJesdlow for 
tha receipt of higher lede during the -1. 

SpecWtyBen8fm: some specwks dlow 6main skius to be 
bought at half-price. 

Unusud Costs: Notes attached to the aecepd column of the 

rictions. 
I modifieaaioMc am amvktive. Thus, 

if a rmgw@wmcwrbvys RCN, he gcru, it for onepdnt per level 
up to 60 4doqM oolt, bought for haif coat) and two PQintPser 
level 40. A European intelligmee analyst b- 
W G ( m  R.~I W, wint ger  level up ts 60 (half of hdf 
and 1h point per level past 50% 

After a character has selected the skills he desires, he shwkl 
deZemb,hab,(smW numbers. Basshit rumbere me u m d  in 
fwe combat as d.Dsrmlae the cha,noss of hi- fAw tar-. 

quire8 ths calculstion of three base hit numbem,-oJ). emctbfw 
d o m , ~ ~ , k k n q  range. To cdculate the base hit number 
at- the appmpiQsedciU by 0.8; for medium 
range, RIsrltiplv tsldskii by 42.3; fer long range multiply by 0.1. 
Round all fractions down. 

Far wmpk Gmmn hss a rkiM level of CRM77. tliclbtme Kit 

EWbOf fiyo skills kit&, L ~ & l # ~ ~ i  

rmgwwouhf be (77 xO.0=46.21.4&at 
423.1) 23, and at kmgrange (77 x 0.1 = 

out foragi&uxwt forals, C WOI 
~ t3 f t tndLAV-r26 's t ra rwmwwron . m s t a r y o f m y ~ . ~  
%Mn@Ektm~ dbUr'mY& Hu@#w&stweant h n h g  u& ths 
LAV-25 and- a.h@karov rts mlr W. Beetsrae 

bokhg8 s O C ~ h o W l 3 m b i M f %  -* 

&d of- On,&@ V-25 MyW8y8 SO d 
stood ulp. &wtdkW, &bbi Lee got beck to camp attd I guess 
shew.an8tlw@mb@@ * bwrblebeceuseit'stheontytimel'veew 

Mm@mhhMtack bt me. movd. hb&krrrki&ud 
M. She W a d h h  in the Huto. She k k k s d h  aehm#ssS 
broke hirnedr, Titi8 #do not beJieve she kpamsd eoonhunthg 
with her ht%em. 

Body combat damage determines the amount of damage a 
cluwctw wilt inflict on an opponent if he hits him during M y  
combat. Bady CQmbet &mega is dea.rmhrad by ddhg.tb 
character's STR and STA, multiplying by his body combat skill, 
and dividing by 200, rounding frcrationa dawn. The result is the 
number of hit poiasthe oharactsr will inflict (plus a roll of tD6 
Per attadt). 

s ~ d n  She her M-1.6, But h r;hb 

Ex-: &&bi&m.hes a sWeng€h of 1 2, a stature of 7, end, 
a kwp/ ea&bat$Cw.M of 75.12 plus 7 are 19, tknes 7fieQlsJs 
1,425. 1,425 divided by 200 equals 7.125. Therefwe, Bowi 
Lee will inflict 7 plus 1 D6 hit points per body c- w, 
EQulpMENT 

R&ht 1c.i.re rt tb rad at Kadrisz3wsgotp~etty hot and we 
endadup hwisrg bp make a rw) for it amxs about 200 meters 

even the Hvm-Vw didn't take much d8mge. Bur the 
of fwswept ~ ~ n d .  W8 w8 m a ¶  it, sOm8~OW8 end 

strivsyr-tho $&kK4d?h+.rk8 lAV-2bgot SH 



buy cK(uipment separately, or may pod thrk 
relburces to buy equipment. Note that motorcycles do not ap. 
&r on the vehicle t a b  and thus cannot be obtained with a 
w b k l e  dm rdl. They may, however, be bought. 

Soldiers eccumulae gmf, p u t i c u ~  0 ang-, To determine a character's equipment purchase cdkwwnce in 

Eight h o w  later he's beck Wiw fffeCen feet of copper tubing 
and an almost-new truok batwry @th-tbrpfull charge on it as a 
bonus. I don't know how ha docn ih 

i 
ing a situation as this om. 
a set of fatigues, comlwt 
weapon. The personal weapon d e w  on the character's ar- 
my, and should be selected from the personal weapons list. 
Thus, a Czech character could choose any of the personal 

Wad unda Ckm4 parscmel weapons. Each officer also 
a pistol in additlq to his personal weapon. Note that 

an American o#jcer may c;hoose &tmr a 9mm Parabellurn or 
a 45 automatic. 

vehw table. Only a party of two or more characters w 
vshiclss. Each grWpaf characters receives one D6 die 
vehicles for every two Fharacters in the group (rounding frac- 
$jonr up). PhySrimey wmbine their dice into 2D6 or 3D6 rolls 
if desired (but not 4D6 or more); many of the more desirable 
vehicles 8re only obtainable with rolls greater than six. 

For example, a party of seven characters would have four D6 

Vehicks Neat, &odd calt for vehicks, 

rolls for vehicles. The 
rolls of 206,' onb roll 

hem as four rolls of 1 D6, two 

ddlsrs, muitiply hibmonth in cornbaby 5 O O i f e n l i o r  lo00 
if an offibrr. 

All items of equipment are l i e d  on the price list, along with 
ttr)lr rarities and prices. They are described in greater detail on 

Since the characters start the game on the run, no equ 
mry be bought which cannot be carried in the char 

carry an extra 10% of vehicle 
f the vehicle. All equipment 

l bw  the eharact6f to purchase Hlr 
but join the group only w&h W 

~ ~ ~ ~ ~ ~ 8 ~ , a n d ~ t ~ b y t ~ g ~ p ~  
thet amhe CM conetians a anell rdvbrrtwr, itself. Naturally, dll, 
cache should not be too close to wherethenew chmacter Wiar 



. 

The main use of skills and attributes io in determining the sue 
failure of actions the characters attempt. M o n s  

ng on the me of skills and attributes are dlsd tusks. 
e tasks are obviously impossible, suoh as buitding a new 

fromllcretch. Other tasks, such as filting a gaslank 
le that it is w m Q d  any chenacdsr 
ssfuly. In between thernr two ex- 

e a multitude of tasks which the refares will 
Som tasks used repeatedly during 
or firing a rifle) are covered m detail 

n determbdng the wccess of a character's attempt to  
ut a task, the referee should adc himself two questions: 
fficult is the task, and what skills or attributes are im- 

Each task is a percentage roll against the character's relevant 

montage Rolls Using AtMbuuI: To convert an sttribute to 
number suitable for a percentage roll, it should first be 

While there are numerous shades of difficulty in 
or game purposes all tasks are broken down into three 

ries: difficult (DIF), average (AVG), and easy (ESY). For 
e, a mechanic needs to repair a villager's tractor. The 
first decides roughly what the vehicle's problem is (not 

s both players and referee visualize 
the situation) and then decides if repair is difficult, average, or 
easy. If the engine needs a short length of win, cut and fitted 
into place. the mechanic's job is easy. If it needs (I hole in a metal 
tube soldered, the task would be average. If the engine needs 
a new timing gear filed from a piece of sheet metal, the task 

ers am up to the referee to determine. 

portant to the task? 

e above example, the referee ma 

be?maVerr(p task, but reps 
impossible (which rnm lead 

skitl or sttnbum is important to 
above example, the mechanic's 
am## OM), For e a a  ;of descrwion, in the rem6krdst ef th 
dosmidlls rrrd eibcrtes are cotfeotively cslted a s a s  

NhwMuwz 'Ihe cttame of success in a task m corn 
describedby sts daw and the asset used. The many 
described in thsre ruler are expressed in an abbreviated 
as d#icuIty:asset. For example, ESY:SWM refers to an 
task using swimming skill as an asset. 

Success: Once difficulty and the relevant asset 
have been determined, the task is resolved as a percentage roll 
against the character's asset. If the task is AVG, roll against 
the asset itself. If the task is ESY, multiply the asset by two; 
if it is DIF, divide the asset by two, rounding fractions down. 

Thus, returning to the mechanic in the example above, if he 
had a MEC skill level of 40, he would have a 20% chance of 
succeeding at a difficult task, a 40% chance at an average task, 
and an 80% chance at an easy task. 

For another example, suppose a character wants to break 
down a door. The referee decides this is DIFSTR. The character 
has STRl3; multiplying by 5 gives 65; dividing this by two gives 
the character a 32% chance of success. 

JHon R u b s :  The chapter entitled Skills and Arrribures: Part 
Two in the referee's manual goes into greater detail and explains 
a number of specific tasks. 





firebreaks. While a man can walk through virgin forest, it is 
impractical means of travel for vehicles and for a party of men 
for any distance. Thus, all travel through wooded areas is as- 
sumed to be along only paths and roads and through clearings 
whenever possible. Movement on foot or by animals through 
woods is at the full movement rate. Vehicles travel through 
woods at half their off-road movement rate unless following a 
particularly welbtraveled old dirt road, in which case they move 
at their full off-road movement rate. Bicycles may not be rid- 

movement is red 
rf 'so, determine ent rate for woods first and then 

Open: Open terrain is generdly flat or gently rolling grasslands, 
and for the most part consists of former cultivated lands which 
have reverted to the wild but are not yet wooded. Open terrain 
also includes cultivated ground in the area of settlements:AH 
movement through open terrain is at the' full off-road movement 

, rate. 

mtnm I= 

p.rw 12 

5. 
am explained below. 

istance if burdened. They 

Animals: Horses and oxen should not be made tosravel more 
than two periods per day; mb Bhoutdaot be made to travel 

a home's travel distance is mukiilid by 2, andr mule's by 1.5. 
However, this a b  incrwlaes tt461 Imknel's chmx of going Isme. 

An animd may be burdened,toatrying up to twice its id):  
unlike a man, its travel dist(H1c4 i6 not roducsd. but ktrdenk.la 
inwms08 the anirmd'e chsnoe of @n@lame. Aburdened animal 
m y  not be force-marched. 

Animals pulling wagons or carts msy not be forcemarched 
or burdened, but may be forced to travel more than their usual 
number of periods. 

Bicyck.: A bicycle has no load of its own; a character riding 
a bicycle can carry his personal load. He tr& at haif speed 
if encumbered. If unable to ride (seeTomah WWV) a character 
may walk his bicycle at his off-road watking speed; its weight 
does not count against his load limit. 

Thewwe fiwr general types of activity that a character can 
u m  in a foM.3Knw period: sleep, rest, hard work, and easy 
work. 

Sleep: No other activity is possible while sleeping. Each 
character must have one period of sleep per day or two periods 
of 6leep kf he has performed threa DT more periods ot hspd work. 
For every deep period deficiency, the 
of fatigue. A fmt$ued character w i l  
for every period spent in sleep. 

&s le&. A chaactar r id i i  in a vehicle and not sewing m a  drhrer 
or dookout e m  rest. While re8t does not cwnt  toward a 
c h a r m s  rlesp requimmnt, a fatigued character reewers one 
level of fatigue for esch period spent resting. 

)brd Wedtxktard work const-ihrtes tasks which are extreme- 
-rlN AND TRAVEL ly fatigubg."r)rew are marching, riding an animal or bicycle, driv- 

Travel on a good road is largely umpfectS84w the terrain ing a whicb~t~ss-country, fighting, and actual physical labor 
h which the road passes, but d 8  are becoming (hludiqj, but not limited to, farming, building b c i i  and . Furthermore, the roads am still fairly well settled, and buildings, dissirpa dkches or entrenchmema, csnying.otrr ma- 
infested with miliary patrols and convoys. Most jor repairs on heavy machinery, etc.). Some referee discretion 

characters will spend much of their time on back roads and is raquhed wh.n which tasks corwtltut. hard work. 
traveling cross-country. When travel on a good road is practical, Changing a fhtke, for example, is not particularly heavy labor; 
however, it is done at the road movement rate. k poor mad (one changing an axle is. A few minutes of hard work in a period do 

a coed crew in three or four y e a d  aUows tmfd atthe fun cross- ty. with one exeepltion: m y  combat whatsoever in a period, 
country rate for vehicles regardless of.brmin. however brief, makes it a period of hard work. 

Aside from roads, there are four main Sypm of terrain en- Ar~.kesBy'faiiwd character may dl do hard -,.but mf- 
countered in the countryside: woods, swamp, M s ,  and open fen, one edd ina t  ievd of fatigue per period of hard work, 

regardless of how msay periods are apent sleeping. 
waodr: Woods'ace forested areas of Conridarahle extent. Eosy worlr: Hunting and foraging, routine maintenance, guard 

uty, setting up and tearing down camp, preparing meals, driv- 
g a vehicle on a road, and simple first aid are all examples of 

Rest: Rest  k a poorsubstitute for steep, 

which is br6aking up, parlially wastmd out, 01 ]wt hasn't seen not make it a period of hard work; it takes a substantial &anti- I 

Most wooded areas in Europe have frequent d.srings and o 
areas and are crossed by numerous dirt mads, patha, 
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. Easy work neither increases nor decreaseis the 

cts ef F.tigm: A character's effective STR, AGL, CON, 
T are reduced by one for each level of fatigue. If any at- 

dbute is reduced to zero, the character becomes unconscious 
and will sleep for one complete pe ngtheatribUt8 
b c k  to 1). 

re not recalculated 
based on altered attributes. Instead, these are awcted direct- 
ly. All base hit numbers are reduced by three at close range, 

character's fatigue level. 

nl ~ -I i 

Derived values (such as b 

, 
two at medium range, and one at long range per level of fatigue 
Load and throw range are reduced by two per level of fatigue 
Body combat damage is reduced by one per level of fatigue. All 
skills are reduced by five per level of fatigue. 

Example: Monk and Carson are moving overland on a several 
day march. They are carrying plenty of food with them, so they 
don't have to spend time foraging. Their routine is: 

Midnight to 8:OO AM: Monk sleeps, Carson stands guard. 
8:OO AM to 4:OO PM: Both march. 
4:OO PM to Midnight: Carson sleeps, Monk stands guard. 
Both Monk and Carson have two periods of hard work (march 

ing), two periods of sleep, and two periods of easy work (stand+- 

morning, they decide not to march that da 
some rest. Both spend the day in routine 

or fighting-and o 
fatigued (also thre 
sleep). 

800 AM Monk sleeps. When he wakes up, he has met his re- 
quhmmt for two sleep periods. Carson, however, still has a 
fatigue kvd of tBm. At end of the day's march C a m ' s  
fatigue &id has rb€m to thrar;aifwo mcerfatigued he suffer0 
an additional fatiaw Iwd per period of hard work. That night 

They decide to-stick to thsir rckedule and from Midnight* I 
ciencies except in instances where fatigue 
clearly become important to a group's act 
group ib.moving fairly leisurely with plenty o 
on sleep and rest, an interrupted night's sleep period is 
great eoncern, and should not be allowed to slow up the 

he goes to bed and sleeps for two periods. When Monk wakes 
him up at midnight he ba6 p M @ u e  b d  of one, heulng 

by causing a fkrr 
of either the refer 

k a  

,-8 - C * * ;  
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This chapter is concemedwitk*dmptoday redities of the 
characters’ lives. E m  while they c#rrrlswing adventwes, 
must still eat, find fuel for their vehtdrrs, a d  aRe,.wre of W r  
vehicles snd anlmds. 

FOOD REQtllREilyIENTS 

Each character must eat st k.M 3 kilo#mma of food every 
day to remain healthy. W of#& must k damd hr tho wild. 
“Chn’lilscI“ food-donrslltlcrt.d mime&, cutttvated f?mhr and 
vegetableb,csnnedor~jb)od,(6bc.-..6ountsa$1.6tkn#, 
its weight. Thus a man could wwim on 2 Wbgrams of such 
food a day. Specially fortified and pre-peckseed military rations 
count double, and a character could survive on 1.5 kilograms 
of these a day. The most common form of such rations is the 
MRE (Meal, Ready to Eat), although over the years they have 
become rare and are highly prized for their light weight, ease 
of preparation (they are pre-cooked), and generally good flavor. 

Elf.ctr of stmrrtkn: If a character eats less than his daily 
requirement, but at least half the requirement, he suffers one 
level of fatigue. This fatigue remains (but gets no worse) until 
he eats his full requirement for as many days as he was under- 
fed (or 10 days at most). A character gains one level of fatigue 
for each day in which he eats less than haJf the requirement, 
until his STR, AGL, CON, and AGL are all reduced to 1; they 
do not fall below 1. One level of fatigue is recovered for each 
consecutive day of full rations. 

Eventually, a character on less than half rations will starve. 
This takes about a month of no food or several months of half 
rations. 

FoRAQlNG 
Characters may find food in the wild by foraging. It takes one 

four-hour period totforage a 1 kilometer square area. An area 
may be foraged only once per month. For simplicity’s sake, it. 
is best to consider an area foraged out after one forage attempt. 

I 

CIw one sforaging perty m y  forage 8~ area. Tke rxldqwd. 
m i m $ h a -  party reduces thetime it takes tefoFasa 
mame brrt&oesmmraff.ct the quadty of food fwnd. If two 
people forage mare@, for example, -%can search it in half 
a period. (Aqmfty t z a n h k  up into sewdsm8Werfor~ par- 
ties, provided they spread out and forage different areas.) Forag- 
ing is a bark tAWG:FQR) performed by the charaor%r in the par- 
ty with the highest FORL Failure meam that no food is found. 

Ths Waging table liae the amount of food, in kilograms, found 
by a ~ c ~ f o r 8 $ a  atempt in each of the four seasons and 
in ea&& the -@=terrain typss. If the charrcter echiwee 
oeWtmdihg ulecess (see the referee’s manual), d o u b b h  
aminjnt of foad -fwnd. 

pwd.: play.rs do mt forage, per se, in fields, and no die roll 
is necessary. In the winter and spring, there is no food to be 
found in fields. In the summer and fall, there will generally be 
standing crops and characters can gather virtually as much food 
as they can carry. In one period, this will generally amount to 
200 kilograms per man, and counts as hard work. An additional 
period is required to separate the edible parts of the crop from 
the chaff. This will yield a total of 50 kilograms of edible food 
in the summer or 100 kilograms of edible food in the fall. If in 
a hurry, the separation of edible food from chaff can be delayed 
until later, but the full 200 kilograms of weight must be carried 
until that time. Alternatively, a period can be divided into two 
hours of harvesting and two hours of separation, resulting in 
25 kilograms of edible food in the summer and 50 kilograms 
of edible food in the fall. 

In both cases, the resulting food is considered “wild”, and 
thus only counts as 1 kilogram of nutrition per kilogram of 4ulk. 

FISHING 
Fish can be caught from any open water: a swamp, stream, 

river, pond, lake, or ocean. Fishing is a task (AVG:FSH) requir- 
ing line and hooks, a net, or a fish trap. Fishing without ade- 
quate equipment is DIF:FSH. If the task succeeds, a character 
can catch fish in one period equal to the amount given on the 
foraging table (expressed in kilograms of edible meat). Double 



the total for outstanding succge@. 
These totals are for line fMdne from 

punrkr of kilograms Q 

however. the referee will 

s which are listed as burning all typ 

@ices. The list and the alcohol output chart give the two valu 
qpntrolling distillation: kilograms of vegetable matter required 
md l i t e r w u e l  produced per day. These figures are the Sam+ 
wheth8rthe still is to be used to produce ethanol or methanolp. 
-*tilling alcohol takes three days from start to finish. The first 
&y is spent gathering material for the still, pulverizing it, an4 

.a "mash". For the next 2e 
stant low heat. It is during 
ther chemical processes# 

day the mash is distilled to separate 
e mash. While the still 
step and while gatherin 

n move while the mash is 

secret relief of 

arried in supply vehicles or s 

entry also states 
to bum. AU veh 

fuel the vehicle can be modified 
hould be set up to burn either 

ant maintenance to keep it zunn 
and these are not the bes 
ivilian cars on good roads 
re punishment a military v 

as mundane as a cargo truck. In th 
good mechanic is worth his weigh@ 



might not be available then';& gdt'them now it3 his philbsophy.) 
Routkn I#rkrsmanab: Therewe very few'vehicles left which 

are in-.-. Mast have been repeatedly repaired and 
cebuilt, sometimes witti home-made parts, and are generally 
WOWI oot. E-. vehicle has 2) base d n t m a n c e  nuWr. This 
is the number of hours per wWtthat should 6 spent in routine 
pnswmtive rnainWrmce to kssp it &I good workhe shape, 
wkuming it is in mint condin. The &mal time spent iri 
fNUWmmoi8 upto th pbfots, bdt shordd be i m  by 
the rstua%ooiWWon of tlHs Wick: 

v.N#,- - v v c f a n s M l ~ ~ s ~ d u r -  
ing tha game, including during chal.lrctet generation, tbersfbree 
cwlltd- * l t i~  wear SSMdttlen by rol&rg-l D10. Th6 higher 
tb Wem Oondit-m, the mor8 w m  tlm wt4kle. Whenever 
checwmain apositPontobuyor&swehktte;its&svslue 
is dote- by dividing its bara-piiw-by ita wear number. 
nub, dl v&Wi~ whldp would norma#v Gbrt ~90,oOO but had 
a woof mlue of 8 would d y  486 worth 82,500. 

Bnrlrdowm: Each veh9cle tms-tlre p&nriti€il to t)N& down 
(rich timeft spends a pdod in dltWm(wdmsnl: pw combat. The 
eterdenulge chance of a b8kdom-is  6qwtto the vehii 
ab's wear number. 

suffemd a swiowr malfunction. Avoiding an achlal breakdown 
is a tmk tAVG:MEC) performed by the charactsr who did the 
Lsa tWnWuwm on the vehicle. Ifthevshldo has not bsen Fiwin- 
tained its required amount in the last week, &e potential 
breakdown automaticakly results in an actual Crea&dewn. 

If a potential breakdown does not result in an actual 
breakdown, the characters may o6~timm moving. 

The occurrence of a potentkt breakd6wn' b mbvtobs to the 
characters, and the referee s h d d  t d t  ths players that ttmy bear 
0minoW.gfindii nohesintheanefiw, 888 smoka krtheah&J6t, 
ac. 

O n o s s p o t e m t d M & w ~ k ~ ~ C F l d * @ W Q ( l b e ~ a d -  
ditkruf automatic patMiaJ txudcdewn w . p c # s o d  trawled 
thereafter until the Wicla.raeeivss ith mquimd wsdrly 
msimsnmce. k ~ l d k y i b n c w t W r l ~ ~ ~ ~ S ~ ~ . w I E C )  
performed by any iihwaaw d u ~ j w m d t t m t  . S h M t h a b .  

The severity of breakdowns and hW to repair them are 
covered in the refelw'o mbnusr. 

P r w o l u b - * s - m  ' e msimsnanee can 
reduos tlw risk of a potentlstbrrclk6own. if 1 msshs#ti spsnds 
twke as much tkne inmshrllen#rmon # wWete m%@&ed, 
he reduces its potenrial breakdown *ak by 1%. Thus e v M d e  
with a wear value of 4 would only b w  a a% Mk cf a potentisl 
breakdown per period. Spending three required 
maintenance time reduces the risk by imes the 
maintenance reduces risk by 3%, etc. Howsvet, %ha risk~of a 
potential breakdown may mwe~.be reduosd" Bbtbw 1 %. 

Ifwonsing W.m: After a v e W  h s c ' w M b d W ~  actual 
breakdowns its w a r  valuc, is timeam$ by 1. A vehkie w h  a 
wear value of 10 which suffers it8 tenth breakdown atthawatue 
io no longer repairable and is gad only for sahraging parrs. 

mechanics they may wish to keep separate trMk of ths-wear 
value of the conyKMcHlts of a vBMck. T)rat-b, a Vehicle which 

wom out engine. but a sound suspendon; Inthisvase the mth 
ewhmbmbkihwnatweervshrsten wouW~thrrc#bc.acters 
newt3 ta,find a new ongine, not a whaicmew v6hic16. This rule 
is not suggmed for beginning we; players- the reterwhwe 

Once plsybrs an& the refwoe are vety fsmflkw with the 

SUff&SrepeMed@flgh h w W M  Wouldsftd U p w B  Very 

AlUMllALMM&E"CE 
Animds, iwab vdhides, require "maintenance" if they are to 

pe*m DroFsdtp/. 

aH day grazing to  
dees not receive 

all the food it needs and is not required to do any work, it 
receives a hunger level decrease of 1. 

Care: Maintenance is a task (ESY:EO) and takes 20 minutes 
per animal Mtdr'FQtr work is completed &&h day. Faiture to  con- 
duct mi 
SMfeP a 
week. ORb'anIPIHhaI is not really hungry, but the effects and 
remedies of inadequate care are the same as for hunger. For 
simpticity they are treated as the same.) 

a 1% chsncd ot-m &e. This is increased by 5% for each 
of tb fo&n@fhg: b(lch hunger tevbl, fsrced march, being bw- 
ekmed; and each perrod traveled thdf $(R/ in bddition to the nor- 
mal allowed number. 

ance (or a failed r&) causes bvs 
incresse of 1, but not more *an en 

Wng Lmnw Each period in which an animal travels, 

n half of the number required to go 
broken a leg or collapsed from ex- 

case must be put out of its misery. 
no toad at a# has no chance of going lame. 

RWvery: Anmimsi can reeover from going lame. In order 
to recover, it must not carry any load and may nOr be force- 
marched (atth6ugfi it can move at the normal travel speed). It 
musp mwive it&-frrlf-care and be well-fed. tf so, it will recover 
in two weeks automatically. There is a chance it will recover 
in one wtmt WtKe character caring for the animal does his job 
well (AVE:EQ). ff any of the above requiremenhi for i i) 
is not met,-thzE r m a l  is permanently lame 
usb (except faad br sate to the gullible). 

'. t 
ICI 
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Combat: Part 'One 
The world of Twilight: 2000 is a dangerous place, with the 

threat of violence always just around the comer. It won't always 
be possible for characters to talk their way out of a difficult situa- 
tion (sometimes they may not even be given a chance to try11 
and so a resort to combat is often the only means of surviving. 

The general heading of combat includes attacks against peo- 
ple, animals, and vehicles using firearms, melee weapons (such 

bare fists, grenades, even rocks. Regardleae of ohe 
k made or the type or target, the results of an at- 
ys be determined by answering three questions: 

1. Did you hit the target? 
2. If so, where did you hit it? 
3. How much damage did you do? 
To resolve a combatattack, players and referee roll dice to  

determine the answers af eech of the above questions. Specific 
rules vary and there are many complioations, but the three main 
steps are always there. 

This chapter covers everything reking to the first two ques- 
tions and to the third question except far the complicated que% 
tion of damage to vehicles. That and others of the more c o n  
plex combat-related rules, such as those covering explosions 
and chemical rounds, are containsd in the referee's manual. 

THE COMBAT TURN 
Each combat turn is thirty seconds long and is divided into 

six 5-second combat rounds. One action can be performed by 
each player in each combat round. Each action takes only one 
combat round to complete. 

Many combats can be ruolved using the combat turn instead 
of resolving each combat round in order. Each player should tell 
the referee what he is dt3ing during the turn; then the referee 
resolves the fire of hostile NP(=s while Wlling the players what 
they see and and when to resolve t h s w  own fie. 

4 

resolved in whatever detail 
the situation ww8r&8. In m8ny aw#s, no mcp-dbneodwk 
long range sniping betw 
&hers, the nfereo can d 
and positions on a piece 
the referee em mdra 6-IT~!B~ 
characters and vehicles can 
en plastic overlays, c0untwm.a ddrtun #&ares. Any male 
may be used; movement rates 
in meters. 

Combat movement ratrri:kr- 
given on tha combat mo- taWe; 

Peopk: lbtakmay move @few d i  rates: crawl 42 
meters), w a U c c ( 8 m a t e n ) , s t i o i S 1 6 ~ n r r ( 3 6 ~ t .  
A charactor who is burdened tra~db &If W fM. Tha&B tLut 
affect chanoten' ability to fire #ndt srm$rr shown QR the 
weapons chart. Characters who are crawling are ~~. 

Anirndr: M m S l s  hrvs rhr#i~~;r#rr;mllctrat,arrun 
(some animals do not run). Horswmd mImlm8- be.F.iddkctin 
combat. Anwwremsv ride a w.lbirre adm&&dmd%dkfs$gbt- - 

safe speed on a tux- equal t a 1 L o * f E Q f s k V a r p .  
Riding at the safe speed is automatic. A chmaeSm 
greater than the safe wed, to 40 m e t r r ; ~  

gallop) at the risk of falling off. Avoiding a..fJl;k 
DIF:AGL, rolled once per turn. A fall results kd43-5hiUwith 
location rolled on.the da 

road. hdmmctm @an att6mptto go up to tHHos 
(AVG:AGL). Failure re8ultsk fsllhrg olff; no dmmqpmut~4f 
the character is enwmbend he *awe& 8t Wsp8d 
not go faster than that. 

road. A vehicbmay trave 
(see below). ' 



municatk~: Often players will wish to discuss their plans 
ing combat. The referee should be careful to keep these 

per turn. radios. Also, it takes time to talk, particularly on the radio. Thus, 

in place. Once per turn, the driver may attempt to get it moving 
again (DIF:TVD or DIF:WVD); this occupies his time for the en- 
tire turn. A mishap on a motorcycle means that the rider has 
fallen off; the motorcycle and (probably) the rider are undam- 
aged; he can get back on and continue. 

If a catastrophic failure happens (see the referee's manual), 
a serious mishap happens. Serious mishaps include breaking an 
axle, throwing a track, rolling the vehicle, or in some other way 
putting it out of commission until major repairs are undertaken. 
The referee should determine the exact nature of the mishap 

a collision. A light vehicle is easy to overturn, a tank almost im- 
possible. Passenger injuries are also up to the referee. 

difficult actions at the same time (except for simple message 
like "look out behind youl"). Two players in the same foxhol 
could probably converse fairly easily while reloading; two pl 
running across a field firing submachineguns could not. 

UNDER 
A character's coolness un 

to hesitation and panic. 
Hedtation: Not everyon 

the best, and this is taken i 

tion actions as his coolness under fire rating divided by 2, r 
ding fractions up. He may conduct these at the beginning, 
dle, or end of the turn or spread the 

odu'action in each combat ro 
. Actions are chosen at the be 

oheracteir is d d q .  Theradwkbtssn mNbabdsimuma- RepefWm~ A chmi&brisnot 

whkh &E36 memWkWsg. He can crawl twb meters per ttrund, 

Rdo& It generally tdces one combst bawd to chm 8 

R.cov.r 8- The empty cartridge caoo frum fMng 
are valuaWe and can be wed in trade. A'- &a rp.nd 
one round to recover all the brasafm#aodf@emrg.tkwdir8cdy 
after reloading. If this le not done, ths brrarfsWI 0rstheQlOuhd 
and totar takes several rnhutes twgrtha up,\if it ~ u 1  bbrJound 
at all. Characters f i g  5.7 Cls arme& mortar8 have M n g  

Since he hm mado the decisii in advanc 
cfanl,hewww , h ir &e to crawl six tknes 
twn. He k ttwr abte to crawl the length of 
codat Wm8 lirssbld of six. 

As a second example, a player narmatly must take two hesita- 
tions a turn but wants to give covering fire for another player. 
He decides in advance that h the turn he will fire each combat 
rowld. In thfs owo, he is not required to hesitate. HovWd, if 

nat rebW Mb %%mapon WEthOut horirating, as reloading is a dif- 

o m  impossible befote the turn is 
the ebibvs exampW, the character 

when w e  does his vehicle dolrr not movew ;7* nwpw 8u$F. 
come in two ways. First, another character in the vehicle may 
give him a dear de.tination; he wki m, for example, "Get 
ovor tuhind tha? barn.': WhJk tke driver is moving toward the 

Gawk 2 meters. 
W a k  8 meters. 
1- 15 meters. 
Run: 30 meters. 
00 Prone: A crawli 

rring,rrr .ng.Bifte in bady or m o b  
Bk..V.kiEkOtWckrrAnLnri: 

off road) must be specified. 
HalUtm: Thiu a d e n  involves &#lag nothing. A cheactw is 

fomsd to take a &win numbof at h&tatbn actions in each 
else, but as long w he continues to give knnntaions, the drlver 
hesitates only when the character giving him orders does. 

Regardless of these two conditions, if the driver panics (see 



below) he suffers the ma 

a cOmbat round (trMec &hw 01: @wal to his 
down. (Q-ere..arq~wws m h  knocrked d g w ~ m w p  lam 

Knockdown: Whenever a character suffers hff 

prow, 01 even eWpg h-+ y 
represents the shods gf k@tg 

unexpected direction or a S 4 e f W h r h e  e 
the referee‘s manual) 
he will panic. ?Me io 

If the resutt is equal to or less then his coolness rating, he panics, 
and must immediately hesitate for kmnnhsr of rounds equal to 

he has already used 
his hesitations have 
he returns to normal 

the second heai 

until all his hesitations have been used. 

for panic, above. If he fails the roll, he rn 
out of the vehkle, seeking cover within 
out musttake all his hesitations. When hi 

B character is put out of sctioc~ 
he~nota tsck in tha t roundn 

I 



paw 20 

caused 8 points of damage, but G8th.rdwas wearing an armor 
class 4 flak jacket, 06rhard would onllr suffer 4 hits, while 
Monk's right ~ m w r o c r s d  suffer 2 hits. 

Onpp10n0: G r s p p l i  is a task (AVO;kOL+. It is somewhat 
simpler than 8 strike to resolve. Blocking Is not po~sible; there 
is no hit location; and armor has no effect. 

While grappling "damage" is cal 
for a strike the results of the attack 
Thay are not damage, but rather amimure of the extent to 
which one eharacter has physically COMtdled another (with a 
hammer lock, pinning him to the ground, Once a olrclnrcter 
has inflicted controlling hits on another character eqrtal to or 
in excsss of that character's STR, the target character is total- 

not move; the ControUing character msy not move without 
retessing control (all c o n t t d l i  htst3hppearL U&that time, 
however, the charam& m y  mempt to  esetq~ or grapple with 
the originst attaclcing charscter. If both charactem arapple, the 

l y ~ a n d c e s s # ~ i . f h e c a r t t o l l e d c h a f ~ m e y  

first one to achieve hits @qual to h 
trob the other. 

Escape: An escape attempt is r 
way as a grapple; hOwww8 if the emnyrt is-ruoccmsfd, hits 
are removed from the acctlmuluWd tcyMl which the other player 
has idready built up. 

Dhrhg#om: A dhi&qj Mow is l i ~  
at t)le.nemy and knock him dbwn. B 
ennor has no effect. 

from behind) the attack always hits. If he is not 
may avoid the attack (AVG:AGL). If the blow is 
attacker I8 ;hocked down. If th8. a'ttack is not wddsd, it 
autornaticatiy hits. 

Effwfs; If a diving blow hits, eithef the attacker or defender 
isknookeddownandsuffershtts. If 106+2xSTAoftheat- 
tacker is greater than STR + STA of the,def&nUer, the &fender 
is knocked down and suffers hits equal ta tha dffhkwm. Other- 
wise, the attacker is knocked down and 8uffen hits equal to 
the difference. If the defender is surprised, only his S T k k  used 
in the comparison. 

MELEE COMBAT 
Rengo: There are two genmral categwks 6f melee weapons: 

short and long range. Charsctew must be within two meters 
of each other (the same as for body ct8mbat at€acks) for short- 
range attacks, and three metenr for long-range attecctrr. If a 
character with a short-range weapon flncludtrrg body combat) 

bnot pabsible and 

Avoidance: If a c h a r m r  is surprised fan unbxpdeted attack 

A block is a task (DIF:MC); if successful, the attack misses. 
Hlt Locadon: Hit location is rolled on the hit location chert. 
Exceptions: The die roll for hit location is not made for a sur- 

prise attack; the attacker picks his target. The attacker may at- 
tempt to pick his target in any melee attack; this is a task 
(DIF:MC). If he hits, he chooses where he hits. Addition*, the 
referee should feel free to mandate certain hit locations if the 
situation warrants it. If an injured player crawls up to an enemy 
with a knife, he is unlike him anywhere but in the legs. 
Likewise, a character m on horseback and swinging a 
club is not going to hit the leg of a man on foot. 

Damage: Damage inflicted from a melee attack vsries with 
the weapon used. The melee weapons chart gives the number 
of dice rolled for damage for each weapon. 

Some melee weapons have the notation "+S". These 
weapons inflict damage equal to the indicated die roll plus the 

each melee combat attack, and suffers no damage 

RRECQMMT 
Fire combat may be conducted at considerably gkmw 

distances than either body combat or melee combat. Fire com- 
bat weapons tcnrdhsnd grenade4 are listed on the weapons 
chart. The weaponsi5hart gives a number of pieces of informa- 
tion for each weapon (or type of round, if the we- can fire 
more than one type): rate of fire, magazine size, ranget, thn&e, 
and awmut t ip l ie r  are explained in this chapter. Knockdown 
and b u m  rtm4We are explamed under Explosions in the referee's 
manual. Indbct fire range is explained under Indirect Fire, later 
in this c)wpter. There are two varieties of fire combat: direct 
fire and indirect fire. Both types share Certain k i c  coir&epts, 
ex-ned below. 

Hamah Umlm A single character can fire only one weapon 
at a tfmcr'(evan a tank gunner who has a cannon and a 
machlnegM in his turret). If a character has no applicable 
he cannot fire a weapon. 

encwmers a character with a long-nnge wcwpon, the sho 
range weapon may not attack in the first r o d  of conta 
(although a short-rsnge melee weapon may Mock). 

The ranges of melee weapons are givehsn the melee we- 
chart. 

Hit Fmaadum: A melee attad< is a tstk (AVG:MC). In the CM) 
of a surprise attack (unexpected attack from behind), no roll i 
made; the attack automatblly hits. 

Modifiers: Certain melee weapons add a modifier to the 
character's MC skill, also shown on thssmls6 weapon chart. 
This m o d i  is added to or subtracted frm the charimejt's skill; 
however, it may never reduce the character's skill below level 
10. 

Bkks:  If the target of a melee ma& is ako armed with a 
melee weapon and is making a melee attack that combat round, 
the opponent may attempt a block (in addhion to his attack). 



Reto of Rn: R.te of fire (abbreviated ROF) b tha number ef 
shopip weapon can fire in a single combat round. A weapon 
may fire any number of shots in a round from zero up to its full 
ROF. (A shot is usually a burst of three bulb* or rounds, 
although for some weapons it is only one round. Everything in 
these rules is described in terms of shgt,s, not bullets or rounds.) 
A vvaqpon may fire several times in a combat round, until it uses 
up'*% Kat@ of fire cr# until it has used up all the shots in its 
magazine. For ex-, if a weawn with a magazine of 5 shots 
and a ROF of 3 fired 3 shots in one round, it could,fire only 2 
shots in the nqgt round before exhausting its magarine. 

