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YOU RE ON YOUR
OWNNOW

Kalisz. Shit. We’re still only in Kalisz. We need to get
out of here. Fast. The artillery barrages are getting
closer. The Soviets will be here soon. Sarge says we move

out after dark. |’m not sure we’ll last that long.
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We were cav scouts, mechanized reconnaissance. Our life expec-
tancy in combat was about two minutes. Most of us didn’t

even last that long. We never saw the enemy coming. When the
Division HQ started shouting over the radio, it was already
too late. The tanks of the Soviet 6th Guards Motor Rifle
Brigade hit them hard at dawn, five klicks north of Kalisz.

The proud US 5th Mechanized Infantry Division now just a
band of scattered stragglers, spread out all over hell. Running
for our lives. Dying in the Polish dirt, which had been cra-
tered and irradiated by tactical nukes from both sides.

Not that we were a particularly grand bunch when this operation
started. A ragtag gang of jolly green giants, walking the Earth with
guns. Soldiers. Not just Americans — in our ranks we had Poles,
Czechs, Germans, you name it. Even civilians. Hell, by the end we’d
take in anyone who had a gun and knew which way to point it.

The command and supply chains broke down back in ’98,
when the US and Soviet naval forces obliterated each other
on the high seas of the North Atlantic and the air resup-
ply collapsed. After that, our forces over here in Europe
were stranded. Living off the land. Falling apart.

When we first heard about Operation Reset, we couldn’t believe
it. The first major offensive by NATO forces in Europe in over
a year. The order was to link up with other US forces under
Il Corps and push our way to Warsaw, or what’s left of it. We
weren’t told why. Some said it was a last hurrah, a final try
to save the world as we knew it. We didn’t care. We just knew
it was a Hail Mary, a desperate gamble in the most desperate of
times. And maybe, just maybe, a chance to find a ride home.

It was no surprise that it went to hell. Most
things have in the last few years.

Some say it didn’t have to be this way. Some say his-
tory could have taken a different turn. If the Soviet Union
had collapsed back in ’91 when it was on the ropes. If the
Gang of Eight coup against Gorbachev had failed, the world
would have looked very different today. Some say. | think it’s
bullshit. This storm was always coming, sooner or later.

It doesn’t matter anymore, anyway. Now, all
that matters is to survive each day.

[+’s all up to us now. Our squad. Jonesy. Diaz, driving the
M113. That Polish girl Kasia. The men and women around me. No
one else will come to our rescue. The final words from divi-
sion HQ, before they signed off for good, left little doubt.

“You’re on your own now.”




TWILIGHT: 2000

TwiILIGHT: 2000 is a roleplaying game about survival in mankind’s most
desperate hour. In the year 2000 of a history that took a different turn
from our own, the world is ravaged by war.

Yet, in this very bleak world, there is still hope. Mere survival is not
enough. In the midst of utter destruction, you can start to build some-
thing new. Rally more people to your ranks. Stake a claim and protect
it. And maybe, if you live long enough, start turning the tide.

THE PLAYERS

Each player in this game except one takes the role of a player character
(PC). It might be a soldier from the now scattered US forces in Europe,
butitcanalsobeasoldier of another nationality, or even a civilian. More
on that below. In the fallen world of TwiucHT: 2000, it doesn’t matter
where you come from. It’s your actions from this day forward that will
define who you are.

Youdecide what your PCthinks and feels, what they
sayand do—but not whathappenstothem.It’syourjob
as a player to portray your PC and imagine yourself in
their boots. They are a person with feelings and dreams,
just like yourself. Try to imagine —how would you react
if you were in their place? What would you do?

The player characters are always the protagonists
of the story. The game is about you. Your decisions, your
story.

THE REFEREE

The final player is the Referee. They describe the world
of TwiLiHT: 2000 to you. They portray all the people you
meet during your travels — be it hostile military forces,
preying marauders, hungry civilians or stragglers like
yourselves. All of these people are called non-player char-
acters, or NPCs for short.

The game is a conversation between the players
and the Referee, back and forth, until a critical situa-
tion arises where the outcome is uncertain. Then it’s
time to break out the dice — read more about this in
chapter 3.

Itis the Referee’s job to put obstacles inyour path and
challenge your PCs, forcing them to show what they’re
really made of. But it is not up to the Referee to decide
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what happens in the game —and above all, not how your story is sup-
posed to end. That is decided in the game. That is why you are playing
the game, to find out how your story ends.

Make sure the players help move the story forward. Being the
Referee can feel overwhelming, as if the whole game rests on your
shoulders. It doesn’t. There are plenty of tools to help you in the Ref-
eree’s Manual in this boxed set.

WHAT DO YOU DO?

In TwiLiGHT: 2000, there is no one to hold your hand and show you where
togoinaworld engulfed by war. Itis up toyou and the other players to
decide where to go, together. The Referee will place encounters, NPCs
and tough challenges in your path, but in the end, the stories of this
game are created by you. They are not written down beforehand. You
have control over your PCs’ lives —and there is plenty to do:

STAY ALIVE

Your mostimmediate goalin TwiLGHT: 2000is to survive.
You will need to scrounge forfood, ammunition and fuel
foryour vehicle from day one. You're in hostile territory
surrounded by enemy soldiers and marauders who will
try to kill you on sight and take what’s yours. You need
to keep moving, stay alert, and be prepared to fight for
your life every day.