?SU-3@6 andh988: The ZSU-30-6 m o m  a &barreled gaU- 
ing gun. Its ROF of 5 applies tg each of the 6 be&&. The 
ZSU-30-6 can fire up to 6 shots at a single tqget while using 
up only one on its ROF (although it uses 6 shots of ammuni- 
tion), The M988 has a double-barreled gun which acts the same 
way, except that it fires up to 2 shots at a target. 

a 
and thew are noted on the weapons chart. If loading takes more 
than one round, a h ion in the Fiddle merely postpones the 
loading. Some we have a loader and a gunner; the gun- 
ner may sim the weapon whle the gunner loads it; he may a@o 
do anything else'not involving the weapon beiig loaded, in- 

: A character may gene 
new one in one round 

pistols use PST. All rifles, submachineguns, machineauk& 
crow&ows, and rifle grenades use CRM. Rocket launcheco and 
anti-tank missiles use HW. Lar(le-caliber guns, howitzek and 
the 82r&m mortar use LCG. Longbows use LB. Grenade launah- 

the base hit number is used. Each 
e Wlo.,b three base hit numbers: one each for 
(skill x 0.6). medium range (skill x 0.31, and lar\g 

the weapons chart. Medium rangqjs 
this. Long range is twicemedium range (four times close ran@. 

f~ @sight times close rang& 
os8 or medium ran- 
ume a qu icb*m 

most common type in a combat situation). A character may, 
if he wishes, i n q a d  take a carefully aimed shot. This involves 
spending one combat round aiming. The shot (which is fired in 
the next combat roryrd) is resolved with the character$@@@ 
hitmmber doubled, Many weapons are capable of firing more 
thqn.or@shgt per combat round. If a character spends a s q p  
bat round a m ,  .: ha q,$ill fire multiple shots in the next CQ@- 

e weapon's rate of fire, but only the first skot 
@hot.., 

b A mQor rifle m y  he fired at- - d y  
@m?d shot; the hit number isda!l#kd. 
- t  P i - k r u ~  ,eadJIo@M!E-and 
m8y fire atmc$fema range if firing an 

doubled. 

range hix number (including half the v@g&Wer 

. The entry m the 
n gives its rangef 

nd weapon may be fired drhb the 

weapon may no& firoc~ 

CRM rkill. Assault rifles are halved 

21 if firing an_gssaJt rifle or 42 i# 

_ "  - I .- 

it number is halved. 
s partially obscured (in brusk 
base hit number is halved. 

number is modified several timer 
than once, range finder bgnua, 



I 

" t  p 

For example, A hit number of 36 with a range finder bonus 
of + 15 gives a #t-- of So. If icdd is dkr_ublsd, h a w ,  
h e find hit is 12. 

c ihs  of rtrs chWWer's basa hit 
n u m k ,  atJ roWe of Om or higher miss the. , and stl rolls of 

FHng 88 ekl.la: H-arget is a draft a n i d  and rid& motor- 
ieycfe.wrd -, of bb+ele end rider, the firer must dntl6unce 
which he is firing at: rider of mount. fhe shbt iCrdled as 
butif itmbses its i n t e M  tacga, it hw,a*?b% chance 
the h& number if tha'is lower) of h#thrg ths-%th&. 
2 .. H# Loemion: tilt fewation is rdted Onthe thppropriMa hit loca- 
tion chart (biped, quadruped, or vehicle). 

t hlt W WifgBtG 

v!&& Hit loc&m~ lrnl upanhom one of eight 
Mc of .ths'WclU. -ftielm 

aspaaw erb Wont, rim front ~WQue, right dde, rlght rear 
oblique, rear, left rear oblique, left side, sn\f WR trom oblique, 
w&tmm in the diegram be10 

t extreme range it would 

their multipW at extreme range. 
Some wet@uns with a damage multiplier have their multiplier 

followed bv tiie tetter "C". These weapons inflict constant 
damage. That is, the amount of damage they infliGt 
decline with range. They will inflict 406 timed their 
multiplier at all ranges. 

Smm armor piercind ince 
r of x 5. At close r 
At medium range R 

ong range it would do 
damage. A t 0 m - e  it would do 106 x 5 h 
The high explosive (HE) round for the same gun 
multiplier of x 5C, and so does 4D6 x 5 hits of 
ranges. 

D&nqe to V h k k :  Damage to vehicles is considerably more 
complex than ddnnw to people or animals, and is covered in 
the referee's manual. 

Armor: Armor absorbs hits equal to its armor level from each 
fire combat attack. Thus, if a character was 
claw 8 Kevlar jacket and was hit in the ches 
ing 12 hits, he would only suffer 4 hits, the armor abso 
the remainder. wmque 1 Rear 

U.. 

Rear / 
n L  I? __ _ _  

/ \ 
Once the aspect is &termined, the referee rolls a 010 and 

consultstheco~ofthetaMecoveringttratcurpect.Thenthe 
vehicle's damage iocation chart is consuhsd, 88 explained in the 
referee's manual. 

Sometimes, a vehicle will be attacked from &ow. In this case 
the referee rolls 1 D6; on a 1 or2, the f& is On the front deck; 
on a 3 or 4 it is on the turret deck; on a 5 or 6 R i s  on therear 
deck. 

Motovcy& Hit L&: To determine hit location on B motor- 
cycle, roll 1 D10 and consult the motorcycle hit location table. 

Aimed Shots: A character conducting an aimed shot may, if 
he wishes, try to pick his hit location. If so, his base hit number 
is halved (although it is usually elso doubled for aiming), but any 
hits automatically hit the part of the body or vehicle aimed at. 
This pert must be one it would be possible to hit if the hit loca- 
tion W e  were used. A character firing an aimed shot with ti 
miper rtfle may atways choose a apedfic part of the bady to 
8im at, without halving his hit number. 

Each Amhe that a weapon does as much damage in 
hit as the armor can absorb, the armor has bee 
A player shouki make a note on his character 
time his armor is penetrated. After armor h 
ten times it is heavily brehched and is no 

Some rounds, due to a low velocity, poor penetrattng shape, 
or other factors, are less effective in penetrating armor. These 
weapons have an armor muttiplier listed with their fire statistics. 
This multiplier is applied to the armor value to determine the 
number of hits the armor will absorb. For 
has an armor mukipiler of x 4. If a character 
armor class 8 Kevlar jacket and was hit in the 
the jacket would absorb (8 x 4 t ) 32 hits Wore 
suffered any damage. 

Some rouhdrr are particularly good at penetrating armor, and 
these r d s  have an armor multiplier of x H. This indiqtes 
that the armor wkl only absorb half as many hits as its armor 
value befm b e i i i  penetrated. 

For example, the"4.7mm caseless round 
submachinegun hcar an armor multiplier 
character wtming an armor ctass 8 Kevlar jack&, the jacket 

inkcted from a fire attack varies with the 
e range. Small arms weapons have a base 
close range the weapon does four tlmes 

would only ab& 4 hits before being penetrated. 
Cower: Characters and vehicles may hide behind obstacles 8s 

proteaion *om fire. If the hit location rolled is covered by the 



t h e ~ . T h s r ~ e q u i V a l e n p C k w b  
of common types of cquer. For example, i f  e 
cover behind a tree, the f&mw first decides 
character's body are under cmmrd6# the charmer is rim a 
weapon, at least his head snd cigbt mm are Drab* e-. 
If someone ehoots .and bits him in ths chm, the fkrt 16 hits 
are absorbed by the tree. 

Helmets: If a character is wearing a helmet and is hip in the 
head, there is a 50% chance that tb-, hit the hSkRe0 i f  kit 
from the front, a 100% chance if hit from tlas mar, arid a 76% 
chance if h i  from the side. If th kbknet is hit, the Ww@r 
receives the benefii of the armor of his helmet. If not, he receives 
no benefit from the helmet. 

INDIRECT FIRE 
Indirect fire is ~ . Y h * . ~ W  em- 

not see, followi rsotioa*- @ken $0 him w 8 WTqWd 
uh8emorvuka ORnaoethetergep. Oalv ~~~~ 

fwe range (listed on the werpocre drcw;u m~ tw+ Wkmt fb. 
These are rifle grenadeq, grew& kun4hWs' howitzers, Elnd 
mortars, 

,thbfking 
character or gun crew must be in cornmunicetion 4uwJty by 
radio] with a character Wled e forward observer) who cm.0.e 
the target. Thetarget is a$Wharyposition; it a n  kakJldbPg, 
but it can't be a moving vehicle (although *,tan be the p k e  
wbro the forward observer believes tbe vehicle will be when 
the fire hits). Before fire begins, the forward observer must UJk 
to the firer for 0 combat rounds. After fie has begun, the for- 
Nard ot?server may w- $0 & in correct 
nore accurate. The same mstrictiona on 
:ions apply as with otheraemmunication; in perticdw, tbfi## 
may not fire his weapon during the convers#m. . 

HltFmCdum. Tbe bos hct nw@r for W#rocr#b i r M f  the 
IF of the firing charectw or h.lttha FO of tk. fmwd obsew, 
whichever is less, roundad @we#&$n; in8kWrfise with 

QUhg Fk.:An order fsw ind 

fired and a h r  avwy wrtwctb. Q3wthe rpU#wm$ds. ne-k- 
ther roll is neaessq. 

Dwbaion: If the round them&Br*tikmamm * % h e  
distMce Md diiwtion from the t8rw-sf tkrs Lnerox pint. s;b*t 

launcherr end nirrs m m u l p l g l y  thbIl.ult.by 5laWb)rs. 
the referee rolls 1 D l  0 for distance of -. fBf 

For morterr and howitzers multiply the result by 10 metem L-f 
the indirect fire weepon is f ir iw et grAater than blf ~.indinCt 
fire range, double the rqsult of 
1 D10 and consults ske rc#t@r 
tian of deviation. 

~ : # t h s S b t - t h i t , ~ & f W * o k r # v r e ~  
cellincowcams *&#tereeCh4xlmma% rddhU)% €0- oRr#e 
of ahit mdrubtraot 1 $rum thtg di. Mu for d m  0 8 4 e v W ~  
if the round mirees -fw wprQBt/On* w#d,-rabe ohe 
chance of a hit 
by four. A devi 
There must be 
tim Wfwe another commdm b 

d i r e  f i .  The maxhfm crhmcr Of # h&b 
grenades and hanbhsld Qrwtsde huitdmm, 

Aaeurcroy: There (/pRk tcL the aCCWaCY Of 

... i 

chance b 50%. In addttkn, the deviation distance rdl may never 
be reduced by more than 5; for rifle gren eld 
wenade Iwnchen,therdl may nsrvecbetsducedby mom than 3. 

-Shots: H a shot-, rubmquemtchotr, vrrillnon- 
tinue to ckviate around the target because of the mmckw&ldta 
d acccw80y. If admt does nos ht, Mlbsequent shot0 will deviate 
rcpound the initial imp- paint (net the mgd. tn both cases, 
;ths deviation distance roll io redwed by 5 (for most weapons) 
or 3 (fsr fifle g r e m b  and hecrdhdB grenrrde Inmchers). 

Por example, Wobd &as a Mk-19 yyenadehuncher and lf60. 
C;rrsQn&s F07B. Csrson ir on a hill crea observing enemy 
soldier0 coming up the hill. Wood is rn the other side of the hill. 
Camen rqhs  Wood and tdkqhh to fire. Wood fires one grenade 
with a MI96 ahence of hining. The refenre lolls a 46, indicating 
a miss. For deviation distance he rolk a 5; the grermde misses 
the term by 28 meters. He then roll t  ( ~ 2 ,  indlcrting that the 
gwndm goes long. He fires wlothrw; this time therr, is no rdl 
&a hit, and the grenade,deviatesfromths~ wbmttm.+kat 

ion dist.nco 0 a direction roll is unnecesm and the 
grenade Mb in the same place. 

a 3 for direction (long an 
radios another conedon 

from the-dbtwlcs 
5dMBwvdI j i r r :The 

u1 with no 4mMb f2ap8w&y.Lh ?hi*-, d y  .tho * d S  

#-skill batwd. The rubs sb<Lar.sppip a&mpt tkm*drcas k 110 
d d a y f o r c o r r ~ f i i ~ ~ # ~ e e # r y  

yls-P=iaw 



*--- 

I to the character’s 
r less; if the object 
is equal to the cha 

uld have an effecti The abjlity of a character to absorb damage 

ayer’s STR plus 1D6, r 
hrown objects have an 

f .of aet#notsr’s-.tlgbykdstakm biisksa’ 
hit capacity, the area is slightly injured and su 

sl#rrwgh**-ma 
bf digh* krjumd aHhs 

~ e r t h . a M f % h & & m g a  ainst his CON 

A*Y=mY *W 
If the.target does not 
for aH grenades after 

ficuky of the thraw; he 
for throwing a grenade ‘cliBap-Fh)uyw: A s d t h l  injury to 

~ . C ~ * * Z O ~ b O d y  

iekomlossofMd0d:Characters 
to a critical wound remain un- 

rifle grenades, grenade I 
die is rolled for disturee 

ANTI-TANK MlSSlLES 

twice %he firer‘s HW. The c h a r a m  must dm betore ftring, and the animal data ch 

ks not diwbkd for aiming.) AB antr-oaark mlsdb travel le00 
meters per cornbat round, andthmit iQ eay to detormtne CIOW 

hit by any &rr of attack, he wiU Mop a ~ ~ ~ & i b & b  will 
miss. t f  thet character is fo rad  to haskats w h b  the mWte is 

for (16vevatre6ilaUl: therlamage f 
it is necessary to deirsrmine the e 

against prone characters and enimatcr are cclumed a$ dhwbs. 
-Wound recowry i a s x p l a i  in the referee’s wmnd. 
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Gunal Derisrwm’ work 

playing games: change. The world of Twilight: 2000 is constant- 
ly changing and adjusting to the effects of the war. Most role- 
playing games are set in a basically stable environment; the 
players may not be familiar with it when the game starts and 
may have to explore and map it, but once known it remains as 
it is. In Twilight: 20o0, however, very few things will remain 
unchanged over the course of a campaign. A friendly village the 
players passed through two months earlier may be deserted 
ruins when they return. A well-equipped and disciplined military 
unit encountered at one point in the campaign may later again 
be encountered as a group of marauders, having murdered their 
officers and taken to plunder and pillage as a way of life. 
Peaceful areas before may later become infested with hostile 
troops. And gradually, over the months and perhaps years of 
the game, the products of an industrialized civilization will 
become more and more rare. Vehicles will wear out and become 

This manual contains 

The first sections cover rules the referee must know in addi- 
tion to the play rules. These rules include additional informa- 
tion on combat and tasks and cover encounters, skill improve- 
ment, and other topics. 

The chronological background details the course of the war 
which resulted in the state of the world as presented in Twilight: 
2000. While it is not possible to describe everything in detail, 

he referee has a good understanding of the background, he 
n a position to fill in details as necessary and keep his world 

The general description of the situation in Poland defines the 
ea in which the players‘ characters find themselves. Referees 

vincingly consistent. 





CatastrophicfeiktreshoukJnotk~w~.k\aam8tmsny Itconfers 
tasks there is no obvious effect of a wtmtrophk failure, and 
it should not be rolled for. A grabei.t who fails to find an iron 
deposit should not a b  break hh @. Ita mdpr purpo6e is to 

witclbility8 
a field. 
OEO: 

SPECMC TASKS 
are described in other rul 

4e used to Synthdm many useful 

ceuwhophi failure when mddng the# rursrclRces is truty -. Allany otherthkrgs of a h  vidsm nature can also 

CMP: JM6 *kill will have applkaion oaly uwy rarely. The on- 
ly computers around are a few advanced, hard-wired f i  con- 
trd unh, and understanding may hdp mpair. The ather use 

same family KMF). GrouDs and familkw me 
language list. 

like those o 
cam (ESYI; 
kKks MVG 

CVE: Thisskill isused t o ' c c n s t s r s e t ~ ,  mortlvbridgcwand 
buildings. Fsilure r e d s  in time and rrwtrcids overruns. 

vaultr and trigh-e8arrin/ 
par t i c tbe j  requkr tools and are always DIF. 

DIS: The main ingredients&-this drillare morgmasepaint and 
falee mwtaches, but acting skill and confidence. &B most com- 
mon use will be to impersonate a foreign soldier or national. In 
combinrt i i  with LNG, it is used to mimic an accent: fooling 
a native speaker of the MF:(DIS and LNGI; fooling 
a non-native is AVGAMS f LNG of s p d e r  - LNG of Ihtener); 

later taMy my), tornonew tAVQ1, or the day dgr W). 
MNEe This*rkill ir UBBd to consthict and operate a mine 

withou! nboh.p, Open d a c e  mining is ESY. Deeper mining 
(shaft8 and tunnels} is A%. The skill can also be used to make 
tunnels in (AVG but slow) w soik (DIF but fast). Catastrophic 
failure can bs d a v s .  

tion for documents (AVO); see FRG for 
UC: This skill is used mostly M repa 

can also be used to make a radio receiver 
(DIF) if parts are available. 

W: This &iil may be used 
(DE). FbikpMaru 

IUPN: In wldition to general expertise in moving ard wrrviv; 
ing in V this &ill is used to climb cliffs, mck faces, 
and buildings: steep dope or sheer wail with good handholds 
IN@), sbtme'qrortly.samXh wall tDtF). These tasks assume 
Rasp.sielegtrlpRI.nt . If aquipment isased, the difficulty levels 
are one lower. kppeling down is ESY. A character mayalw, 

papers orders. ltm be usedtoforg. rsigrutttmjf amaxam- 
pieis CltrailSMe (ESY), alter 8 docufl#rm (AV#,oram8te a new 
dowment IDIF). Thew tasks am one lewd aamier if th. docu- 
ment is expected to w i v e  ody a -@am@ h a  Mi. 

FRM: This is another skill useful in helping civiliza#onmwive. 

#WH: A n n i o r  dis4sning weaponsfrombhecsaracters own 
country io ESY; (lll1l/ns or disarming foreign weapons is AVG; 
repeking a 

PAR: Ladif@ ssi*ly in most terrain is ESY; landing safely in 
woods, cities, swamp, or water is AVG. Landing in a partiwlar 

is DF. 



spot is DIF with a parachute, AVG with a paraglider. Rigging 
or checldng a rig is ESY. Flying a hang-glider is AVG. Repairing 
a pclrclohute or hangdidor k ESY; making a parachute or hang- 

bat 
situations like overloaded boats, bad 
(AVG). Sail boats are one level more 

difficult. Operating a sail boat at all requires some skill but does 
not require a roll. 

8cD: Avoidinga mishap while using an aqualung or rebreather 
is ESY(SCD + SWM). Navigating underwater is ESY. Avoiding 
detection from watchers on the surface is AVG with an aqualung 
or ESY with a rebreather. 

SCR: When a character attempts to scrounge a specific ob- 
ject, he looks in a particular place. The referee determines dif- 
ficulty based on his opinion of 
in such a place. The higher a 
he is to find useful things in 

SKILL IMPROVEMENT 

io w ~ k l  mishaps are nezessary only" 

As a person grows older and 

characters in mid-course. Thus, they akeacty have considerable 
knowbdge of ~~, kit e&@#-- will Islknifilbta; 

E l c p d m e h ~ % u i p k r ~ t h s m s e l v ~ h 1 7 ~ 8 " ~  

a pbyw ulles a skill 
point in that skill. A 

point tctozI plttyw 
fails. - 

If muttfpk t a s k s w  

a n d m & a m m ~ ~ ~ ~ , * ~ * ~  
bably a m  one ex ZO the ptsybr firr the &I- 
counter, not fow. 

The optionin dl cases is the referee's, but he should be guM- 
ed by two simpls prinoiples. First, the reward should fit the ta6k. 
Random and meaningless use of skills s &I 
by eYqxtrience pOim8. Rather,cWX$berienc %#- 
ly when the task at hand needs doing. &.(rc; 

qM-y,  wrd experiehce should reflect this. W f W # w s  
begin zooming k@ in s k i n . M ,  *%&me WM #&on fw5rtts 
challenge. t "  

Experience p o W W  
This should occur 
perhaps during a day spen 
referee t)rinks the time Is ri 
perience points may be ea 

m *ncreWish WIf Iwsls. 
MI Ik. the Ehiascllrcs' -, 

skill by the mu)rtplicW to detenninqthe skill point incmm. hrc- 
tional points am dropped. However, if convertkrg 
points to 8JcUi kvd doer not result in an incmae~ofthrr#lkwl 
by at least 1, thsnthechracter's experience poimrforth.dcM 
are not converted at this time. tnrtcwd, the experknco points 
a r s d r n l t h e i r  an increase of the 
skill h l .  

experienQI- 8s 

ty assimilate its experience. His current skill lev4 as a ri-m 
is 43. He subtracts 43 from 100 and divides the res& by 100, 
determining that his current multiplier is (1 00-9- 67; 
-57/100=) 0.57. Multiplying this by his 6 accumulated ex- 

ncepoints gives him an addition to his skill level of 3. Hi# 
skin level is tfms 46. 

ObOmrMon: If a player observes another player successfuk 

. 

I! h/- ing a ta8k. the observing player gains 1 experienc 
point. This observation must be a close-up examination of th 
Pesk and must have the cooperation of the character acturlly 
performing the task. If the refarse conslden the skill sought tf 
be a complicated one C), the task should take longiap 
than usual (perhaps s y longer), as the character pa6 
forming the task will to pause to explain w M  d 
is doing orto artswer qwrtionr. A ctmmxermy gdn mpodmce 
points from observation only if the observed character's drill 
level is at least twice as great sq$m *in 
character. 

SbW $kiM WtWd?& tasks w3kh do not take specific time 
periods and wh& &n& be explahad. (RCN is a good e m +  
ple of this.) Charactem may gain experience points $tm& 

example, if a group of characters 
tĥe c91aractersi~CN skill is that 
st skill, modified downward for 

~ I *  

b AYOI?OWQs (WiilWlrclbeiaf students). The instructor may teach 
I to his INS skill level and must have 

. The task takes one period 
utive days). Successful corn 

NS) for accomplishing a task p d  

If the number of students is over 10% b€wW%W 
the iMmu&t&c 

:-Wan A@IaydrWk~ has a skill level of 
t@kibrn the skill. This m $kM ma$ 



fragments. If a chara 

suffers muttipk Mts 
times the chrwtw 
fragmentatisn hit. 

number of grenades scatteredove 
radius is very large, and there is a high conc@ra?iws.af 
fragments in that area. there is litthfrqprwntaion attwimm 
i q s t  radius. Thw, only chariwters within 4~ burst radius of 
an ICM round we subject to fragmentation hits In addition, all 
charagefs within the knockdown have a 10% ehance 
@#-tact hit and all vehicles w e knockdowm radius 

e of acontact hit. 

y usesother thsn camm &deed, most 
are treated here since 
plosions, @bowr 
sa~ fwson ly l ! nM9 

of explosivas: dynamite end@lmtic 
the game are the quarter-kilogram 
one-kilogram block of plastic ex- 

w i v e .  All demolition effects are resolved in terms of the 
number of demolition points used. A stick of dynamite has one 
damolition point; a Mock of plertic explosive has six dgmdition 

m@lOaive may be joined 
~ &ffmct@: Like @nyt&ng 



knockdown radius of n Mbmp.d crrcgk*kn. 
UemdMun ohrp, takes fifteen rnm 

. A demofition charge is defined as one 
or- clLieuMchlocks connected to each other 

I fiB kilograms. Additional explosiv 

Crete, ghs mfame firstQiuirtes3.000 by the armor multi- 
reinforced concrete ($1 and mains  a result of 600. Ne*& 
ditddmtlm result b t b s  m i p l i r  of the chargWdIbe  

C m a d y  r#!acIng €he charge next to the Wan, ngB 

f F ~ a M t r . k o m a c t r e m i c a l .  
-"~~&-bwnkrgwhen . 
n€s. ohrrclcrma may suffer contact 

ftvscrhamicela((ents: 
, Mood agent, b l i r  

to obscure visibility. There is no smoke during the 
h the round lands. During the next turn there is thin 

Gas: There is IW gas cloud the turn the round is 

his breath for six co 
D8 hits per combat 



Once the damage level of a cheramw machos fmiotrs injury 
to either the head or OW, b umthues to suffer damage from 
the gw mmrklf no kmgm in th. gm doudiThis damage will con- 
tbwe until eh6 charaotw either dies or ?weiveb am injection of 
atropine. A character who has suffered serious injury roquires 
QM roropkn injection to arrest %he effibcts of the nerve gas. A 
ehumamwb b&fwed+.dtkal ieJwy to the ctrett requim 
twmin$ctknr o f s t r e ( r i n e i m ~ z R ,  effects. Once injected 
with atropine, the character is incapacitated (disorient&, con- 
fwd, and hapable of any movement other than 
four hours. 

near ground level a d  detonned either by remote cometat a 
30 meter tripwire. Personnel passing owr the Mpwkre haw4 
60% chance of detonating the mine. Knockdown and contact 
damage we resohml nomuWy. Fragmentation, however, is suf- 
fered only in the direction of tho blast (pre-detetmkre when the 
min6 emplaced). The burst area is a 30° m e ,  whichmaw 
that at any w e n  d i m e  from the mine, it is half that dktancO 
wide. For axample, at a distance of 50 metersthe cone is 25 
meters wide; et e distance of 100 meters it is 50 me@ers wide. 
Characters within 50 meters have a 60% chance of di hit .Rd 
characters withih. 1Qo meters trave a 20% chance ef being hit 

R.rwurl contunln8tion: The ground covered by cloud of 
blkter, Mood, or nom gaa will remain comom#nated forrsveral 
houri after the cloud dssppesn, and vehidw exposed to tho 
doud will remain tmbmhted for sword days. Natural 
~nrRlreducethis,arodamimtormorUwmughwashing 
of thenMde will remove the contanrimtion. 

WMk an area ar vehicle is mamhreted, uMMwked 
~ W h O W a l k t t r r w g h W a M W & W W ~ O r l t p l d ~  
~icontamsnaedvehid,suffw 1Whizsw~utdbrnaga totim 
chest every turn {not round). 

mplEs 
M i n e s c w s p k e d i n t h e g r a u n d l v l d ~ ~ r m u n  

o r v . h i Q k ~ O W r t h 6 m b ~ P ~ a l r , ~ a a l p  
b3thD$rt$BSWof8VOhW. 

OaomUax A eharwtac walking # W a @  smiil.fMd;Ras 
1096 ehanco of tdggdag a min*pk 5nwaanwmmWZh~h 
themkrufidd. A vehick has spO% chrncsoftriggcrrfng a mino 
pn 6 maters traded. 

Dnug.:Detonationofamiaehmllk.ra~wetfsotassny 
other explosion, causing knockdown, fragmsrrtiatlan, and Con- 
tact damage. However, all contact damage to personnel 
~ h ~ ~ o f t t # l e g S O f t h e C h a r a c t e r W h O d e t ~  
the mine. (Dstdne whkh leg randomly.) Contact damage to 
a vehicle is treated as a suspension hit. If, after suspension 
d a m e  is taken, there is any remaining energy to the explo- 
sion it is d e d  as a hit onthelowe@trull. (See vdhickdamage 
Mow.) 

D.t.ctkn: Detection of a minefirw & =@BE w RCN). 
Detmion of a CMnoURsgrB-b AVBtcBEWRcN). Con- 

t4.ktoAVYSandanA41Gtadrtt,WF11 - 
MaMngand Remov& Once a minefield is discovered {&&or 

by detection as descrWdabove OT bymmbom-aCf a 
mine) characters I M y e i t h e r p t o k ~ f h . m r k w c l m d m a r k ~  
location or may attempt to remowthem. aobing snd marMg 
minas kESYCBEorAVCL:RC#.FIldkpra&he+IBkWiwtmthat 
a mine has been acddenullydamelmd. Fbnmmt& 4vyI:CBE 
or DIFRCN. Failure, again, i n d i c o t e 8 . ~  detom8ion. 

In each five square meter area (1 x 5 meters) UumwUMe 1 MI 
mines. Marking or removal io.. wprrer, tadt.tOr- mine. 
Marking mines allows chw8ctors en&kor-w& thmugh the 
minefield wittrout hazard. Trotting t)lrorlgh a mdmd mineflsld 
is A V 0 : A W  runnkvg through a m#h&arlrrtkkl k DIFAGL. 
Marking a minefield does not reduce its hazard to vehidbcr. 

Removing mines &ws vohkles ml PlMIOnnef to move 

Paths marked or rmoved 1 mom wide for wdking 

chynnuw The claymore mine ioa dlmxhal Mlti-penonnel 
mine. It is not buried, but instead is generally emptacd at'or 

.. . 

ditioneof reubcedv#wybl (fcrR niant;n#hs, as.knrit,anESY 

t h r o u g h ' t h e m i ~ w i t h o u t b r d .  

dwactem M 5 peters wids for whiaka. 

by k9(lmenW. pmvided the character io in the fragmentation 
cone. 

-nAMAofj 
Becrwo vehicles have differing armor in different I 

8iuthv4 d#frrsnt intud layouts, eaoh M i l e  has its own 
Ikt. Aftsf determining which part of the vehi- 

ala wm.)liT by rpanruMting the h i d o  hit location table, consult 
the VuAiCk's damage loc#kn list. 

Dunrg. Lecdom The entries onttmWtddiilltev#kW-~ 
damage loortkn Ikr o o r r e m  
from the hit locaton table (ex& 
k&#&ltWirCl- 
'Aumtw-** 

atmar on 'd#Tpcaraf the 
into the vehicle and can c If it txlusuem 

rates the armor 
but doraflokffbldcw m e .  If it caused hits less than the ar- 
m a r ~ t r b e w r e e d  Off. 

If~shatpm&tmtes, the armor absorbs hits equal to its ar- 
mor v8lue time8 the armor multiplier of the shot. The hits in- 
ftiutmkby *shot, aftw the armor vdue hsr been wbbsctsd, 
a m ~ ~ m e r h o t ' S ~ I ? ~ - e n s s g y .  T l r S ~ ~ . ~  
h e m  ir thb motimurn amount of damage it con idkt on 
occuprntr 8nd:intorbr camp6rw~ts of the vehicle. 

side d each vehicle damage 
. kjch letter represems (c par- 

ttaJkraceopwrorot. ~ewnponentofthe V e h i i t h r a 9 ) w  ahtmay 

ot~turrotbd~ tlSb#Werrlr the order of components hit. If the 
hk lo k, t ! b & w J k ~  (HS) or turret side (TS) and the shot was 
frocn%tm rtgha; mveme the order. If the shot is entering from 
the'- of ?hewhkJe, the referee randomly sekcts the order 
of -or aceupants hit. 

Ths rofmw-roll~ a die once 
ti8?e&wmf&#krcso96et#nc 
pant w#cW hit, 1-5 on 16)%0 ot 1-3 on 1D6). T b  only 
mzeption tathis k the a shat will always hit the engine. 

lbe- &o&wpmdcomporten€ listing is imponaqt, sitwe 
each time the shot hits an occupant or component it wi# idkt 
dmnaga. AU of tW&mage~ it-infli is subtm re- 
maining energy, md tfius it is possible that it wiil sxcwrat its 
remaining energy before it has had an oppottunin/ to hit every 
component or occupant. 

After dl cumpawnts and occupants are rolled for, the shot 
mikwlhe opposite side of the vehiole. If its remaining anugy 
is basthrrrtRasnnoron that side absorbs, it does no hrtimr 
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damage. If it is equal to or greater than the hits the armor ab- 
sorbs it penetrates that side and exits the vehicle. This is im- 
portant since, like other forms of armor, ten penetrations of a 
particular vehicle part result in the armor of that part being heavi- 
ly breached and thus no longer SM. to provide protection. 

For example, suppose a shot hit the front part of the side of 
the hull of a BMP-B from the left, and caused 25 hits. The vehi- 
cle damage location list for the BMP-B reads: 

F: HS(15) D.C,R,E 
This means that the hull side front has an armor value of 15, 

and thus the shot will penetrate with a remaining energy of 10. 
It then has a 50% chance of hitting first the driver, then the 
commander, and then the radio. A h  that, if there is any energy 
remaining, it will automatically hit the engine. 

If the shot had hit the right side of the vehicle, it would first 
have automatically hit the engine, and probably wwld  not have 
any remaining energy to hit any other component. 

Component D a m :  Each time that a component of the vehi- 
cle is hit by a shot, there is potential for it to suffer d 
Determining component damage is done in four step 

First, consult the damage multiplier table'in the referee 
booklet. Find the multiplier of the component hit by the shot. 

Second, compare the remining energy of the shot to the com- 
ponent's damage multiptier. If the damage multiplier is larger 
than the remaining energy, the shot does no damage to the corn- 
ponent, nor does its flight through the vehicle continue. 

Third, if the remainim energy is greater than the damage 
multiplier, the referee tolk lD lO  to determine the extent of 
damage to the component. The result times 10 is the possible 
percentage damage to  the component. Thus, if a three were 
rolled the shot could do up to thirty percent damage. 

Fourth, determine the actual number of hits the component 
suffers. For every ten percent damage taken, the component 
suffers htts equd to its damage multiplier. If, for example, the 
engine (damage multiplier of 50) took 20% damage, it would 
suffer (2 x 50= ) 100 hits. The number of hits suffered is sub- 
tracted from the remaining energy of the shot. 

If the number of hits suffered is more than the remaining 
energy of the shot, the component only suffers total hits whkh 
are evenly divisible by the damage multipbr. Thur, # a  m p o -  

nent with a damage murupiier of 5 could take up to 80% dunrgc, 
but the round only hadk27 hits of remaining enrrgy. th+ m 
ponent would suffer 25 hits (50% damage), and the left over 
hits would be lost. 

Any component which takes 10% damage or more is in- 
operable, bu3 may be repaired (13 a later date. (Exception: see 
Ammunition Hito and Fud Hits W w J  Any component which 
takes 1 OO%.damage is permanendydestfoyed. Submquent hits 
3n the vehkk have no chance of Striwng that component. 

A component cannot absorb more energy that the total of its 
remaining damage potential. If, for example, a component had 
already suffered 90% damaga and was hit by a shot which couM 
do 50% damage, the component only suffers 10% damage 
(thus totally destroying it) and the shot then continues to the 
next interbr target. 

Occup#t Damago: Occupants include the passengers and 
drew of the vahicle. Crewmbmben hit by fire are determined 
by the seat in which they are sktbyi, not their formal title. Thus, 
if the character who is usually the vehicle's gunner is driving 
it, he is vulnerable to a driver hit, not a gunner hit. A vehicle 
with a crew of 1 has a driver. A vehicl, with a crew of 2 has 
a driver and commander. A vahkle with a crew of three has a 
driver, gunner, and commander. A vehicle with a crew of four 
or more has a driver, a gunner, curd a commender; the rest of 
the crew are loaders. Everyone In the vehicle in excess of the 
crew is a passenger. 

Each time that the damage I&t cld& for a particular occupant 
type to be rdkd for, tho refer- rolls once for each pereon in 
thevehiclewhofitsthekscrigtion.Thw,ifashot~achrrnce 
of hitting p~sengors, and the vehicle currently has four 
passengers, the referee rolls once for each pasminger. The 
referee determines the order in which the passengers are rolled 
for. He may do this randomly or m@y ark the players to provide 
a seating chut for the vehide and d.tennkre the order of roll- 
ing from thk. (Note that a pamm@er does not haw to be dkectly 
in the path of flight of the shot to be hit, a8 them is usually con- 
siderable fregmsntation inside o vehick when it is penetrated, 
and these will bounce around inaide.) 

Each time an occupant is hit, the refer- rolls for hit location 
on him and then rolb 106 x 1 D8 to determine the number of 
hits. Thus, it is pouible for th. character to receive a serious 
wound or even be killed, but it k alro pouible to receive only 
a superfieid wwnd The number 
of hits suffermi is t ining energy 
of the shot. If the remaining energy of the round is le88 than 
the number of Mtrthe referee rolkd,thechapctwinstead takes 
only hits equrl to the remainirrg M(W@Y of the round. 

Storm it is impouible to provkie exact damage tables for 
every item the players might have rtored in a vehicle, and if it 
wore the list would ba $00 cunlbenrame to use. The 
referee ah@@m the dam- multiplier table as a rough gUw0 
to determining a damage multiplier for the .toroo in a vehkle 
in the event that a shot hits them. 

AnmuMan Hit.: Hits on a u s h i c l e ' i m ~ . h r w  the 
montial to dutroy the vehkh (lea Il.hrWPa@ P4m) 
and kill it. s0r;uplnt.. Small a r m  a m m u m  legmunition for 
pistols, rim, wbmschineguns, rhotgunr, urd mhirnquns) 
will not explode. Glen-, anti-t8nk mk., and btg6 caliber 
rounds will, however. Whenever a WIWO taka@ m ammunition 
hk the parccntrrge domaw aufbred k Ju, the perceMage 
chance that the ammunltion will Mow up. Thm reform mako8 
the die roll and, if the ammunition blows UP, tho vehkk is 
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destroyed and its occupants killed. If it does not blow up, the 
percentage damage taken is the proportion of the ammunition 
on board which has been rendered useless. 

For example, a M113 has eight belts of .50 ca!iber 
machinegun ammunition on board and takes an ammo hit. The 
referee rolls a 4 indicating 40% damage and a 40% chance of 
an explosion. However, .50 caliber ammunition does not explode 
and so the M113 loses 40% or its ammunition, or 3.2 belts 
(which the referee decides to round down to 3 belts) leaving 
it with 5 belts of ammunition. If the vehicle were carrying am- 
munition which could explode, there would be a 40% chance 
of an explosion. 

M1 Ammo Storage: Ammunition for the M1 and M l E l  is 
stored in a large armored compartment in the rear of the turret. 
The compartment is constructed with heavy armor plating be- 
tween the ammunition and the crew compamnent, but relatively 
light overhead plating. The result of this construction is that the 
force of an ammunition explosion will be directed up and away 
from the tank, not into it. Thus, if the ammunition on an M1 
or M1 E l  explodes, the vehicle is not destroyed, but instead loses 
all ammunition currently on board and loses its ammunition 
storage compartment. (In the future, all ammunition must be 
carried as stores.) 

Fwl Hit.: A vehicle which takes a fuel hit has its fuel tanks 
pierced and loses fuel. The percentage damage suffered is a per- 
manent reduction in the capacity of the fuel tank until repaired. 
Thus, a 120 liter fuel tank has its capacity reduced by 1 2 liters 
for every 10% damage suffered. This also indicatesthe amount 
of fuel immediately lost from the ht. Thus, if the tank mentioned 
above only had 30 liters of fuel in it, a 10% loss would reduce 
it to 18 liters remaining. 

There is also the poesibilii of fire resulting from a fuel tank 
hit, provided there is any fuel in the tank. Each fuel type has 
a flashpoint percentage listed on the fud fla8hpoint table. If a 
vehicle suffers a percentage damage resUtr from a fuel hit which 
is equal to or in excess of the flashpoint of its fuel, the vehicle 
begins to burn. This damage need not be the result of a single 
shot; cumulative damage to the fuel tanks during a single 
firefight will eventually cause the vehicle to catch fire. 

Escepe: If a vehicle catches fire, the crew and passengem may 
be able to escape. lf the fire is the result af wmufative damage, 
the crew and passengers may escape by leaving the vehicle im- 
mediately. If the fire is the result of a single hit which inflicted 
sufficient damage by itself to reach the fuel's flashpoint, the 
fuel explodes. Each crew member and paeenger may attempt 
to escape (AVG:AGL). Success indicates that the character 
escaped unharmed. Failure indicates that the character escaped 
but is burned. Roll 1 D6 for number of body parts burned, then 
roll location of the body parts, and then roll 1 D6 x 1 D6 for each 
burned body part to determine the number of hits. Catastrophic 
failure indicates that the character does not escape and is killed. 

All vehicles which catch on tire are totally destroyed, leaving 
no salvageable parts. 

External Stoms: Stores (cargo) may be carried on the outside 
of a vehicle. This is usually piled on top or in racks on the sides 
of the vehicle. Players must specify where their external stores 
are located, and the referee should direct them, if they have a 
great deal of external stores, to split it up and kcate parts 01 
it on several different parts of the vehicle. 

Passengers may also ride on the outside of a vehicle, generally 
sitting on the deck: 

Any time that a vehicle part is hit, there is a 50% chance that, 

the shot first strikes the external stores located on that part of 
the vehicle. There is also 
passenger to be hit. Hits are 
tW damage, and hit points 
remaining energw before a t t  
a m .  

ExterioFuei Tanks: If a vehicle's W 
parts on the equipment list (1 50 + 30, 
cle has an exterior fuel tank. The first part is the capacity of 
the interior tank, and the second is the capacity of the extwJor 
tank. Fuel in exterior tanks is used first. Exterior fuel t8nks are 
located on the right and left sides of t hehH back (R: H8 and 
LHB). If this part is hit, the ext automaticatty hit. 
If the tank contains any fuel, the e the same as a hit 
on the interior fuel tank. It's a go empty any exterior 
fuel tanks before going into combat. 

Motorcycles: Hits on motorcycles are considerably simpler 
than hits on other vehicles. Instead of a hit location chart and 
damage location list, there is a single ch8rt which combines both 
functions: the motorcycle damage location chart. The direction 
from which themotorcycle is hit is unimportant; simply roll 1 D l  0 
and consult the chart. The chart specifies a hit on a particular 
component of the motorcycle. Resolving component damage 
to motorcycles is done in the same way as explained above for 
other vehicles. 

RECOVERY (AND POST-BATTLE DAMAGE) 
Racovwy: A character may recover from one slight hit per 

body part per day. A character may recover from one serious 
or critical hit per body part per week. AM serious and critical hits 
must be recovered before any slight hits may be recovered. 
Recovery of hits takes place at the end of the day's slwp period 
(or at the end of the steep period of the last day of the week). 

If a character has medical attention, his rate of recovery can 
be accelerated. A character with MED skill must check the 
character every day, change his bandages, edmiiister an- 
tibiotics, etc. This requires the character with medical skill 30 
spend one half hour per day per injured body part with the 
wounded character. If treating serious or critical wounds, one 
hour per day per body part is required for treatment. At tho end 
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of every sleep period when the character would mover one hit, 
the character recovers two hits if the medic succeeds at 
AVG :MED. 

A character may automatically recover two slight hits per body 
part per day or two seriwslcritlcsl hm per body pacr per week 
if given constant bed mst and medical care. Bed twt for this 
purpose requires daily good quality b e l ,  and rest in B clean bed 
in a building in reasonably good rep&. (Drafts, W y  roofs, damp 
rooms, and sleeping bags on rough, cold ground are not 
sufficient.) 

Movbtg the Wound& A critically wounded 
one sddFtional hit for each period in which tit# 
by hand or in a vehicle. 

krf.ctkwr: Every time a charactte 
bat, fire combat, or burn damage 
After every f i r e f i t  (or .ecidMM), each 
a 20% chance of lsseaalrtg hrfected. If a 
within 8 hours, thechance of infection is 10%. Wo medic treats 
the wound within 8 hwnr usin@ an antibiotic ( m y  variety) the 

with. In addition, for each 
takes an additional 106 

A character with a critical hit rwuking from infection loses 
consciousness and remains thet way until ail critical h ~ s  (even 
those not caused by the infection) arsrecovered; or until he dies. 

If, for example, a character d v e s  two hit points in the left 
arm, and that wound becomsr irpfscted, no healing takes place. 
After one week, tho charsctsr teiCrr en additional 106 hits in 
that arm, after two weuks BCK F 106, and so on. Obviously 
an infection is a major dangei 

Treatment of Infection: A medic may attempt to treat an in- 
fection once per week. Treating an infection is AVG:MED. A 
successful treatment means that part is no longer infected and 
healing may ulkr place that day. If any antibiotics are used in 
the treatmcmt, the task becomes ESY:MED. 

AfUIMAl.8 IN COMBAT 
All anlmals attack as if engaging in melee combat. That is, 

an animal attack cannot be blocked by a body combat attack, 
but may be blocked with a melee weapon. A bear attempting 
a grappling attack, which is resolved as a body combat attack, 
may not be blocked with either body combat or melee skill. 

The animal data chart gives the base hit number, melee 
damage, and hit capacity for all animals. 

Mordr: Whenever an animal first suffers damage from com- 
b& there is a chance it wiH flee. The original chance of the animal 
attdcing (see Encounters) is also the chance that it will con- 
thu#, the attack once wounded. By the same token, whenever 
an 8nimSi is killed or rendered unconscious there is a chance 
(the o8me chance) that the rest of the animals in the attacking 
group WM flee. This die roll is made each time an animal is killed. 

Dogs: The first round in which a dog attacks, it is allowed 
Mo simultaneous attacks: a diving blow and a melee attack. 
However, m more than two dog8 can meks diving attacks per 
character per combat round. Any remaining dogs wUI just make 
a melee attack. Once a dog has msde a diving blow or a regular 
melee attack it may not try any fwther diving btowr, 

Bean: A bear makes two melee attacks per round, one with 
his claws and one with his jaws. A f t f f U W R W W r a W K I ,  
the claw a%W& be<#rmes a grappk Cbwr 4mf h.r, suwued 
its victim tw attacks -hit a d  do double 
damage. 



Encounters 
RANDOM ENCOUNTERS 

As the characters travel, they will encounter a variety of peo- 
ple, animals, and settlements. While many of these encounters 
will be mandated by the referee (pursuers overtaking them, a 
partisan band the referee wishes them to meet, a town or city 
on the map they travel to), many more will be random 
encounters. 

Frequency of Encounters: The referee should roll once on the 
encounter table every four-hour period in which the characters 
travel and once per day in which they do not. If the group itself 
is not moving but breaks up into hunting parties, foraging par- 
ties, scrounging parties, etc., the referee rolls once per period 
per party for an encounter. In addition, he will roll once per day 
for an encounter at the party's camp. 

Once the specific encounter is determined, the referee must 
determine the range of the encounter and checks for spotting 
and surprise. 

Range of Encounter: The range of the encounter depends on 
the type of terrain in which it takes place. The referee rolls 1 D10 
and consults the encounter range table. The die roll is multiplied 
by the value listed on the table to determine the range at which 
one or both groups may see each other. This die roll in general 
is an easy way of determining how open the terrain is in that 
particular area. For example, if the referee rolled a 5 on an open 
terrain encounter, this is an encounter range of 1500 meters 
and means that the local terrain was such that the first oppor- 
tunity for the two groups to see each other occurs at a range 
of 1500 meters. 

Spottkrg and Sum: When a group of characters encounters 
a group of NPCs, each group has a chance of spotting the other 
(AVG:RCN). Spotting a group moving in vehicles is (ESY:RCN). 
Spotting a stationary and camouflaged group is (DIF:RCN). The 
roll is made only once per group, using the highest RCN in the 
group. The skill level used is reduced by 1 for each character in 

the group and by 5 for eacn vehicle m tne group, aha IS mc- 
by a like amount for numbers of characters and vehicles in the 
group encountered. However, the RCN skill used may never be 
more than halved or doubled by these modifications. 

If neither group spots the other, the referee repeats the roll 
once per combat turn until one or both groups succeed in spot- 
ting the other. When spotting takes place, the range of the en- 
counter has been reduced by the distance traveled by the two 
groups since the first spotting opportunity. If the two groups 
close to the minimum possible encounter range (the base range 
multiplier shown on the chart: 10 meters in woods, 30 meters 
in swamp, 100 meters in hills, etc.), both groups automatically 
spot each other. 

If both groups spot each other at the same time, both groups 
are surprised (and roll for panic). If one group spots the other 
without being spotted in return, that group is not surprised. Once 
a group has spotted the other group and has not been spotted 
in return, it may either wait (allowing the other group to approach 
closer), attempt to evade (move away from the spotted group), 
or attack: 

If the group attacks, the other group is surprised. 
If the group waits, the other group continues to have one op- 

portunity per combat turn to spot. If the other group succeeds 
in spotting before being fired on, it is not surprised. 

If the group attempts to evade, the other group has one op- 
portunity to spot each combat turn until the referee decides the 
group has moved far enough away from the opposing group to 
be safe. This distance may vary, but will usually involve mov- 
ing beyond the original encounter range rolled. Thus, in the ex- 
ample given above where the encounter range was 1500 
meters, once the group had moved to a distance of greater than 
1500 meters from the encountered group, without having been 
detected, it would have successfully evaded. 

Types of Encounters: The encounter table specifies the type 
of encounter. There are several types: animals, settlements, 
craters, derelicts. 

Animels: If the group encounters animals, the referee only rolls 
to see if the group spots the animals. In this case, the task is 
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AVG:R 
skill is used, but 5 is subtracted from the skill for every extra 
person with him. If spotting is successful, the group surprises 
the animals; if unsuccessful, the animals surprise the group. If 
characters are in camp or near vehicles, they will never surprise 
animals, and all animal encounters become no encounter. (The 
referee may occasionally throw in a comment such as "while 
your vehicles were moving through the woods, you flushed a 
flock of birds, but they were too far away to get a shot at.") 

Most animals, if they surprise the group, will flee, and the 
group will not have an opportunity to attack. Some animals have 
a chance of attacking, as listed on tha animal data &cut. If these 
animals surprise the group, the referee rdls to determine 
whether they will attack. If so, a combat follows; if not, the 
animals will flee and there will be no encounter. 

Setrlment: If a settlement is encountered, the players 
automatically spot it at the range roiled by the referee. The 
referee rolls only to see if someone in the settlement (usually 
a guard) spots the group. Settiements are described Mow.  

Craters: The group automatidy wts a crater at the en- 
counter range; no die roll is required. The encounter range is 
the distance from the edge of the apparent crater to the group. 
For an explanation of the effects of nuclear craters, see the sec- 
tion on radiation. 

Derelict Vehicles: If a derelict vehicle is encountered, the en- 
counter range is the distance at whioh the group automatically 
spots the vehicle. It is unoccupied. 

When characters encounter a derelict vehicle, the referee must 
determine what type of vehiie it is and what condition it is in. 

First the referee decides the nationality of the vehicle, He can 
either arbitrarily decide this or reaort to a die roll. The netionali- 
ty of the vehicle will depend greatly on the location of the en- 
counter. For example, in an area where there was recently a 
large battle between U.S. and Warsaw Pact forces, he might 
decide that the vehicle is U.S. on a roll of 1-2 on 1 D6, Soviet 
on a roll of 3-4, and Polish on a roll of 6-6. In a more remote 
area he might reduce the chance of it being U.S. and increase 
the chance of it being either Polish or Soviet. 

The nationality of the vehicle tells the refer- which chart to 
roll on to determine the exact vehicle encountered. If Polish or 
Soviet, roll 2D6 on the vehicle colwnn of the encounter equip- 
ment table. If US., roll either 1, 2 or 306 (referee's option) on 
the vehicle table in the player's chart booklet. 

The referee then dewmines tho conditron ofthe vehicle. First, 
roll 1 D6 for number of damaged components. The referee then 
decides which specific COmpaCI(WICS are dmaged. He can decide 
this himself or look at the compomts of the vehicle (as listed 
on the vehicle damage location lirtt and roll dioe to deab.  He 
then rolls 1 D 10 times 10 for each damaged component; the roll 
is the percentage damage to the component. If the ammunition 
or fuel are damaged, the percentage damaged rolls should be 
made first. If either the ammunition exploded QT the fud burned 
there is no point in rolling further; the vehicle is a totel loss. 

Once percentage damage to components is determined, roil 
1 D10 to determinethe wear vdue of the vehicle, which will be 
important if the players wide to repair it and use it themrelves. 
Finally, the vehicle will have been stripped of it8 important non- 
damaged components. SpedficaUy, the gunner's machinegun, 
radio, commanders machinegun (or similar weapon in the 
weapons mount), range finder, mi88Ue launcher, fuel, end un- 
damaged ammunition will all probably hsve been tdun from the 
vehicle. In very rare cases, the vehidb will not have been 
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stripped. This will never be the case on a r o r d w i n d  I ter- 
rain. However, there i8 a 10% chance in hill torr&- m&Q% 
chance in woods and swamp that the vehicle h w  boon &mi- 
doned and has not been stripped. 

As with every rule covering the world the players travel in, 
the purpose of this rule is to help the referee, not restrict him. 
He should always fed free to depart from its exact procedure 
when he thinks it will help the game. For example, it's possible 
to find an abandoned vehicle bogged down in,a swamp but 
otherwise io gedect condition. Another possibility is that the 
vehicle just ran out of fuel and the crew walked away from it, 
unable to  carry much of anything with them. 

people; There are a variety of encounters with people Ibtd 

voys, and arrned groups. If an armed group is encountered, tha 
referee m w t  determine the r/pe of mned group, beeid on tha 
type of tenitOry in which tho eMIounter occurs. Army territory 
is territory under control of an rrmy unit. An m y  unit wwlly 
controls ell territory within 20 lcbmewr8 of the omlemmts or 
camps at whkh it is b e d .  WaAw territory h all territory 
where marauder bands roam at will. 

The encounter statistics W e  ir wed to determine the exact 
compositlon of the party enooumerd. Ths table lists the RCN 
value of the encountered party, the base unit encountered, and 
any specirl weapons or vehich the encountered group may 
have. 

The referee first examine8 W beam unit description. If there 
are several different base un& drcllorlptkwu las there are in most 
cases), he rolk 106 to de te rm ima a w l  type of base unit. 
He then rolk 1 D10 to determine thq numker of base units in 
the group. 

For example, the characters orrgoumer an army unit. The 
referee conwb the encounter 8tdstias tabh and finds that 
there are threkpowible army b.M, unb:  inf-, cavalry, and 
motorized. He r@is 106 and rdlr a 3, indicating the characters 
have encountered cavalry. He then rolls 1 D10 and obtains a g. 
Since the W unit description 11- a total of 10 men, the 
characters heve encountered a grwp of 80 cavalry. 

Some base wit dewriptiom d w w t  the referee to make addi- 
tional die rolls for spcisl  weapom or vehbler. Each is a 2D6 
roll made on the encounter equipment table. Continuing the ex- 
ample above, the referee would make nine 2D6 rdls on the 
special weapons column of the table. The special weapons rolled 
would be k o  the unit and some of the soldiers wouM w e  
as gunnw for them. 
If a convoy or group of merchants is rolled, tho referee also 

determines the nature of the cargo caniad. This can be made 
once for the entire group or once for each base unit, at his discre- 
tion. If a medical cargo is rolled for a military convoy, the truck 

on the BnQBUnLw taw nfugees. merchant groups, miliwry con- 

&on routine patrol, or be under orders to march to a particular 
location for one reason or another. Under a 
cumstances, it will be hostile to the characters a 
attack or capture them 



Mamudem: A group of bandits, deserters, and criminals who 
live by plunder and for whom murder and pillage have become 
a way of life. Marwder groups will usually be hostile to the 
characters. Marauders may attempt to waylay the chamcters 
in order to acquire their equipment; eapscially if there seems 
to be a good chance of doing so at little cost. In m e  cir- 
cumstances, a marauder band may be friendly (wanting to trade, 
acquire infomation, gain recruits, e&.), but marauders are 
notorious for their betrayals. 

Hunters: Local civilians out hunting for meat for their 
families. They will usually be poorly armed by military standards. 
If attacked they will put up as stiff a fiiht as they can, but they 
are not looking for trouble and will not attack unless provoked. 
They may be a good source of information if they're willing to 
talk, but usually they will want to be left alone. If the referee 
wishes, an encounter wirh hunters may occasionally turn out 
to be an encounter with some other group (such as partisans 
or marauders) disguised as hunters. 

stragglers: These are most likely Soviet or Polish stragglers, 
but they could be soldiers from the 5th Division or even from 
some other NATO unit left behind two years earlier. They are 
almost always poorly equipped, few in number, and not in much 
condition to put up a fight. They may or may not be hostile, at 
the referee's discretion. 

M#itta~y Convoy: A military supply cwvoy of the Polish or 
(more likely) Soviet Army. It will be guarded but is a rich prize 
if it can be captured. It will be hostile to the characters but usual- 
ly not actively so unless provoked or unless it seems to be a 
greatly superior force. Instead, it will report the character's 
presence to the army unit controlling the territory, if any. 

Merchants: A merchant group from a city, trading manufac- 
tured goods for food and raw materials. Merchants are usually 
the toughest fighters from a city or town (necessary these days 
to stay in business) and will be wary of strangers. However, 
they will trade with anyone, no questions asked, and will be will- 
ing to swap information. 

Refugees: Displaced persons, victims of some disaster 
(more likely man-made than naturel). They will be hungry, tired, 
and poorly armed, and are of no real threat. They will tend to 
be very wary of anyone they meet. They are a potential source 

Game Derigmm' Workshop 

of information and a possible adventure. They may attempt to 
enlist the aid of the characters in righting some wrong, aveng- 
ing an outrage, or regaining their lands and possessions. 

SETTLEMENTS 
There are fow sizes of settlements in the game: vjilages, 

towns, cities, and major cities. Of these, only twms, citkes, and 
large cities are shown on the map. Vlfkges are f a d  due to 
a settlement result on the encounter table. Players and the 
referee may wish to make a note of villages encountered for 
futun, reference. 

8kr md Bebmwx The settlement size table is used to deter- 
mine tile population and defense s t r e w  of a settlement. Cross- 
index the roll of 1 D10 with the appropriate settlement type to 
determine the total population of the settlement. The armed 
population of the settlement is a percentage of the total popula- 
tion, as given on the table. 

In cities and major cities, the armed contingent is usually 
organized along mititary lines with military equipment (assauk 
rifles, some machineguns and mortars, perhaps some heavier 
equipment) and usually represents the remnants of the ORMO 
IPeople's Miii). Villages and towns are not equipped 80 well 
(mostly just small arms). Usually, no more than 10% of the 
armed strength of a settlement is under arms and ready for 
defense at any given time, and this would drop to  5% at night. 
fhe rsst can be called to arms given aclvanced warning, but this 
could take up to a day in a major city. 

Settlements usually have three to four times the number of 
buildings as are required to house the inhabitants, and these va- 
cant buildings are in poor repair. Many have fallen down or are 
infested with rats or other small animals. The inhabitants will 
usually live in one part of the settlement, although cities and 
major cities will have subdivided into several smaller com- 
munitiss separated by betts of rubble and abandoned buildings. 
These smaller communities may or may not share a common 
municipal government. 

In the cities and major cities, urban life tends to be brutal and 
unpleasant. White some merchants and small factory owners 
are very wealthy, living in comparative luxury surrounded by 
hired guards and servants, starvation, crime, and disease are 
often rampant, particularly in cities without a cohesive municipal 
government. Only the very brave and well-armed venture out 
on the streets at night. 

While most citiies still pay lip-service to loyalty to the central 
government, the fact is that for the most part there is no cen- 
tral government. When amy units pass through, the cities usual- 
ly cooperate grudgingly, although communities are increasing- 
ly fighting back against forced requisition of supplies, setting 
up autonomous areas, and looking to their own protection. 

The reception that U.S. soldiers can expect to receive is 
varied. Some settlements will welcome them as liberators. Some 
will consider them fellow victims of the war and help them. 
Some will hate them for what the "enemy" has done to them. 
Some will fear that cooperation with them will bring reprisals 
from the Warsaw Pact armies. Some will view them as just 
another group of soldiers, the color of the uniform having lost 
all meaning. And m e  will fight them out of duty and patriotism. 

In general, the small villages are the most independent. Each 
looks out for itself and will treat all travelers with a mixture of 
welcome and caution. Many have been victimized by marauding 
bands of deserters and so are suspicious of seal1 bands of arfrt8d 
men, but they will seldom react with immediate hostility unless 
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provoked. 
Ruins: Many settlements on the map are marked as being in 

ruins. These settlements were destroyed in the nuclear exchange 
or were devastated by the conventional fighting back and forth 
across Poland. These ruins are seldom, if ever, totally 
uninhabited. Small groups of a dozen or so people may still be 
combing the ruins, living off (increasingly scarce) stocks of 
canned food discovered in the ruins. Bands of marauders may 
be camped in the ruins. In major cities, small communities may 
scrape a meager subsistence by cultivating the former municipal 
parks. Almost any sort of encoi r is possible in the ruins of 
a city. 

NON-PLAYER CHARACTERS 
A variety of non-player characl (NPCs) will be encountered 

in the course of adventures. These are characters which the 
referee will play, either in cooperation with or opposition to the 
players. 

Motivation: In many cases, the motivations of NPCs are either 
obvious or unimportant. An enemy soldier, a merchant in a 
bazaar, a common field hand, the general range of background 
characters do not require the referee to determine motivation. 
Usually motivation is only determined for the leader of a group 
of NPCs or a solitary NPC with which the players will have im- 
portant or extended dealings. 

To determine the motivation of an NPC, draw two cards from 
a standard deck of playing cards. The highest value card is the 
NPC’s primary motivation, the other is his secondary motiva- 
tion. The particular motive is determined by the suit of the card. 
The values are classified as low (2, 3, or 4). middle (5, 6, or 
7 )  or high (8, 9, or 10). Aces and face cards are special results 
explained later. 

CLUBS: Violence: The NPC has a greater likelihood of react- 
ing with violence than most people. At low levels this indicates 
the NPC is not frightened or intimidated by threats of violence 
and will not hesitate to use violence if the situation seems to 
warrant it. At middle levels the NPC is aggressive and inclined 
to view violence as the preferred means of resolving disputes. 
At high levels the NPC loves a good fight and either is or wants 
to be a warrior. Even a high violence rating does not, however, 
necessarily indicate that the NPC is brutal or a bully. For exam- 
ple, an NPC with a high violence level and a high fellowship 
(hearts) level could be described as friendly, good-natured, 
loyal-a good man to have with you in a fight. 

DIAMONDS: Wealth: The NPC wants to be rich. At low 
levels the NPC will generally sell items for gold, even if alone 
in the wilderness. At middle levels the character will probably 
only accept gold or will strike very hard bargains in barter. This 
sort of character is very easy to bribe. At high levels the NPC 
can be expected to accept bribes, deal only in gold, and may 
attempt treachery if he believes the players have considerable 
wealth and he can get his hands on it. 

HEARTS: Fellowship: The NPC is highly influenced by his 
love of people. He tends to be friendly, loyal, and just. At low 
levels the NPC will be amiable, talkative, and cooperative with 
most people he meets. At middle levels he will have a strong 
sense of duty and loyalty to the group he belongs to. At high 
levels he will have a strong commitment ,to justice and the 
welfare of all he meets. He will look for the good qualities in 
anyone he comes in contact with but will react with anger to 
injustice and brutality. 

SPADES: Power: The NPC seeks personal power and in- 
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fluence. At low levels this manifests itself mostly as 
boastfulness and a desire to impress the NPC‘s peers. At mid- 
dle levels it indicates a wish to be in a position of real respon- 
sibility in an organization. At high levels it indicates a desire to 
manipulate and control the people around him, to become a ruler 
of men. 

Special Cards: Aces and face cards are special cards, each 
with its own special meaning. If a special card is drawn, it is 
automatically the primary motivation or most prominent 
characteristic of the NPC. If two special cards are drawn, the 
NPC has two competing primary motivations or dominant 
characteristics. The meaning of the special cards are shown 
below. 

Heart Ace: Justice. The NPC sees justice as the greatest 
virtue in a person and the only important consideration in 
deciding on a course of action. He will display great justice in 
his dealings with others, will have no respect for cheats, and 
will wholeheartedly assist any attempt to right an injustice. 

Heart King: Honor. The NPC is scrupulously honest in his 
dealings with everyone, and his word of honor is his absolute 
bond. If he believes that he is honor-bound to do something, 
either because he has promised or because his position carries 
an obligation to do so, he will attempt to carry out the task even 
if it means his own death. He has utter contempt for liars or 
people who break their word. 

Heart Queen: Love. The NPC loves a person so completely 
that he would willingly sacrifice himself for that person. This 
could be a spouse, parent, child, or friend. 

Heart Jack: Wisdom. The NPC is very wise and always ex- 
hibits good judgment and offers sound advice. 

Club Ace: War Leader. The NPC is an unusually good leader 
in combat situations. He has an instinctive grasp of tactics, a 
good eye for terrain, and never panics in a fight. In game terms, 
treat the character as having a coolness rating of 0. In addition, 
the referee should assume that the NPC can anticipate many 
situations in combat and will make the best allowances for them 
possible. 

Club King: Brutal. The NPC is a sadistic brute who enjoys 
inflicting physical injury on others. He is likely to use torture 
whether or not there is anything to be gained from it. 

Club Queen: Stubborn. The NPC is stubborn and pig-headed 
and will be extremely difficult to persuade once he has made 
up his mind. He is set in his ways and resists change of any sort. 

Club Jack: Murderer. The NPC either has committed murder 
or is planning a murder. Murder in this sense does not mean a 
simple killing, but rather means the secret and intentional kill- 
ing of an acquaintance for reasons of personal gain. Although 
the world is a very violent place in the year 2000, murder is still 
rare. 

Diamond Ace: Generosity. The character is generous to a 
fault and will gladly give away anything he has to someone in 
need, even if this leaves him with nothing. In less extreme cases, 
he will be inclined to make very generous trades and will always 
refuse payment for help with a task other than one directly 
related to his normal livelihood. For example, a generous farmer 
would give the group all the food they needed and accept in 
return whatever he felt they could easily afford to trade or pay. 
If they needed help repairing a vehicle, he would help them and 
refuse to accept payment for it. 

Diamond King: Selfishness. The opposite of generosity, a 
selfish NPC will never help without demanding payment and 
never give away anything. He will also demand higher payment 



d jealously guard his possessions. 
Diamond Queen: Lustful. The NPC is driven by lust for the 

opposite sex. This may be lust for members of the opposite sex 
in general, or may be an obsession for a particular member of 
that sex. 

Diamond Jack: Coward. The NPC is a total coward and will 
run from danger at every opportuniky. If escape is impossible, 
he will cower and be unable to fight. 

Spade Ace: Charismatic. The NPC is a charismatic -A- 

who others are naturally drawn to and want to follow. He IS III . 
to have a large and extremely loyal following. 

Spade King: Deceitful. The NPC is a liar and may be a traitor 
if the situation presents itself. 

Sped8 Queen: Ruthless. The NPC will let nothing stand in 
his way in achieving any goal, and feels total disregard for the 
needs of others. The NPC can appear to be considerate, 
generous, loyal, or anything else which serves his purpose, but 
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ctually feels nothi 
Sjmde Jack: Pompous. The NPC is arrogant, conceited, and 

pompous in his dealings with others. He considers himself clea 
superior to everyone around him. 

Types of NPCs: For ease of play in the game, all NPC's a 
divided into four categories: novice, experienced, veteran, an 
elite. Each category has a fixed skill level and attribute level. 
This can be varied by the referee for special NPCs, as desired. 
The skill and attribute levels are provided primarily for ease of 
running large numbers of NPCs at the same time, as in a military 
unit. 

Novice: Skill level 20%, attribute level 12, coolness 6. 
Experienced: Skill level 40%, attribute level 10, coolness 4. 
Veteran: Skill level 50%. attribute level 9, coolness 2. 
€/ire: Skill level 60%. attribute level 8, coolness 0. 
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contamination quickly falls off over time, and the main danger 
from the impact crater will be from heavily irradiated metal re- 
maining in the crater area. A Character in a crater area suffers 
1 D6 rads per minute. If riding in cm bpen vehicle, this is reduc- 
ed by half, and if riding In an en- armored vehicle it is re- 
duced by a factor of ten. If trawbmng in a rsdiotogicelly shielded 
vehicle, it is reduced by a factor of 100. The referee may choose 
to ignore thei ac;nlmulation of fractional rads. 

Effects of &pewre: Exposwe to lower levels of radiation will 
produce temporary iHness, whlle highrr levels can kill. All ex- 
posure is cumulative. When a character's accumulated rads 
reach or surpass MI, he must be checked for radiation illness. 
Thereafter, each time the charaetsr sccumutates one or more 
rads he must ba checked for radiation illness. However, the 
character is checked for rda tkm Illness only once per day, on 
each day that he accumulate$ SQdltional rads. 

The radiation illness chart gives-mS muttiplbrb used to deter- 
mine the chances of illness and Ueath'from exposure to radia- 
tion. The character urns the rad b W  wthe chart that is closest 
to without exceeding his accutrtwlatSa rad level. For example, 
characters with rad levels of 76 md 99 use the 50 line, white 
a character at 802 uses the 800 lirlir. Possible effects are 
checked for in the hitawing orcW death, serlous Him, slight 
illness. There bno need to rcdlbfd IamW effect if a more serious 
effect is achieved. A dash (-1 On the chart means the effect 
does not apply at that rad lewk 

Multiply the character's CON by the multiplier to detamlne 
his psrCmta$p chance of av dfect. Roll D100. It the 
number rolled is equal to or the e chance 
the character avokls thb eft"dct: r)thehvbo,'rcb ir affect&. For 
example, a character (CObfOf 10) has a mdbd of 76 and mu8t 
check for radiation illness. The $0 rads l i  Is used, and there 
is no chance'for death or Setiourrwfnerr at tMi Isvel. However, 
slight iltndlls %4 possibb, and thb character hos a 18.6 X 1 O= 1 
96% chance of avoiding it. 

does not inform the player of thd 
forms the player of his charsctsr'a 

Additional Rules 
RADIATION 

Nature has a way of repairing itself, and two years after a 
major nuclear exchange most of the severe radiation hazards 
will be gone. The most dangerous areas are the actual blast 
craters of warheads that, by accident or design, detonated 
following a ground strike. Since most weapons achieve their best 
destructive effects from air burst, ground strikes would be rare 
if not for the sheer volume of warheads exchanged. 

A major city has a 60% chance of containing 1D6 impact 
craters. A city has a 25% chance of containing 1 impact crater. 
Occasionally, craters are found in the countryside. the site of 
a tactical strike against an army unit, and the crater may have 
derelict (and radioactive) vehicles and equipment nearby. Most 
craters are due to tactical and small strategic nuclear weapons, 
although an occasional crater, usually in a major city, is due to 
a larger strategic nuclear weapon. 

For tactical and small strategic weapons with yields ranging 
from 100  to 750 kilotons, the apparent impact crater is about 
100 to 400 meters in diameter and is 20 to 70 meters deep. 
For larger strategic devices with yields ranging from 1 to 10 
megatons, the apparent crater is from 200 to 800 meters in 
diameter and from 50 to 160 meters in depth. The torm "ap 
parent" is used deliberately; it refers to the diameter of the ap- 
parent (visible) crater. An area of about twice the vlsible,diameter 
has been completely shifted and disrupted and is as radioac- 
tively dangerous as the visible crater itself. 

In the two years following the strikes, erosion has reduced 
the apparent diameter to some extent and has reduced the depth 
considerably. Many smaller craters are shallow depressions in 
the ground, but the lack of vegetation should alert characters 
to the potential danger if they do not have geiger counters or 
other radiation monitoring equipment. 

Every impact crater had an initial radiation level of about 6,000 
rads, an immediately fatal dosage. However, moa radioactive 

The referw c k k s  for raWtkm mn 
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Slight Illness: The character suffers nausea, vomiting, and 
headaches. Onset is 106 hours after exposure. Character has 
strength, agilii, and intelligence halved for duration of illness. 
Symptoms will last for one day at lower exposure levels, two 
days if exposure is 600 rads or higher. 

Serious Illness: The character first suffers slight radiation ill- 
ness, as described above. Then the character suffers serious 
radiation illness and is incapacitated, with severe vomiting and 
diarrhea, spotting on the body caused by W i n g  under the skin, 
and blood in stool and vomit. Onset of serious illness is 2D6 
days after exposure at levels of 300 rade or less, 1 D6 days at 
levels above that. (Note that the character usually will recover 
from slight radiation illness before suffering from serious ra 
tion illness.) Incapacitation lasts 1 D6 WWS, plus one d 
every two days spent without bed rest and medical care. 
amount of medical care required is the same as for a char 
with a serious wound.) General illness, approximating the 
fects of slight illness listed above will persist for 1 D6 mo 

Death: The character first suffers from slight radiation il 
and then from serious radiation ittnesa (both o described above 
During the incapacitation period tend usually within thirty day 
of exposure) the character dies. 

DISEASE 
There are three ways to contract diseases in Twilight: 

as a result of an encounter with people, as a result of an 
encounter, and as a result of drinking contaminated water. 

Each time one of the above is encountered, roll 2D6. Th 
disease table indicates the required die roll, or higher, which i 
dicates the presence of a disease in the various encounter situ 
tions. The referee may dispense with checking for disease 
circumstances dictate. For example, a brief encounter with 
ple is usually too short to allow disease to spread. 

People: Most diseases occurring through contact with p 
ple are spread through contaminated food and water or by clo 
contact with a carrier (who may not necessarily show symp- 
toms of the disease). In some cases, individual communities of 
people may develop partial or total immunities to  one or more 
diseases, which do not affect them, but have devastating ef- 
fects on strangers who have not built up such immunities. 

For the purposes of disease, there are two types of people, 
those who live in settlements and those who do not. People in 
settlements usually use preventative sanitation, while people 
living in encampments are less likely t o  have good sanitation 
procedures. The referee determines which type of people are 
met for each encounter, according to his judgment. Refugees 
and stragglers usually use the encampment section, while mer- 
chants and army groups usually use the settlement section. 
Marauders and hunters have good chances of being from either. 
Also, people receiving good m e d i l  or biological advice tend 
to take care of health and sanitation matters. If such advice is 
judged present, an encampment may be treated as a settlement 
and a settlement may be treated as disease-free. 

If the characters notice the presence of disease in people in 
time, they can avoid contact and thus chance of catching the 
disease. Doing so is ESY:(MED or BIOI. 

Animals: Contact with diseased a n i d s  can come from ac- 
quiring draft animals or through hunting. If the presence of 
disease is noted in time, contact and thus disease may be avoid- 
ed; ESYAMED orlBIO). When hunting this task is AVG:RCN. 

Wezer:,This encounter includes only water consumed awqy 
from a settlement. It includes water from rivers, streams, lakes, 

! qs, abandoned wells, and sa on. If contamination is noticed, 
1 _ _  Aaracters may choose not to drink the water and thus avoid 
disease. Doing so is ESY:tFOR or MED or BIOI. 

If the characters do not avoid contact with the disease, the 
referee uses the appropriate section of the disease table to deter- 
mine which disease it is. 

Infection: Once the disease has been 
must decide who among the group is v 
and if any chwacter contracts the disease. 
consult the description of the disease to determine how it is 
spread and the group's particular vulnerabiliiies. A disease 
spread by tainted food is not spread to those who don't eat the 

, and one spread by contact doesn't affect those who do 
make contact with the victim, but a disease spread through 
air places all characters within range at risk. 
he character must roll AVG:CON to avoid contracting the 
ase. The success percentage is modified as follows: 10% 

subtracted for each fatigue point at the time of exposure and 
e disease's base infection number is also subtracted. 
If a character contracts a disease, the referee then informs 

character (after the correct incubation period has past) of 
symptoms of the disease. The character tor another 

racter) may then attempt to diagnose and treat the disease. 
Example: Monk, during one of his scouting missions, comes 

cross a spring which the referee has previous\y determined is 
ontaminated by dysentery. Monk fails his roll to notice the 
resence of the disease and fills his canteen. During the next 
w days, he shares his water with no one else, and thus does 

ot infect anyone but himself. Monk's constitution is 12 
x 5 = 601, his fatigue level at the time is 2 ( - 20) and the in- 
ction number is 30, making the chance to avoid infection 

=) 10. He rolls 23, and is infected. The incuba- 
2 days, and symptoms appear then. 

: Diagnosis is a task, using MED. The difficulty 
epends on the disease. This difficulty given is for phase I of 

the disease; phase II is one level easier (since symptoms are 
more advanced). Failure to diagnose a disease properly results 
in a misdiagnosis. The referee does not tell the players the dif- 
ficulty or success/failure of the task, only the disease diagnosed 
or misdiagnosed. 

Example: Monk complains to Wood of abdominal pain and 
diarrhea. The referee rolls for Wood's diagnosis of Monk's 
disease. The result of 94 indicates a misdiagnosis of cholera. 
Wood initiates the appropriate treatment for cholera: intravenous 
fluids, relief of pain and fever, protection, and adequate food. 

Recovery: To recover from a disease, a character must roll 
greater than the disease's basic recovery number. This roll is 
modified by the treatment received ( + 1, the MED skill of the 
person administering that treatment ( + 1, and the constitution 
of the diseased character times 5 ( + 1. The description of each 
disease indicates what the preferred treatment is, and the 
modifier such treatment gives t o  the recovery roll. 

If treatment is begun during phase I of the disease, the 
character rolls for recovery at the end of phase 1. If he fbils the 
roll, he rolls again for recovery at the end of phase II. If treat- 
ment is not begun until after the end of phase I, or no treatment 
is administered at all, the character only rolls for recover at the 
end of phase II. 

Treatment which begins during phase II of the disease has 
its overall effectiveness multiplied by 0.75. 

If a character fails his recovery roll, he has a chance of dy- 
ing. If he avoids dying he then suffers the post-recovery disability 
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associated with non-treatment (whether he was treated 01 not). 
If a character recovers as aresuk oWeament, he suffers the 

treated post-recovery dis-. 
A character may havexhis*fat&u& beee level increased while 

recovering from disease. trr such cmes, his fatigue kvel may 
not be deoreased below his base level, regardless of the amount 
of rest or sleep he gets. 

Example: At the end of 3 days (the length of dysentery's 
phase I) the referee rolls for MOWS recovery. ThaMto mover 
from dysentery is 195. Thermjatmmtadminist~vdBaMonk for 
cholera also has an effect rn -fy, adding 36)s for m- 
travenous fluids and 10% for pIlin reti& (with nockduoti isfor 
inadequate diet or shelter). Wosd's medicel skillof $5 a d .  
Monk's roll of 76 is modified by + 30, + 10, and +85, #or a 
total of 201, which is over 3 9 5  and thus Monk recovers. His 
base fatigue level is 1 for 7 days {dysentery's posWewvery 
debility). Monk receives no other ill effllcbe, and the rest d the 
group, aware of his disease, tskes neps ta guarddhemrdves 
against infection (especialtyrince believe he has cholera). 

Disease Desdptions: 
Dysentery 

Number 60. 
Transmission: Contaminated food and/or water. Infeeth 

Symptoms: Abdominai pain, diarrhea. 
Diagnosis: AVG 
Misdiagnosed as: Cholera, of miAor disease, 
Treatment: Replace fluids ( + 30%1, diew pain I + E@%). 
Course of the Disease: Incubation: 1-8 days (tW/2), P h ~ e  

Failed Recovery Defth ProBabWy: 6% 
Post-recovery Debility: 7 days. With treatnwnt, faigue at 

I: 3 days. Phase II: 7 days. Bsss Rcmnmry Numkr: 195. 

level 1 base; wit)rout, kvel 2. 
Cholera 

Number 50. 
Transmission: ConwntinSted fwd and/or water. Infedtion 

Symptoms: Abdominal pain, fever, diamhea. 
Diagnosis: AVG 
Misdiagnosed as: Dysentery. 
Treatment: Intravenous fluid+ 4 am% 

t + 20%), relieve pain and fever ( + 20%). antibiotic+ has mcf- 

fect, antibiotic* ( +  10%). 

Phase 11: 3 days. Base Rbcoaray Number: 218. 
Course ofthe Oisisascr: trimbation: 1 day. 

Failed Recovery Death Probability: 20% 
Pow-recovery Dobilii: 4 wetaka. With treetmsnt, W i u e  at 

Hepatitis-A 
level 2; without, fatigue at Jccurd 6. 

Transmission: Cont fwd and/or water. 
Infection Number 40. 

S y w :  General 
Diagnosis: DlF 
Misdiagnosed as: M 
Treatment: Wive pai&rbirca fewt I + 20%). 
Course of the Disease: Ineahmaw - .106wedts.Ph.se1:3 

days. Phase II: 5 days. Base Reoovery Number: 186. 
Failed &xwsay.DeMh pM+rQtllty. .to# 
Post-recomry Debility: B - w u e i b  With treamont, fatigue at 

Food &&ming 
level 1 ; without, at level 2. 