HELP THOSE IN NEED

You might be alone and on the run, but at least you have
weaponsto protectyourselves and the skills to use them.On
yourtravels, you will meet people in even more dire straits
than you. Starving refugees with nothing but the clothes
on their backs, civilians terrorized by some local warlord.
It is up to you and your conscience whether to help those
in worse need then yourselves, or leave them to their fate.



SEARCH FOR INFORMATION

If you want to stay alive, you’ll need fresh intel —about
enemy troop concentrations, other US stragglers, ma-
rauders inthe area, which bridges are blown and which
towns have been hit by tactical nukes. Scout ahead, ask
around. If youdon’t know what you’re walking into, you
won’t make it very far.

FIND A SAFE HAVEN

Safety is a rare thing in the world of TwiiGHT: 2000. But
there are still some places, few and far between, where
a semblance of order remains. Small communities or
bases, islands of civilization in a sea of chaos, fighting
desperately to protect themselves against the armies
and marauders roaming the land. Maybe you can find
such a place, and maybe they will let you stay there, at
least for a while.

STAKE A CLAIM

Maybe one day, you can stop running. When you’ve gath-
ered enough resources and found a location safe enough,
you can create your own sanctuary in aworld of war—a
home base. The start of something new in the ruins of
the old. But be warned, enemies will come knocking and
you will need to fight to defend what’s yours.

REVEAL OPERATION RESET

Operation Reset was the code name for the final military
operation launched by NATO and US forces in Northern
Europe. Its purpose is a mystery —all you know is that
it led to your unit being wiped out and thousands of
soldiers killed. So it had better been about something
important. Rumors about the true nature of Operation
Reset are many—someeven say its end goal was nothing
less thanthere-awakening of civilization as we knew it.
That’s probably fairy tales, but what if some of itis true?
And what if Operation Reset isn’t over yet, what if the
world can still be saved?

FIND A WAY HOME

If your character is a soldier in a foreign land, you might
be looking for a way to return home. It’s probably noth-
ing but a pipe dream, but someday, somehow, maybe
you can make it back.

THE GAME SETTING

TwiLiGHT: 2000 depicts a world engulfed by war. No corner
of the world went untouched by the devastating wars
thatragedthroughtheyearsleading uptotheyear2000
AD.Therefore, it’s possible to set the gameinany country
you prefer—even your own homeland.

However, the focus of the war, and therefore the fo-
cus of this game, is Central and Northern Europe. This is
where the fighting between NATO and the Soviet forces

was most intense (see chapter 7). This is where the mushroom clouds
from nuclear strikes rose tall across the landscape.

Specifically, this core rulebook describes two default campaign set-
tings for you to choose between: Poland and Sweden. See the short
summaries below. You can read more about the road to war in these
two countries in chapter 7, which also outlines the current situationin
each of them in some detail. You will find large maps of key sections of
Poland and Sweden in this boxed set.

POLAND

Foryet another time in this century, Poland became the central battle-
ground for the beginning of a World War. Unlike World War I, however,
this Twilight War has no end. In the fields, forests, and cities of Poland
the age’s great ideologies waged battles that devastated everythingin
their path as the world crumbled under nuclear attacks.

Now, Poland is once again a realm of feudal warlords, lawlessness,
deserters, and brigandry. Here, where war seems fecund and bent to
seed, civilization died and was buried. Petty tyrants and devastated
military units crawl across a landscape pockmarked by modern war,
each simply trying to survive in the shadow of a world they can now
only remember.

The Soviet pushinto Poland was slowed only by NATO air superiority,
but the quick capture of civilian areas halted bombings early in some
areas. That, coupled with the time it took NATO, and more importantly
America, to bring sufficient armored forces to bear, left most of Poland
in Soviet hands. The West came back strong, however,and the eventual
use of nuclear weapons later in the war cut Soviet supply lines. Now,
the fractured Soviet Army still outnumbers NATO elements, but noone
can be said to have “won” anything.

SWEDEN

During the wars that broke out in 1997, officially neutral Sweden
soon became the northern section of the frontline between NATO
and Soviet forces. The US was actually the first foreign military to put
its boots on the ground here, blocking a Soviet offensive in the Baltic
Sea. A massive Soviet invasion of Sweden followed, pitting the mili-
tary might of the two superpowers against each otherin the desolate
Nordic pine forests.

After a few weeks of heavy exchanges, the fighting subsided. De-
spite American air superiority, the more numerous Soviet forces made
substantial conquests. American and Swedish forces held the west
coast of Sweden and an enclave in Stockholm, while Soviet troops took
control over most of the rest of the country and the Baltic Sea. The
status quo lasted until spring of the year 2000, when Operation Reset
was launched.

OTHER SETTINGS

Chapter 7 also briefly outlines the current situation in other regions like
the United States, the United Kingdom, Germany, and the rest of the
world, should you want to set your campaign elsewhere.

You can use the material on Poland and Sweden as inspiration for
your own setting. Most of the scenario material in this book, such as
random encounters and scenario locations, can be used in any setting
with only minor tweaks.
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YOU'RE CAMPAIGN FRAMEWORKS of any government, but you have the skills and wits to stay alive and —

ON YOUR . . ) ) -
OWN NOW TwiLiGHT: 2000 is nota game aboutthe military.It'sagame  just maybe — protect and serve some civilians along the way.

about survivors. Still, on the scarred battlefields of Europe,

many small and scattered military units remain,asthey =~ PRISONERS

havetheskillsandthe gearneededtostayalive.Playing ~ Theend of the world as you knew it wasn’tall bad. Foryou, it meant free-
suchaunitof soldiersisthereforethe defaultcampaign =~ dom.When the world fell, no one bothered to keep you behind bars any
framework for this game.There are many otheroptions  longer.Asagroup of convicts now roaming the wilds freely, you struggle
however, and you should jointly decide on a campaign ~ to survive and find a new place for yourself amidst the current chaos.
framework before you make your characters. Here are

a few suggestions: A MIXED GROUP
Of course, you can create a group of characters with different back-
CIVILIANS grounds, forced together by chance and the horrors of war. In the year

You don’t need to be a soldier to hold a gun. Youcan 2000, many military units have recruited civilians into their ranks.
choose to play a group of civilians from any walk of life,

now fighting to survive in the desperate world of TwiLigHT:

2000. Maybe you are roaming the land as refugees looking

for shelter. Maybe you are still in your hometown, trying

to protect it against marauders and soldiers seeking to

steal what is rightfully yours.

LAW ENFORCEMENT

Keeping law and order was hard even before the world
went to hell, and it sure isn’t any easier now. As a team
of former police officers, you nolonger have the backing




ROLLING DICE

The rules will sometimes ask
you to roll a D3, 2D6 or D100.
D3 means you roll a D6 and di-
vide the result by two, rounding
up. 2D6 means you roll two six-
sided dice and add the results
together. D100 means you roll
two D10s, the first counting

as the tens digit and the sec-
ond the ones digit. That gener-
ates a result between 01 and 100
(a double zero counts as 100).

STARTING THE GAME

The default way to start a campaign of TwiLicHT: 2000 is
tobeginjustasthe US military advance toward Warsaw
or Stockholm — part of the mysterious Operation Reset
—has been crushed by Soviet forces. Your group of US
soldiers, local soldiers, or civilians —or a mix of all three
—isrunningfortheirlives, forced to fend for themselves
in hostile territory.

Choose where on the travel map to start the game
— close to Kalisz if playing in Poland, or near Skovde if
playing in Sweden are good choices, as these areas are
where the final battles occurred. From there, you're on
your own — you decide where to go, with the Referee
placing goals and obstacles in your path.

TOOLS OF THE GAME

TwiLiGHT: 2000 requires you to improvise as you play, but
the game also provides a number of tools to help you
create your story.

CHARACTER SHEETS

To document your character, you use a character sheet.
You’llfind an example of acompleted character sheet on
page xx, and there are a few blank sheets in this boxed
set. From the Free League website, you can download
character sheets for free to print. How to create your
character will be described in the next chapter.

DICE

Inthe world of TwiLgHT: 2000, nowhere is safe. Sooner or
later, you will end up in situations where the outcome
is uncertain, no matter how skilled you are. It’s time to
break out the dice.

To play TwiLiGHT: 2000, you will need a set of polyhedral dice withsix,
eight, tenandtwelve sides,commonly referred toas a D6,D8,D10,and
D12.You'llalso need a bunch of extra D6s, to use asammao dice (page xx).

A full set of custom dice is included with this boxed game, and
you can purchase extra custom dice separately. You can play the game
without these dice, but the custom symbols on them help to speed up

gameplay.

CARDS

In TwiLiGHT: 2000, playing cards can be used for two purposes—drawing
initiative in combat (chapter 4) and by the Referee for drawing encoun-
ters during travel (chapter 2 in the Referee’s Manual).

A set of custom cards is included in this boxed set, containing 10
initiative cards and 52 encounter cards, with the encounters printed
right on them for easy reference by the Referee. However, you can man-
age without these custom cards and just use acommondeck of playing
cards instead.

MAPS & COUNTERS

Hexagon (hex) maps are key to playing TwiLigHT: 2000. There are two
main types of maps —travel maps with 10-kilometer hexes that are
usedtoregulate travel (see chapter 6) and combat maps that are used
when bullets start flying (see chapter 4).

A large travel map depicting parts of Poland and Sweden is in-
cluded in this boxed set, as well as eight double-sided combat maps
that can be combined in many different ways to quickly create a unique
battlefield.

Along with the combat maps you use cardboard counters and to-
kens to keep track of positions and movement. A collection of such
counters can also be found in this boxed set.

WHAT IS A ROLEPLAYING GAME?

If you have made your way here without knowing what a roleplaying
gameis, congratulations! Welcome to arewarding and creative hobby.
Roleplayingis a unique form of gaming, that combines tabletop gaming
with storytelling. Roleplaying games give you a set of rules and let you
create your own story with your friends in a way that books, movies,
TV, and even video games cannot.