Tranatikaion: ContamSnsblrQ food. IwbcSon Number 40. 
Symptoms: Severe abdominal pain, sklominsl cramps, 

Diagnosis: AVG 
Misdiagnosed as: Chubem. 
Treatment M e w  s . To determine fur- 

ther treatmam, roll 1D antitoxin (+60),  
3-5 = antibia&+, 8-8- a M a t  +-I, 9-10ano 
other rneasuresliwrsny 
If antibiotics haw esfr; 

sometimes fever (1D10 fw-fB+). 

Course of the Disease 

FaiW +Recovery De 
Post-recovery Debit treatment, fatigue 

at level 1; without, lave1 2. 

l!kmbsn 245. 

pneumoai. 
Transmission: Contact, air-borne (particles coughed or 

Symptoms: W h ,  fk&MiM lungs, fevar, chest pain, 
sneezed into $ha dr). hfeekm h m b e r  60. 

general discomfort. 

Traammtr There ere s of pwtmonia, 
and treatmmb wry, Pain 5096). To dstsr- 
mine further WaMmenZ, & ED1 0: 1-2 =antibiotic + , 
3-5 =antibiotic - (both at + 30%). 61 0 = no other measures . 

p10rn rdiclf-har + 3096). If antibiotics 

isease: Incubation: 1D6 days. phase I: 5 

1 fatigue for 1 week. 
FyphOi@"#%RW 

act. 

fever, pain, eo@, m h y .  
lnfe 

Diagnosis: DIF 

Treatments. Antibiotic - ( +Jo36), mtibiotk* ( + 20%), 
antibi.li; hwsrcCrefkct- 

course of the D i s w  : IDW2 days. fJham I: 
1 we&. M . t E W 3 6 f G  e i W w M s m b a r :  205. 

M W  .rr:PneWaenk,@hfjU& 
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Failed Recovery Death Penalty: 10% 
Post-recovery Debility: 6 weeks. With treatment, fatigue 

at level 2; without, fatigue at level 3. 
Typhus 

Transmission: Carried by body lice. Infection Number 40. 
Symptoms: Fever, headache, rash. 
Diagnosis: ESY 
Misdiagnosed as: Minor disease. 
Treatment: All antibiotics ( + 30). 
Course of the Disease: Incubation: 1 day. Phase I: 5 days. 

Phase II: 10 days. Base Recovery Number: 200. 
Failed Recovery Death Probability: 20% 
Post-recovery Debility: With treatment, none; without, 

fatigue at level 2 for 2 weeks. 
Rabies 

Transmission: Contact with body fluids, such as blood, 
saliva, etc. Normally through an animal bite. Infection Number 
30. 

Symptoms: Phase I: fever, malaise, sore throat. Phase II: 
severe pain, excessive salivation, sweating and other fluid loss. 

Diagnosis: AVG 
Misdiagnosed as: Minor disease. 
Treatment: The 14-day DE Vaccine Series ( + 80% in phase 

I, + 10% in phase 11). (Pre-exposure vaccination will prevent in- 
fection but must be repeated at 2 year intervals.) 

Course of the Disease: Incubation: 1 D6 weeks. Phase I: 2 
weeks. Phase II: 1 week. Base Recovery Number: 260. 

Failed Recovery Death Probability: 100% 
Recovery Debility: Fatigue at level 2 for 20 weeks. 

Transmission: The bubonic form is spread by rat-borne fleas. 
The pneumonic forms is spread by contact or by air-borne par- 
ticles. Infection number 40 bubonic, 60 pneumonic. 

Symptoms: Bubonic: fever, swollen lymph nodes, severe 
abdominal pain. Pneumonic: same, with severe cough and chills. 

Diagnosis: AVG 
Misdiagnosed as: Pneumonia, minor disease. 
Treatment: Bubonic: Antibiotic - ( + 40% phase 1, + 20% 

phase Ill, relieve pain and fever (+lo%). Pneumonic: 
Antibiotic - ( + 30% phase I, + 10% phase Ill, relieve pain and 
fever (+  5%), antibiotic* same as -, antibiotic+ no effect. 

Course of the Disease: Incubation: 1D6 days. Phase I: 
Bubonic, 5 days; pneumonic, 3 days. Phase II: Bubonic, 10 days; 
pneumonic, 7 days. Base Recovery Number: Bubonic, 215; 
Pneumonic, 235. 

flague, Bubonic and Pneumonic 

Failed Recovery Death Probability: 100% 
Post-recovery Debility: Fatigue at level 2 for 15 weeks. 

Transmission: This represents a number of minor (but 
debilitating) diseases too numerous to detail specifically. Symp- 
toms and treatment may be adapted at the referee's discretion. 
Infection Number 10-40. 

Symptoms: Fever, general body pain, vomiting, discolor- 
atidn. 

Diagnosis: ESY, AVG, or DIF, referee's discretion. 
Misdiagnosed as: Any other disease, but u Ily a minor 

one. 
Treatment: Referee's choice, usually including relief of 

symptoms (+ 20%), antibiotic +, -, or f (0-40%, referee's 
discretion), or specific antitoxin ( + 60%). The availability of the 
specific antitoxin is up to the referee. 

Course of the Disease: Incubation: 1D6/2 days. Phase I: 

Minor disease 
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1 D6 days. Phase II: 2D10 days. Base Recovery Number: 180 
to 220. 

Failed Recovery Death Probability: none 
Post-recovery Debility: With treatment, none; without, 

fatigue at level 1 for 1D6 days. 
Description of Treatments: In all cases, a unit of a drug is 

enough to treat one person for one day. 
Relief of Pain: This is done by administering pain-relief 

drugs. The mild forms are used for normal conditions, strong 
forms for conditions described as severe. 

Relief of Fever: This is done by administering anti-fever 
drugs. 

Antibiotic + .- Administration of a gram positive antibiotic. 
Antibiotic - .- Administration of a gram negative antibiotic. 
Antibiotic f .- Administration of a broad spectrum (both 

positive and negative) antibiotic. These do not always work as 
well as a positive or negative antibiotic alone. 

TRADE AND COMMERCE 
While organized trading and commercial activities go on in tne 

world of Twilight: 2000, they are not extensive or economical- 
ly sophisticated. Communities for the most part are self- 
sufficient, since the flow of trade is too uncertain to rely on. 
Surviving cities do trade for food, and merchant convoys from 
these cities are sometimes encountered. At first, cities often 
forcibly confiscated food from the countryside. However, this 
resulted in farmers moving away from the areas around cities, 
so instead in most areas a primitive economy has developed in 
which cities trade what goods they can produce for food. 

Outside of the cities, the standard means of exchange is 
barter. Characters bargain and exchange items until both sides 
are satisfied with the trade. In barters between player characters 
and NPCs, the referee should be guided by the dollar prices of 
the items (as given on the price list) in the barter, as these prices 
reflect the general perceived value of the items. However, the 
referee must also determine the items' actual perceived values 
for the NPCs involved in the barter. For example, a motorcycle 
broken beyond the local NPCs' abilities to repair isn't worth that 
much to  them, while a farmer's only rifle will be of great value 
to him. Also, if the characters obviously need an item desperate- 
ly, greedy NPCs will attempt to get many times their perceived 
value of the item. However, a friendly NPC is likely to offer a 
better deal than normal or offer advice as to the going price for 
items locally and where the players might find a particular item 
they are looking for. 

Gold: In cities, the basic medium of exchange is gold. Prices 
are determined in much the same way as before, but gold is paid 
and received for transactions. In a city, perceived values will 
tend to  be closer to the listed prices than in the countryside, 
as the items may be more plentiful or due to competition be- 
tween merchants selling the items. Of course, there may be 
monopolies on certain items or perhaps the sale of all manufac- 
tured items (and/or food) is a city-controlled monopoly, in which 
case the prices of items may be artificially higher than their 
perceived value. 

Gold generally is not used as a medium of exchange outside 
cities, as the inhabitants of the countryside have little use for 
gold while a plow, a gun, or whatever can be of immediate use. 
Gold may be accepted as partial payment in some places, usually 
in relatively secure areas having a city that trades extensively. 
Also, merchant convoys in the countryside will often accept 
gold. 
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Barter is possible in the city, particularly when both sides of 
the barter want the items being offered for exchange. However, 
gold is preferred, especially by the merchants. If a merchant ac- 
cepts items in barter that he is not very interested in, he will 
usually strike a harder bargain than he would if he were paid 
in gold. 

Availability: All items on the price fist have an availabilii 
rating. The four availability ratings are very common, common, 
scarce, and rare. The equipment availability table indicates the 
likelihood that the item sought can be found in each of the four 
sizes of settlements; the encounter line gives the liketihood that 
an encountered party will have information of where a desired 
item is. In all cases, the likelihood is expressed as a percentage, 
which must be rolled on D100. Considerable referee discretion 
is allowed for availability of items, 88 the table is meant as an 
aid to the referee, not as a rigid rule to limit his options. 

In settlements, scrounging skill can influence the chance of 
finding that an item is available. The referee should treat the 
actual chance of an item being present as the average of the 
value on the chart and the character's scrounging skill, provid- 
ed the character's skill level is hiher than the value on the chart. 

Industry: Industrial production is very limited, anct is mostly 
confined to cities. The biggest business going is the diaillation 
of alcohol. Most villages and every town, city, and major city 
have large alcohol stills that turn out methanol and ethanol for 
local use and trade. Another thriving local industry is ammuni- 
tion reloading. Gunpowder and primers can be manufactured 
fairly easily and bullets cen be cast. Brass cartridges are more 
difficult to manufactum, however, and so ammunition reloaders 
are almost always willing to give a 10% discount on ammuni- 
tion if the buyer has a cartridge to trade or to trade 1 round for 
10 brass cartridges. Other light industry may be present, such 
as bicycle manufacturing, but will be very small scale (hand- 
crafted rather than mass produced). 

VlSlSlLlTY 
Normal daylight visibi l i  is effectively unlimited, restricted on- 

ly by intervening terrain and the curvature of the earth. (For a 
person of normal height standing on a flat plain, the horizon is 
about five kilometers distant.) 

Smoke, adverse weather, and night reduce visibility severe- 
ly. Dense smoke blocks visibility completely. Light smoke 
obscures characters and vehicles in and beyond it. In poor 
weather (light fog, drizzle, and l iht  snowfall), maximum visibility 
distance is 2,000 meters for moving vehicles and very large ob- 
jects and structures (such as villages, woods, etc.). For sta- 
tionary vehicles, small structures (such as bunkers), and mov- 
ing people the maximum spotting distance is 1 ,OOO meters. For 
stationary people, it is 500 meters. In bad weather (dense fog, 
rain, and heavy snowfall), these distances are quartered. 

Visibility at night varies considerably depending on the amount 
of background light. The referee should assign a background 
light level of from 1 to 5, with 1 representing a cloudcovered, 
moonless night (in other words pitch black) and 5 a clear night 
with a full moon high in the sky. Visibility for large structures 
and moving vehicles is 400 meters times the background light 
level. Visibil i  for small structures, stationary vehicles, and mov- 
ing people is 200 meters times the background light level, and 
visibility for stationary people is 100 meters times the 
background light level. Halve the distance for poor weather at 
night; quarter the distance for bad weather at night. 

In poor weather, halve all encounter ranges (except in woods). 

I" ab.'- .- & 'I 
In bad weather, quarter all encounter ranges (except in woods). 
At night, multiply all encount8r ranges (exuept in woods) by the 
background l i  level and divide by ten and then modify for poor 
or bad weather. (Woods are unaffacted by reduced visibility, 
as visibility is aheady so limttd tha encounter range dependa 
as much on hearing the encounter as seeing it anyway.) 

Vision bd\lrrcp.nnnt 0.vIcoc A number of vision enhance- 
ment devices are available. They have the fdlowing effects. 

Binocuiars: Binoculars we weful only during perids of good 
visibility (daylight and good twoother). A character who is 
equipped with binoculars and is hr a good observation position 
(building roof, treetop, hill) hm his RCN SWJ incrgased by 10. 
If he spots a group before they rpat ttim or the rest of his party, 
double the range of the encounter. 

image InWnsifir: An image Intensifier has the same effect 
as binoculars, except that the character adds 20 to his RCN skill. 

Sterlight Scope: A player using a mdight scope can 088 twice 
as far at night as he could without the rcop.. In an encounter 
situation, this would allow c h a r m  with asrlight scopes to 
begin rolling for spotting before hostile groups would be able 
to attempt to spot them. StarM@ht rcopes have no effect in 
woods, in smoke, or in poor or bud weather. 

IR Goggles: Infrared goggles allow a character to see moving 
or stationary personnel or other b a t  sources at a dkance of 
300 meters at night. In addition, e character wearing infrared 
goggles can see the beam of an kR spotlight. IR goggles have 
no effect in woods, in SmOk6 or in poor or bad weather. 

if? Spotiighr: An infrared spottight can illuminate an area 20 
meters across at a mnga of up to 1 ,OOO metms. Only chamctera 
wearing IR goggles can 888  the^ light. However, any character 
wearing IR goggles will see tha swmhlight if he is within 3,000 
meters of it. IR spotlights have no effect in w&, in smoke, 
or in poor or bad weather 

White Light Spotlight: A white light atpotligkt will illuminate 
an area 20 meters across at ranges of up to 2,000 meters. The 
light itself can be seen by any character at any distance who 
has a clear line of sight to it. White l i h t  opotlights have no ef- 
fect in woods, in smoke, or in poor or bad woather. 

Thermai Sigh?: A thermal dght is a very advanced form of 
infrared imaging. It allows charmcters to see vehicles out to 

. 



Page 22 

6,000 meters 
smoke, and fog. This range is halved in drizzle and rain, and the 
device has no effect in snowfall and in woods. 

llluminafion Rounds: An ILLUM round will illuminate the area 
within its burst radius as if it were full daylight. ILLUM rounds 
have no effect in woods, in smoke, or in poor or bad weather. 

REPAlRS 
In the course of the game, players will DO called upon to repair 

vehides and other equipment which has aither broken down or 
has suffered damage. 

Danmga: The combat rules list the procedures used for deter- 
mining percentage damage and hids to vehicle components. In 
order to repair a damaged component, a character must have 
three things: parts, tools, and time. 

Parrs: One part is required for every 10% damage that a com- 
ponent has waived, except for fuel tank damage which does 
not require parts for repair. Thus, an engine which has taken 
40% damage requires four parts to repair. (This is in addition 
to those parts which the character is assumed to be able to 
reassemble from the damaged comp0nent.t While parts may oc- 
casionally be found for sale, the most common sources for parts 
are cannibalization and fabrication. 

Parts can usually be cannibalized from an identical vehicle. 
If the component to be cannibalized is undamaged, the required 
parts may automatically be taken from it. If the component is 
damaged, its percentage damage is the chance that the need- 
ed part cannot be salvaged. Thus, an engine which has suffered 
80% damage has an 80% chance of not having the needed part 
in it. If several parts are required from a damaged component, 
the die rolls are made separately for each part. 

Characters may only fabricate parts if they have access to 
a machine shop. Each part requires a number of hours in the 
shop equal tu the component's damage murtiplier divided by 5. 
Thus, a character can fabricate a tracked suspension pert in 
(30/5 = 6 hours. Parts for electronic systems (including radios, 
missile launchers, and range finders) may not be fabricated; they 
can only be cannibalized. 

Fabricatisr, is AVG:MEC for non-weapon parts and AVG:GS 
for weapons parts. The roll is made after the part has been 
fabricated, and failure means the part cBnnot be used. The 
referee may decide that fabrication of some parts is DIF. For 
example, if a component is so damaged o to require half a dozen 
(or so) parts, the referee may decide that one of the parts is 
difficult to fabricate. 

Time: It takes one hour per ten hits of damage to complete 
a repair. Each component is a separate task (AVG:MEC for 
mechanical systems, AVG:GS for weapons, AVG:ELC for radios, 
missile launchers, and rangefinders). Up to five characters may 
work on a single repair task at the same time, with the average 
skill of all those working used to determine success. 

Tools: If a character has the needed parts to make repairs, 
he must then have the tools to do so. Given the correct tools, 
the repairs take the standard time and are average tasks. If the 
player has the wrong type of tools, the job will take twice as 
long and become a difficult task. Damage to an engine or fuel 
system requires either tracked vehicle or wheeled vehicle tools. 
(Either type will suffice for any vehicle). Suspension damage 
requires vehicle tools of the correct type. Radii, missib launch- 
er and range finder damage requires electronic repair tools. Gun- 
ner's machinegun damage requires gunsmith tools. Main gun 
damage requires heavy ordnance tools. 
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Breakdowns: Breakdowns are treated in much the same way 
as battle damage. However, the referee must first determine 
the extent of the breakdown. The current wear value of the vehi- 
cle times 10 is the percentage chance of a major breakdown, 
For example, a vehicle with a wear value of 8 has an 80% 
chance that a breakdown will be major. A breakdown can strike 
any system in the vehicle, and the affected system shouid be 
determined by the referee. Thus, it is possible that a breakdown 
may not affect the mobilii of a vehicle but instead be a weapons 
or radio malfunction. 

Minor Breekdowns: A minor breakdown consists of 1 D10 hits 
worth of damage to a component. If this results in more than 
10% damage to the component, parts are needed to repair it. 
Otherwise, repair8 can be made without new parts. 

Major Breakdowns: A major breakdown consists of ?D6 times 
5 percentage damage to the component and will almost always 
require parts and considerable time to repair. 

Minor Bmakhwns: A minor breakdown consists of 1 D 10 hits 
worth of damage to a component. If this results in more than 
10% damage to the component, parts are needed to  repair it. 
Otherwise, repairs can be made without new parts. 

Major Breakdowns: A major breakdown consists of 1 06 times 
5 percentage damage to the component and wiU almost always 
require parts and considerable time to repair. 

ELECTRlCllY 
A variety of electrical devices are available, but they require 

electricity in order to function. The equipment list gives the 
power consumption, in kilowatts, of each electrical equipment 
item. Those which are listed as vehicle powered may only func- 
tion when in the vehicle or when hooked to a generator. Other 
types of etectrii equipment which only have a power consump- 
tion may only function when hooked to a generator. 

A generator can power equipment as long as the total power 
consumption of equipment connected to the generator is less 
than or equal to the generator's output. (A 60 kilowatt generator 
has an wtput of 60 kilowatts.) A generator consumes fuel at 
the rate noted in the equipment list. 

someequipment b powered by inasmd tmteries. Internal bst- 
teries will work for one day before requiring recharging. To be 
recharged, the item must be hooked to a generator for one 
period. The gemator must be operating but no power consump- 
tion is charged against its capacity due to recharging (as the 
power comumptkm of batteryoperated items in the game is 
insignificant when compared to even the smallest generator's 
WtPut). 

Characters need SWM skill in order to stay afloat and swim. 
Floating is a AVG when wearing clothes and ESY without 
clothes. A loaded character (one with other than light personal 
equipment) cannot float (or swim). If the task is failed, the 
character sinks (and will drown if he remains in the water). If 
successful, the character floats and may swim. 

EaFh character has a swimming endurance, equal to 5 times 
his CON. Floating without clothes uses 0 endurance points; 
floating whire wearing clothes uses 1 endurance point per 
minute. Maximum swimming speed is SWM/lO (UP) meters per 
combat round. A character uses 5 endurance points per minute 
when swimming at full speed and 1 endurance point per minute 
at half speed. If the character is wearing clothes while swimm- 
ing, double the endurance cost and halve the speed. 
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(East Germany) remained quietly in barracks. 
Despite the initial surprise, the fifteen Soviet divisions remain- 

ing in Germany put up a spirited resistance and were soon joined 
by two more divisions from Poland and three from the garrison 
of Czechoslovakia. By November 15th, there were also two 
Czech divisions and four Polish divisions in Germany, their orders 
to leave for the Far East hurriedly rescinded. To the surprise of 
the Western nations, the Czechs and Poles fought well, as 
neither wished to see a reunited Germany. 

By the end of November, the Bundeswehr was in serious trou- 
ble. Soviet Frontal Aviation had left their most modern aircraft 
in the west; these were qualitatively a match for the Luftwaffe 
and quantitatively more than a match. As the Bundeswehr lines 
began to crumble, high ranking officers of the East German Ar- 
my made their move. In a bloodless coup, the civilian leaders 
of the country were deposed and replaced with a military jun- 
ta. Two days later the new government ordered the army into 
the field against the Pact forces in the country and formally re- 
quested intervention on their behalf by NATO 

While the political leadership of the European members of 
NATO debated the prudence of intervention, the U.S. Army 
crossed the frontier. Within a week, France, Wgium, Italy, and 
Greece first demanded that U.S. troops withdraw to their start 
line and then withdrew from NATO in protest. British and Cana- 
dian forces crossed the border, however, while Danish and 
Dutch troops remained in place, still partners in NATO but not 
party to war. 

In the far north, Soviet troops made a bid for quick victory 
in northern Norway. Most of the best Arctic-equipped divisions 
had already been sent east, however, and the third-line troops 
available were unable to break through to the paratroopers and 
marines landed in NATO's rear areas. As crack British comman- 
does and U.S. Marines joined the battle, the front line moved 

again toward the Soviet naval facilities on the Kola Penin- 
sula, and the elie Soviet paratroopers and marines were klated 
and destroyed. 

At sea, the Soviet Red Banner Northern Fleet sortied and at- 
tempted to break through the Grdand-Iceland-United Kingdom 
Gap into the north Atlantic. For three weeks the opposing fleets 
hammered each other, but the western fleet came out on top, 
badly bloodied but victorious. 80% of the Soviet northern fleet 
tonnage rested on the bottom of the Nomregian and North Seas. 
Scattered commerce raiders did break out, however, and by 
year's end were wreaking havoc on the NATO convoys bring- 
ing ammunition and equipment across the Atlantic. 

Having repeatedly given excuses when asked to provide 
troops for the war effort, Romania was finally presented with 
an ultimatum on December 5th: either support the war effort 
fully or suffer the consequences. The time limit expired without 
a formal reply from the Romanian government, but throughout 
Romania troops hurried to their emergency mobilization posts. 

The Warsaw Pact apparently had expected Romanian com- 
pliance with the ultimatum, for it was not until December 20th 
that sufficient troops were assembled to begin an invasion. As 
Hungarian, Bulgarian, and Soviet troops crow the border, 
Romania formally withdrew from the Warsaw Pact, declared war 
on the three invading nations, and applied to NATO for 
assistance. 

The first nation to rally to Romania's aid was her neighbor, 
Jugorlavia. Withiq 24 hours, three divisions and five brigades 
crassed into Romania and two days later were at the front under 
Romanian command. NATO responded shortly thereafter with 

Finland had been expected to offer token resistance to the 
violation of its territory; instead the Finnish Army fought 
tenaciously, seriously delaying the flanking move. At sea the 
plan fared even worse, as coastal missile boats and the rem- 
nants of Northern Fleet's shore-based naval aviation inflicted 
crippling losses on the NATO fleet. By mid-June the last major 
naval fleet-in-being in the world had been shattered. 
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the offer of full membership in the security organization to both 
nations, which they accepted. More concrete assistance took 
the form of the Turkish 1 st Army, which launched its offensive 
against a thin Bulgarian covering force in Thrace on Christmas 
Eve. 

1997 
On the first day of the new year, the NATO heads of state 

declared their support for a Polish government in exile, headed 
by a committee of Polish emigres. While the news was greeted 
with scattered worker uprisings in Poland, the majority of the 
Polish Army remained loyal to the central government, and open 
resistance was soon crushed. An underground movement began 
forming, however, and by spring small guerrilla bands, leavened 
by Polish Army deserters, began to harass Warsaw Pact supp- 
ly convoys and installations. 

During January, continuing Turkish successes in Bulgaria 
sparked a wave of patriotism in the Turks, particularly since 
Greece had remained neutral in the fight against the com- 
munists. On Cyprus, unoccupied and supposedly reunited for 
three years, the Turkish Cypriots demonstrated in favor of 
Turkey. The demonstrations turned into anti-Greek riots, and 
the Cypriot Army moved to restore order. In response, the 
Turkish Army invaded Cyprus and quickly occupied most of the 
island. Greece first sent military units to Cyprus to resist the 
Turks and then declared war on Turkey and attacked the Turkish 
forces in Thrace. 

In late February, the socialist governments of Italy and Greece 
concluded a mutual defense pact. While Italy was not obligated 
by the pact to enter the Greco-Turkish war, the Italian govern- 
ment declared the war to be a regional conflict unrelated to the 
more general war raging elsewhere, promising to intervene on 
Greece's side if NATO tried to tip the balance in Turkey's favor. 
Within a week Greece declared a naval blockade against Turkey 
and warned the world's shipping that the Aegean was now con- 
sidered a war zone. 

In an attempt to restore the situation in Germany, Soviet and 
Czech troops went over to the offensive in southern Germany 
but did not have the strength to make any significant gains. With 
the coming of spring the NATO offensive gained momentum and 
in April the first Germen troops crossed the frontier into Poland. 
By June 17th. Warsaw was surrounded, and Polish army units 
and the citizens of the city prepared for a siege. 

By late spring, NATO's Atlantic fleet had hunted down the 
last of the Soviet commerce raiders, and the surviving attack 
carriers and missile cruisers moved to northern waters. The 
NATO drive in the north had bogged down on the banks of the 
Litsa River, but the Northern Front commander now con- 
templated a bold move to destroy the remnants of Soviet naval 
power there. While U.S. and British units attempted a rapid 
outflanking move through northern Finland, the NATO Atlantic 
Fleet would close in on Murmansk and Severomorsk. subject- 
ing the Soviet fleet anchorages and air bases to a massive bom- 
bardment. On June 7th the ground offensive was launchgd and 
the fleet c1ose.d in on the Kola Peninsula shortly thereafter. 



ourn, the front in nomania stabilized and entered r 
period of attritional warfare. Soviet mobilization-only divisions, 
largely leg-mobile and stiffened with a sprinkling of obsolete 
tanks and armored personnel carriers, entered the lines. 
Although the Romanians proved better soldiers than the over- 
aged and ill-trained Soviet recruits, the manpower difference 
began to be felt. 

The best Soviet troops were shipped further south to Bulgaria, 
and by May had managed to halt the Turkish drive. As Greek 
pressure on the Turkish left flank in Thrace built, unit after 
Turkish unit was shifted to face the Greeks. It became clear that, 
without aid, the Turkish Army would have to fall back or be 
defeated. 

On June 27th. a NATO convoy of fast transports and cargo 
ships, accompanied by a strong covering force, attempted the 
run to  the Turkish port of lzmir with badly-needed ammunition 
and equipment. Light fleet elements of the Greek navy in- 

trcepted the convoy and, in a confused night action off Irmir, 
inflied substantial losses and escaped virtually unharmed. Two 
days later NATO retaliated with air strikes against Greek naval 
bases. On July 1 st, Greece declared war against the NATO na- 
tions, and Italy, in compliance with her treaty obligations, fol- 
lowed suit on the 2nd. 

In early July, Italian airmobile and alpine units crossed the 
passes into Tyrolia. Scattered elements of the Austrian army 
resisted briefly but were overwhelmed. By mid-month, Italian 
mechanized forces were debouching from the Alpine passes into 
southern Germany, and their advanced elements were in com- 
bat against German territorial troops in the suburbs of Munich. 

The Jugoslavian Army launched a gallant but costly offen- 
sive against northeastern Italy, but soon was stalled. Italy 
responded with a major counteroffensive which, while drain- 
ing troops from the German front, quickly shattered the thinly- 
spread Jugoslavian northern grouping. 

The Italian Army enjoyed tremendous success in the first 
month of its involvement in the war, primarily for logistical 
reasons. Most of its opponents had already been at war for six 
months or more. Their peacetime stocks of munitions and 
replacement vehicles had been depleted, and their industries had 
not yet geared up to wartime production. The Italians had in- 
tact peacetime stockpiles to draw on. As summer turned to fall, 
however, the Italians too began feeling the logistical pinch, ag- 
gravated by the increasing flow of munitions and equipment 
from the factories of their opponents. 

In Asia, pro-Soviet India and anti-Soviet Pakistan drifted into 
war through an escalating spiral of border incidents, mobiliza- 
tion, and major armed clashes. Outright war began in the spring, 
and by midyear the Indian Army was slowly advancing across 
the length of the front, despite fierce resistance. 
By early July, NATO advanced elements were closing up on 

the Polish-Soviet frontier in the central region, while continu- 
ing the siege of Pact-held Warsaw. The Polish government in 
exile established its temporary capital in the city of Poznan, and 
asserted its claim to the pre-1939 Polish borders in the east. 
In the Far East, Pact forces began major withdrawals all along 
the front, and the mobile elements of the Chinese Army began 
a victorious pursuit. 

n July 9th, with advanced elements of the 1 st German Ar- 
my on Soviet soil, the Red Army began using tactical nuclear 
weapons. In the West, they were used sparingly at first, and 
for the first week were used only against troop concentrations 
no further than 50 kilometers from the Soviet border. In the Far - 



d by mass starvation and disease, 
had become barren and empty. 

The average strength of NATO combat divisions at the front 
had fallen to about 8,000, with U.S. divisions running at about In the west, NATO air units began making deep nuclear 

n attempt to slow the Warsaw Pact advance. The P 
onded with similar strikes against German industrial targ 
major port cities. NATO's theater nuclear missiles w 

launched against an array of industrial targets and port ci 
in the western Soviet Union. Throughout October the excha 

strength, running from 500 to 10,000 effectives, but mostly 
in the 2-4,000 range. Lack of fuel, spare parts, and ammuni- 
tion temporarily paralyzed the armies. Peace might have come, 
but there were no surviving governments to negotiate it. Only 
the military command structures remained intact, and they re- 
mained faithful to the final orders of their governments. In a time 
of almost universal famine, only the military had the means of 
securing and distributing rations. Military casualties had been 
much lower than casualties among civilians. 

In the Balkans, the partisan bands in the mountains of Romania 

continued, escalating gradually. Fearful of a general strategic 
exchange, neither side targeted on the land-based ICBM's of 
the other, or launched so many warheads at once as to risk con- 
vincing the other side that an all-out attack was in progress. 

her side wished to  cross the threshhold to nuclear oblivion 
ne bold step, and so they inched across it, never quite know- 
they had done it until after the fact. 
irst, military targets were hit. Then industrial targets clearly 

ita1 to the war effort. Then economic targets of military im- 

casualties in the industrialized nations had reached almost 15% 
by the turn of the year, but the worst was yet to come. Com- 
munication and transportation systems were non-existent, and 
food distribution was impossible. In the wake of nuclear war 
came famine on a scale previously undreamed of. Only the ex- 
ceptionally cold winter delayed simultaneous epidemics. In the 
nations of the Third World, destruction of their major industries 
together with cessation of western food aid caused severe 
dislocations, with famine and starvation in many areas. 

With the spring thaw, the unburied dead finally brought on 
the epidemics the few remaining medical professionals had 
lreaded but were powerless to prevent. Plague, typhoid, 
:holera, typhus, and many other diseases swept the world's 
,opulation. By the time they had run their courses, the global 
:asualty rate would be 50%. 

In Europe, France and Belgium had been hit the lightest and 
stood virtually alone in maintaining a semblance of internal order 
throughout the cataclysm. As refugees began flooding across 
their borders, the French and Belgian governments closed their 
frontiers, and military units began turning back refugees with 
gunfire. The French government authorized the army to move 
west to the Rhine,to secure a solid geographical barrier. As the 
refugees piled up on the French and Belgian frontiers, a large 
lawless zone sprang into existence. Open fighting for food was 

portance. Then transportation and communication, oil fields and 
refineries. Then major industrial and oil centers in neutral na- 
tions, to prevent their possible use by the other side. Numerous 
warheads were aimed at logistical stockpiles and command- 
control centers of the armies in the field. Almost accidentally, 
the civilian political command structure was first decimated, 
then eliminated. The exchange continued, fitfully and irregular- 
ly, through November and early December, and then gradually 
petered out. 

Pakistan and India waged their own nuclear war. Facing 
defeat, Pakistan launched a pre-emptive strike on India's 
economy and nuclear strike force. Although industrial centers 
were hit hard, enough of India's nuclear arsenal survived to 
launch a devastating retaliatory strike. The Indian-Pakistani war 
soon wound down, as each country's economy no longer could 
feed its civilians, let alone supply military units. 

998 
The w ir of 1997-98 was particularly cold. Civilian war 

and Jugoslavia had escaped almost untouched, while many Pact 
regular units had been destroyed in the exchange or had just 
melted away after it. The Romanians and Jugoslavians began 
forming regular combat units again, although still structured to 
live off the land and subsist from captured enemy equipment. 
At first, there was a great deal of enemy equipment just lying 
around waiting to be picked up. 

There were border changes as well. The Italian Army formed 
the satellite states of Croatia, Serbia, and Slovenia while the 
Greek Army directly annexed Macedonia. The Albanian Army, 
always a reluctant ally, first protested, then withdrew from the 
temporary alliance, and finally began sporadic attacks on Greek 
military units. At the same time, many Italian and Hungarian 
units were withdrawn from the Balkans and shifted to 
Czechoslovakia and southern Germany. 

In North America, a flood of hungry refugees began crossing 
the Rio Grande, and most of the remaining military forces of the 
United States were deployed into the southwest to deal with 
the mounting crisis. They moved at the orders of the Joint Chefs 
of Staff, now the de facto government of the United States. 
Widespread food riots and violence in refugee areas were met 
with military force. The Mexican government protested, and 
within months Mexican Army units crossed the Rio Grande to 
protect Mexican lives. More US. units were shifted south. Scat- 
tered fighting grew into open warfare, and Mexican armored cob 
umns were soon driving northeast toward Arkansas and north- 
west into southern California. The front quickly stabilized in 
northeast Texas and central California. Elsewhere in the U.S. 
civil disorder and anarchy increased with the withdrawal of Army 
units. 

In late June, the Pact forces in southern Germany renewed 
their offensive in an attempt to seize the scattered surviving in- 
dustrial sites in central Germany. Actually, the most intact parts 
of Germany were those areas in the south which had been under 
Warsaw Pact occupation, as neither side was willing to strike 
the area heavily. Galvanized into renewed action, NATO forces 
made a maximum effort to reform a coherent front, and the Pact 
offensive finally stalled along a line from Frankfurt to Fulda. In 
late August, NATO launched its own offensive from tty area 
of Karl Marx Stadt, driving south to penetrate the Pact rear areas 
in Czechoslovakia. The thinly-spread Czech border guard units 
were quickly overwhelmed and Pact forces in central Germany 
began a precipitous withdrawal to Czechoslovakia, laying waste 
to southern Germany as they retreated. 

A simultaneous offensive by the Jugoslavian Army drove 
north in an attempt to link up with NATO. The Jugoslavians were 
halted near Lake Balaton, however, anc' +%n thrown bacl 
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As more Pact units arrived in Czechoslovakia, the NATO drive 
ran out of steam wrd lost its sense of direction. Troops were 
shifted west to  garrison the reaptwed but devastated south 
of Germany, and many Hves were wasted in a futile attempt to 
foro the Alpine passes into Italy. As the autwnnd rahw bqpn, 

the Pact initiaed E atwt and weak second n&em 
directed primwily at swvkring induarial centers in 

of local skirmishing 

1999' 
Once spring planting was finished, thebnrted States Congress 

reconvened for the first time since the first exchange of rnisshs. 
Senator John Broward (D, Ark), the former governor of Arkan- 
sas who appointed himself to fill one of the two vacant senatorid 
seats, was elected President by the House of Representatives. 
Gsnrral Jonathan Cummings, thenchairman of the Joint Chief, 
of Staff, refused to recognize the constitutional validity of the 
election, citing the lack of a proper quorum and numerous ir- 
regularities in the credentials of the attending congressmen. 

(Although Cummings' decision would later be widely critic- 
ized, there was much validity to his position. Many congressional 
seats were dmted ;  several of the congressmen in mendams 
were merely self-appointed local strongmen who had gained 
control of large parts of the old congressional districts, and some 
had never seen the districts they purported g 
wm at least one confirmed shooting betw 
to a seat while Congress was in session.) 
General Cummings declared a continuation 

such time as a new census was practical, that being- 
for a meaningful reapportionment of congressional 
presidential electoral votes. President Broward responded with 
a demand for Cummings' resignation, which Cu- dedined 
to submit. While some military units sided with the 
government, the majority continued to take orders fr 
Chiefs, particularly those overseas, for two simple r 
the habit of obedience was deeply ingrained, and, in many caseg, 
was all that had allowed units to survive thus far. Secqd, the 
J o i n t C ~ C o n t r ~  
networks. 

central authority. Forced to  choose between two rival 
m , b o t h w i t h c o m i d w & ~ i n ~ ~ t ~ ~ ~ ,  

In North America, the main effect 

The surviving fore 
concerned with the 

Chi&. organized a field operati& branch to 

from violent confron 

vice 4. tt8nspwt8. Initiated by 'the civilian government, both 
gwenwnrnts briefly competed in> struggle to outdo the other, 
viewing wee088 MI a t i ius  tesfof their ability to'mobilize the 
nation. In fact, the cslkrps afFected onby the Atlantic coast and 
led to widespnwd rcmimnos. The dispatch of troops, supplies, 

r q  became the most 
~ommon fomof  warfare. Ths "from" ce 
became a deep occupied zone, as troops 
began farming and small-scale manufacturing to meet their sup- 
ply requirements. Local civilians were hired to farm and carry 
out many administrative functions in return for security from 
the increasing numbers of marauders roaming the countryside. 
In other areas, the security the military unit provided to its 
civilians was from the unit itself. Many units stationed in bar- 
ren areas drifted apart or turned to marauding when supplies 
did nof arrhm. Alth- 
marauders were directed a "the enemy", they 
begin to be directed at "aHied" units as well, although at first 
not against units of the same nationality. 

2000 

' 
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Poland 
THE LAND 

PhySicaUy, there is little difference between the Europe of 
Twilight: 2000 and today's Europe. The rivers, mountains, 
shorelines, and location of cities are the same. The difference 
lies not in the actual features of the land, but rather the condi- 
tion of those features. This is particularly true in Poland, as the 
country has bean extensively damaged by conventional fighting 
and nuclear war. Many cities have been devastated and are 
abandoned ruins. Others are still inhabited, but with greatly 
reduced populations. Small towns and villages are beginning to 
resemble fortified towns of the middle ages, surrounded by low 
earthen ramparts with occasional bunkers and firing positions. 
Trade and comm(~c~ are greatly reduced since governments can 
no longer police the hi(lhways and countryside. Most manufac- 
turing has ceased except for small cottage industries: weaving, 
carpentry, canning, etc. 

Periodiily, armies are forced to move a considerable distance 
across country. M n  they move they live off the land, seizing 
the food and fuel they need from local inhabitants. Thus, the 
arrival of a military unit in an area, regardless of which side the 
unit is on, is dreaded by civilians. The soldiers descend like a 
swarm of locusts, consuming all the carefully hoarded suppliea 
of a settlement and then pass on, leaving starvation, disease, 
and misery in their wake. 

With no surviving strong civil government, the armed forces 
are the closest thing to a central government that remains. 
However, since an army's presence can be disastrous for local 
co- . it is little wonder that tremendous local autonomy 
is the rule. If a community has a problem, it attempts to deal 
with it with its own resources. Calling on the army to help may 
merely replace one problem with an even flrertsr one. 

HOSTIkE FORCES 
There are still substantw, l3rgmbd oftroopsinPoland 

of major Warsaw Psct units m the area, along w 
in combat ttoops eM1 operational tanks and their approximate 
location. This information is provided as a general guide, and 
the referee should feel free to vary it 8s he sees fit. 

the unit, its strength, and its location. If 
n is listed, the troops are spread 

the two towns but are mostly concentrated in the fi 
mentioned. If an additional location is given in parentheses, 
is the bc8tion of ihe unit's rear echelon (supply, medical, and 
maintctf-mms rervices). Usually the rear echelon will 
than 10% of the unit's manpower. 

The -wing abbrevhtions am used throughout th 
Border owrd &Igsde; CD: Cavalry Division; CI* 
Guard8 Cavalry Division; OMRD: Guards Mot0 
sion; GTII: Guards Tank Division; Mad?: Marine 
Motorized Rifle Division; Pol: Polish; Sov: Soviet; TD: 
Division. 

NORTHER1YPOLA#D 
h/tk Front HQ: Mslbork 

1st Wish Army, HQ: Gdynia 
Pol 2nd CD (200 men): Gdynia 
Pol 3rd CD (1,060 men): Slupsk, Ustka, (tebork) 
Pol 9th MRD (2,500 men, 10 tanks): Patanow, Miastko, 

Pol 12th CD 11,500 men): Koscierzyna, Gniew, (Tczew) 
Pol 19th .c[) (800 men): Malb6rk 
Pol 3 BBB (300 men): Gdynia 
Pol 12th Bo8 (400 men): Dabrowka 

2 ~ d  Polish Army, HQ: Czarnkow 

(Bytow) 

RD (2,500 men, 7 tanks): CzagMnefc, M 

Pol 7th MerDiv (600 men): Wakz 
Pol 17th CD (2,000 men): Dobiegniew, Strzdce, (Wronki) 
Pol 4th BoB(C) (400 men): Walcz 
Pol 5th Bo8 (400 men): Czlopa 

1st Polish Tank Army, H a  Pila 
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Pol 6th TD (3,500 men, 10 tanks): Podgaje, Jastrowie, (pile) 
Pol 13th CD (1 ,000 men): Chojnice, Czluchow, (Sepdno) 
Pol 7th BGB (100 men): Chodziez 

22nd Soviet Cavalry Army, HQ: Torun 
Sov 43rd CD 12,000 men): Grudziadz, Tuchola, IChelmza) 
Sov 96th CD (1,400 men): Torun, Krosniewice, 

Sov 89th CD (300 men): KO&, Kolo, (Sompolno) 
Pol 8th BGB (200 men): Sroda, Wrzesnia 

Wloda wek) 

CENTRAL POLAND 
esewe Front HQ: Lublin 
4th Soviet Guards Tank Army, HQ: Piotrkow 

Sov 20th TD (1,OOO men): Szadel, Uniejow, (Lodz) 
D (3,000 men, 8 tanks): Kalisz, Ostrow, 

RD (3,000 men, 6 tanks): Sieradz, Zloczew. 

Sov 12th GTD (600 men): south of Kalisz 
Pol 10th TD (2,000 men, 5 tanks): Pleszew, Kalisz 
Pol 6th BGB (400 men): Lodz, Zgierz 
Pol 1 1 th BGB(C) (400 men): Lask 

3rd Soviet Shock Army, HQ: Legnica 
Sov 127th CD (2,000 men): Glogow, Nowa Sol. (Lubin) 
Sov 129th MRD (3,000 men, 5 tanks): Opole, Olesnica, 

%EST CENTRAL POLAND 
st Western Front HQ: Poznan 
1st Soviet Guards Tank Army, HQ: Skwierzynb 

Sov 9th GTD (4,000 men, 24 tanks): Mysliborz 
Sov 1 1 th GTD (600 men, 3 tanks): Gonow Wielkop 
Sov 25th TD (1,OOO men, 4 tanks): Mieszkowice 
Sov 1st TD (3,000 men, 9 tanks): Witnica 

8th Soviet Guards Army, HQ: Swiebodzin 
Sov 39th GMRD (3,000 men, 27 tanks): Kostrzyn 
Sov 20th GCD (1,OOO men): Rrepin 
Sov 131st MRD (2,000 men, 16 tanks): Swiecko 

Western Front HQ: regm8 
d Soviet Guards Army, HQ: Gorl i ,  Germany 
Sov 21 st GMRD (1 ,OOO nwn, 5 tanks): Bautzen, Germany, 

Sov 103rd MRD (4,000 men, 28 tanks): Cottbue, Germany 
Sov 1 1 7th MRD(C) (1 00 men): N W y ,  Germany 
Sov 157th MRD (1 ,000 men, 7 tanks): Hoverswerda, 

'kh Soviet Guards Army, HO: Z i n a  Gora 
Sov 132nd CD (3,000 men): Gubin, Krosno Orczanakie 
Sov 12th GMRD (4,000 men, 32 tanks): Nowogrod 
Sov 94th CD (1.000 men): Peitz, Germany 

res: The above listing gives rough strength in terms of 
mbers of men and operational tanks. Tanks are included to 
e a rough guide to how well equipped the unit is in general. 

A unit will also average one or two howitzers per 1 ,OOO men, 
although this will vary as widely as the tank strengths. Infantry 
will be mounted in a variety of vehicles, as ela 
encounter rules. 

Polish 14th Motort'nd Rifle Division: 1,600 former soldiers 
augmented by about 6,000 locd militla. The militla am purely 
local defense in towns and -. Comm#tder of the dvirion, 
Colonel Julian Filipowicz, Re8 8ot up an M t o n o m 6  stae in 
southern Poland which hdudbrl th. t- muth and west of 

on increasing agricuttural 
force of arms, but there 

intnwJing. m i c z  is brilliant but mad, 
h a  killed all rMJssaries from b6th s h  

Markgrrrf of Silesia and plans to  increcrrre tlm ter- 
Ids north toward Czestochowa. For the moment, he 

the appearance of So 
n that direction. He 
I1 go away, however 

polish 1st Free Legion (formerly 1st Border Guard 

the west are heavily mined. Mwelan's guerrillas control tho 
roads between P o m n  and Glogow. He io an ardent eupporter 
of the Polish government in exile and is intensely anti- 
communist. He ha8 actively aoopwatad rnith the U.S. military 
government and its intdligsnce amr  tho  defense^ Intelligence 
Agency. The MA has partially suppli his unit, when practical, 
but the grounding of the last cargo aircraft ended airdrops to 
him. Having recentty loa his lest long-range radio he is out of 
contact but wiH try to resume contact rn 8000 96 possible. 

Mild, 2nd Freo Lesion (formerly 10th Border owrd Brigade): 
The commcmd.r, Major M. K. sikordri, is a umwrvative 
democrat who supperm the Podkh Gwm#nnt kt exile. He k 
professionslandconscientiousbutirmtherrtmsndfom#l~ 
not a great inspirer of men. His nomind sea@ in eommmd 
is Major W. Anders, a formereirfome officer, * bayumg 
firebrand, a charismatic leader who is schrsrly Sikordd'6 rival 
for leadership in tho unit. Anws i6 penonally 8mbitiow but 
lacks Sikorski's professional competence h m i l i i  matters. He 
is repeatedly agitathg far bigger acttiom, while Sikorski's con- - 
cerns center around limiting c ~ ~ ~ l a k i i  and canserving the 
group'smourcus.Themnemmore#rdmonrkr~ywW\ 
Anders. Andm k 8ecrtly very mbitioue and hope6 to carve 
out a feudal kingdom in w e s t t h k n d .  Hchw no loyaltier 
other than to himself. The group-h.$200 ref#utem but ha@ bwn 
j o i n e d b y ~ 1 O O c i v i l i a n ~ , w h o c l t e . k n o a t d l k y d  
to Anden Thegroup briefly lbrked up w** Mhivbion, md 

with 5th Division as guides. When the 22nd Soviet Cav 
my counterattacked, the group was pushed back and 
hiding in the large forest between the towns of Czerk a 
midway between Chojnice and Malbork. 

polish 8th Motorized Division: This unit no longer ex 

munt Bohusz-Szyszko, is Police Prefect, w OTHER ARMED COMBATANT FORCES 
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M) many of his nff#r aa he can. The division is now at Walbrzych 
and controls the city a d  the surrounding forest. Chekanov 
passed his unit off as a regular unit of the Red Army for several 
weeks after arriving in the c-w, and by the time the local mititia 
realized the truth.& was too late to resist. There probabty would 
have been lhtk that the Walbrzych militia could have done in 
any event. Chekanov is now organizing the local inhabhnts and 
preparing #or the coming winter. He believes that there is l i e  
point in attempting to march east this year while t h e  IJre so 
many troops movements going on, but hopes things will be 
easier in the spring. His troops are most6 Ukrainian, and his 
ultimate goal is to return to the Ukraine. 

Soviet 9th TimkWvis/i9n: In September of 1999 the division 
mutinled and kiW its senior officers. The entire arbs bsYween 

and Czestochowa is now saturated with smaH 
uders, former soldiers of the division, who spen 

ents are controlled by small bands of deserters who have 
themselves up as feudal overlords. The Piottkow militia has 

wght  offrevend attacks by well-armd bands and there is li- 
tle or no civilian travel through the m a .  The rscent passage of 
the 4th Soviet Guards Tank Army through the northem part of 
the region cleaned out the marauders in Opoerno, Szczercow, 
and Wielun, but those towns are now weakly defendd by the 
lodmilit ia CHlCl are dpe~ for raiding by bands from fwther south. 
There is a total of about 1 ,OOO marauders in the area, b 
are broken up in groups of less than 100  and usually n 
than ten or twenty. 

Soviet 38th Tank Division: Mostly a UkraWan 
a strong anti-Russian feeling, the 38th Tank was t 
sion of the 4th Soviet Guards Tank Army to cross 
from the kvov mea to crush the 5th U.S. Division. Along the 
march it nuttinied and murdered it$ senior officers. The leaders 
of the mutiny intended for the division to march back to the 
Ukraine and join the Ukrainian separatist armies there. Howaver, 
once the bonds of authority were broken, the murdetrr went on 
and soon the original ringleaders were dead 8s well. The divi- 
sion broke up into bands of marauders and for the last month 
has been looting, pillaging, and terrorizing the triangle formed 
by Przemysl, Krakow, and Lublin. The Krakow defense forces 
have had several bloody encounters with them. Their strehgth 

tanks. Them are still probably 2,500 men and a dozen tanks, 
although they have mostly broken up into small bands of 100 
or lese. One @@up of 300 men with eight tanks seized the city 
of S t a l w  Wola and now holds it under a reign of terror. Many 
of the feading c&izens and officials have been executed, and 
both rape and murder are commonplace. 

Soviet 207th Moron’ped Rifle D M s h :  There are about 300 
sunAvors of Wttltvision in the area between Pila and Bydgoszcz. 
A few I;lave turned to marauding, but most have taken refuge 
in the towns 8nd villages in the area. These towns now have 
somewhat stronger defensive forces and are very well equipped. 

gives him total responsibility for the city‘s impressive defenses. 
The 2,000 regulars of ttre division have bsen broken up to  form 
the cadres of a militia force which has a mobilized strength of 
8,000 men. There are usually only about 500 men active at m y  
one time, but the rest can be called up on short notice. Krakow 
has about a dozen old tanks dug in around the city and has ex- 
tensive minefields, barbed wire berrieis, and sensing devices. 
It would cost the Poles and Soviets sev&a)diiwsions to take the 
city, and so far it just hearnlt been worth the price. 

Soviet toth Guards Tan& Division: Commanded by Major 
General M. Koronev. The division defected en masse to the 
western alliance three months ago. At the time, it was in a 
reserve position and has since been unable to effect B link-up 

AT0 forces. When the German Thitd Atmy broke through 
Baltic front, the division began moving west, but it was 

rom behind by elements of the 22nd Soviet Cavalry Army. 
roup is now down to 300 men on foot in the forest just 

est of Warsaw. Koronev and his m(~1  defected to the 
government of the United States and are now accom- 

ncy. Johnstone has convinced Koronev and his men to at- 
the march swth-to link up with pro-U.S. (civilian govern- 
forces in the Balkans. 

Soviet 6th Giiards Motorized Rifle Division: Commanded by 
Colonel Ya. N. Chekanov; current strength 1,700 men and 3 
operational tanks. An outstanding cornbet unit, three months 
ago it withdrew from the lines in the area between Frankfurt 
and Gorlitz, apparently without orders, and has not answered 
numerous radio communications from Warsaw Pact command. 
Colonel Chekanov, a competent combat officer dedicated to his 
troops, became sickened by the apparedy endleag and pointless 

d that his only rbsponsibility is to save 



question the this manual has not answered 80 

be one of tbf i rs t  questions your players ask, 
w# supposed to be doing?" The obvious, and cor- 

ting to stay alive. This is one they will have 



SKILL US1 
ity to repair and maintain aircraft. 

M231 wbmw;kkr 
Ml6 dfk, 
M21 sniparrM0 
HK-CAW draglfn 
M249 automatic riffs 
M60 machinegun 
9mm Parabellum pktol 

M249 MR#naic riffs 
MAG m=hhiw 
SmmFbmWbJmpirtd 

-w- 
Iw8nalJltIifb 
L42 rnlprr rifle 
w.utomrrt ic* 
MAGmrddnsgun 
9mm pllclbdlum pistol 

011 rubm8chinagun 
L42Bniperriffs 
HK-CAW shotgun 
MG3 machinagun 
9mm Parabdlum pistol 

Ud submachinegun 
03 batk riffs 
MG3 mclbrlrwgun 
Smm Parabdlum dstd 

my3, 

WiaQWnw, 

Rrrw, 

AK-74 assault rifle 
Svo dper rifle 

PK machinegun 
Makarov pistd 

AKR wbmecMnegun 
AKMR assault rifle 
SVD miper riffs 
RPK-74 automatic rifle 
PK machinegun 
Tokarev pistol 

vz24 wbmachlnogu 

vz84 sniper rifle 

vzsB machinogun 
Makarov pistd 

- 6 W o W n W n  
AKRs-l=hmW 
AK-74 i#.wlt rifle 
SVD 8nif.m f#f& 

RPK-74 automatk rifle 
PK machinegun 
Makarov pistol 

RPK-74 autOmrrtC rifle - 
c..cl, 

AK-74 assault rifle 

RPK-74 WtOmstiC rifle 

m 

Bc 
BIO 
CEE 

CHM 

CRM 
CVE 
Dts 
ELC 
EQ 
FO 
FOR 

FRQ 
FRM 

CMP 

IN1 
JP 
LAP 
LCG 

LNG 
LP 
MC 
MCY 
MEC 
MEd 
MET 
MNE 
MTL 

MTN 
NWH 
PAR 
PST 

MBE Body COmb8t: Ability to make body combat 
E Biology: Knowledge of plant and animal biol 
MI Combat Engineer: Ability to perform tasks s emolitions, bulMSng 

fortifications, and camouflaging emplacements. 
E Chemistry: Knowledge of Chemical interactions and compounds. 
MBO Computer: Abi l i i  to operate and program a computer. 
M Comber Ritlem8n: Ability to use small arms (rifles, machineguns, etc 
E Civil Engineer: Ability to plan/supervise construction of buildings, 
MB &guise: Abi l i i  to alter appearance to avoid recognition. 
MBE Electronics: Abi l i i  to repair electronic devices. 
B Equesman: Abi l i i  to ride a horse. 
M FomSrd Observer: Ability to communicate fire data for indirect fire weapons 
MB3 Fomge: Ability to find food in the wild, including knowledge of what plants are 

edible and where to find them. 
MB F o m :  Abi l i i  to forge a signature or document and have it accepted a 
BE Faming: General knowledge of growing food crops and raising livestock 
84 Fishing: Ability to catch fish, using hook and line or n 
E Geology: Knowledge of rock formations and minerals. 
ME Gunsmith: Abi l i i  to construct and repair weapons. 
BE Hunting Bow: Abi l i i  to use a long bow 
M Heavy Weapons: Abi l i i  to use antitank missile launchers, flame weapons, 

rocket end grenade launchers. 
M lndirecr Fire: Abi l i i  to fire howitzers, mortars, and indirect-fire grenade lau 
MBE lnstnrcrion: Ability to teach skills. 
M lntertvgation: Abi l i i  to persuade or force a Drisoner to reveal information. 
M P  Jet Mot: Abi l i i  to fly jet aircraft. 
ME tight Aircmft pilot: Ability to fly light aircraft. 
M Large Caliber Gun: Abi l i i  to fire a direct-fire heavy gun, such as a tank gun 

howitzer used in the direct fire role, or any autocannon. 
MBP Language: Abi l i i  to understand and be understood in a foreign language. 
B Lockpick: Abi l i i  to pick a lock. 
M Melee COmb8t: Ability to  use a melee weapon, such 
MB Motorcycle: Ability to ride a motorcycle. 
MBE Mechanic: Ability to maintain and repair vehicles and 
ME Mdkal: Abi l i i  to render first aidlmedical care to  injured or ill characters. 
E Meteorology: Understanding of weather and the forces governing it. 
E Mining Engineer: Abillty to supervise the construction and running of a mine. 
E Mef8llurgy: knowledge of smelting ore into metal, forming alloys, and fundamenta 

metalworking. 
B Mountaineering: A b i l i  to climb steep slopes and sheer cliff 
M Nuclwr warhead: Abi l i i  to arm, dwrm. and repair nuclear 
MB Pamchute: Abi l i i  to use a parachute. 
M Btol: Abi l i i  to fire a pistol. 

RCN 

RWP 

MBI Recon: Ability to spot concealed enemies, avoid ambushes, and to move silent1 
also, ability to hunt. 

M P  Rotary Wng pilot: Abi l i i  to fly rotary wing aircraft (helicopters). 
Sm8ll Boat Handling: Ability to handle small boats, including oar-driven. wind- 
driven, and small (under 20 meters) motor boats. 
Scube Diving: Ability to  use an aqua-lung or rebreather. May not be purchased 
at a higher level than the character's SWM skill. 
Scrounging: Abi l i i  to find man-made items such as spare parts, domestic 
food, ammunition, etc. 

Thrown Weapon: Ability to hit a target with a throw 

SCR 

SWM MBE Swimming: Abi l i i  to swim 

MB 

M 

Bkc & cannotpwchaso as a background 
ased as a background &ill. 

sed unless character has LAP skill of 40 or mom 
half cost for any language in the same group a# their native 
cost for all Germanic, Romance, and Balto-slaric languages. 



ERVlCE BRANCHIWECIALTV TABLE 
Rolf Reauired Skill Benefits 

~~ 

support- 
Aircraft Mechanic auto - ACM:H ~ 0 8 t  
Vehicle Mechanic auto - MEC: %Cost - ELC: H a  

- CRM: 20, HW: 20 

5 CON C@E: lh Combat Engineer 
ADM Soecistist 6 INT NWH: 6 

Enainm 

M d c d  

Ar(ilkry 

Combat Medic 6 INT hBEt):Hcwt 

Cannon Crewman 6 STR IF: 'h coa, TVD: 20 
Fire Support Spec. 6 INT FO: H cocrt, CMP 30 

kmor 
Tank CrSwmMI 7 - LCG: H Coa, N D :  20 
CIVrkv- 7 - TVD: 2 0 , W  20, RCN: 28 

AVbtbn 
Aircraft Pilot 

Any otw) Eestem 

ON - CRM: 20, HW: 20, BC, RCN, 

Heavy Weapons 

INT cMp:M) 

Die v8hicb- 
1 3/6tOntnJck 
2 3 / 4 - t o n t ~ c k  
3 HMMWV 
4 ,HMMWV 
5 HMMW 
6 2115-ton truck 
7 2lh-tontnrck 
8 &tontruck 
9 &ton tanker 
10 LAV-76 
11 M113 
12 8-ton truck 
13 M2 

PS M1 
16 M988 * 
17 M1E1 
18 M1E2 

14 LAV-75 

Die Enhmd Officer 
. 1 -  spec4 2nd Lie1 
2 spec4 
3 
4 sergeam 
5 Staff Sergeant 

itenant I 

Anny/Nstiondity L a m  
U.S. 

American 

6- 
English English 
Welsh English 

8 Sergeant Major 





- WVD (wheeled vehicle driver) 
- TW tttrrown weepo 
- SWM (swimming) 

F 



VEHICLE RECORD SHEET 

Gunner's MG ROF - 
Missile Lnchr ROF - 
Commander's MG ROF - 

ROF - 
her ROF - 

! 
5 Other 

+ 
I I 

R: LH( 

L LH( 

R: TF( 

c: TF( 

L TF( 

TS: ( 

F: HS( 

C: HS( 

R: HS( 

FD ( 

TD ( 

BD ( 

Combat Speed I I 
VEHICLE DAMAGE LOCATION 

),TB( ) ........................... 
),TB( 1 ........................... 

) .......... ; .......................... .. ....... 

............ - .  ) 
I 

),G( LHB( 

),Gt )'lw )...A .... u. . 

),TB( 1 ........................... 3 

1 ........................................... 
1 .......................................... 
) .......................................... 

......... ..... .. 
........................ 
) .................................... 

; i;; Maintenance I 

Wear Value 

Breakdowns 

Trawl 
k 

Fuel Capacity 

Fuel Consumption 

Fuel Types 

Travel Spmd I 

:ornponent Damaga 

Component 



2IA-t0n truck 180/36 195/06 

801120 10 

zsu-30 90166 2 W 8 0  12 

SAU-152 100/60 600/170 10 
SAU-122 1 20no  SM)/130 . 10 

Mwu=wodloff-rod 
F l d - ~ l c o n a u ~  
k h t  x=MahwMwa numb.r. 

N N 

1.5 kg 
2 kg donwrtc 
3 kg wild 

Horse 15 kg grain 8 

I 
Small Still.. .............. ..3O/S 
Medium Still ........... .80/36 
Lwg8 Still.. ..... .3000/2400 

graze 4 ha 

grate 4 Ius 
Mule 10 kg gram 8 

........................... .1 
&/gas .......................... 1, 

OX grata 4 hrs 

aied ......................... 
Ethanol ....................... 
l&mnol.. ................... 





P 

Missile Launcher 
Gunner's Machinegun x 5 

Wheeled Suspension x 10 
Tracked SuspensiOn x 30 

MOTORCYCLE HIT 
LOCATION TABLE 



- 
ox ................... .10/1 B; 
Mule ................. 10120 
Home ........... 10/20/60 

15/-* 

V@?liCl&? 
Motorcycle ........ .65/30 
Bicycle ............. .20/10 
Car ................... 70/15 
HMMWV .LIII....... 70/25 
UAZ-469 .......... .70/25 
21h-ton truck ..... 60/15 
5-ton truck ....... .65/10 
8-ton truck ........ 36/10 
3/4-ton truck.. ... .60/20 
CartMlagon ......... 10/5 
Ox Ca rt................. 5/5 
Ston tanker ....... 55/10 

Boar, ............. .5/10/30 
Doa .............. 15/30/60 

nw 
:amnl Par 2 6 1 6 1 -  
-AMumv 2 3 1 6 1 x 4  
Tdunv 2 3 1 0 1 x 4  
.380 2 3 1 0 1 x 4  
.22 3 3 1 5 0 x 4  
.45 2 2 1 0 2 -  

HW.HT 

W kkg I)ng h Am, of one combat round; if Mag is in parentheses, a.g. (2). the weapon has a 
singlashot magazine which takes the indicated number of combat rounds 
to load. Rng=close range; automatic rifles and machineguns have two dif- 
ferent ranges; for automatic rifles, the first is used if firing while hdd, and 
the second ia uwd if firing from a bipod; for machineguns, the first is used 
if firing from a Mpod, and the second is used if firing from a tripod or vehicle 
mount. Dam =damage; A m  = armor multiplier; KDR= knockdown ndlur; 

Magazine is not detachable; only one shot may be reloaded POr C0mb.t 

2. 16 

~ . m  ~ m ,  

4 1 1 S l Y 3  
MP6 3 10 30 1 %3 round. 

M231 6 1 0 2 0 1  - 
AWI 4 1 0 3 0 2 x 2  by the M203lHK69. 

1 @ton tanker.. .. .35/ 1 0 VI 24 4 11 26 1 x4 Sone shot takas two com 
S * One shot may be reload M-2 ................... 50/35 4 7 1 0 0 x 4  

M-113 ............... 40/30 skorpion El 1 6 32 40 2 H wMkmnk.d.d* 
BMP-B ............. ;40/30 

W M . o i h g  
l1 30 * Burst=burst radius; IFR-indirect fire range. 

r combat round. 

LAV-75 ............. 55/40 
BRDM-3 ........ ~....70/25 
OT-65 .............. .70/25 
M 1 ................... .50/40 
M1El ................ 45/35 
M 1 E2 ............... .50/40 
T-72 ................. 40/25 
T-80 ................ .40/25 
T-90 ................ ,40/30 
M109A2 ............ 35/25 
M988 ................ 35/25 
SAU-122 ........... 40/30 

flak JacKet ................ 8 
Kevlar Vest .............. 10 
Steel Helmet. ............ .6 
Nylon Helmet ........... 10 

SCAlTERDlAaRAM 

I &B@tRllr:W,HT 
,rvp. W M i r 0 I ) n g - h  

3 1 0 6 0 2  - M16 4 1 0 6 0 2  - 
AKMR 3 1 0 4 0 2  I AK-74 3 1 0 4 0 2 x 2  

ROF Ma# Rn# Dmn Am, 
+Inchrdhrg bayonet when not on rifls 
t m o n r i f k  

8ho(guw: H W  8 R: TF B: HS R: TB 
R O F ~ I ) n g D m A m ,  9 C: TF TS C: TE 

TS L: TB ~1 ' 10 L T F  

HK-CAW 10 10 40 4 X 4 .  N m  
+ =Miss if against wheeled vehicle 

A U t O m d O W H W  
' msr ~ e n w  s = Suspension, LH = LOWW HUII, G =: GMS, TF = T 

TB-Turret Back, TS=Turret Side, HS=Hull Side, HR 

Second Letter F = Front, B = Back, R = Right, L= Le&, C = Cen 
Obtqw hit hation is given for a front oblique shot. For a rear o 

que shot, convert all LH and G hits to HR and all Tc RPU74 4 1011340160 2 



TYW ROF M.0 Dwn Ann K D R n  

Frw 1 0 x0c x20 2.5 10 
Anti-tank 1 0 XlOC - 2.6 2.6 
conwubn 1 0 XlOC xZO 6 - 
Thermite 1 x2OC X I 0  0 * 9t.l 
ChElnlCd 1 0 XlC x10 0 5 
WP 1 0 xlOC x10 0 16 

m o a "  
ROF Mag h g  M m  Ann KDR Burst IFR 

16 200 HEAT 15 ~ 1 5 C  - 
WP 1 12) 26 x16C x10 - 10 200 

ROF: 5 I MW:m 

X l o c  X l O  5 10 3Ooo 
200 xlOC x2 2.6 6 3ooo 

Rodut- 

f" 
APG-16 HEAT 160 x2M: - 5 10 

Rnd R n g D n , k m K D R & w a t  I 
ROE 1 
Mbg: 12) 

ROF:4 WP 100 X2UC - 16 
&fog: 4 

ROF: 1 
Mag: 0 

M202 HEAT 100 X l M :  - 6 6  

Annkwt HEAT 1 O O X 2 U C -  6 6 

Antl-tmkMkrl.. 
ROF M.0 Rng Dwn Ann KDfl Bwat 

TOW II 2* 3500- 
A T 4  13) zoo0 x3oc - 
AT-5 1 12) 3600 esc - 10 

Die 8jtwd - 
1 Hsrrd Hoad 
2 Right Arm - 
3 Left Arm Fonqu#tsr 
4 Chest FMw(wrtst 
5 Abdomen ChO8t 
6 Abdomen Ch6St 
7 Right Leg Abdomen 

8 RlahtLeg Hindquarw 
9 LeftLeg H m -  
10 LeftLeg - 

wo#r: 
Blp.d: Tebb amumbo frawmr rhot. 
Side-shot: far side hit=- dd. hit. 

Ronr Bip.d: Table ammum top shot. 
side shot: an above. 
Front shot: Leg or abdomen hit = miss. 
Rear shot: Head, arm, or chest hit = miss. 
QuwLyml: Tebb Wwmes rids8hot. 
Fmnt shot: Hindqualtefs oc .women klt=mb. 
Rear shot: Head or forequamrs hit ss. 

300 xlOC xl0 2.5 16 

L K I p r o 9 -  - - 
r A - -  

n - -  



LANGUAGE LIST 
Group Lengu8ge 
Anglic English 

West Germanic German' 

Yiddish 
Flemish 

North Germanic Danish 
Swedish 

Romancs 
Romanian* .a; ,. 

I French I 

E&W Romance Latin 

Brvthonic Welsh 

I Bulgarian 
Slovenian 
Macedonian 

Albanian Albanian Albanian 

Armenian Armenian Armenian 
Indo-Iranian lndic Hindi-Urdu 

Bengali 
Romany (Gypisv) , 

Iranian Taijik 
Pharsi (Persian) 1 

I 

Caucasian . South Cauc. Georgian I Sino-Tibetan Sinitic Mandarin t 
Cantonese t 

Tibeto-Burman Thai 
Burmese 

jemito-Hamitic Semitic Arabic 
Hebrew 

Hamitic Berber 
Hausa 

Dravidian Dravidian Tamil 
Japanese Japanese Japanese 
Altaic Turkic Turkish 

Azerbaijani 
Uzbek 
Kazakh 
Tatar 
Chuvash 
Kirgiz 
Turkoman I 

F8ma G ~ P  Lenguege 
Altaic (cont) UgdC Hungarian. 

I Finnic Finnish I 
I Estonian I 

Mordvinian 

Vietnamese Vietnamese Vietnamese 
Mon-Khmer Mon-Khmer Cambodian 
Korean Korean Korean 

Bantu Bantu S w a h i I i 

kavalo-Pol. W. Mayalo-Pol. Mday- I 
Indonesian 

Amerindian South Amerind. Maya 
Athabasca Navaho 
Uto-Aztecan Nahuatl I 

*Eastem Bloc Language 
unintelligible in their 
n their written form. 



71-80 Cholera 

b 

IPC MOllVATlON TAI 
Clubs 
Ace - War Leader 
King - Brutal 
Queen - Stubborn 
Jack - Murderer 
2-10 - Violence 

Ace - Justice 
King - Honor 
Queen - Love 
Jack - Wisdom 

H88rts 

2-10 - Feflow~hip 

.E 
Diamonds 
Ace - Generosity 
King - Selfishness 
Queen - Lustful 
Jack - Coward 
2-10 - Wealth 

Spades 
Ace - Charismatic 
King - Deceitful 
Queen - Ruthless 
Jack - Pom(l6u~ 
2-10 - Power 

AWARON ILLNESS CHART 

Slight Serious 
Reds Illness Illness Derrth 

50 9.5 - - 
100 7.5 9.5 - 
300 2.5 7.5 9.5 
400 0 2.5 7.5 
600 0 0 2.6 
800 0 0 0 



__I ENCOUNTER SlATISTICS TABU 
Anny lRcN/8oI 

1,2: 1 die, 3 veterans, 4 experienced NPCs, 2 novice NPCs. 
Armed with 1 submachinegun, 1 sniper rifle, 2 pistols, 1 
sutomatic rifle, 7 assault rifles. On foot. 1 horse cart for sup- 
plies. 1 roll for special weapons per bese unit present.. 

3, 4: As above, but with 10 riding horses or bicycles. 1 roll 
For special weapons per base unit present. Towed guns and mor- 
tars include horse-drawn limbers. 

5, 6: As above, but no horses or oprt. 1 roll for special 
weapons and 1 roll for vehicles per base unit present. (If 2 
vehicles listed, first vehicle is used for Soviets, second for Poles) 

. 1 vetwan, 3 experienced rmed 
submclchinegun, 8 assault rawn 

ons, 6 riding horses. 1 roll for speclal weapons per base 
it present. (If a towed weapon, a horse-drawn limber is also 

4,6: As above, but no horses or wagon$. One 2%-ton truck 
with still, one 54011 cargo truck. 1 roll for special weapons and 
1 roll for additional vehicles per base unit present. 
Sba&@am fRCW80) 

machinegun, 2 assault rifles, 1 pistol. On foot. 

Comvy iRCN/60) 

1, 4: 1 veteran, 1 regular, 1 conscript. Armed with 1 sub- 

5: As above, but with 3 riding horses or bicycles. 
6: As above, but no horses. 1 roll for vehicles per base unit 

present. 

Mw;uckn (RCNBO) 
1,2: 1 elite, 2 veteran, 2 experienced NPCs. Armed with 1 

submachinegun, 3 assault rifles, 1 automatic rifle. On foot, with 
1 horsedrawn cart with supplis. 1 roll for special weapons per 
two base units present. (If a towed weapbn is rolled, there is 
also a horse-drawn limber.) 
3, 4: As above, but mounted on 5 horse 
5,6: As above, but no horses or carts. 

weapons and one roll for vehicles MMe 
present. 

Hmttws iRCN/v&?&) 
of all men 

present armed with shotguns, the 0 t h  Mf with rporting rifles. 
If an odd number are present, on% man has an assault rifle. 

5, 6: As above, but mounted on horses. 

Mwchmts (RCN/80) 
1, 4: 1 elite, 2 veterans, 2 experienced m. Armed with 

1 assauk rifle, 1 sniperrifle, 1 autmmbc tMe,ldratgun,lspor- 
ting rifle, 3 pistols. 1 horse-drawn wagon and 3 riding horses 
or bicycles. 

5.6: As above, but no horses or wagons. One 2%-ton truck 

special 
e units 

1,4: 1 D6 men (type at referee's discr 

with fuel trailer. 

IRM/40) 
2 experienced NPCS, 4 recruits. AM with 1 pistol, 1 

shotgun or sporting rifle, 1 knife, 1 spear, 2 clubs. On foot. 

ANMALDATACHART 

ENCOUNlER EQUIPMENT TABLE , 
Special Military Merchant 

Die Weapons Vehicles Cargo car90 

2 Rapira-3 T-90/T-72 Mines Electronics 
3 82mm Mort BMP-B Parts Scrap Metal 
4 120mm Mort BTR-70/OT-84 Medical Shell Casings 
5 AT4 5-ton Ammo Wool 
6 RPG-16 314-ton Fuel Wood 
7 PKMG 2V2-ton (Still) Food Food 
8 RPG-16 U AZ-469 Fuel 
9 AGS-17 5-ton Ammo Ammunition 
10 120mm Mort BROM-3lOT-65 Medical Hardware 
11 82mmMort BMP-C Small Arms Furnishings 

Clothing 

1 12 0-30 How. T-80 Radios 6kWes I 

ENCOUNTER RANGE TA 

Hill l D l O x  100 
Swamp 1 01  0 x 30m 
Woods l D l O x  10m 

SR7LELWeilYT SIZE TABLE 

1,500 12,000 40,Ooo 
1 50 2.000 14.000 50,000 

4 200 2,500 16,000 60,000 
5 250 3,000 18,000 70,000 
6 300 3,500 20,000 80,000 
7 350 4,000 22,000 90,000 
8 4 0 0  4,500 24,000 100,OOO 
9 450 5000 20,000 110,000 

28,000 120,oOO 10 500 6,000 
Armed 20% 10% 5% 5% 

~ ~- 

FORAOtNG TABLE 

w;ter ~p? S U ~  F; 1 
WoodIScrub 
MeadowISwamp 
Field 0 0 25 50 
Fishing (1 D6 x ) 'h 2 1 

Animal Meat Move #Apperr @ Hits Atteek Hit # Dam8ge Stature 
6 

Bear 1D6 x 2Okg lOMOl40 1 80 40% 60 4D6 27 
Grazer 106 x Skg 10/20160 2D8 15 No - - 

Boar 1D6 x lokg 5/10/30 t 50 80% 40 406 12 
Dog 1D6 x 2kg 15/30/60 306 10 60% 60 2D6 3 - - - Game 106 x l k g  10120/40 206 5 No 

- - Fowl 106 x l k g  5/20180 406 5 No I 



" r q  

Equipment List * 
Every entry below lists weight in kg, price in dollars, and 

availability. The last is given in the form (availability in the 
WeWavailability in the East); V = very common, C = common, 
S = scarce, and R = rare. Some entries contain additional 
information. 

FIREARMS 
Magazines and ammunition (and tripods for machineguns and 

grenade launchers) must be purchased separately, and are not 
counted into weight or price. Ammo 3: type of ammunition used; 
Mag = number of shots per magatkre (I means that the magazine 
is internal and not detachable: if Mag is missing, the weapon 
has no magazine). 

Bonn 
Longbow: Includes fiberglass composite bows and wooden 

self-bows, of 30 to 60 pounds pull. Ammo: arrows, W: 1 kg, 
Rfce: 8300 (C/C). 

Crossbow: lnclud war manufactu re- 
cent "backyard" weapons made of old rifle stocks and truck 
springs. Pulls of between 100 and 200 pounds. Ammo: bolts, 
Wt: 4 kg, Price: $350 (CIC) 

Automatic Pistols 

8mm Parabdkrm: The standard miliary sidearm for all NATO 
amies and most Western police forces. Ammo: 9mm P, Wr: 
1 kg, Mag: 5, price: 9150 (V/S). 

Smm Makarov: The standard military sidearm of the Eastern 
European states and widely used by police and internal securi- 
ty forces. Ammo: 9mm M, Wr: .5 kg, Mag: 3, Rice: 8 150 (SN). 

9mm Tokarev: Formerly in widespread use by Eastern Euro- 
pean military and police. Has been widely supplanted by the 
Makarov. Due to the large numbers produced, it is still found 
in use by some police and is widely used by militias. Ammo: 
7.62mm 1, W: 0.5 kg, Mag: 3, price: 9100 (RIC). 

.380 (Automcltlc): Widely used (along with the 9mm 
Parabellum) by Western European police forces. Ammo: .380 
ACP, Wt: 0.5 kg, Mag: 3, Price: 8100 (CIS). 

.22 (Automatic): A widely used civilian "plinking" pistol, 
found in most industrialized countries. Ammo: .22 LR, Wt: 0.5 
kg, Mag: 3, Price: $50 (CIC). 
.46 (Automatic): The standard military sidearm of the United 

States until the late 1980's, it has been supplanted as general 
ssue by the 9mm Parabellum. However, 9mm procurement has 
never been sufficient to completely replace the .45 in military 
use, and thus it is still quite common. Ammo: .45 ACP, Wr: 1, 
Mag: 2, Price:$lOo (SIR 

Revdvor8 
.38 $p.dd (R 

crews, including helicopter crews. For the most part found on- 
ly in U.S. units, although some have filtered out. Ammo: .38 
Special, Wr: 1 kg, Mag: 21, price: $140 (RIR). 

Submachineguns 
SteNng: The standard military submachinegun of the British 

Army, the Sterling has also found its way into general use. Am- 
mo: 9mm P, Wt: 3, Mag: 11, Price; 9600 (CIS). 

1 1 becomes increasingly hard to find. Ammo: 9mm P, W: 4 
g, Mag: 10, Mce: 6500 (VIC). 
M231: The standard firing-port weapon on the M2 Bradtey, 

this weapon is a satisfactory vehicle weapon for suppressive 

numbers of Bradleys no longer operational it was 
the M231 would be dismountud and wed in large 
mo: 5.56 N, Wt: 4, Mag: 10, Price: 8300 (VIC) 

MP-6: The standard submachinegun of G 
troops and police. Ammo: 9mm P, Wr: 3 kg, 
$400 (CIS). 