The advantage of roleplaying games is also their challenge —the
freedom to create the story yourselves can be overwhelming. But this
rulebook contains plenty of exciting encounters, locations and char-
acters that you can populate your story with, and very specific tools
for the Referee to use. If you need advice or ideas, there is a forum for
TwiLiGHT: 2000 as well as our other games on our website, freeleague-
publishing.com. Welcome!
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Ronson carries the SAW. Diaz is like the Professor on Gilligan’s
Island, she can build a new carburetor ouf*pffa pair of coconuts
and some dental floss. Kasia, all of 1 is the closest thing we
have to a medic since we lost Doc. Jopesy is a ginger who Diaz
says looks f|ke The caT in Aliens’ whsch is how a German intel
officer goT a name like anesy Top’s been in the Marines long
enough to hame ‘fought i n'the Tet Offensive.. and me? |’m just a
grunt. We’re all trying to get by. Top once called us “the last
family.” He might be right. Kasia made a gagging gesture when

he did. But none of us expect to see our actual families again.
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YOU ARE A SURVIVOR. Whether soldier or civilian, you have experienced
the horrors of World War I, but you refuse to let them break you. No mat-
ter what, you are determined to live another day. And another one after
that. And one day, maybe, just maybe, find a way to fix this broken world.

Your player character (PC) —your survivor —is your most important
assetin TwilcHT: 2000. They are your weapons, your eyesand earsin the
world. But they, in return, depend on you making the right decisions
for them. Don’t screw it up. Take your PC seriously and play them as if
they were areal person. It’s more fun that way. At the same time, don’t
try to protect your PC from every conceivable danger. The goal of the
gameistocreateagood story. Forthatto happen you needtotakerisks.

During the course of the game, your PC will change and develop.
Their skills and specialties can be developed through experience, but
you can also discover how their personality changes and isformedina
way thatcannot be measured by numbers ona page. Thisis when your
player character truly comes alive.

CHARACTER SHEET: To create your player character, you need a TWILIGHT:
2000 character sheet. Five empty character sheets can be found in this
boxed set, and you can download more from the Free League website.

ARCHETYPES VS LIFE PATHS

This chapter first explains some core characters con-
cepts, and then offers two different methods for
creatinga player character: the archetype method
and the life path method. These are described

in detail, later in this chapter. You can choose
whichever method you like best for your gaming
group—different players can even use different
methods, as long as all are in agreement about

it. The Referee has final say.

ARCHETYPES: This lets you create a fully playable char-
acter in mere minutes, ready to jump into the action. It
also creates a fairly balanced group of characters, with
similar overall competency.

LIFE PATHS: This method lets you build your character
by developing their backstory in detail, learning skills
and specialties as you go along. This will create more
fleshed-out characters, but also with more varied lev-
els of competency.

NATIONALITY

Player characters inthe game can be American, local, or
even Soviet. It’s your choice, and a mixed group is fine
as well —desperate times make for strange alliances. If
you're using the life path system, your nationality will
affect character generation (page xx).



LANGUAGES: All characters in the game know their native
language. Polish characters can generally speak and under-
stand some Russian,and Swedish characters English. Addi-
tional languages can be learned as specialties (chapter 3).

BRANCH

Your branch tells you whereyou got yourtraining. It can
be military or civilian. If you use the life path system for
character generation, you gain skill points and specializa-
tions from your branch. If you use the archetype method,
your choice of branch is just for flavor.

MILITARY RANK

Afterthe collapse of most organized fighting in Europe, mil-
itary rank nolonger hasthe meaningitoncedid.Youareall
onyourown now, after all. Still, for most men and women
in uniform, orders from a superior officer will always hold
extra weight. Read more under Social Conflict on page xx.

MILITARY RANKS

ATTRIBUTES

Your character has four base attributes that indicate your basic physical
and mental capabilities, each rated on a scale from Ato D. Arepresents
thetop human capacity, Bis above average, Cis your average Joeand D
is a weakened or diminished ability.

% STRENGTH (STR): Muscle power, tougness,and physical endurance.

% AGILITY (AGL): Body control, speed, and fine motor skills.

% INTELLIGENCE (INT): Sensory perception, intellect, and mental
stability

% EMPATHY (EMP): Charisma, amiability, and emotional stability

DICE: Your attributes are used when you roll dice to perform actions in
the game (as well as for determining how much damage and stress
you can withstand before being incapacitated, see below). When roll-
ing dice, each attribute rating is connected to a specific die type, see
the table on page xx.

Below, the most common military ranks in the US, Soviet, Polish, and Swedish armed forces are listed. Of course, if you're

acivilian, you don’t have a rank.

Private Ryadovoy Szeregowy Menig
Private First Class = Starszy szeregowy Furir
Corporal / Specialist Efreitor Kapral Overfurir
Sergeant Mladshiy Serzhant Starszy kapral / Plutonowy  Sergeant
Staff Sergeant Serzhant Sierzant Fanjunkare
Sergeant First Class Starshiy Serzhant Starszy sierzant =

Master Sergeant - Miodszy chorgzy -

First Sergeant Starshina Chorgzy

Sergeant Major - Starszy chorgzy -

Second Lieutenant Mladshiy Leytenant Podporucznik Fanrik
First Lieutenant Starshiy Leytenant Porucznik Loéjtnant
Captain Kapitan Kapitan Kapten
Major Mayor Major Major

Lieutenant Colonel

Podpolkovnik

Podpulkownik

Oversteldjtnant

Colonel

Polkovnik

Pulkownik

Overste

Brigadier General

General-mayor

General brygady

Brigadgeneral

Major General

General-leytenant

General dywizji

Generalmajor

Lieutenant General

General—polkovnik

General broni

Generall6jtnant

General

General-armee

General

General PLAYER
CHARACTERS

02
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ATTRIBUTE SCORES

ATTRIBUTE DIETYPE DIE SIZE DESCRIPTION
A D12 12 Extraordinary
B D10 10 Capable

C D8 8 Average

D D6 6 Feeble

HIT AND STRESS CAPACITY

Your attributes determine how much damage and stress you can take

before being taken out of action. This is measured by your hit capacity

and your stress capacity. Read more about how those work in chapter 4.