AKR: The standard Eastern Bloc military submachinegun (ex- 
cept In the Czech Army), the AKR is merely a cut-down vorsion 
of the AK-74. Although a bit heavy for a submachinegun, it has 
good amracy and st 

kg, Mag: 11 Price: 8300 (RBI .  
Skorpkn: Commonly referred to as a machine pistol, the Sk 

pion is small enough to carry in a shoulder holster. Its short range 
and underpowered ammunition make it of limited combat value, 
but its ease of concealment have made it very popular with W 
saw Pact covert agents. Ammo: .32 ACP, Wt: 2 kg, Mag. 
Price: $250 (R/S). 

0 1  1 : A weapon of radical desjgn and great effecti 
G11 replaced the G3 a8 the standard assault rifle a 
as the standard submachinegun of the West Germa 
is a "Bullpup" configuration weapon, which means that the ac- 
tion is plead  behii the firing hand, in the normal 
This means that "Bullpup" rifles can have a 
length without the necessity for a shorter ba 

It differs from other combat rifles in that it fir 
4.7mm bullets. The compact nature of the weapon 

though it is a rifle) and it is included with submachineguns for 
this reason. 

Its caseless ammunition is extremely compact, allowing a 
large magazine capacity. Since there is no spent carttidge cas- 
ing to eject, the rifle's action is CMpletely enclosed and thus 
very reliable in a dirty environment. However, there is no way 
to reload the round, since it is completely consumed, and 
manufacture has largely ceased. Currently, although the weapon 
is fairly common, ammunition for it is increasingly rare and most 
German soldiers have equipped themselves with obsolete 
weapons. Ammo: 4.7 CIS, Wr 

As8aukRlfl.r 
MWA2 Tho standard combat rifle of the U.S. and Canadi 

Armies, the Ml6A2 (commonly called just "M16") is in 
widespread use and is a popular and effective weapon. A m :  
5.56 N, Wr: 3, Mag: 10, Price: 8400  (VIC). 

AKMR: As the AK-74 supplanted the AKM in service, large 
numbers of AKMs were rechambsred to f i e  the AK-74's 5.45 
cartridge to enable standardization of supqly without discamling 
mountains of AKMs. Widely used in Eastern Bloc miliary units 
alongside the AK-74. Ammo: 5.45 B, W: 4, Mag: 10,'Pric 
8300 (CN).  

AK-74 The standard combat rifle of the Eastern Bloc forc 
Ammo: 5.46 8, Wt: 4 kg, Mag: 10, Rice: 8300 (CIC). 



Game Designers' W 

* .22 tkmi-Auto: Another widety avsiWile 
this verriorr of tb 3 2  is semiautomatic. A 

numbers manu 

(WB mwdy found-Jn urn tsy 
kg, #eg:lO, Wce: $300 ( 

up by rnBitmy mite, pmthk&r tham nostrlgkzaor Pump: Pump action shotguns ar 

BtKactkcAw ka"Buupup~ 
Ammo: 12 gauge, Wr: 4, 

WilW 'FtrS.1wW Squad A 

1, a semi-automaticdip# 
7.82 L, Wt: 4 kg, 1IQcB: 3 

e G3 assault rifle fitted with s telescopic sight. Ammo: 7.82 weapon, the W&-74 can dcc 
the AK-74 oc oversized 1 

ammunition and firted of lwge knives about the size of a kit- 

Vz54: The standard Czech sniper ri 
ent of the bolt-action Mwsw {the 
e rifle), fitted with a telecrcopic st 

5 kg, Mag: 2, Price: $300 (FUR). 

in the hqnd or attached 
Wt: .5 kg, Price: $20 ( 

nd of an assault or battle rim. 
- 

useful Bsaawcbof &along reach. Civilians without firearms o 
.30-30: A popular sporting arm, 8 

WO: .30-30, Wt: 3 kg, 1wsg: 31, &b*SPW) fCfS), 
30-08: Another popular hunting rifle; a bott-actbn rifle. Am- Club: A blunt object about half a meter or less in length, u 

,the .22 ground) (V/V). 



Twilight: 2000 Equipment Ust 

Axe: A long shafted chopplng mstrument. WT: 4 ehicle mount. A 
Mag: 30, Price: 83,000 WS). 

sed to clear away under- 
brush. Wf: 2 kg, Price: $50 (C/C(. 

Machineguns 
MBO: The standard US. general purpose machinegun, a 

development of the Wll German MG42. It is equipped with 
a bipod and can also be fired from a tripod (NLt). It accepts 
33-shot belts. Ammo: 7.62 N, Wf: 10 kg, Mag: 33, Rice: 
$1,500 (S/R). 

MG3: The standard German general purpose machinegun is 
a slightly improved copy of the wartime MG42. It is equipped 

'th a bipod and can also be fired from a tripod (NMT).lt ac- 
pts 33-shot belts. Ammo: 7.62 N, Wf: 8 kg, Mag: 33, Price: 
,500 (S/R). 
MAG: The Belgian MAG is the standard general purpose 

machinegun of the British Army. It is equipped with a bipod and 
can also be fired from a tripod (NMT). It accepts 33-shot belts. 
Ammo: 7.62 N, Wf: 12 kg, Mag: 33, Price: -81,500 (S/R). 

PK: The standard Warsaw Pact medium machinegun usually 
found mounted on a vehicle. It is equipped with a bipod and can 
also be fired from a tripod (PLT). It accepts 33-shot belts. Am- 
mo: 7.62 L, Wf: 10 kg, Mag: 33, Price: 82,000 (R/S). 

Vz 59: The standard medium machinegun of the Czech ar- 
my, a local design which is equipped with a bipod and can also 
be fired from a tripod (PLT). It accepts 33-shot belts. Ammo: 
7.62 L, Wf: 9 kg, Mag: 33, Price: 81,500 (R/R). 

Heavy Machineguns 
M214: The M214 is a six-barrel gatling gun, fed by a 335-shot 

drum. It may be fired only from a tripod (NHT) or vehicle mount. 
Ammo: 5.56 N, Wt: 20 kg, Mag: 335, Price: 810,OOO (RIR). 

2HB: The M2 Heavy Barrel is the standard heavy 
hinegun of every western European Army. It accepts 

-shot belts and may be fired only from a tripod (NHT) or from 
a vehicle mount. Ammo: .50 BMG or SLAP, Wt: 42 kg, Mag: 
35, Price: 81,600 (VIC). 

DShK: The standard heavy machinegun in use by the War- 
saw Pact nations. It is usually used on a vehicle mount, but can 
also be used on a wheeled carriage (PHC) which is treated as 
a tripod mount. It accepts 17-shot belts. Ammo: 12.7 B, Wf: 
40 kg, Mag: 17, Price: 82,000 (C/V). 

KW: The KPV is the hwgest caliber conventional machinegun 
in service and is virtualh/ a small CBRRO~. lt fires a round originally 
developed for the Soviet RTRS-41 antitank rifle in WII, and 
is found mounted only on vehicles. It accepts 1 7-shot beits. Am- 
mo: 14.7 B, Wf: 50 kg, Mag: 17, Price: $3,000 (S/C). 

M203: The standard infantry grenade launcher of the U.S and 
Canadian armies, the M203 is a single-shot launcher which is 
attached to the batrom of an M16 rifk. Amm: 40mm grenades, 
Wf: 1.4 kg, Price: $500 (C/S). 

HK-69: The standard infantry grenade launcher of the West 
German Army, it can be attached to the bottom of any. assault 
or battle rifle or can be usetd as a reparate weapon. Ammo: 
40mm grenades, Wf: 2 kg, Price: $600 WR). 

AGS-17: The standard Warsaw Pact infuntry support grenade 
launcher, the AGS-17 is a tripod-mounted (PMT) drum-fed 
automatic grenade launcher. It may be fired only from its tripod 

Mark-19: The standard infantry support grendd.,Wrtc$w in 
the United States Army, the W - 1  B is a tri- (!&IT) 
belt-fed automatic weapon. It may also fire u n W d  individual 
grenades (ROF 1). It may be fired only from a tripod or vehicle 
mount. Ammo: 4Omm grenades and 40mm high velociiy 
grenades, Wt: 40 kg, Mag: 50, Price: $5,000 W R ) .  

Rocket Launchem 
M202 A four-shot dip-fad rmket launcher. Clips may be 

either incendiary or antitank rockets. Ammo: 66mm rockets, wt: 
5 kg, Mw:  4, Price: $2.000 (S/R). 

RW-16: The stendad Warsew Pact antitank rocket launcher. 
Ammo: 58.3mm rockets, Wt; *?O kg, Rice; $1 ,OOO (S/C). 

Armbnrt: A singls-ehat, d m l e  enti-tank rocket launcher. 
Wt: 6 kg, price: 8200 (S/R). 

Antitank Miuik buncherr 
Tank h a k w  A man-portabls Launcher fired from an integ 

rest, Tank Breaker fires a homing fwe-a-forget missile whi 
can be set either to hii the target directly or fly over it and 
tack from above where the armor is generally thinner. Wf: 10 
kg, Price.. 85,000 W R ) .  

A T 4  The Warsaw Pact man-partsble mimite launcher, the 
AT-4 is fired from an integral tripod.'The missile is wire guided 
and the gunner must continue to aim at the target for the entire 
flight of the missile. Wf: 5 kg, Price: $3,000 (S/C). 

TOW I: The bumher for the TOW II missile onthe M2 Bradley. 
The launcher may-be fired only from the vehicle mount; the 
missile is wire guided and the gunner must continue to aim at 
the target for the entire flight of the missile. The launcher can- 
not be reloadad from inside the vehicle. WT: 30 kg, Mag: 2, Rice: 
810,OOO (SIR). 

AT-6: The missile launcher on the BMPB and BMP-C armored 
personnel carriers. The launcher may be fired only from the vehi- 
cle mount; the missile is wire guided and the gunner must aim 
at the target for the entire flight of the missile. The gunner must 
open the turret hatch and expose his head, arms, and chest to 
reload. Wt: 15 kg, Price: $6,000 (R/S). 

Luge C a k r  Guns 
Note: Moet large caliber guns are an integral part of a vehi- 

cle. Pricer and wailability are given only for those which are 
available separately. 
23mm Autaurmron: A betfed automatic cannon mounted 

on the OT-65. tt 33-shot belts. It may be fired only from 
the Vehick mount. 

2Smm Autocww~~~:  A belt-fed automatic cannon mounted 
on the M2-2 and LAV-25. The wm?pm may heve two belts, with 
two different types of ammunition, loaded simultanewaly and 
may fire from either belt. Neither ths 2- mmupwum nar ?he 
gunner's machinegun may fire while eithw belt is 
ed. The weapon accepts 33-shot beb. 
3Omm ~ ~ n o n :  A beit-fed autmatic cannon lllwmdd 

on the BMP-8, BMP-C, and BRDM-3. The wsapon aGcDBpte 
33-shot belts.'A six-barrel minf&gun v w h n  of the 30mm is 
used on the ZSU-30-6. Its rate of fire (5 )  is the number of times 
each gun can fire per combat round. Thue, if the vehicle fires 
five times, a total of 30 shots -Id be fired. 

4omnl Almmnnmz Ahom*-  oennon mounted 
on the M-988. The M-988 ha6 twin gum. Its rate of fire (6) is 



The ammunition hopper for the vehicle m%y be reloeded while 
the gun is firing, but only one shot may &e placed in the hopper 
per combat mnd. The vehicle's hoppet holds 233 shots. 

'I[knnAtsmumw A h o p p e r - f s d ~ c a n n d n m o u n t e d  
on the lAV-75. The gun has a 36-W carousel in the bottom 
of the v e h h  hull. If additional rounds are c8rr.W in the vehi- 
cle the carousel may be reloaded while the gun is firing, but 

be placed in the carousel per combat round. 
e caliber gun mounted 

W o n  the M t E l  and 2Omm Gun: A large cal 
M1 E2 tanks. On the M1 E l  
it is equipped with an aut 

T-72, T-80, T-90 tanks and the Rapire-3 towed antitenk gun. 
All three tanks are equipped with autoloaders. On the Rapira-3 
the gun is manually loaded. On the T-72 and T-80, -the gun 
automatically goes to maximumelevation whilethe autdoader 
is working, and so the gunm may Rot d m  during loading. On 
the T-90 and the R a p b 3  the gunner may eim during loading. 
The Rapire-3 has an armor class 15 gunshield which provides 
cover for the gunner and loader if fired at front the front. The 
fbpira-3 takes 8 combat tums toset up. WY Weplj9-3): 3.5 tons, 
Rice (Rapris-3): $50,000 (WS). 1 

122mm The howitzer mounted on the SAU-122 self- 
propelled howitzer and the D-30 towed howitzer. It is manually 
loaded. The D-30 has an armor class 15 gunshield which pro- 
vides cover for the gunner (but not the loader) if fired at from 

3 tons, Price (0-30): $50,000 (SIC). 

propelled howitzer. It is manually lorded. 

howitzer. It is manually loaded. 

the front. The D-30 taka  12 combat nHmr to set UP. Wf ID-30): 

162mm: The howitzer mounted on the SAU-152 self- 

155mn: The howitzer mounted on t)le M1 WA2 self-propelled 

Mortars 
Wmm: Standard light mortar for the U.S. Army. It can be 

disassembled into three loads (bipod, baseplate, tube) for easier 
transportation. Individual rounds are dtopped down the tube by 
the loader. Requires two mmbrrt t u r n  to-- up. Wt: 10 kg 
(bipod 8 kg, baseplate 4 kg, tube 8 kg), W~M: 85,OOO (CIS). 
81mm: Standard medium moRar for most western armies. 

It can be disassembled into- w, baseplate, tube) 
for easier transportation. Individual rounds are dropped dawn 
the tube by the loader. Requires 6 combat twrw Po H u p .  W: 
40 kg (bipod 15 kg, baseptate 10 kg, tube 15 kg), Price: 
$1O,OOo (C/S). 

82mm Vwikk: Standard medium mortffr%r the Warsaw Pact, 
the Vasilek is a clip-fed automatic mortar. May not be 
disassembled, but is provided with a detachable wheeled car- 
riage to allow it to be towed behind a vehicle. The mortar may 

up. W: 80 kg (carriage w 

4.2": srandard heavy 
sembled into three loads (monopod, baseplate, tube) for 
r transportation. lndividuel rounds ate dropped down the 
by the loader. Requires 12 comb& tums to set up. W.- 

390 K@ (monopod 80 kg, m p l a t e  100 kg, tube 1 20 kg), Wee: 
$12,000 (CIS). 

120mm: Standard heavy mortar for the Warsaw Pact and 
most westemkwopean armies. It can be disassembled into three 
loads (bipod, baseplate, tube) for easier transpartatfon .A& 
ed carriage is also provided to allow the assembled weapon to 
be towed behind a vehicle. The mortar may not be fired from 
its c a m .  IndMdual rounds am dropped down the tube bythe 
loader. Requires 12 combat turrm to 
70 kg, baseplate 90 kg, tube 120 kg, 
240 kg), price: $15,OOO (CICI. 

With the excaption of the AT-4, a 

N U  ( h t o  UgM Tripod): Accepts M60 and MG3. Wf: 7 kg, 
price: $200 ( 

NI#T(H.ra T M ) :  Accents MAG. W: 10 ka. Wce: 
$200 (SIR). 

NHTlllkto 
W: 22 kg, fW%: $366 (CIS). 

PLl' (ha t  ugrt Tripod): Accepts PK, Vr 59. WT: 10 kg, M e :  
$250 (SIC). 

PMT (Pa@ Medium l f  . 

be purchssed separately. - 

. 

1: Accepts OShK. W: 100 kg? Rke: 

Ammunitlon 

Weights per matgazine include weight of magazine. 
are purchased separately and cost 8 1 per shot of ca 
cept the 33&ehot drum for 5.56 N. 

Longbow Anaw: W: 3 kg per 24, price: 450 per 24 (C/CI. 
Croubow Bow: W: 3 kg per 24, M e :  $30 per 24  (C/C). 
4.7 Cla (4.7x21mm Cesoleu): W: 10 kg per CWYB of 800, 

1 kg per 3240% magazine, Price: 8 1300 per CMO (SlRh 
6.45 B (5.46x38mm Bloc): W: 10 kg per case of 280,O.S 

kg per 10-shot magazine, 0.6 kg per 13-shot magazine, price: 
8 100 per cam (CAI). 

6.66 111 (k66M6mn NATO): Wt: 10 kg per case of 280 or 
250 beked, 0.5 kg per 1 0-shot magazine, 2 kg per 5O-shot belt, 
1 6 kg per 335-shot drum, Price: $100 per case, $200 per drum 
(magazine included) (VIC). 

.22 LR t6.7xltmmR Long wtk): W: 20 kg per case of 1.600, 
0.1 kg par 3-that magazine, Prke: $225 per case (CIS). 

7.62 T (7.62x28mm Tokarev): W: 35 kg per case of 848, 
.2 kg per 3 9 h t  magazine, .6 kg per 1 1 -shot magazine, P&e.- 
$250 per 08.8 (RIS). 

7.62 8 (7.02x39mm Short): W: 10 kg per case of 220, 1 
kg per 10-shot magazine, Price: $80 per case (SIC). 
30-30 (7.62~6lmmR): W: 20 kg per case of 300,15 loose 

shots per k i h r m ,  Wce: $170 per case (CIS). 
7.62 W (7.82rlSlmm NATO): Wf: 1 5 kg per case of 200, .75 

kg per 7-shot magazine, 3 kg per 33-shot belt, Price: 865 per 
c a b  (US). 

7.02 L 47.02xQBmmR Long): W: 15 kg per caw of 200 or 
165 belted, 0.3 kg per 3-shot magazine, 3 kg per 33-shot belt, 
Price: $70 per case (SIC). 
.3o-c)6 (7.6&~63mm): Wr: 15 kg per case of 

shots per kil$gram, Price: $80 per case (SIR). 
.32 ACP t7.66x17mmSRI: Wf: 20 kg per case o 

I 



0.4 kg per 7-snot maga 
Bmm M (7.92x67mm Mauser 

tX2 kg per 2-shot magazine, Rice: $30 pei 
.380 ACP (9xl7mm): W: 15 kg per case o 

a-shot magazine, Wbe: $1 245 p e ~ c f t e  (CIS). 
9mm M (9xl8mm M.lurov): 

kg per 3-shot magazine, F h b s  W qs@r 
9mm P (9x1 9mm pwcrkwum): W: 15 

0.2 kg per 5-shot, 0.6 kg per Foa)rbt, 
magazine, Price: $225 per case ( 

.388p.d.I(9~29nwnR):b4ktEi 
shots per kilogram), Price: $175 per 

.45 ACP (1 1.43x23mmkW 20 kg @#E c(11, bf 3ot), .3 kg 
Der 2-shot magazine. Rice: 483 per case IS/R). 

1 2 . 7 B ( l Z . ~ ~ r w ) ~ : ~ ~ c r r e c i f 3 4 b e ~ d ,  
11 kg per 17-shot belt, /We: 835 per case (SKI. 

.SO BMO Q12.7%@8mml: Wlr 35 kg pec easa of 36, brd(sd, 
13 kg per 35-shot bett, M e :  $35 per case (C/S). 

.Bo SLAP (1 2 L % m h l W W ~  Amtcbr pylrplcrgl: wt: 
1 5 kg per case of 35, belted, 13 kg per 35-shot W, &be: $40 
per case (S/R). 

14.5B (14.5x114mmBlw): Wr:3Olog I 

25 kg per 33-shot belt, Ma?: $30 per- 
12 Gauge (12 0.ug. Albk.u). Wli.1 &kg prribse of 240, 

1 kg per 1O-shotmgazine, (15- 
per case (CIC). 

Types of Rounds 
Large caliber gun wrd $rmada mttWs C 

pes. 
explained below. Each wetptwl ear4 

i 

A#~AmwnpkrdneInowllrd- .Amlw##rrdWrbrmdsentdk 
ing a small amount O f i m  mmWiat Ih 
used against a d . u e t t i d e s .  

‘- 

some larger targets. It is the lsaet expensive (d-oOm 
mon) indirect fire round w8d. 

sophisticated air defsrs#, roctAd --?itiihrt *&%Ut Dsnonnd 

HE (High Ex 
a containing 
~ c t  or at a se 

HEPXPF (Hiqff.CSqlb.kr&&dQ :A 

e #md. R 

directs the explot3h Cieate fum&rf$&lWa hiQlVWw@y-jst of 
superheated gwandmOltsnnmr3c 
of the round against 8dtm bd 
armor. 

but with a penutramr mado of depbW~I uranium. The density 



- 6  

bums with idense heat. W: 1 kg, 20 kg per case of 16, P&e: 
8 10 each, 8140 per case (SIR). 

W P  The grenade scatters incendiary fragments throughout 
its burst radius and burns with intense heat. W: 1 
per case of 18, Price: $20 egch, $280 per case CS 

WP 

per cas0 (SIC). 
23nmAPI: W: 100 kg per case of 33, 

23mm HE W: 100 kg 

26mm MI: W: 100 kg per case of 33, belted, 1 
ier caw (CIS). 

Onnrd.LmsmhefRoundr 
3omn HE: Fired from an AG,S-17 grenade launcher. 

&a, 10 kgper 29-round drum. Price: 83 each, 875 per drum 
WC). per case (C/S). 

4Omm HE: Fired from the M203, HK-69, or Mk-19 grenade 
laumher. Wt= 0.3 kg, 25 kg per aase of 72, Rke: 84 each, 8200 
per case (CIS). 

4Omm HUDP: Fired from the M203, HK-69, or Mk-19. W: 
0.3 kg, 25 kg per case of 72, Price: 85 each, 8250 per case 
(SIR). case (SIC). 

4Omm CmM: Irritant gas only. Fired from the HK-69, M203, 
or Mk-19. W: 0.3 kg, 2 case of 44, Rice: 84  each, 
$150 per case, (SIR). 
4Omm IUUM: Fired -69, M203, or Mk-19. W: 

0.2 kg, 20 kg per c $225 per case 
(SIR). 

rc(kmn H V W  Fi ade launcher, 
the round is 8 standard HE round with a targer propding charge 
for wmter range. W: 0.4 kg, 20 kg pet 6Cktw bett, 26 kg 
pdt a m  of 50 belted, Price: $6 each, 8260 per ease (SIR). 
48mn MI- Fired only from the Mk-19 grenade launcher, 

this is a standard HEDP round with a larger plapelling charge. 
W: 0.4kg8 20 kg per 5oahot C-, 25 k- of Wb&ed. 

2knm HE: yVt= 100 kg per case of 33, belted, m e :  $6 

2kAm WfSDSOW W: 100 kg per ease of 33, belted, m e :  

3omn APb W: 26 kg per case of 33, belted, Rice $750 

3omRI HE: Wz: 25 kg per case of 33, belted, Price: $=per 

44hm HE Wr: 50 kg per case of 64, Rice: $6000 per ca 

4ormn W X P R  W: 200 kg per 

7Smm HE: W: 10 kg, Price: $250 ( 
76mm W. Wr: 10 kg, Price: $500 
7Smm APFQOS: Wr: 10 kg, price: 8 
1 0 B m  HEAT: Wc 25 kg, M e :  $800 (CS). 
lWmm APFSDS W: 26 kg, Price: $600 (SIR). 
106mm APFSDSW: W: 25 kg, 
10Smm WP: W: 25 kg, Price: $1 OOO (RIR). 
120mm HEAT W: 50 kg, Price: $800 (CIS). 
120LhoAA APF80& W: 50 kg, M e :  8.800 (S/R). 
12omm A m &  Wt: 50 kQ, Rice: 8 1 500 (R/R). 

$2500 per case (SIR). 

per case (SIC). 

(CIS). 

per case (WR). 

M e :  810 e 

fbdm8 

per case (SIR). 

68.- HEAT Fired fromthe RPG-16 rocket launcher. W: 
3kg, 10 kgper case of 3, Mee: $50 each* $126 per case (IUS). 
6&mn HEAT Fired from the M202 rocket launcher. W: 7 

kg per 4-round clip, Wee: 82SO pw dip (SIR). 
86mm WP(: Fired from the M202 rodrst kg 

per 4-round clip, Price: 8400 per dii (SIR 

81500 (SIR). 
A T 4  Fired from the AT4 la 

120mm WP: W: 50 kg, Price:-$lOOO (RIR). 
126mm He: Wn. 40 kg. Prike: 8800 WC). 
1;lbnm HEAT Wt: 40 kg, Price: 8800 (IUS). 
126mm Aff- W: 40 kg, Price3 4800 (SIR), 
1- APFWSBU: W: 40 kg, Price: $1600 I 
1 2 6 m  Powfa uitarge: W: 25 kg, price: 880 

Howibm Rounds 
l22mm HE: W: 25 kg, Price: $350 (SIC). 
1- HEAT: W: 25 kg, h e :  8600 WS). 
1- KM W: 25 kg, m e :  82000 WR). 
1- W W: 26 k g 8  Prke: 8700 (R/S). 
122mn c)IEM Wr: 25 kg, Price: $350 (RIS). 
1- WJ4l wit: 25 kg, m e :  8350 (WR). 
1- pawbr Chwge W: 10 kg, Price: 840 (CN). 
152mm HE W: 50 kg, Price: $500 (S/O. 
162mn HSAT W: 50 kg, Price: $750 (R/SI. 
16- IC&? Wt: 50 kg, Price: 83000 WR).  

162mm CHEM W: 50 kg, Rice: 8600 (IUS). 
16- WWU*W: M) kg, price: $500 W R ) .  
162mm Powder Charge W: 25 kg, Price: 
16- HE d.clb, Mrr: 50 kg, Price: $500 
16Wm &#EM W: 50 kg- price.. 8750 (CI 
16knn Ic1169p Wr: 50 kg, Rice: 83000 

1BBrmn GMiU W: 50 kg, Price: $500 (S/R). 
166mm ILWbl W: 50 kg, Price: 8500 (SIR). 
16- CLOP W: 50 kg, Price: 85OOO (RIR). 
1Wmm F m  Wt: 50 kg, Price: $6000 (WR). 
165nrm Powdu chargo W: 25 kg, Price: $60 (VIC). 

HEAT: Fired from any b -0.7 kg, 
20 kg per laround case, M e :  $12, $100 per (SIR). 

W P  Fired from any battle rifle or aosilutts#ls. W: 0.7 kg, 20 
kg per case of 10, Price: 825 wch, 920a) per case (SIR). 

1- Rifle A6sauk Weapon (RAW) HE: A rocket-propelled 
grenade which can be fired from any asswtfriffe which fires 
6.66 N ammunition. Wt: 3 kg, Price: $50 each (SIR). 

1rCOmm RHlo Asmdt Weapon (RAW) HEAT: As above, but 
with a HEAT warhead W: 3 kg, M e :  8100 each (SIR). 1Glnua WP dwt: 50 kg, Rice: 8 1 r n  (R/S). 

AntitanltMkdk. 
T n k  Breaker: Fired from a Tank 8maker launcher. A self- 

guiding missile with a HEAT warhead. W: 10 kg, Price: $lo00 
each (SIR). 

TOW II: Fired from the TOW launcher on the M2 Bradley. A 
wire-guided missile with a HEAT warhead. W: 20 

issile 

AT-6: Fired frqm the AT-5 launcher on the BMP-B and BMP- 

- .̂ . I -guided missile with a HEAT warhead. W: 8 kg, Price: 

with a HEAT warhead. W: 7 kg, Rice: 8750 (WS). 

C. A wire 



6OmmtlE: W:25kgpercaaeof 12, case 
(C/S). 

(S/R). 

W R ) .  

Bomm WP: Wt: 25 kg 

6Omm KLUM: Wt: 25 kg 

81mm H E  Wr: 25 kg ca $1 50 per cage (C/St. 
81mm W P  Wt: 25 kg case of 3, W: 8300 per case (SIR). 
81mm ILLUM: Wt: 25 kg per case of 3, M e :  $150 WR). 
82mm HE: Wt: 50 kg per 5-round clip, M e :  $300 per clip 

82mm HEDP: W: 50 kg per 5-round dip, M e :  $800 per clip 

82mm WP W: 25 kg per case of 3, m e :  $300 per case 

82mm I1UJM: W: 25 kg per case of 3, &ice: 4 150 per case 

4.2 Inch H E  W: 36 kg per case of 2, price: 8200 per case 

4.2 Inch ICM-DP: W: 35 kg per case of 2, price: $2000 per 

4.2 Inch WP Wt: 35 kg per case of 2. Price: $400 per Case 

4.2 Inch CHEM W k  35 kg per case of 2, Rice: $200 per case 

4.2 M ILUIM: W: 35 kg per case of 2 M e :  $200 per case 

120mm HE: Wt: 50 kg per c8se of 2. Prke: $200 per case 

. Price: $800 per case 

12,mff:4360percase 

(S/C). 

(R/S). 

(RIS). 

(WS1. 

WS). 

case (R/R). 

(SIR). 

(SIR). 

(SIR). 

( V N ) .  
l20mm WP W: 50 kg per case of 2, M e :  $400 p d  case 

12oAwn CHEM: W: 50 kg per case of 2, Rice: $250 per cam 

120mm IUUM W: 50 kg per case of 2, M e :  $200 per case 
(S/S). 

Notes: Price: includes all weapons listed under Armament, all 
ammunition listed under Ammo, and one full load of fuel; RF: 
rangefinder bonus; Armament: the weapon or weapons with 
which the vehicle is normally equipped, included in the vehide 
price (MG = machinegun, GL= grenade launcher); Ammo: the 
amount of ammunition carried in ammunition stores (additional 
ammo may be purchased and carried, but it counts as cargo); 
Tr Mov: travel move; Corn Mov: combat mow; W mp: fuel 
capacity, in liters; Fuel cons: fuel consumption rate, in liters of 
gasoline per period; Fuel Type: types of fuel which the vehide 
can use (G =gasoline, AvG:aviation gasoline, D = died,  
A = alcohol-methanol and ethanol); Load: the vehicle's intseiOr 
cargo capacity; Veh W: the vehicle's gross weight, including 
ammo and fuel but not cargo; Mnt: Maintenance number; Cmw: 
(number of crew) + (number of passengers). 

Weapons Mounts: Most weapons are fired by the vehicle's 
gunner. Weapons fired by other crewmembers are mounted in 
weapons mounts. A weapons mount will accept any 
machinegun or the AGS-17 or Mk-19 grenade launcher; most 
mounts have a weapon in them already, but this may be wnov- 
ed at will. The entry for each vehicle explains the location of 

ounts (if any) and 

Firing ports are s 

i ers to fire C 

inside. The following limitations apply: only 88o~)lt bat- 
tls rifles, submechinegum, mb sport@ MtewWWUed in 
firing ports. Drhnn, and gunners may not u 

UMrIWWnd VOhkbS 
-Am3fM,- 

vehides st#l bdng mmufactuldd in.myqmnt&y. Tr Mov: 60/2 
Corn Mow: 20I10, W: 15 kg, Mce: $lo00 (VN) .  

CMlbn Car: One of a varitty d makes and models of 
passenger cars. M e :  $6,000 ( V N )  Tr Mw: 200/30 Corn 

m s  Veh W: 1 ton m y :  2 &8~. '2+3 
HMMWV (Hum-Wb The tbmrsstMd for High Mobil i  M 

designed as a li$k strwn, utility, and cwga vehicls, and has 
replaced the Janp in U.b senria. h has a w~.cld)ns mount (C) 
above the commandeJs seat; however, no weapon is provid- 

cap: 90 Fuelcons: 30 Fuel Type: D, 0, A Loed: 1.25 tons 
Wt: 2 tons Mnr: 2 Crew: 2+4 

truck, the UAZ-469 is a light wh6eted utility vehicle. 
weapons mount fPt on 8 post bsMnd the front seat; h 
no w e a m  f8 gpovldsd. Price: 48,OOO (Sic# Tr Mov: 

Load: 0.5 tons vd, 

UAZ-469: The Warsaw Pact clquivatent of the jeep or %-to 

AvG Load: 300 kg We& Wt: 1 W g  Mnr: 2 Crew: 1 + 1 

or oargo or an equiudent 
(C/C) Tr Mov: 1 8 W 6  Cam 
65 Fuel Typ:  D, A Load$ .  

D, A Load: 6 tW8 Wb Wt: 04th 

performance and capable of carrying 8 tons of cargo of an 
equhtum lead 43# PUiiaRgHlr 
100/10 ccwn w: 38110 
Type: 0, A &a&: %rdft. Wh 

S a w :  2 
' & t o n ? # t i & A a a ~ 4 x ~ Q w p k . m r d S r w l t h ~ o  

lardofpo#H10.RI.~:S1 

m8d% ~IfaxsRreuwd 

W: 0.5 ton C m :  1 



Mov: 2015 Com Mov: 1015 Load: .5 ton Veh Wt: 0.25 ton 

(6-ton) tank truck: A 5-tOn truck with the cargo 
with a 5,00Qliter sealed tank for transportation 

of bulk liquids. W e :  8 1 5,000 (CIC) Tr Mow: 1 6011 5 Cum Mov: 
5511 0 Fuelcap: 280 Fuelcons: 70 Fuel Type: D, A Load: 5,000 
It. Veh Wt: 5 tons Mnt: 4 Crew: 2 

10,0004ter (10-ton) tank mck: A heavy cargo truck with 
the cargo bed replaced with a 10,000-liter sealed tank. Price: 
825,000 (SISI Tr Mov: 100110 Com Mov: 3511 0 
Fuel cons: 150 Fuel Type: 0, A Load: 10,OOO It. 
tons Mnt: 4 Crew: 2 

launcher Ammo: 200 
Tr Mov: 1 30180 Com Mov: 45130 Fuel cap: 520 Fuelcons: 1 30 
Fuel Type: D, G, 
12 Crew: 3 + 8 

BTR-70: An 8 
rier. The BTR-70 has a side door and roof hatch for both the 
driver and commander, and a hatch in the deck of the turret for 
the gunner. There are large overhead hatches for the passengers 
on the vehicle deck. There are three firing ports on ea& side 
of the vehicle. Price: 75,000 (SIC) RE none Armament: KPV 
MG Ammo: as cargo Tr Mov: 1 80165 Com Mov: 55/25 FueJ cap: 
290 Fuel cons: 80 Fuel Type: D, A Load: 2.5 tons Veh Wt: 10 
tons Mnt: 6 Crew: 3 + 14 

OT-64: An 8-wheeled amphibious armored personnel carrier 
jointly developed by the Czech and Polish armies, the OT-64 
is-used by the Czechs and Poles instead of the BTR-70.OT-64s 
were also used by the East German Army, but few are still ser- 
viceable due to a shortage of spare parts. It is identical in layout 
to the BTR-70. Price: 80,000 (SIC) RF: none Armament: KPV 
MG Ammo: as cargo Tr Mov: 180170 Com Mov: 60130 Fuel 
Type: D, A Fuel cap: 290 Fuel cons: 70 Load: 3 tons Veh Wt: 

1-tm cargo tmbc A small two-wheal cargo trailer whi 

81,OOO (VIV) Load: 1 ton Veh Wt: 0.5 ton 
1,OOO-liter (1-ton) tank t m k  Identical to the 1-ton cargo 

trailer, the tank trailer has had the cargo bed replaced with a 
1,006-liter sealed tank for transportation of bulk liquid. Price: 
$1 ,OOO ( V N )  Load: 1 ,OOO liters Veh W: 0.5 ton 

Armored Personnel Carriers 

Main entrance to the passenger compartment is by two large 
hinged doors in the rear of the vehicle. There is also a driver's 
hatch on the left front hull deck and hatches for the commander 
and gunner on top of the turret. There are two firing ports on 
the left, two on the right, and two on the rear. These firing ports 
will accept only the M231 submachinegun, and the M231 can 
fire to extreme range. Price: 8200,000 (SIR) RF: + 1 5 Arma- 
ment: 25mm Autocannon, twin TOW launcher, MAG MG, 
6 x M231 Ammo: 300 x 25mm. 7 x TOW II Tr Mov: 140185 
Com Mov: 50135 Fuel cap: 650 Fuel cons: 200 Fuel Type: D, 
A Load: 1.5 tons Veh Wt: 20 tons Mnt: 8 Crew: 3 + 7 

Ml13: A tracked, emphibiow armored personnel carrier. 
rhere is a hatch on the left front deck for the driver, a hatch 
n the center of the deck for the commander, which has a 
weapons mount (C), a large rear drop ramp for access to the 
vehicle interior, and a large rectangular hatch on the rear deck. 
There are two other weapons mounts (PI: one on either side 
of the large rear deck hatch, used by passengers standing up 
in the open large hatch; however, no weapons are provided. 
Rice: 875,000 (SIR) A m m m t :  M2HB MG (C) Ammo: as cargo 
Tr Mov: 1 20170 Corn Mov: 40130 Fuelcap: 360 Fuelcons: 1 20 
Load: 2 tons Veh Wt: 11 tons Fuel Type: D, A Crew: 2+ 1 1 

BMP-B One of the standard Warsaw Pact tracked, amphibious 
armored personnel carriers. Main access to the vehicle interior 
is by a drop ramp in the vehicle rear. There is a driver's hatch 

the left front deck, a commander's hatch behind it, a gun- 
r's hatch on top of the turret, and two long oval-shaped hat- 

on the rear deck for the passengers. There are three rifle 
rts and one machinegun firing port on each side of the 

. The machinegun firing port will accept any battle rifle, 
rifle, or the PK machinegun. price: 81 50,000 (WS) RF: 

.mo: 200 x 30mm, 3 x AT-5 Tr Mov: 120170 Com Mov: 40130 
Fuel Cons: 1 10 Load: 1.5 tons Veh W: 1 2.5 tons 
, G, AvG, A Crew: 3 + 8 Mnt: 12 
other tracked, amphibious armored personnel car- 

rier, the BMP-C is an upgraded model of the BMP-B, and has 
3n identical layout and configuration. W: $1 75,000 (RIS) RF: 
+ 1 5 Armament: 30mm autocannon, PK MG, AGS-17 GL, AT-5 

M2 Bradley: A tracked, amphibious infantry fighting vehicle. 14 *3+15Mnt:6 

U Vehicles 
8-wheeled amphibious armored personnel car- 

rierlscout vehicle based on the Mowag Piranha (an 8-wheeled 
armored car). There is a driver's hatch on the left front deck, 
hatches for the gunner and commander on the turret deck, and 
two large hinged doors on the rear of the vehicle. There are three 
firing ports on each side of the vehicle. Price: $100,OOO (S/RI 
RF: + 15 Armament: .25mm autocannon, MAG MG Ammo: 
297 x 25mm Tr Mov: 180170 Com Mov: 60125 Fuel cap: 290 
Fuel cons: 70 Fuel Type: D, A Load: 2 tons Veh Wt: 12 t 
Mnt: 6 Crew: 3+8  

LAV-76: A light tank based on the suspension and drive t 
of the M113 armored personnel carrier with a more powerful 
engine and a remote turret. The driver's hatch is on the left front 
deck, gunner's hatch on the right front deck, and commander's 
hatch on the turret deck. Price: $250,000 (FUR) RF: +40 Ar- 
mament: 75mm Autocannon, MAG MG Ammo: 36 x 75mm Tr 
Mov: 160195 Com Mov: 55140 Fuel cap: 520 Fuel cons: 130 
Fuel Type: D, G, A. AvG Load: .5 ton Veh Wt: 1 5 tons Mnt: 
1 0 Crew: 3 

BRDM-3: A four-wheel armored scout car, the BRDM-3 has 
four additional retractable wheels which can be lowered to im- 
prove dff-road performance. There is a driver's hatch and com- 
mander's hatch on the front deck and a gunner's hatch on the 
turret deck. price: $50,000 (SIC) RF: + 5 Armament: 30mm 
autocannon, PK MG Ammo: 100 x 30mm Tr Mov: 200160 Com 
Mov: 70125 Fuel cap: 290 Fuel cons: 80 Fuel Type: G, AvG, 
A Load: 600kg Veh Wt: 8 tons Mnt: 4 Crew: 4 