#* Your hit capacity equals half the average die size of your STR
and AGL, rounding up.

#* Yourstress capacity equals half the average die size of your INT
and EMP, rounding up.

For example, STR B and AGL C give you a hit capacity of 5 (rounded up
from 4.5), while INT B and EMP D give you a stress capacity of 4.

SKILLS

Your skills represent broad fields of expertise that you have acquired
during your life. They determine, along with your attributes, how ef-
fectively you can perform actions in the game. There are twelve core
skills, and they are all described in detail in chapter 3.

Just like attributes, skill levels are measured on a scale from A to
D, where D represents only rudimentary training and A represents the
best of the best in the field. You can also have a skill level of “F”, mean-
ing you have no training at all (this is the default and does not need to
beindicated on your character sheet). You can increase your skill levels
during the game (page xx).

NOSKILLLEVEL? You can generally roll for a skilleven if you have no level at
allinthatskill (“level F”)—inthat case, only use the associated attribute for
the skillin question.Read more about how skills work in the next chapter.

DICE: Just like for attributes, each skill level is connected to a specificdie
type. See the table on page xx.

SKILL LEVELS
SKILL LEVEL DIETYPE DESCRIPTION
A D12 Elite
B D10 Veteran
C D8 Experienced
D D6 Novice
F None Untrained

DIE SIZE

A term sometimes used in the
rules text is “die size” — this
simply means the highest possi-
ble result on a particular die
type. The die size of a D6 is 6,
the die size of a D8 is 8, etc.

SPECIALTIES

Specialties are narrow, specialized abilities that give you
an edge and a way to fine-tune your character. Special-
ties are further explained in chapter 3. You can learn
new specialties during the course of the game, but they
always require specialized training (page xx).

COOLNESS UNDER FIRE

When bullets start to fly in your direction, you need
to keep a cool head. Panicking can cost you your life or
get someoneelse killed. Coolness under fire, or CUF for
short,isascore between Aand D, justlike an attribute.
The betteryour CUF, the betteryou are at keeping calm
in combat (page xx). After each session in which you
rolled a CUF roll, you have a chance to improve your
CUF (page xx).

UNIT MORALE

In war, your unit is your family. Your home. You live and
die with the friends next toyou. Inthe game, this is rep-
resented by a unit morale rating, rated from Ato F, just
like a skill. This score is primarily used for CUF rolls —the
better the morale in your unit, the better your chances
of keepinga cool head under pressure.Read more about
this on page xx.

No matter which method you use for character gen-
eration, your group’s starting unit morale is equal to the
highest commanb skill level in the group. You only have
one unit morale score for the group, so it’s enough that
one of you keeps track of it on your character sheet —
usually it’s done by the character with the highest com-
MAND score.

Your unit morale will change during the course of
the game —see page xx.



MORAL CODE

The world might have gone to hell, but you're still a hu-
man being with values and morals. So far, anyway. This
is represented by your moral code, phrased in a single
sentence.

During play, you will face situations that test your
moral code, where following it puts you or your group
in immediate danger or requires a major sacrifice of
somekind.The Referee has final say on when this hap-
pens, butyoushould also bring such situations to their
attention.

J Ifyou choose to follow your moral code, you get
a+1modifiertoonerelatedskill roll if this makes
senseinthesituation,and youwill learnfrom the
experience, earning an experience point (XP) at
the end of the session.

J Ifyouchoosetobetray your moral code, you will
immediately suffer 1 point of stress (page xx). At
the end of the session, you also have the option
to scrap your moral code and write a new one.

BIG DREAM

Yourimmediate goal in the game is to live another day.
Butinthe longrun, merely surviving is not enough. You
also have a motivation of your own, something you dream
will one day come to pass, that keeps you on your feet
when it would be easier to just lay down and die.

During play, you will gain extra XP if you take con-
crete action to realize your big dream. The Referee has
final say.

YOUR BUDDY

You must choose which one of the other PCs that you
feel closest to. That PC is your buddy. Mark your choice
in the checkbox on the character sheet.

If you risk your life for your buddy or make a major

EXAMPLES OF BIG DREAMS

/ You were sent here to win
this war. You intend to do
just that, at any cost.

v/ Find a place to settle down
with your friends, and de-
fend it with our life.

v/ Find your parents. You
were separated. You
want them back.

EXAMPLES OF MORAL CODES

v You can’t save everyone, but
you’ || sure as hell try.

v/ War is a glorious thing and
you are meant to command.

v/ Freedom is the only thing you
own, nothing else matters.

sacrifice for them, you get a +1 modifier to one related skill roll (page
xx) if this makes sense in the situation, and you will gain bonus (XP) at
the end of the session.

If you witness your buddy being injured, you risk suffering mental
stress (page xx).

HOW YOU MET

The group of other player characters is the closest thing you have to a
family now. A single sentence or two is enough. This backstory has no
mechanical effect.

APPEARANCE

Briefly describe your player character’s appearance on your character
sheet. This can be distinctive body or facial features features, clothing,
or even mannerisms.

NAME

You can give your character any name you like and give yourself a nick-
name as well.

GEAR

When travelingin the world of TwilichT: 2000, you’ll need the right gear
tosurvive.You'll need food to eat, weapons to defend yourself, medical
equipmentto patch up your wounds, maybe atenttosleepinandeven
avehicle toride in. You must write down all the items you are carrying
on your character sheet —more on that below. If it’s not listed on your
sheet, you don’t have it with you.

STARTING GEAR

When you start out the game, you will get a set of gear based on your
archetype or your final pre-war life path (if using the life path system).
Inaddition totheitemsyou choose, you are assumed to have a uniform
or sturdy civilian clothing, and a canteen for water.

17



02

PLAYER
CHARACTERS

GROUP GEAR: In addition toyour personal gear, you get to
choose some gear forthe group as awhole. Together, pick
anumber ofthe items listed below equal tothe number
of PCs in the group. You can only choose an item from
the same row once.

Abackpack

Any bow including D6 arrows

Any pistol or shotgun including D3 reloads

Any sniper or hunting rifle including D3 reloads
Any light machinegun includingoneammo belt
Any grenade or rocket launcher (including D3
reloads, if applicable)

D6 magazines/reloads for any weapon

Two ammo belts for any machinegun

D6 reloads for any grenade or rocket launcher
D6 hand grenades of any type

Adirt bike with half a tank of fuel

Basic toolkit

Binoculars

D66 liters of any fuel, in jerrycans

D6 personal medkits

D6 rations of food

D6 rations of clean water
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VEHICLE

In addition to group gear, your team can start the game
with a vehicle.Roll 2D6 onthe table on page xxand add
the number of PCs in the group. Choose an appropriate
vehicle in chapter 5 from the indicated category. A fully
civilian group should not be allowed to start the game
withamilitary vehicle, however.Your vehicleis assumed
to have been converted to run on alcohol, and you start
the game with half a tank of it.

Instead of rolling, you can discuss with the Referee
anddecide togetherifyou should start the game with
avehicle,andif so, which one. Vehicles are very useful,
but they can also draw attention to you from hostile
forces —having a vehicle can turn you into a target.

3-6 None

7-8 Horses (one per PC)

9-10 Pickup Truck

11-12 Jeep or HMMWV

13-14 Armored Personnel Carrier
15+ Main Battle Tank

THE VALUE OF AMMO

In the world of Twicht:2000, the world econ-
omy has col lapsed, and paper money has
little value. Instead, most business is
conducted through bartering. Ammuni-

tion has become the most common base cur-
rency, and this is also used in chapter 5
to indicate the relative value of gear.




ENCUMBRANCE

The weight and bulkiness of your gear is measured in encumbrance
units, or just units for short. One encumbrance unit represents anitem
ofroughly 3kgthat can be carried inone hand—an assaultrifleis a typ-
ical example. Smaller items weigh %2 or even ¥4 unit. In chapter 5, the
weight (in units) of all weapons and other gear is indicated.

RECORDING GEAR

The gear section of your character sheet has three subsections —one
each forcombat gear, items in your backpack, and tiny items. Each row
in a subsection represents one full encumbrance unit.

COMBAT GEAR: Here, you list what you carry in your combat webbing, hol-
sters, slings, belts, pockets, orin hand. Combat gearis easily accessible,
and these items can be taken out with a fast action. You can only carry
a number of encumbrance units equal to your STR die size as combat
gear, e.g. eight units if you have STR C.

BACKPACK: If you have a backpack, you can use it to carry an additional
numberof encumbrance units equal toyour STR die size. However, car-
rying a backpack gives you a —2 modifier on all moBiLITY rolls (page xx).
Gettinganitem from your backpack during combat is a slow action (for
you or another character in the same hex) and requires a moBiLITY roll.
Dropping your backpack to the ground is a fast action. The backpack
itself does not affect your encumbrance.

TINY ITEMS: Items with negligible weight, such as a photograph, aring,ora
dogtag,arecalledtiny. Theyaresosmallthey don’taffectyourencumbrance
atall. Tiny items also need to be listed on your character sheet, however.

AMMUNITION

Ammunition inside the magazine of aloaded weaponisincluded in the
weapon weight. One extra magazine of ammunition (page xx) weighs
Yaunit. Anammo belt for a machinegun typically weighs one full unit.
Ammo belts are never included in the weapon weight.

LOOSE AMMO: For loose small arms ammunition, the rule of thumb is
that every 25 rounds weigh ¥ unit.

ARTILLERY SHELLS: Shells for heavy weapons weigh much more of course
—the weight of each shell depends on the caliber of the shell. See the
table on page xx.

FOOD AND WATER
Onedaily ration of food weighs from ¥4 to a full encumbrance unit, de-
pending onthetype of food (page xx). Adaily water ration weighs % unit.