01-65: An independent development by the Hungarian Ar- 
my, the OT-65 is an amphibious 4-wheeled armored scout car. 
It is used in place of the BRDM-3 by Poland, Hungary, 
Czechoslovakia, and Bulgaria. It has a side door on each side 
of the car and a hatch on the turret deck for the gunner. Price: 
845,000 (SIC) RF: + 5 Armament: 23mm autocannon, PK MG 
Ammo: 150 x 23mm Tr Mov: 200160 Com Mov: 70125 Fuel 
cap: 290 Fuelcons: 80 Load: 700 kg Veh Wt: 8 tons Fuel Type: 
D, A Crew: 4 Mnt: 4 

/ 
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ain Battle Tanks 
MI: A tracked main battle tWWMPWlarge turret. TnMd is 
driver's hatch in the center of the front deck, and a com- 
ander's and loader's hatch on the turret deck. The tank's gun- 
er uses the commander's hatch. A weapons mount (C) is 
cated by the commander's hatch. Price: 8600,OOO (R/R) RF: 
40 Armament: 105mm gun, MAG MG, M2HB MG (C) Am- 
0: 55 x 105mm Tr Mov: 140/110 Corn Mov: 50/40 Fuelcep: 

1920 Fuel cons: 560 Load: 700 kg Fuel Type: D, G, AVG, A 
4 tons Mnt: 14 Crew: 4 
ssentially the same tank as the M 1 but with a larger 
gun. Price: $650,000 (FUR) RF: +40 Armament: 

MAG MG, M2HB MG (C) Ammo: 40 x 120mm Tr 
0 Corn MOV: 45135 FUelC8p: 1920 F U ~ C O ~ S :  560 
, G ,  AvG, A Loed: 700 kg Veh Wt: 55 tons Mnt: - 

14 Crew: 4 
MI=: An M1 with a slightly higher superstruct 

asemate (unmanned) turret. The commander, gunner, and 
river ride in the vehicle chassis and the gun is remotely con- 

lled and automatically loaded. The driver and gunner each 
a hatch on the front deck and the cpmmander's hatch is 
e turret deck. A weapons mount (C) is located by the com- 

nder's hatch. Price: $700,000 (RIR) RF: +40 Armement: 
m gun, MAG MG, M2HB MG (C) Ammo: 40 x 120mm Tr 

Mov: 50/40 Fuelcap: 1920 Fuelcons: 560 
Type: D, G, AvG, A Load: 700 kg Veh Wt: 55 tons Mnt: 

T-72: A tracked main battle tank. There is a driver's hatch 
n the middle front deck and a gunner's hatch and commander's 

ch on the turret deck. The gun is automatically reloaded. A 
is located by the commander's hatch. Rice: 
RF: +30 Arm8ment: 125mm gun, PK MG, 
mo: 40 x 125mm Tr Mov: 120170 Corn Mov: 

25 Fuel cap: 960 + 400 Fuel cons: 240 Load: 500 kg Veh 

-80: An improved version of the T-72, the T-80 has an iden- 
cal layout. Price: $5OO,OOO (WR) RE + 30 Armament: 125mm 

PK MG, DShK MG (C) A m :  40 x 125mm Tr Mow: 120170 
Mov: 40/25 Fuel cap: 980 + 400 Fuel cons: 240 Fuel Type: 
Load: 500 kg Veh Wt: 40 tons Mnt: 18 Crew: 3 

T-90: An enlarged T-80 chassis with a casemated remote- 
ontrolled gun. The gunner and driver have hatches on the front 
eck and the commander has a hatch on the turret deck. A 

awns mount (C) is located at the commander's hatch. Price: 
OOO (RIR) RF: +40 Annement: 125mm gun, PK MG, 
MG (C) Ammo: 40 x 1 25mm Tr Mw: 120190 Com Mov: 
Fuel cap: 960 + 400 Fuel cons: 240 Fuel Type: D, A Load: 

40 tons Fuel Type: D, A Crew: 3 Mnt: 18 

00 kg Veh Wt: 40 tons Mnt: 16 Crew: 3 

If-Propelled Artillery 
109A2: A tracked self-propelled howitzer with a large tur- 

et on the rear vehicle deck. There is e driver's hatch on the left 
nt deck, a commander's hatch and gunner's hatch on the tur- 
deck, and hinged doors on both sides of the turret, the rear 

f the turret, and the rear of the hull. A weapons mount is 
ed by the commander's hatch. Price: $3OO,OOO (RIR) RF: 
Armament: 155mm howitzer, M2HB MG (C) Ammo: 

x 1 55 Tr Mov: 1 10165 Corn Mov: 35125 Fuel C8p: 450 Fuel 
ons: 150 Fuel Type: D, A Loed: 1 ton Veh Wt: 25 tons Mnt: 

M-988: Also known as the Sergeant York, or DIVA0 (Oivi- 
ional Air Defense gun), the M-988 18 a tracked, self-propelled 

air defense gun. It has a commander's hatch and gunner's hc. 
on the turret deck and a driver's hatch in the middle o f the  
deck. /+ice: 8100,OOO W R )  RF: + 15 Armm8nt: twin 4 
8utocanMuIs Ammo: 233 x 40rnm Tr Mov: 100/60 Com 
35125 Fuel cap: 1400 Fuel Type: D, A Fuel cons: 280 Load 
500 kg Veh Wt: 48 tons Mnt: 12 Crew: 3 

SAU-122: An amphibious, tracked self-propelled howitz 
The SAU-122 has a driver's hatch on the front left deck 
has a Commander's hatch and loader's hatch on the turret deck 
A weapons (C) mount is located by the commander's hatch 
Price: 8200,000 (FUR) RF: +5 Armament: 122mm howitzer 
DShK MG (C) Ammo: 40x 122 7r Mov: 120!?0 Corn 
40130 Fuel c8p: 550 Firslcons: 1 30 Fuel Type: D, A Load: 6 
kg Veh Wt: 23 tons Mnt: 10 Crew: 4 

SAU-152: A tracked self-propelled howitzer. The SAU-1 
has a driver's hatch on the front left deck, there is 
mender's hatch on 'the turret deck, and a loader's 
right turret side (not deck). A weapons mount (C) 
the commander's hatch. Price: $260.000 (R/R) Rf: + 5 Arm8 
ment: 1 52mm howitzer, DShK MO (C) Amma: 30 x 1 52 
100160 Corn Mov: 35/25 Fuel cap: 500 Fuel cons: 1 
Type: D, A Load: 800 kg Veh Wt: 28 tons Mnt: 10 

has hinged doors on the right and left front sides for the d 
and loader, and has a commander's hatch and gunner's h 
on the turret deck. P r h :  81 60,000 (FUR) RF: + 5 Arma 
30mm gatling gun Ammo: 500 x 30 Tr Mov: 90155 
65140 Fuel cap: 250 Fuel cons: 80 Fuel Type: D, A 
kg Veh Wt: 14 tons Mnt: 12 Crew: 4 

ZSU-30-6: A self-propekd air defense gun. The ZSU-30-6 

ANIMALS 
Horae (broken): Used as a mount, pack animal, oc draft an 

Price: 82000 W S )  Hits: 60 Meat: 90 kg Tr Mov: 20/20 
Mov: 10/30/60 Feed: 1 2 kg + graze L oed: 1 20 kg Wt: 350 

Horse (unbroken): An animal unused to carrying a saddle. 
must be twoken before being put to any work. Wce: $1 OOO (S/ 

Mule: Sterile hybrid offspring of 41 horse and donkey. 
as a pack and draft animal. Price: 8600 (SEI Hits: 40 
70 kg Tr Mov: 2W20 Corn Move: 10/20 Feed: 10 kg + 
Load: 80 kg Wt: 300 kg 

Ox: A neutered bovine, generally a bull, used as a draft anbnal. 
Price: $600 (C/C) Hits: 70 Meet: 250 kg Tr Mov: 5/6 Com Mov: 
1 a 1 5  Feed: graze Load: 70 kg Wt: 600 kg 

MISCELLANEOUS EQUIPMENT 

Explosives 

engineers for demolitions, it is relatively easy to manuf 
and is coming into more common military use. Wt: 30 
case, $10 per quarter-kilogram stick, 8750 per case 
sticks (CIC). 

Plastk Expkuive: Plastic e x p t o s i  can be m a d  to t'kshd 
shapes and will adhen, to desked surfaces. It will not exptode 
if burned, and can only be detonated by another explosion, 
usually provided by a blasting cap. Wt: 30 kg per case, m e :  
830 per 1 kilogram block, 8650 per case of 20 Mocks M U .  

Mine, Antipsnoml: Wt: 20 kg, 80 per case of 4, M e :  850, 
$200 per case (CIC). 

Mine, Anti-Tank Wt: 35 kg, 70 per case of 2, Ph?:4100, 
$200 per case (S/S). 

Mine, cbymorr: W: 2 kg, 12 per case of 6, M e :  $250, 

Dynamite Stick: The most common explosive used by civil 



time fuses, fuse wire, and detonators to enable a character to 
rig explosive charges and fuse them for a time delay, remote 

Wrt: 5 kgs, Price; $750 (C/C) 

Wr: 15 kg+. $loo0 (SISI. 
Akmft TO&: A$ above, but for aircraft. Wr: 22 kgs. &% 

20 kgs. h: b3QO (V 
conmucrtkn T& 

kgs. Rice: $200 (C,C) (CIC). 
6WQW8WFUdConrumpiro n: 5 liters per pertod, Wr: 160 

10 khwm: Fual ComumptiOn: 7 litera per period, W: 260 

60 kikwrrt: Fud Cansumption: 40 liters petr period, Wr: 600 

srml ApllAoT9ok. Speciuled tods for repah of small arms 

Hmvy o#lnner Tsok: As above, but for heavy ordnwIce 

ekotald R.cJr. Specialized tools for wok on 

kgs. Rice; $700 (CIC). 

kgs. Rice: 8 1200 (SIS). 

Wr: 6 k e a  tWe: $200 (SISI. 

Hh: 26 kgs. Mrm 8760 WS). 

1 OOO &JS. M e :  8 1 S,OOO fRfR1. : As above, but for work on solid stat 
88 radios, radar sets, etc. W: 3 kgs. 

5 liters of alcohol per day. Wf: 700 kgs. Price: 8500 (V/V). 

truck except a *-ton. Power Consumptian: 60 Kw, W: 1.75 

8 t e t h - a  sns other equipment 
wt: .5 kg hb; $20 WN). 

open an 

kgs. Price: $100 (SISI. 

M e :  $loo0 (S/S 
PortabkHeatw 

Consumption: 4.7 

RtWgemor, rmJI: W a b k  for presmhg c#nsll qusmtties of dudsl, mimegyrlmrumbler/descramMer loonversations usi 

80 bn W-. Powered by a vehicle. Wr: 10 kg, Rke 8 

Rdd codccw. dW: F d  
250 kgs. Price: $loo0 (CIC 

PurteW t.rrc RF. Powered from internal batteries. Reads 

V.trlck La8or-W. Vehicukw powered. Mrt: 5 kg, h e :  8 1500 

pdarbk f b h M m c m  RF. Powered from internal 

poses, including wrsndws, fli, (IC-, and 80 on. Wr: 
5 kgs. Rice: 8200 (VNI. 

Powor H o d  Took. A wlection of wwer tools including e 
chainsaw, 9” rotary saw, drill, a d  o t b  etecwicd to&. Power 
consumption is for the whole set. Power Consumption: 4 Kw, 
Wr: 35 kgs. Price: $500 (CIC). 

WtmeW Vehida Took: spedalited toots for repair and 
maintenance of wheeled vehicles. It indudm rperk plug wren- 

&SI 

Fieads out diaence to a desiinated object. Wr: 1 kg, Aics.. 8 
6,s) 

VdJek CohWmce RF. Powered from internal batteries. 
3&g, Prke: 8700 (C/C) 

V.Nd. L.ru RF with Bdlktk: C0mput.r: Vehicular paw 



act as binoculars dso. 

Price: $loo0 (R/R) 
Stclrllght Scopa. Powe 8'fkst sid kit. In- 

1 kg, #ce: $50 (C/C) 
cable to permit limited twthl m&il&+ W; 7 kg, 

ktchtds boots, socks, and 80 on. wI:-4 k 
cable to permit ti 
8 100,OOO (S/R) 

cable to permit l imW 
$200,060 (WR) 

. W: 7 kg, Price: 

--Jn--wm- 
.s kg, PLRCS: $26 
*4kg,hW:$Bo 

12 kg, Rice: 8 100 CCK) 

$500 (R/R Wf: 8 kg, prica: $250 (C/C). 



MAG: $1,500 EIR). 
PK: $2,000 (WS). 
V.59.- 8 1,500 (WR). 

M214: 010,000 (WR). 
M2H8: 8 1.600 (VIC). 
DShK: $2,000 (C/V). 
Kw: $3,000 (SIC). 

Mzo3: $600 (CIS). 
HK-69: I) 600 (SIR). 

CMM Ilrn?antGed: $6, $80 
Antit8nk $10, $120/case 
Concussion: $4, 87OIcase 
Th8fdt8: 8 10. 8 1 40h88 H..wM.chirwgunr 

Nkglldnw: except where noted, the prica for 
a magazine is $1 per shot. 

Born -L.ureh.n 4Omm HEDP: 
Longibow: $300 (CIC). 
Crossbow: 0350 (CIC). 

Automrnicpktob AGS-17: $3,000 WS). 4Omm ILLUM: $6. 
4Omm HVHE: $6, 

4Omm HVHEDE $10, 04001ease of 50 

9mm Parabellum: 8 1 50 (VIS 

7.62mm Tokarev: 

.22 Automatic: $5 

.45 Automatic: 8 1 

Mark-19: $6,000 (SIR). 

.380 Automatic: 8 belted (SIR). 

66mm W: 840014-shot clip (SIR). 

HEAT: $12, $ 1 00/case of 10 (SIR) 

1- M W H R  $60 WR). 

wh 0nn.d.r 
Sterhg: $600 (CIS) 
mi: 8500 (VIC). Lug.-- w: m,1)2o/oros ot i o  (sm. 
M231: 0300 (VIC). 
MP-5: $400 (CIS). Howkus 14OmmRAWHEAT: $100 (SIR). 
AKR: $300 (SIC). 122mm (0-30) Howitzer: $60,000 (S AntltnkNnsaw 
Vz24: $300 (WS). Morbn Tank Bm&er: $1000 (SIR) 
Skorpion: $260 (Ws1. 
GI  1: $400 (CIR). 81mm: 810,000 (CIS). AT4: $750 (RE). 

82mm VSsNbk: $20. 
4.2”: $12,000 (CIS 
12anm: $15,000 (C 

AT-5: $6,000 (RIS). 

l25mm (Rapirs-31 Gun: $60.000 (W 

6Omm: $5,000 (C/S). TOW 11: 0 1500 (SIR). 

AT-& $1200 WS 

NLT (Nato L&ht Tripod): 82 

WIT (hct Medium TnpOdl: $300 (SIC) 
H C  ( k t  HWVy C 8 h g d :  $1000 (Ws). 

3Omm HE: $750Icase of 33 belted (SKI. 
4Omm HE: 88000Icase of 64 (CIS). 
4Omm HEPXff: b8,WOIcase of 64 (R/R). 

AMMUNITION 75mm HE: $250 (CIS). 
&nJAnnr&MIchkngun 75mm WP: $500 (WR). 

Longbow Armw: 8WI24 (CIC). 
Crossbow Bolt: $30/24 (CIC). 
4.7 Cls: $13QO/casa of 600 (S,R 

75mm AffSDS: $600 (SIR). 
lObmm HEAT $600 (CIS). 
105mrn APFSDS: 0 

0225Icase of 1,600 (CIS). 
* 8250Icase of 840 (IUS). 
* $80/case of 220 (SIC). 

8t Assault Weapon: $800 (c/R). 125mmAMsosDu: $1500 1wR). 
125mm Powder Charge: $80 (SIC 

l22mrn HE: $350 (SIC). 
l22mm HEAT: $500 (FUS). 
l22mm ICM: $2000 (FUR) 
122mm WP: 8700 (WS). 
122mm CHEM: $350 (W 

Howitzu Roundr 

of 36 belted (S/R). 
33 belted (SIC). 
e of 240 (CIC). 

$4, $1 00/case of 30 (CIC) 



155mm CHEM: $500 (S/R). 
155mm ILLUM: $600 (SIR). 
155mm CLGP: $5000 (WR). 
155mm FASCAM: $SO00 (FUR). 
155mm Powder Charge: $60 (V/C 

6 h m  H E  8300/case of 12 (CIS). 
60mm WP: $600/case of 12 (SIA). 
6Omm ILLUM: 83M)Icase of 12 (SIR). 
8 lmm HE: 8 1 5O/case of 3 (CIS). 
81mm WP: 0300Icase of 3 (SIR). 
8lmm IUUM: $1 60Iccrre of 3 (SIR). 
82mm HE 8300/5-shot dip (SIC). 
82mm H€DP: $600/Sahot clip (RE). 

SCEUANEOUS EQUIPM 
Mortar Rounds 

Anti-bnk. $ 1 0 0 , 8 2 Q Q I ~ t ,  
c7aymnW ~ 2 5 0 . 8 8 0 0 1 ~  Steam Decontamination Trailer: $500( 
w r  Demo Kit: $750 (CIC). 

Gas Ma* $160 (VN). 

1.5 kilowatr: $200 (C/C). 
5 kilowatr: $700 (C/C). 
10khwatr: $1200 (SIS). 
60 kilowatt: e8oOo (SISI. 
IO0 &watt: 8 1 WOO (WR 

- ~1O001100 units (WR). 
/+, -I & i): $500/100 

trc, Om1 I + ,  -, 81 A): $750/10( 
4.2" CHEM: 82001corre~of 

l20mm HE: 8200/case of 
4.2"ILLUM: $200/case of 

Small: $500 (VN). 
M&m: $2!500 (VN). 
Large: $200,000 (CIC). 

Anti-fever: $500/100 units (WR). 
Afro@&?, L&M: $80011 00 units (WR). 
A h o m  Auto&jsctoc $76110 (WR). 
pbin-, MW: $W)(w100 units (R/R). 

VEHICLES Fmmw, amall: $100 (SIS). Sed-* MW: $wO/100 unita (FUR). 
u ~ c w g o v -  Fwzer, large: 81000 (S/S) War&@, WXX100 units WR). 

12(knm ILLUM: $200/caso of 2 (SIR). 
#foemI8(Lcookn 

Bicycle: $1000 (VN). 
Civilian Car: 86,000 (VN). 
HMMWV (Hum-Veel: $20,000 (CISI. 
UAZ-469: $8,000 (SIC). 
Motorcycle: $5000 (VN) 

dton truck: $20,000 (SISI. 
&ton truck: 830,000 (S/S). 
3/&on truck: 810,000 (C/C). 
Wegon: b 1 ,OOO (VN). 
caft: 8500 (VN). 
5,CXWliter (&ton) mnk m& $15,000 (C/C). 
lO,&XMtw (l@tonl lsnk tntck: $26,000 (SISI. 
1-ton cmpo trak: $1 ,Ooo (VNI. 

Portable He8ter: 8200 (C/C 
150 liter water heater: $1 5 
ReMgerstor, small: $100 (C/C). 
Re%&wator, lam: 8 1 000 (SISI. 
Fidd Cooker, militery: $loo0 (CIC). 

&sic Tool Kit: $200 (VN). 
p b w r  Hand T w . ~  $500 (C/C). 
Wheekd Vehicle Tools: $500 (C/C). 
Tmcked Vehicle Took: 8 1 O W  (S/S) 
Aircraft Tools: $2000 (WR). 
€xcaVsting Tim&: 0300 (VN). 
Constnrcl?on Tools: $500 (C/C 
Smd Arms Toafrr 8200 1SIS). 

Blood, Wok: $25/1 unit (SIS). 
msm: $1011 unit (SIS). 

krstnments: 02500 (WR). 

Dociers Medical Kit: $lo00 (SIS). 

Kevlar Fkk Jacket: $800 (CIS). 
m t e  Insert &kef: $400 (CIC). 
Ballistk Nylon Helmet: $100 (CIS). 
Ste t: $50 (C/C). 

Fati': $GO (VM. 
Rucksack: $20 Wilt). 
Flashtight: $20 tWC). 

Kit: $100 (CIC). 

2.5-m truck: 0 15,000 (C/C). Hnd look Bocrr- 

l,-/l-tod W rndbc 41,OW (VN). Hsavy Took 67W ( combat l4bbmg: $10 (V#). 
hnamd-cwrim Electricd Repair: $600 WC). 

M2 Bradley: $200.000 (S/R). 
MI 13: $75,000 (SIR). 
BMP-B: 8 150,000 (m). 
BMP-C: $1 75,000 WS). Lockpkk Took: 020 (VN). m e q u l o n m r t  
BTR-70: $75,000 (SIC). Run08 20 lifer m w r  $26 WN). 
OT-64: $80.000 (SIC). 

LA V-26: 8 1 00,000 (S/R). 

uectmic Rep&: 8 1 000 (S/S). 
Arc Welder: $500 (S/S). 
&dab& Machine Shop: 875.000 WR). 

Thermal Fat&ues: $100 (S/S). 
Psrka: $160 (CIC). 

2 km Hand: $250 (CIC). 
LbhtCWlhtV.hldu 5'26 km ManpwWehicdar: 8500 (WS). lO-mn T w :  ).;LM),IsIs), 

5 / a 6 k m s e W r a M a n ~ e h ~ : ~ 2 0 0 0  

50 km Vehick: 8 1 500 (SISI. 
OT-65: $45,000 (SIC). 50 km .%cure Vehicle. 

MI: $600,000 (WR). pbrteble iaw RE $1 000 (WR). Rebreathsr: 1WR). 
MIEI: $650,000 fwR). Veh& L a w  RF: $15W (m). Rob 
MlE2: $700,000 (WR). Pcutdw Cofnddmce RF: $600 (SI Air 
T-72: $400,000 (WR). 
T-80: 8SW.000 (WR). 
T-90: 8600.000 (WR). $10.000 (WR). 

M109A2: $3OO,o00 (R1R). vkknDavkm8 
M944?: $100,OOO (WR). 

eman Tent: $100 ICICI. 

LAY-75: $250,000 (WR). (WR). .- 
BRDM-3: $50,000 (SIC). I.  

Aquakmg: $300 (CIC). 
Main Bmk Tnlu R.ng.- Ak Tank: $TW W. 

VWck Cahcldence RF: $7000 ICIC). 
Vehicle Laser RF with Ballistic Comwter: 

Reticle Gunsight: 8 10.000 (WR) 

4 x Binmulam: 0 100 WN).  

Skis, Cross-Qwnw: $260 IC/C). 

-f-Rogl#ktllwr 

. v -  



er attack by strong cavalry and mechanized forces from the 
area, and had identified elements of the ts t  Polish Tank Ar- Death of a Division It also reported the Torun area had been overrun by elements 

The United States 5th Infantry Division (Mechanized) jumpe the Soviet 22nd Cavalry Army from Byelorussia. The divi- 
off on its raid on June 19th from Chojnice and Czluchow in n commander held an afternoon conference with his brigade 

made with partisans of the 2nd Polish Free Legion in Tuchola, tempt to break out through Lodz and then drive east through 
and they reported the road ahead clear. Guides were provided Piotrkow and Radom to be positioned for a drive north. This 
and on the 2 1 st advanced elements of the division had reached would avoid the major enemy troop concentrations, cause max- 
Torun, with follow-up forces closing up. Only scattered imum damage to the lines of communications of the newly com- 
resistance from some local militia had been encountered. The mitted 22nd Cavalry Army, and leave the door open for a possi- 
division spent a week in the Torun area distilling fuel in anticipa- ble link-up with troops on the northern Baltic coast. Accordingly, 
tion of the second bound. On June 29th it moved out south on 256th Brigade began shifting southwest toward Szadel while 
the road to Wloclawek, which the division’s recon battalion (4th 1 st Brigade took over the position at Ozorkow. 
squadron of the 12th Cavalry, mounted on horseback) had July 12th and 13th: Little enemy resistance was encountered, 
scouted as far south as Krosniewice. The division closed up on and all units successfully completed their planned movements. 
Wloclawek by the evening of June 30 andadvanced elements July 14th: The 1 st and 256th Brigades began their attacks 
were in the strategic road junction of Krosniewice by July 1. on Lodz, and immediately encountered stronger resistance than 

The division again paused for maintenance and fuel distilla- had been anticipated. The right hand attack by 256th Brigade 
tion while the cavalry scouted south. On July 3rd the 4-12 along the Lask-Pabiance road brushed aside outlying cavalry 
Cavalry reported a strong blocking position in front of Lodz at pickets, but then encountered entrenched and well-equipped in- 
the town of Zgierz. Interrogation of prisoners revealed the fantry in front of Pabience. After several of the brigade’s remain- 
blocking force to be the Polish 6th Border Guard Brigade. The ing tanks and infantry fighting vehicles had been knocked out, 
division commander ordered the division’s 256th Mechanized the brigade paused to regroup. Within an hour, however, the 
Brigade (Louisiana National Guard) to deploy against the blocking brigade was struck in the flank by tanks and armored person- 
position while the 4-1 2 Cavalry made a wide turning movement nel carriers advancing from Piotrkow and was pushed back to 
through Kolo, Uniejow, Szadel and Lask to hit Lodz from the Lask. 1 st Brigade’s attack had encountered dug-in tanks of the 

base camp area at while the division‘s 2nd Brigade had made no progress all day. The 20th Tank Division had last 
was pushed west in to guard against a possible been reported in the Ukraine as an element of the 4th Guards 
counterattack by t Tank Army, known to be in the Tank Army. At midday, the 2nd Brigade‘s 3-77 Armored at Kolo 

was probed by Polish mechanized forces, and the division 
y reported by radio that it had en- rearguard at Krosniewice came under attack by the Soviet 96th July 9th: The 4-1 

back to Lask. Later, outposts of the 2nd Brigade guarding the 
road bridge across the Warta river at Konin successfully resisted 
an attack by mechanized troops identified as elements of the 

intelligence failure or the Warsaw Pact had succeeded in mov- 
ing up reserve formations with more speed than anyone had an- 
ticipated. It was also clear that, rather than making headway 

seen digging in several kilometers from the bridge. hard pressed on all fronts. The division commander decided that 
uly 10th: The division commander ordered the 3-1 1 Infan- it was time to concentrate and attempt to get some room to 

wice to develop an attack from the northeast against Lodz. Brigade would remain roughly in place, with the 3-77 Armored 
the same time he ordered 256th brigade at Ozorkow to holding Kolo as a bridgehead across the Warta River. 1st Brigade 

etach a battalion and move it overland south to Uniejow in and the division command would move overland to Uniejow. 
preparation to support the 4-1 2 Cavalry. Almost immediately, A battalion would hold the river crossing while the main body 
the 3-1 1 Infantry from Kutno encountered advancing mounted moved into reserve across the river. 256th Brigade was to fall 
troops in superior numbers and was driven back to Kutno under back along the road to  Sieradz and hold the Warta River cross- 
heavy pressure. By evening, 3-1 1 infantry had determined that ing there. 
it was facing the advanced elements of the Soviet 89th Cavalry July 15th: In the morning, the 1st brigade began its 
Division (formerly 89th Motorized Rifle Division), which had last withdrawal but was hit by the Soviet 20th Tank division while 
been identified as being deep in Byelorussia. 4-1 2 Cavalry had moving across the open ground to Uniejow. By afternoon, over 

formerly at Lublin. 
July 1 1 th: German Third Army reported by radio that it wa 



ta  blown. The 7th Engineer Battalion began rebuilding the bridge 
by torchlight with what local materials it could find. 256th 
Brigade's main body remained in Lask all day due to lack of fuel, 
but 4-1 2 Cavalry moved back and secured Sieradz and the Warta 
River bridge there. 1 st Brigade, with the 3-143 Infantry at Konin 
and the 3-77 Armored at Kolo, sent its remaining battalion, 1-40 
Armored, south to Kalisz to secure the division rear area. 

July 16th: The division's situation began deteriorating rapid- 
ly. 256th Brigade at La& was hit hard from the east and nor- 
theast by strong mechanized forces and the W i d e  head- 
quarters was overrun. Still short of fuel, most of the brigade's 
tanks fought and died in place, and surviving personnel broke 
out on foot into the woods to the southwest. The attacking force 
was identified as the Soviet 124th Motorized RIfle Division, 
another component of the 4th Guards Tank Army. At the same 
time that the 256th Brigade was being overrun. advanced 
elements of the Soviet 2 1 st Motorized Rifle Division appeared 
behind 4- 12 Cavalry's positions at Sieradz, havii  approached 
on the road from Zloczew. This was yet another division of the 
4th Guards Tank Army. 4-1 2 Cavalry, by now reduced to only 
200 troopers, withdrew up the road to Kalisz. 

By late afternoon, the 1-40 Armored of the 1st Brigade at 
Kalisz was pushing back infantry probes from the direction of 
Pleszew to the west and Ostrow to the southwest. The bridge 
at Uniejow was completed by late morning and 1st Brigade 
began bringing across its heavy equipment. Polish cavalry from 
the west was cautiously probing 1st Brigade's positions at the 
crossing point. 

That evening, the division commander ordered all elements 
of the division to bkw the Wafta River bridges and concentrate 
at Kalsz. While this was possible at Konin, Kolo and Uniejow, 
the bridge at Sieradz had already falten and the 2 1 st Motor Rifle 
Division had crossed further south at Wielun, in any event. 

July 17th: By daybreak, the pressure on 1-40 Armored, by 
now joined by the remnants of 4-12 Cavairy, was mounting. 
Polish infantry from Pleszew was now being joined by light 
armored vehicles believed to be from the 10th Polish Tank Divi- 
sion. The infantry at Ostrow had been identified as elements 
of the Soviet 12th Guards Tank Division, a weak formation 
which had been in resowe near Legnica. However, it w8s now 
being joined by mechanized vehicles believed to belong to 21 st 
Motorized Rifle Division. At midday, advanced pickets of the 
4-1 2 Cavalry reported a large mechanized column advancing 
up the road from Sieradz toward Kalisz. t-40 Armored was 
beginning to strain under the pressure from the west and 
southwest and couldn't spare my troops for the new threat. 

Advanced dementsof the 1st Brigade wereapproaching from 
the north, however, and the remaining 10 MlE2s of 3-70 ar- 
mor turned south off the road between KaPisz and Turek and 
advanced overland to take the Soviet oolumn h flank. 2-2 1 Field 
Artillery pulied its six howitzers off the road behind them and 
set up todesiver wppomng a fires. 3-10 Infantry, mootly m trucks, 
would follow up to support the tanks. 

3-70 Armored reached a position two kilometers north of the 
road at 1 100 hours with nothing left m its fuel tanks but fumes. 
Taking up defitade positions atop a low rise, the battalion 
commander saw the main body of the Soviet 124th Motor Ri- 
fle Division stretched out on the road below him. At 1 1 10 hours 

vehicles went up. 
By 1220 hours the Soviets were counterattacking, but several 

attempts to storm the position by tanks and armored personnel 
carriers were broken up, and the 2000 meters of open ground 
between 3-70 Armored's position and the road became litter* 
with the wrecks of most of the Soviet division's remaining ar- 
mor. A late afternoon attempt to outflank the position wall 
thwarted by the arrival of 3-10 Infantry. 

As night fell, the division commander took stock of the sit 
tion. 1st Wgade, with 3-70 Armored and 3-10 Infantry, 
on the left overiookhg the Siiradt 
A m r e d  were holding W i z .  3- 143 
in the woods north of Kalisz on the 
division's right, while 2nd Brigade s 
smafl divisibn reserve just behind K a l i .  3-1 9 Fdd  Artillery was 
deployed with 3-77 Armored, while 2-21 Field Artillery was still 
severaf kilometers to the northeast, along with most of the divk 
sion suppty and maintenance echelon. 

The Soviet 124th Motor Rifle Divielon had been shattered oh 
the Sieradz road, but pressure w(w building from the Soviet 21 sk 
Motor Rifte Division at Ostrow and the PoLh 10th Tank Divh 
sion at Pleszew. Rearguard parties were reporting increased 
activity along the Warta River line M i d  the division, and thi 
remnants of the Soviet 20th Tank Division were stilf out there 
somewhere. 

The division commander decwed on a breakout to the south, 
exploiting the dam- 1 st Brigade hwl handed to the 124th 
Motor Rites the day before. The division's emergency fuel 
reserve would be dispersed to the units, everyone would top 
off and draw as m y  rations and as much ammo as they could 
carry. Suppty and maintenance parties would split up and a% 
tach themselves to the nearest combat unit and follow them OUL 

2nd Brigade would spearhead with the 3-77 Armored an 
3-143 Infantry (moved down by night from the north), driv 
south by southeast from behind Kdisz. 1 st Brigade would co 
its left flank with a drive south from its blocking position. Th 
division artiHety would put every available round on Ostrow t 
break up any potential attack fromi the 21 st Motor Rifles. 4-1 
Cavalry wwid follow up the 2nd brigade and work its way into 
the woods between Ostrow and Ostrzeszow to cover 
flank. 1-40 Armored would hofd Kalisz mil the rem 
elements ofthe divisionhad movedsouth, andthenfighta 
ing action agairwt pursuit. ConsMen kg the odds, the chan 
of success were slim, but it was the onfy show h town. 

As it happen&, the 2ls t  IhMorked Rifle Division and Polis 
10th Tank Division struck first. The attack came m hard thre 
hours before dawn, wing infrsred lights. 1-61 infantry had 
already pulled out of its blocking position north of Kalisz 
was in road march paosktg though h crosmoads when 
first artillery rounds began falling on the town. 1-40 Arm 
ho{ding the perimeter had the advantage of being in place and 
its thermal sights were less affected by the smoke that soon 
covered everything than were the Soviet IR lihts. But 10th 
Polish Tank Division's attack hit empty positins, and within an 
hour they were behind Kalisz in the division rear. Shortly More 
sunup, Polish armored vehiilw entered the d h i i  headquarters 
area. The division commander radioed in the clear to all units, 
"Good luck. Yar'ru on yaur own, now." 

the battalion opened f i e  and immediateh/ began registering hts 
along the length of the column. Soon the column was covered 
in dense black smoke from burning vehicles, through which the 



A"E2€ A (Enemy Dispositions) to INTELLIGBNCE E€lTR&A!I!E NO 1422 

Referenom Per para 1, Intel Est 142 

1. Three major groupings of Warsaw Pa& forces have been identified in Poland. These are, from I 
north to south, Baltic Front, let Western Front, and 28 Western Front. Together with Central Front I 
in Czechoslovakia, these three fronts oompriee the Western Strategic 
the Warsaw Pact, the headquarters of which is believed to be lmted in Lub 

2. The r m n t  offensive of German 36 Army has caused considerable losees in 
rtrou~inbz. and thus the stremZth8 listed can no lonRer be considered accurate. 

reserve formations have been detached from these groupings and have been shifted north to dea 
with the German Third Army bmakthm P the rapid 
completion of this redeployment. 

4.The following abbr 

Unit identifications followed by (C) indicate units which are assessed as having been convertec 
ntirely to horsed cavalry. 

POLAND: Baltic Front HQ: Malbor WEST CENTRAL POLAND: 1st Western Fro1 

Pol. 9th MRD (3,000 men, 10 tanks): &v. 9th ClTD (4,000 men, 28 tanks): 

sulet3how 
8ov. 25th TI3 (1,OOO men, 8 tanks): 

Pol. 8th BGB (eo0 men): Fckman 
Pol. 7t;n BQiS (1,OOO men): Eornih 

8th Soviet clwrrde hmng HQ: Gcrrlitz 
Sov. l$lst MRD (2.0 men. 15 tanks): 



SECRET 

SOUTHWEST POLAND: 2nd West Pront HQ: ~egnlca 
2nd Soviet Guards Army, HQ: Gorlitz, Germany 

Sov.94th GBbFbD(C) (800 men): Swieboddn 
Sov. 21st GMRD (1,OOO men, 5 tanks): Bautzen, Germany 
Sov. 103rd MRD (4,000 men, 30 tanks): Cottbus, Germany 
Sov. 117th MRD(C) (100 men): Gorlltz, Germany 
Sov. 157th MRD (1,OOO men, 8 tangs): Hoverswerda, Germany 

0th Soviet Guards Army HQ: Gubin 
Sov. 132nd BLRD(C) (3,000 men): Peitz, Germany 
Sov. 12th GMRD (4,000 men, 30 tanks): Gubin 

Sov. 12th GTD (2,OOO men, 20 tanks): Legnica 
Sov. 129th MRD (3,000 men, 5 tanks): Jelenia Gora 
Sov. 127th MRD(C) (2,000 men): Glogow 

rd Soviet Shock Army HQ: Legnica 

or Forces: 
. 6th BGB (Boo men): Lodz 

Pol. 11th BGB(C) (500 men): Lublin 

OTHER ARMED COMBATANT FORCES: 
Polish 14th MRD: Laet reported strength 2,000 men and 8 operational t8nks. Commanding 

officer (Col. J W  Filipowicz) is believed to have refused orders to join fonzee moving against the 
allled concentration on the Baltic coast, and to have set up a semi-independent region in the vicinity 
of Hllwice. Agents attempting to open relations with him have not returned, and he must be 
aeeumed to be hostile to 8ll parties to the war. 

Polish 1st Free Legion (formerly 1st Border Guard Brigade): Leet reported strength 800 men. 
Actively supports the Polish Government in exile, and h88 on ocwseion cooperated with DIA 
intelligance operations. Commanded by a former sergeant (S. I. Mastdam). Radio conhot recently 
lost with this unit. Believed to be opereting in the 8re8 between Poznen and Glogow. 

Polish 2nd Free Legion (formerly loth Border Guard B-e): Laet reporWd strength 200 men. 
Commanded by mor M. K. Sikorski. Actively supports the Polish c+overnment in exile and h88 
engsged in extensive guefiills att8uka againat Soviet troop convoys. Believed now to be operating in 
the area between Chojnioe and IK8lbork. 

Polish 8th Motorized Division: Last reported strength 2,000 men. Previously served 88 gafiison 
of the city of Krakow. When Krakow Declared itself a free oity, the division apparently did not leave 
the city and is presumed to form the cadre of the city’s defen8ive force, whlch the former division 
commander, Major General Zygmunt Bohusz-Szyszko, may now be commanding. 

Soviet loth Guards Tank division: Last reported strength 1,OOO men and six operatiolml tanks. 
Unit 
not known. There have been reports of contacts between senior omoera of the unit end the CIA. 
Believed to be in the vicinity of Warsaw. 

Soviet 6th Guarde Motorized Rifle Division: Laet reportad strength 2,000 men and 10 operational 
tanks. Commanding omoer Colonel Ya. N. Chekanov. An oubbming 00mb8t unit, three months ago 
the unit withdrew from the llnea in the 8rea between Frankfurt and Gorlib, apparently without 
orders, and has not answered numerous radio communic8tions from Warsaw Pact command. 
Current locetion and diepoSitiOn unknown. 

nominally defected, but C u r r B n t  attitude Of unit end 8X80t neture Of commenb 6tl’um 

Soviet 9th Tank Division: Laet reported strength 2,000 men. Unit mutinied in September of 1999 
and later dieintegrated into Sm8ller bands Of 8rmed maraud-, now believed t0 the 8re8 

between Lodz and Ci%esbchOwa. 

Army but BuBteined serious losses in the attach by German 3rd Army. Believed to have 

reported position of the division. 