STOCKPILES
If you're lucky enough to have more gear than you can carry, you can
create a stockpile. Usually, you have one stockpile for the whole group.
Assign the task of keeping track of your stockpile to one player — this
person is called the quartermaster.

Ifyou have a vehicle, this is the obvious place to keep your stockpile.
The vehicle tables at the end of this book indicate how many encum-
brance units a vehicle can carry, in addition to its passengers.

MEASURING TIME

Three separate units of time are typically used in
the game, depending on the situation at hand.
See the adjacent table. The exact duration of a
round, stretch and shift can vary depending on
the situation. It’s the Referee’s job to track time
and determine when another round, stretch or
shift has passed. There are typically four shiftsin
aday: morning, day, evening, and night (moreon
thatin the travel rules, see chapter 6).

UNIT DURATION PRIMARY USE
Round 5—10seconds Combat
Stretch 5-10 minutes Repairs
Shift 5—-10 hours Travel

RADIATION

After the nuclear exchanges between NATO and the
USSR, radiationis a deadly hazardin large areas of the
world. Chances are you have been affected already be-
fore the game starts. To finish off character creation,
no matter which method you use, roll a D6 to deter-
mine your starting amount of permanent radiation
points (page xx).

Ronson is a Gunner, US Army. He rolls a 4 for rank,
making him a Private First Class. He drops his EMP
to D, giving him three attribute increases to use on
other attributes. He raises STR (his key attribute) to
Aand AGL to B, leaving INT at C. This gives him a hit
capacity of 6 and a stress capacity of 4.

For his starting skills, Ronson sets Heavy Weap-
ons tolevel B, Stamina and Ranged Combat to C, and
Driving, Mobility and Close Combat to D. He chooses
the Machinegunner specialty and his starting CUF is
C. His moral code is “War is insanity — might as well
joinin.”His big dream is “Keep my unit safe. Bear the
burden of being the one they lean on. Get home.”His
buddy is Diaz.

As for starting gear, Ronson gets an M249 ma-
chinegun, three ammo belts, four hand grenades, a
flak jacket and steel helmet, a knife, a personal med-
kit, a backpack, two rations of food, five rations of
clean water, and nine empty shell casings to use as
small change.

To top things off, Ronson rolls a 6 for starting rads.
He’s now ready to enter the world of TwiLIGHT: 2000.
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CHARACTER CREATION: ARCHETYPES

An archetype is a typical character
type in TwicHt:2000. You’ll find nine
archetypes on pages xx xx. To create
your character, follow the steps be-
low, starting by choosing your ar-
chetype. Avoid having several play-
ers pick the same archetype.
Archetypes can feel stereotypi-
cal, and they are meant to. Picking
an archetype is a quick way for you
and the other players to get an imme-
diate feel for your characters. But
remember that your character is more
than just an archetype. The arche-
type is a starting point toward cre-
ating a unique player character.

1. Choose your archetype.

2. Choose your nationality. You can
be American, local, or even So-
viet. Desperate times make for
strange alliances. The choice
affects your language skills
(page xx) and starting gear.

3. Choose your branch from the op-
tions listed under your ar-
chetype, if any. This choice
has no effect on gameplay.

4. Roll for your military rank as in-
structed by your archetype, if
you are military. Use the table
on page xx to convert US ranks to
those of other nationalities.

5. Determine your attributes (page
xx). You start with a baseline
of C in all four attributes. You
may then make two increases, of
one step each. You can increase
any atfributes you want. You can
gain one extra increase by de-
creasing one attribute from C to
D. You can only have an A rating
in the key attribute for your ar-
chetype for all other attri-
butes, your maximum score is B.

6. Determine your hit capacity and
stress capacity (page xx).

7. Determine your skills (page xx).
You must choose one B level skill,
two C level skills, and three D
level skills. Your B level skill
must be one |listed under your ar-
chetype. You can choose your C
and D level skills freely.

8. Choose your starting spe-
cialty (page xx) from the op-
tions listed under your arche-
type or any specialty you like,
if the Referee allows it.

9. Record your starting coolness un-
der fire (CUF) rating, as in-
dicated by your archetype.

10.Determine your unit mo-
rale (page xx).

11.Choose your moral code from the
suggestions |isted under your ar-
chetype, or create your own.

12.Choose your big dream from the sug-
gestions |listed under your ar-
chetype, or create your own.

13.Choose a buddy (page xx)
from among the other PCs.

14.Decide how you met the other player
characters. Choose from the sug-
gestions listed under your arche-
type, or decide for yourself.

15. 1Decide your appearance from the
suggestions |isted under your ar-
chetype, or decide for yourself.

16.Choose a name, and a nickname if
you |like, from the suggestions
listed under your archetype.

17.Pick your gear from the choices
listed under your archetype.

18.Pick group gear together and
possibly a vehicle, as de-
scribed on page xx.

19.Rol | a D6 to determine your start-
ing permanent rads (page xx).

NOTE: The archetypes can be use-
ful as inspiration for your char-
acter even if you use the l|ife path
system for character generation.
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=% THE CIVILIAN

You were an accountant. You worked retail.

You were a part-time musician and full-time
bartender. That’s all gone now. None of it
matters. Now, you are one thing: a survivor. You
had no say in this war. Your government charged
ahead without consent. Sometimes, you felt

the whole world was in the grip of madness.