Soviet 207th Motorized Rifle Division: Last reported strength 800 men. At twhed  to Polish 1st 

disintegrated, and bands Of deserters may now infest the -8 between Pil8 and By-, the laet 

SECRET 





fBEGlNNlNG THE GAME 
3nce characters have been generated, the best place to start 

is in the confused melee that finished 5th Division as an effec- 
tive force. The characters are in the middle of the final collapse 
and have been instructed to break out on their own. 

Preparation: First, make sure you are familiar with the situa- 
tion. Read the sheet entitled "Adventure Handout: Escape from 
Kalisz" and look a t  the map of the area surrounding Kalisz. 
Familiarize yourself with the terrain. For the first several days 
it is likely that the players will remain in this area, primarily 
because they probably will not have sufficient fuel to get away 
in one quick dash. Next, make a copy of the map of the area 
for your own reference and mark on it the positions of the War- 
saw Pact units involved in the operation. These are given in 
Enemy Units and Positions below. However, you should feel free 
to vary these, particularly if you think the players may have read 
this. Remember, troops of the 5th Division are not aware of the 
precise locations of the enemy troops except those actually in- 
volved in the final assault. 

Setting the Scene: First, give the typewritten sheet marked 
"SECRET" to the players, entrusting it to the unit's commander 
or intelligence specialist. This is the last intelligence report issued 
by 5th Division, just before beginning the offensive into Poland, 
and contains valuable information, although some of it is con- 
siderably out of date or false. (The true situation of all units 
described is given in tho referee's manual, in the chapter entitled 
Poland.) Next, give them the adventure handout sheet. They 
should be allowed to keep both of these sheets; they contain 
much valuable intelligence that should help them in making their 
initial decisions. 

The final battle was more of a confused brawl. As the divi- 
sion was being overrun from the rear, the 1st Brigade on the 
left flank jumped off to punch a hole through to the south. Most 
of its tanks and armored vehicles were destroyed (although one 
or two may have broken through) but they succeeded in 
disorganizing the screen sufficiently for parties of fugitives to 
break free and escape to the south. 

The referee should assign the characters to a unit (or let them 
choose a unit) and describe the morning battle to them and the 
situation they find themselves in as the Poles overrun the divi- 
sion rear. They will be cut off from the main body of their unit 
and make their escape in any direction they choose. Most of 
the division does not escape, but small partigs do and the 
characters comprise one of these parties. The referee, therefore, 
should not game out actual firefights but rather assume that the 
characters have been lucky enough to avoid serious opposition 
in the confusion. The referee should also point out that attempt- 
ing to escape north is liable to lead them into a box now that 
the Warta River bridges have been blown. 

With the alcohol in the fuel tanks of their vehicles, they should 
be able to make it out of the immediate area of the fight in four 
hours of driving and should be able to get to the cover of woods, 
probably the woods between Kepno and Zloczew. From that 

Follow-up: Whichever way the characters go, they are heading 
into hostile territory and will have to exercise extreme caution. 
North and east of them are the search parties of the 4th Guar 
Tank Army. Southeast of the town of Praszka are marauder 
Due south the way is clear to Opole, where there are 
and south of them is the mad Markgraf of Silesia. So 
will eventually lead to the 3rd Shock Army's screen, with more 
troops beyond them. There is no perfect route, and only cu 
ning will allow the group to survive. 

Special Encounters: The seeds of a number of special e 
counters are sown in the background notes below. There 
Soviet stragglers to be captured, headquarters groups to be 
tacked, and supply dumps to be blown up. The intense fighting 
in the area has driven the population of many towns and villages 
from their homes, and thus there are many refugees to be helped 
(or ignored, if the players wish). The disordered state of the 
Soviet forces will provide a perfect opportunity for the more 
violent to take to marauding, and there will be bands of men 
who days before were soldiers but now are beginning to tu 
to plunder and pillage. 

ENEMY UNITS AND POSITIONS 
Soviet 4th Guards Tank Army: Commanded by Colo 

General B. A. Chetverkov. Headquarters and staff along with 
a small security party (in all perhaps 150 men) are in Piotrkow. 
4th Guards Tank Army has assumed control of the operat 
and thus destruction of the headquarters would seriously disr 
the search and pursuit operations of the other units. 

Soviet 20th Tank Division: Commanded by Colonel R. 
Zhelnin. The division is badly mauled and has lost all of its 
maining tanks. Current effective strength is about 1,000 infan- 
try with a few armored personnel carriers, two howitzers, four 
antitank guns, and about fifty soft-skinned vehicles. The divi- 
sion's supply dumps and rear services (about 100 men) are a t  
Lodz, along with the division's field hospital. At the moment 
the hospital is choked with nearly 200 wounded, and the half 
dozen doctors and nurses of the division are working around 
the clock. Tactical headquarters of the division with a security 
party of about forty men is a t  Ozorkow, while the combat 
elements of the division are spread out along the Warta River 
guarding potential crossing points. The three main tactical 
subunits of the division, with about 250 to 300 men each, are 
based at Szadel, Uniejow, and the destroyed road bridge bet- 
ween Kolo and Uniejow. 

Soviet 21 st Motorized Rifle Division: Commanded by Major 
General K. I. Rubachenko. The division is assaulting Kalisz, tak- 
ing serious losses in the process. The division begins the assault 
with 8,000 men and 30 tanks. By dawn, it will be down to 3,000 
men and 8 tanks but will have overcome all resistance in Kalisz 
by 1-40th Armored and 4-12th Cavalry. It will be seriously 
disorganized and unable to put together any sort of pursuit or 
search patrols until the next day. General Rubachenko's tactical 
headquarters is in Ostrow, along with a signals and security 



the road between Wielun and Piotrkow. 
Sovia 124th Motorized RIRo Mvbion: Commanded by Major 

R. B. Bologov. The division took very heavy casualties the 
previous day, including the three highest ranking officers in the 
division. Current effective strength is 3,000 men and 6 tanks, 
but they are scattered and very short of ammunition and fuel 
(most of their forward supply vehicles have been destroyed). 
Small groups of troops were reorganizing and trying to hold a 
thin line astride the Sieradz-Kalisz road, but this line has been 
shattered by the final breakout attacks. There are other pockets 
of troops in Sieradz, Zloczew, and the woods west of Zloczew. 
The woods east of Zloczew contain several hundred stragglers 
from the division. The woods southeast of Zloczew are also full 
of demoralized stragglers. None of the small groups reorganiz- 
ing have more fhan 200 men and a tank or two. Major Bologov 
has his headquarters in Sieradz and is collecting stragglers as 
they try to cross the bridge. He has assembled about 300 men 
there. The supply dump and rear echelon hub of the division is 
at Piotrkow. There are about 200 men there from the division. 
Morale is very low and most of the men are not prepared to put 
up any sort of a stiff fight. 

Soviet 12th Guards lank Division: Commanded by Major P. 
F. Srividenko. Detached from 3rd Shock Army to close the 
escape routes to the southwest of 5th U.S. Division, the 12th 
Guards has come under control of 5th Guards Tank Army. The 
division has only 500 infantry mounted in 30 trucks and 5 ar- 
mored personnel carriers. It has no rear supply services to speak 
of but has 10 medium stills on 2 1/2-ton trucks. It is currently 
deployed along the northeast edge of the woods due south of 
Kalisz in five battlegroups (each with an APC, six trucks, 2 stills, 
and 100 men, more or less), with one group roughly every four 
or five kilometers. Major Srividenko is with the central group, 
which also includes a towed howitzer. 

Soviet 89th Cavalry Division: Commander Colonel Y. K. 
Mikhaylov. The division is under the command of the 22nd 
Cavalry Army to the north but is cooperating with the opera- 
tions of 4th Guar-& Tank Army. The division has 300 cavalry 
troopers and two horse-drawn 120mm mortars. It is currently 
covering the Warta River crossing points at Konin and Kolo and 
is patrolling the riverbanks in between. Colonel Mikhaylov is 
under orders from 22nd Cavalry Army not to become seriously 
engaged and not to move south of the road running west from 
Lowice and passing just south of the Warta. Nevertheless, he 
has pushed small patrols of a dozen troopers each across the 
river and is probing as far south as Turek. Colonel Mikhaylov's 
headquarters detachment, with forty men, is in Sompolno. 

Pokh loth Tank Divkion: Commanded by colonel 5. Maczek. 
The division is assaulting from Pleszew along the road to Kalisz 
and has passed behind Kalisz into the division rear area. It began 
the assault with 2,500 men and 25 tanks, but by noon will be 
down to 2,000 men and Stanks. Most of its tank losses came 
in the close-range melee with the 3-77th Armored a kilometer 
northeast of Kalisz, and some confused fiihting will continue 
in that area until nightfall. But elements of the division passed 
through the area and overran 3-1 9th Field ArtlUery'o firing posi- 
tions as well as the rear elements and headquarters of the divi- 
sion and most of the 1-61 st Infantry. It took 1 st Brigade in the 
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detachment of avout 100 men. The 
vice hub of the division is in Wielun and includes about 200 
supply personnel, drivers, laborers, medical personnel, etc. 
divisional engineers (65 m 
attempting to repair the road bridge across the Warta River o 

rear, but most combat elements had already jumped off on the 
nal breakout attempt to the south, and the former 1 st Brigade 
ositions are covered with groups of Polish infantry and vehicles 

ill roam that general area and fire on anyone encountered but 
will not be able to move out and pursue until the next morning. 
Colonel Maczek's headquarters is at Pleszew with about 100 
men. There is a detached combat group of the division with 250 
,men, a half dozen APCs, and two tanks north of the Warta River, 
,now trying to march south to rejoin the division main body. This 
,detachment will not arrive for another week. 

Polish 8th Border Guard Brigade: Commanded by Colonel T. 
A. Komorowski. The brigade has 400 infantry garrisoning the 
city of Lodz. There are also 1,500 lightly equipped ORMO 
(People's Militia) troops in the city under Komorowski's com- 
mand, which are organized as two brigades of three battalions 
each (between 200 and 300 men per battalion). Most of 
Komorowski's regulars, along with one battalion of ORMO 
troops, hold the blocking position at Zgierz. The brigade is now 
under command of 4th Guards Tank Army. If the 6th Brigade 
moves out, the ORMO troops will stay behind. Most of the OR- 
MO troops will probably not put up much of a fight in any event; 
all of the "reliable" ORMO troops were concentrated in the bat- 
talion at Zgierz. 

Polish 1 lth Border Guard Brigah (Cavalry): Commanded by 
Major General G. S. Rydz. Current strength 400 troopers and 
two horse-drawn howitzers. The brigade was responsible for 
guarding the current site of the national command headquarters 
at Lublin, but was dispatched west to take part in the opera- 
tion as soon as the 5th Division began its raid. The brigade is 
now combing the woods south of Lask and Zdunska Wola round- 
ing up the survivors of the 256th Brigade. 

PLACES OF INTEREST 
The following is an alphabetical listing of every town and ci- 

ty on the adventure map. Much of the information given above 
is duplicated here, but is in handier form for finding the, infor- 
mation relevant to a particular place. There is also some elabora- 
tion on what has happened or is happening to a town, and there 
are many adventure possibilities contained in these descriptions. 

Kalisz: Kalisz was badly devastated by the recent fighting. 
Most of the city is in ruins and parts are in flames. The fires 
will probably bum for many days and a depressing pall of smoke 
will hang over the smoldering ruins for a t  least a week. Because 
of the heavy artillery bombardments and intense street fighting 
toward the end, there have been hundreds of civilian casualties, 
and many civilians fled to the woods north of the city. There 
are numerous individual American stragglers still hiding in the 
ruins, as well as Soviet and Polish deserters looting the city. 

The main combat elements of the Soviet 21 st Motorized Ri- 
fle Division are reorganizing in and near Kalisz, and current 
strength is about 3,000 men and 8 operational tanks. There are 
also about twenty or thir&y armored personnel carriers of various 
types along with mortars and howitzers moving into tohn from 
the direction of Ostrow. As parts of the division regroup and 
become combat-worthy, the division will begin patrolling the 
area north and northeast of Kalisz, and most army units con- 
tacted in that area will probably be from the 21 st Division. Later, 
when the division is in better shape to move, it will be the main 
pursuit force. 

East of Kalisz are the combat elements of the Polish loth Tank 
Division (current strength 2,000 men and 5 tanks) also trying 
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arts of this division regroup, they will begin 
patrolling south into the woods between Kepno and Sieradz. 
Eventually, this division will garrison the Kalisz area. The pur- 
suit will be turned over to Soviet units of the 4th Guards Army 
who will carry it out with gclyoline rather than dcohol. 10th 
Polish Division could be outflttsd to run on gasoline, but the 
Soviets do not want to give the gas they have to the Poles. 

Kamkmsk: Until recently, Kamiensk was controlled by a band 
of 50 marauders, mostly Asian-nationalities Soviet deserters. 
W~ the appearance ofthe Red Amy in such force, they decided 

keep them from retw 
homes. They haveAgot 
don't want a large mi 

of Soviet military police 
the supply m v o y s  that 
The local militia h 

wnen convovs MOD tor tne rnam or-a rest bmk, the dti 
sell the soldkrs food and other small comfort8 and havb 

Kolo: The mxmt fighting has caused most of the cltims to 
Rse into fhe woods east of town, but some are mow coming 
home. me town is garrisoned by 110 troopers of the Soviet 
89th Cawky Divisien, who regularly send patrols of 10 or 20 
troopers muth of the river. TMB detachment of the division has 
a permanewt patrol of 30 men LIouth of the river at Turek. 

Konfn: There was some fighting around Konln and some of 
the population tled south into the woods,'but most are now back 
and are working at repairing the bti- 8cross the Warta River. 

benefited Mrn th6 recent campaign. f 

Kilometers 
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There are 120 troopem of the 89th Cavalry division, with one 
1 20mm mortar, camped across the river, and thoy are 
the townspeople r e W 3 h o k  bridge. The townspeople 
pressed with the conduct of the SovitH troopers and the 
commander, Captein L. 1. Savchuk, and they are resentful of 
the Americans who Mew up thdr bridge. 

K r w n l e a :  There was neve~ any serious fighting in 
Krosnb-, aHhovgk the Americans were based there for quite 
a while. When Sov'kt cavalry passed through, they confiscat 



al prominent citizens as collaborators. The &ens are 
tful of this. They had good relations with the American 

were there and were impressed with their proper co - 
duct. There are half a dozen American stragglers who escaped 
from Kutno being sheltered in the town, and many citizens would 
be glad to help Americans trying to escape from the Soviets. 

Kutno: Kutno was the scene of some fighting between 
merican infantry and Soviet cavalry, and the town has suf- 

fered some damage. There were over a dozen civilians killed 
the fighting and many more fled south into the woods. Mo 
of them have now returned and are trying to repair the damag 

ple are tired and depressed, in general, and have no gre 
hatred for either side. 
The town has been badly damaged by the recent fighting 

nd many of the inhabitants have fled. About half remained, and 
some are now coming home. It is garrisoned by the headquarters 
and about a third of the troopers of the Polish 1 1 th Border Guard 
Brigade (Cavalry), in all about 150 men. Their two howitzers 
are emplaced in the town square. Relations between the 
townspeople and the border guards are bad. The border guard 
commander, Major General Rydz, blames the citizens for not 
resisting the American troops who occupied the town during 
the battle. Several of them who openly helped the Americans 
or were friendly with them have been shot, and this has made 
the townspeople resentful and frightened. 

Lodz: One of the few major cities left in Poland. Large parts 
of the population are worried and angry at the Soviets and the 
central government, as the large influx of troops are eating up 
the city's food supplies at an alarming rate. The mayor, Woj- 
hiech Sobieski, is bombarding local military officials with r e  

quests to move on, although for form's sake he usually couches 
these as patriotic demands for action against the invaders still 
at large near Kalisz. In fact, he doesn't care where the army 
goes, as long as it goes away. The food situation is getting 
serious and will soon become disastrous unless something is 
one. 
Located in Lodz are the headquarters of the Polish 6th Border 

iuard Brigade and the rear services of the Soviet 20th Tank Divi- 
ion. These units are described in more detail elsewhere, but 
?e detachments present have about 1 0 0  Polish headquarters 
nd supply troops, 100 Soviet rear echelon supply and 
iaintenance troops, and over 200 wounded Soviet soldiers from 
he 20th Tank Division. The commander of the Polish brigade, 
:olonel Komorowski, is also overall commander of the occupa- 
ion forces. More wounded soldiers are arriving every day from 
he other divisions, and within a week the number of wounded 
rill grow to about 1,OOO. 
As a garrison, there are five battalions of local militia (total 

f 1,200 men) lightly equipped and organized in two defense 
rigades. Their morale is low and usually less than a battalion 
i active at any one time. The rest could be activated in about 
welve hours, in theory. In practice, about half of them would 
lot show up. Some are already talking about taking armed ac- 
ion against the weak army garrison in town in order to expel 
hem. As rumors of the terrible beating 4th Guards Tank Army 
18s taken filter back, the citizens are beginning to think that 
here's not much the Soviets could do to them if they were to 

e j e c t  the rear area troops from town and then fortify the 

LowicZ: Virtually untouched by the fighting, Lowicz was brief- 
ers of the Soviet 89th Cavalry Division. The Rus- 

- 

outskirts. 

I the headta 
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sian troopers behaved themselves while near the town and the 
civilians got along well with them. Nevertheless, everyone 
breathed a sigh of relief when they moved on, and didn't even 
mind when they took most of the horses left in the town. The 
townspeople do not want any trouble, and would not offer help 
to Americans for fear of reprisals. Some would probably turn 
in Americans for a reward or to prove their loyalty. 
O m :  During tho last two days of the battle, Ostrow was 

shelled by American srtlory. Thore was extensive damage and 
a number of eivilim cawaltios, which the citizens blame on the 
Soviets. Therq wero many Soviet troops in the town and the 
mayor and city council repeatedly begged the Soviets to move 
either into the woods or north on the road to Pleszew. They 
knew the Americans would shell the town sooner or later if the 
Soviets stayed. The mayor, Jerzy Syrokomski, lost his wife in 
the shelling, and he is particularty bitter against the Russians. 
He would gladly help anyone who had a plan that would hurt 
the Soviet garrison, particularly the division commander. He 
knows othei men, so 
same way. 

, who feel the 

The commander of the Soviet 21 st Motorized Rifle Divisi 
Major General Rubachenko, and his headquarters with abour 
100 men are in the town. Few of these are combat soldiers, 
but all are armed. Mostly they are staff officers, radiomen, 
mechanics, and medical personnel. The town is filling up with 
the division's wounded. Many are being sent back to Lodz as 
trucks are available, but there are still about 2,000 wounded 
in town. The Soviet doctors and nurses are near exhaustion and 
have run out of most medical supplies. 

0 ~ 0 8 z o w :  The town has so far been untouched by the ac- 
tual fighting, but a rear casualty station for the Soviet 21st 
Motorized Rifle Division has been established in the town. There 
qre 6 overworked doctors and nurses with 800 wounded 
soldiers. About twenty local citizens are working as medical 
volunteers. There is also a detachment of 10 Soviet military 
police in town who direct traffic when convoys pass through. 
The citizens are worried that the Soviet wounded soldiers will 
eat up all of tho town's food. There ere some in town who sug 
gest attacking the Soviets, as there aren't very many of them, 
and killing them. Th.y think they can then blame it the 



Americans if more Soviet soldiers come around and ask ques- 
tions. Others aren't willing to take action that bloodthirsty, yet. 

otorkow: Although there was no fighting in Ozorkow, 
Americans were based there for about a week and the 
townspeople got along well with them. At first they were fear- 
ful and hostile but gradually warmed up. Now the headquarters 
of the Soviet 20th Tank Division Colonel Zhelin with 40 of his 
men) is in the town. The townspeople have no great animosity 
for the Soviets, but many secretly rejoiced when they heard 
what a beating "their" Americans gave the Soviet division. 

Pathnce: Virtually a ghost town. Several days of fighting in 
the town and shelling by U.S. troops have chased nearly all the 
civilians out, either to Lodz or into the woods to the north. Now 
that the army has moved out, the ruins of the town have been 
taken over by looters and deserters. There are about thirty of 
them in town, and the refugees in the woods would like some- 
m e  to chase them away so they can move home. 

PkMrOw: Until recently the city was under interm'ktent siege 
by marauders, and the citizens welcomed the advancing Soviet 
troops as rescuers. Now, they are not nearly as happy with the 
situation. So many tanks and vehicles have passed through the 
town that the roads are ruined, and several road-side buildings 
have had the fronts knocked off by passing tanks that strayed 
from the road. There have been numerous cases of rape and 
looting, and the Soviet command doesn't seem interested in 
finding the criminals. (In fairness, they have a lot on their minds 
at the moment, but this doesn't help the citizens of Piotrkow.) 

At present, Piotrkow is occupied by the headquarters of Col- 
onel General Chetverkov's 4th Guards Tank Army (with about 
150 men) and the rear services and supply dump of the 1 24th 
Motorized Rifle Division (with 200 men). 

m e w :  The town has not suffered much damage in the 
dsghting, but the presence of Cdonel Stanislaw Maczek's Polish 
10th Tank Division in town put a severe strain on food supplies. 
Now, however, the supply columns of the division are catching 
up, and Colonel Maczek has turned over large quantities of food 
Bo the town to replace rations requisitioned earlier. This has im- 
pressed the townspeople, and they are also proud that a Pdish 
division, with fewer men and dder equipment than the Soviet 
divisions, did better than all the other Warsaw Pact units in- 
volved. There are now over 1 ,OOO Polish wounded in the town 
and the medical personnel of the division couldn't have dealt 
with the work load if the town hadn't made an all-out effort to 
help, resulting in the Polish wounded being much better cared 
for than any other troops in the area. The citizens are also help- 
ing as much as possible in the reorganization of tbe division. 
Workshops in the town are repairing vehicles and weapons, 
women are sewing uniforms and all civilian vehicles have been 
voluntarily put in storage while the large municipal stills work 
24 hours a day to build up a fuel reserve for the division. 

Prauka: This town is ruled by a Soviet former sergeant from 
h e  9th Tank Division along with his band of 50 deserters. He 
is fearful of the Soviet troops north of him but has found a good 
spot here in Praszka and doesn't want to give it up. The town 
is (or was) prosperous, and he and his men have everything they 
want just for the taking. The townspeople hate him, but fear 
him even more. 

Rsdomrko: This town is antrolled by a group of 70 marauders 
who also raid the town of Kamiensk. The leader of the marauders 
is named Shotkin, a former lieutenant, and the marauders have 
a BMP-C armored personnel carrier that is the basis of their reel 
strength. It is usually parked in the town square under armed 

guard. While the townspeople resent Shotkin, unca he &ed 
control of the town, he kept his men from doing too much 
damage. He realizes that it is important to keep the mnmpmpb 
reasonably happy so that they will work for him and his men. 
On occasion he even gives part of the spoils of their raids to 
some of the leading citizens of the town andis beginning to be 
accepted by them. 

Siemdz There was no actual fighting in the town, but the in- 
habitants feel war-weary from the tension and excitemeht of 
the last week. After the Americans left, Soviet troops of the 
21 st Motorized R i i  Division occupied the town, seized a lot 
of the food, and then left heading west. A little later the 124th 
Motorized R i i  Division entered the town and took most of the 
remaining food and moved out northwest. When the division 
was smashed by the 1st Brigade of the 6th Division, large 
numbers of demoralized troops SReemdd back into the town and 
many began looting. A number of fires were set, and the popula- 
tion was terrorized all afternoon and that night. 

The next morning Major R. B. Bologov arrived and began 
reorganizing the troops. He had several of the looters shot, 
which helped reestablish the morale of the townspeople 
somewhat. However, he also has called out the town's militia 
and temporarily incorporated it into his force. The militiamen 
are nervous about this. It means there might be an attack, and 
from the looks of the Soviet troops they won't be much help. 

Bologov has 200 of his own men in the town, but almost half 
of them have no firearms or are armed only with pistols. There 
is very l i l e  ammunition and nothing in the way of heavy 
weapons except a single Rff i -16  with five rockets. Botogov 
does have three T-80 tanks in the town, but two of them are 
broken down and cannot move. He has used the operational tank 
to haul the other two into positions guarding the western ap- 
proaches to the town, hoping their presence will scare off any 
strong parties of Americans until he can reorganize his troops. 
There are 100 militia, mostly armed with assauk rifles, as well. 

Sompokro: A peaceful town which hasn't suffered from the 
current campaign much. The town is the current headquarters 
of Colonel Mikhaylov's 89th Cavalry Division, and the people 
are unhappy about the fact that the Russians have confiscated 
the few horses left in town. They did pay for them with food 
and ammunition, however, and most people think that this is 
better than they could normally expect to be treated. Most of 
the people in the town think of the Soviets as benevolent con- 
querors rather than troublesome allies. 

Strykow: Untouched by the current fighting, many of the 
young men of the town are excited by the rumors of the battle- 
and wishthey knew more. Many wish that they could have been 
in the battle, although there is some difference of opinion as 
to which side. Many of the people of the town will be friendly 
and excited by the approach of Americans and will want them 
to tell rn much n thoy know @bout tho battle. Many others will 
be excited at the prospect of an "invasion" and want to turn 
out the militia to repel the foreigners. If they were to fight a skir- 
mish against half a dozen A d c s t w  and turn them amy, tt?eY 
would probably tell and retell the story for yeam. 

Sycow: This is a quiet community with no 8 d d k S .  The militia 
has been drilling, however, due to the s t e w  approach of the 
marauders to the southwest. There h e  been m y  town 
meetings to discuss what they will do when the marauders get 
closer, and all have decided to defend their homes. TtWy we 
business-like and efficient abouttheirmilitia training, and the 
town guards are always vigilant. They have not thought much 
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about the war sweeping Europe, since they am preoccupied with 
their own local problems. If Amerioam, were to appear, there 
would be much argument back and forth as to whether to help 
them or turn them over. The mayor of the town. Roman &oman- 
ski, is an ardent communist, and in fact the town is an efficient 
i i i  CoHeCtive community surviving amidst chaos. Szomanski, 
however, no longer sees the war as a stnrggle between 
capitalism and communism. He views it as unchecked madness. 
He holds no animosity towards Americans and would gladly ac- 
cept them if he thought they could help the community. The 
commander of the town's ORMO is Aleksander Wankowicz. He 
is a modest man in his middle years, and looks more like a 
shopkeeper than a military commander. NeverYheless, he is very 
intelligent and is aware of his own limitations and those of his 
defense troops. In an actual fight he would be a cunning com- 
mander who would use his men wisely. If the Americans of- 
f e d  to help train them to fight the marauders, they would prob- 
ably accept the offer and give them shelter. 

StrW While there wns considembb troop movement back 
andfmhthrough Szadel, there was no reslfighthgthere. Now, 
thore are 250 men and a few armored personnel carriers of the 
Sovia 20th Tank Division gerrirOning the town, commanded 
by Captain E. Zh. Demidov. They are aprcmv sorry-looking and 
beat-upgroup,andthetownspeopbaren'tmuchimpreasedwith 
them. Some of the Saviets brag about having beaten the 

times by marauding bands of demters before the 4th Guards 
Tank Army arrived. since the marauders were mostly former 
Soviet soldiem, the inhabitants had no love for the newly ar- 
rived troops. When Polish cavalry arrived, it just meant more 
mouths to feed, and the townspeople treat the solders, Polish 
and Soviet alike, with sullen resentment. At present, there are 
125 cavalry troopers of the Polish 1 1 th Border Guard Brigade, 
under the command of Major Feliks Bolsunowski. and a detach- 
ment of 20 Soviet miliary police in town. Since the townspeo- 
ple are surly and Mi, the Soviets have responded in kind and 
rdstions between the two are deteriorating. Although the police 
post is fairly far away from any other Soviet garrison, convoys 
pass back and forth through the town several times a day, mak- 
ing the Soviets feel secure. 

Tu&: Currently occupied by a small 3 0 - m ~  patrol of the 
Soviet 89th Cavalry divaion under the commend of Captain A. 
N. Antu'yev. The citizens were friBhtened by the arrival and then 
rapid departure of the Americans (the whole 1st Brigade and 
most of the division services passed through the town in a 
24-hour period). When the Soviet cavalry troopers arrived, they 
received a cold wekome, with most of the inhabitsms staying 
indoors. They are still uneasy, wondering if the fighting will 
spread to their town. 

Unyow: At present there is a group of 300 men with four 
armored personnel carriers from the 20th Tank Division in the 
town. When the 1 st Brigade of the the 5th Division limped Into 
town, its trucks loaded with wounded and its tanks towing 
disabled vehicles, the townspeople were certain they had lost 
a major battle. Now that they've seen the troops of the 20th 
Tank Division, they aren't so sure. The feeling now is that both 
sides have pretty much destroyed each other, and from now 
on the villagers and townspeople will have to take care of 
themselves. They are now making plans for defense against 
marauders and trying to contact o m  villaga for mutual 
assistance. They virtually ignore the Soviet garrison, treating 

them as if they don't count anymore. (Perhaps they are closer 
to being right than most people in the area.) 

Wkhm: The town had been held by marauders who had gone 
on a drunken spree of looting, murder, and rape that left forty 
people dead and caused many of the citizens to flee into the 
woods east and west of town. When the Red Army arrived, they 
rounded up the marauders and shot them and thu 
everlasting gratitude of the townspeople. 

In the town are the rear services and supply dump 
Motorized Rifle Division, with about 200 men, commanded by 
Major T. B. Amramovich. The 65 engineers (Captain S. V. 
Popov) of the division are trying to repair the bridge northeast 
of town on the Wielun-Piotrkow road. 

Zdundca W o k  There is a 12- cavalry detachment ofthe 
Polish 11 th Border Guard Brigade in town, searching for 
American fugkives to ttte south. It is commanded by Captain 
Grochawalski. At any given time, 1 D1 Ox10 troopers will be goria 
on patrol. Any army units met in the woods south of town will 
be from the 1 l th Brigade. There is a prisoner compound with 
sixty American prisoners, many of them WOW. They are out 
in the open and are not well cared for. Some of the townapso- 
ple have taken pity on them, and most of the food they have 
has been given to them by civilians. The Poles don't torture M 
abuse them; they just ignore them for the most part. Every day 
a few more are brought in, and one or two are buried. No one 
really knows what to do with them. 

2- A small town that is now largely deserted. The intense 
fighting of the last severat weeks have caused most of the 
population to flee. Many have fled to Lodz, but some are living 
in the woods to  the west and southwest of town. 

The town itself is badly damaged by the fighting. There are 
extensive fieM works around it, and it is garrisoned by the main 
combat elements of the Polish 8th Border Guard Brigade (about 
300 men) and a battalion of the Lodz ORMO (about 200 men). 
The ORMO troops (also from Lodz) are the best sotdiirs and 
most politically reliable troops. After fighting alongside the 
border guards (who are combat veterans and good soldiers), the 
ORMO troops are weary but elated at their victory. They get 
along well with the border guard troops, who have devdoped 
a grudging respect for the bravery of the citizen soldiers, and 
morale In both units is high. The position is commanded by 
Lieutenant Colonel Ludomil Nmewski, who is also the second 
in command of them Border Guard Brigade. The position has 
a Rapira-3 towed antitank gun and two 120mm mortars, all 
belonging to the border guards, and some liiht antitank weapons 
in both units. 

Zbczow: When the Soviet 1 24th Division was routad om the 
Sieradz-Kalisz road, m y  of the stragglers fted bad< to Uoaew 
and began an orgy of W i n g  and pillaging. Many c i v i l i i  were 
killed or molested and much of the town was burned that night. 
When a captain arrived the next morning, he began restoring 
order and ntorganiziing the troops. Many of them slipped away 
into the woods south of town raher than go into battle again, 
but most of them foHowed orders. They realized that they were 
foreigners in a land that their rampage of the previous night had 
made more foteign than ever, and they would have to stick 
together to survive. 

The town officials demanded justice, but the captain took 
them aside and asked them how he was expected to deliver it. 
Was he supposed to  have all his men shoot themselves? They 
were all guilty. 

There are now 200 soldiers in the town under command of 



the captain. The townspeople ha€e themintenrely. Mocn of the 
soldiers have only what they CMied with them, and meny had 
thrown away their rifles when they rervaw&y. The captain has 
ordered all the arms and ammunition in town @zed, snd; this 
almost caused an uprising. Now the populstkn is both frightened 
of what will happen to them if the Soviets leave them without 

1 
I 

weapons and 

RUMORS 
A variety of rumors are ilable to the charact@&. The dfe& 

listed below are just a sample. 
uvilian: 
The area to the southeast is heavilv in ith marauders. 

me Soviet troops chased some of them out, but they'll be back 
and meaner than before. 

There are hundreds of wounded Ru at Lodz, but hardly 
any combat troops. 

The ORMO troops in Lodt don't want to fight. They don't con- 
sider this their war anymore and would just as won concen- 
m e  on gathering enough food for the winter. There is a lot of 
resentment in Lodz at an the food eaten by the Russian soldiers 

have passed through. 
civilian's brother traveled to Krakow a month ago. They ac- 

tually have factories w o r k i i  there again, and have declared their 
independence from everyonel They have an army of their own 
and anyone's welcome in the city, so long as they can prove 
they have enough money to support themselves. Parts of the 
city have electricity and running water again. 

A civilian has twentv liters of aasoline. He says he bought 

A vehicle driver tells you that the 4th Guards Tank Army wait 
able to move 80 fast because it's running on gadnet A whole 
month's output from the Ploesti oil fields in Romania was ear- 
marked for the 4th Guards just 80 the Warsaw Pact would have 
one mobile army. There are thousands, maybe millions, of litem 
of it in the supply dumps of the divisions. A lot of supply 06 
ficers are getting rich selling it to the black market. 

A Zampolit (political officer, or comissar) tens you that tho 
whole 1st and 2nd Western Fronts have gone over to the of+ 
fensive in Germany and are pushing back the NATO line@ 
everywhere. Up north the Garmans have pulled back and lea 
the US. Ninth Corps to fight a rearguard. He suggests that yo 
surrender. 

A Soviet captain from the 124th Motof Rifle Division 
stunnedfromthebw$hghisdMbiontookfromthelst& 
He just k- hBs head and 6uning "Thorte damnod 
M1 'SI' f twdvs tanka, and his 
WhQk first ten minutes of the 
beeke ~&B&B# ths-opewrwcws killed, a n d b  was tb only one 

k when ttre fuel exploded. All 
w e  destroyed, and he hasn't 
from his unit. Far all he know8 

he m y  .bs *only swvlvor. The .rea along the Warta River 
on ~~~ is the responsibility of the 124th M 
Rifle 12Ms4ar.bChb r rys  them'shard#y anything left of it, 
shell-shocked survivors here and there. 

1 

at he routinely routed messages fro 
h Guards Tank Army HQ, which is now 

TRANSMISSIONS 
the first several weaks, the chsracters wiH pick up oporedk 

radio transmissions from the German Third Army and the U.S. 
Ninth Corps. Both are taking a beating, particularly the Ninth 
Corps, and are retreating back into Germany. Pact forces 
along the front are attacking. 

As the weeks wear on, the messages become less freque 
confused.Thefrontseemstobebreakingupandboth 

. Tank and manpower loscles 
battle is disappearing. Mort 

keeping a continuous front, 
protaxing the local territory they 
and civilian labor. The characters 

more units, on both sides, refuse 
another part of 
offensive . Most 

excuseis and explanation8 
as to why the move is impossible, but some will just be flat 
disobedience of orders. At some point, the referee may have - -  - 
the characters listen in on a wnvematbn between a SoViet front 
commander and a division commsnder that ends with a direct, 
and peremptory order to move north and 
don't you come and try to make me, ~ Q U  

1 :  
I I  A soldier from the 12th Guards Tank Division says he heard 

~ 

one of the officers complaining about being attached to 4th 
Gbards Tank Army. He called their staff officers rear-echelon 
heroes who hadn't baen m the line for almost a year. They didn't 
understand how tough the Americans were, and were used to 
ohdng Ukrainian peabents m ox carts instead of M1 ' 8 .  But 
things will probably get better once the rest of 3rd Shock Army 
gat0 here from Wroclaw. Maybe then they'll get some take. 

AND 
l What little structure and order am bft in this part of the world 

is unraveling around the characters. In ~ short run, this k to 
the characters' advantage. It will be easier to ew8pe in the con- 
fusion. In the long run, however, it rake8 the questbn, ''Escqbe 
to WHERE?" The answer to thii second queaiOn $8 what much 

a 

I 



in choosing their long-term goals. 
This adventure, however, deals wish the short-term goal of 

surviving and escaping from the 4th Guards Tank Army. This 
Soviet army is finished as any sort of a aeriou8 offensive force, 
and perhaps as any sort of organized force at all. But even the 
smallest part of it is more than a match for the characters and 
thus poses extreme danger. 

The most obvious goal that presents itself, aside from escap- 
ing from the immediate battle area, is to somehow delay or 
dbrupt the organization of search and pursuit pdea  by the War- 
saw Pact forces. Within days they will begin scouring the coun- 
tryside in wider and wider circles in an attempt to round up as 
many survivors as possible. 

Two means of disrupting pwwit precrsnt ttmnrelves. One is 
to damage the command structure of the enemy units and the 
other is to disrupt their supplies. Command structures are 
disrupted by attacking unit headquarters. Killing or wounding 
a unit commander and his staff officers, scattering his com- 
municetion special i i  or destroying their radios and telephones 
are all ways of disrupting a unit's command structure. Given 
the size of the rear area headquarters groups (at least a hun- 
dred men), a direct assault will be out of the question. A com- 

A second means of slowing the pursuit is to attack the sup- 
plies of the units. The divisions of 4th Guards Tank Army are 
running on gasoline and are probably the only force of this size 
in the world doing so. This is a great strength but can also prove 
to be a great weakness. If a unit's gasoline dumps or fuel con- 
voys are destroyed, it will become immobilized. Since the dvi- 
sions are running on gasoline, theii are not set up to 
run on alcohol, and it will take time them. In addi- 
tion, the divisions did not bother to bring any alcohol atitfe with 
them, and it will take time to assemble them. (This will mostly 
be done by cmfkmton ' of civilian stills, which is likely to cause 
considerable resenment by the local population. That resent- 
ment can be used to the characters' advantage as well.) 

How much diierence can the characters make on their own? 
Quite a bit. A good-sized fuel convoy probably represents all 
the fuel vehicler, for a division. Addiiionaliy, the characters are 
not the only group to have escaped, and the referee may want 
to amme that one or more other groups are practicing the same 
hit-and-run reMs as the characters, thus rnukiplyhg their effects. 
~ina~iy,'the group may be a ~ e  to recruit h i  ami-soviet civilians 
to assist in one or more raids, although they would be unlikely 
to accompany the characters outside of their immediate area. 

mando raid, however, may be possible if the group has 
characters with sufficient skills. Most of the best soldiirs of the 

Eventually the characters will probably succeed in escaping 
from the area, and as they do so the end of this adventure will 







For five years, the armies of the world have fought back 
and forth acrass €urope. Three years ago the missiles 
started flying. Most countries were hit hard in the nuclear 
exchange, but no one had a decisive advantage and the 
war went on. Tanks began ~ r e a ~ i n g  down and the supply 
of spare pants d w i n ~ l ~ d  to zero. The sophisticated artillery 
weapons have exhausted their ammo, and no one is 
capable of producing any more.  ision ions w ~ i c h  started the 
war with field. 20,000 men are lucky to put 200 

But the war goes on. 

ing US. division of NATO3 last 
into central Poland. There isn’t mu 
in the way of organized military 
forces left on either side, and 
local warlords, militia, and 

You are part of what once was the led 

bands p f  m ~ r a u d i n ~  deserters 
rule the countryside. 

Your division has been over- 
run and your graup is hundreds 
of kilometers from the nmrtwst 
friendlies. The last message 
from ~ ~ v i ~ i o n  HQ read: 
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