You still feel that way. Your old life is

over. What are you going to with this new

one? |s there any hope to rebuild?

APPEARANCE

Choose from the options below or decide for yourself.
% Regular clothes that don’t make you stand out
% At-shirt from your favorite band
% Shoesthatwereinfashion when the war began

SPECIALTIES

Choose one specialty. Recommended options are:
s Chemist
% Cook
% Hunter

YOUR MORAL CODE
Choose from the options below or decide for yourself.
% You were nothing before the bombs. You won’t
be nothing again.
J You will survive. Everyone else? Who cares?
% You have avision and must see it realized.

YOUR BIG DREAM HOW YOU MET THE GROUP
Choose from the options below or decide for yourself. Choose from the options below or decide for yourself.
“% Establish your own community where you are J% Yourtownalwayssaid, “don’taid any soldiers.” But these people
in charge. needed help. The town kicked you out. The penalty was supposed
% Establishorderand peaceinasmall cornerofthe to be death, so you actually got off light.
world where the war cannot touch you. % The soldiers who raided your home were crazed, blood in their
% Get revenge against the former leaders who eyes. They were about to killyou when soldiers of the same side
wrought this terror upon mankind. gunned them down. You’ve been with them ever since.

J% You were an informant for the NATO forces in your area. One
day, you were discovered while planning an ambush with this
group. You've been together ever since.

v/ BRANCHES: Blue Col lar, GEAR
White Collar You start the game with:
v/ RANK: None Any civilian pistol, hunting rifle or shotgun
/ KEY ATTRIBUTE: EMP D6 reloads for your weapon
v/ KEY SKILLS: Driving, Knife or binoculars
Survival, Persuasion Basic toolset or dirt bike with half a tank of fuel
v/ COOLNESS UNDER FIRE: D D6 rations of domestic food
v/ TYPICAL NICKNAMES: Duck, D6 rations of clean water
lzzy, Easy lce
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THE GRUNT

They serve by the hundreds of thousands, the men

and women who take and hold the ground. They are

the ones who bleed and die in foreign fields for
policies and ideologies decided upon thousands of
miles away. There have always been grunts, though
they weren’t always called such. You’re one of them.
A ground-pounder, humping 30 kilos of gear up to
hell and back hoping to stay alive. Your life was
monotony punctuated by moments of sheer terror. Now,
in the aftermath, it’s just a muddy, gray hell.

APPEARANCE
Choose from the options below or decide for yourself.
* Personalized helmet
% Buzzcut
% Zippo with a personalized motto; “Bury me
upside down so the world can kiss my ass.”

SPECIALTIES

Choose one specialty. Recommended options are:
* Load Carrier
* Ranger
* Rifleman

YOUR MORAL CODE
Choose from the options below or decide for yourself.
% Thereisnogoodandevil here, thereis just dead
and alive.
% Make the world a safer place to save your soul.
% Theworldisablankslate,and you canbeanything
you want.

YOUR BIG DREAM

Choose from the options below or decide for yourself.
* Becomea powerfulruler,apersonofimportance

in a world after civilization’s collapse.

Keep your humanity and get to see home again.

Stayalive.Thereisn’tanythingelse that matters

anymore.

*
*

BRANCHES: US Army, US Marine,
Soviet Army, Local Army
RANK: Roll D6. 1-=3: Private.
4-5: PFC. 6: Corporal

KEY ATTRIBUTE: STR

KEY SKILLS: Close Combat,
Stamina, Ranged Combat
COOLNESS UNDER FIRE: C

TYPICAL NICKNAMES:
Sledgehammer, SNAFU, Oddbal |

HOW YOU MET THE GROUP
Choose from the options below or decide for yourself.

* You've been with this unit since you arrived in Europe. This is
your family now.

* Yourown unit was massacred. You were the only survivor. Two
months on your own, then you spotted these people. Trust
doesn’t come easily.

% Atfirst,youthoughtthey’d shoot you becauseyouare, afterall,
the enemy. But they patched you up where your own people
had left you to die. You owe them.

GEAR

You start the game with:

Assault rifle appropriate for your nationality
D6 reloads for your weapon
Flak jacket and helmet
Knife or D6 hand grenades
Personal medkit

Fatigues

Backpack

D6 field rations

D6 rations of clean water
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THE GUNNER

You were the biggest in your unit, so they gave you the

machine gun. You also might just like to
and open a firefight with 700 rounds per
downrange. At any rate, it feels powerfu
such a fine instrument of automated deat

rock n roll
minute flying
| to be behind
h. Whatever the

reason, you got the big gun. You lay down suppressive
fire for your team, a curtain of lead death. This makes

you extremely popular in your squad. Whe

n the shit hits

the fan, and it ALWAYS does, they turn to the soldier

with the belts of ammunition humping the
through mud and blood to lay down enough
a platoon. That’s you.

APPEARANCE

Choose from the options below or decide for yourself.
% Muscles
% Ammo belts draped overyou
% Apackof Marlboros rubber-banded to your helmet

SPECIALTIES

Choose one specialty. Recommended options are:
% Launcher Crew
s Machinegunner
W Redleg

YOUR MORAL CODE

Choose from the options below or decide for yourself.
J% Theteam relies on you and your rate of fire.
% You'rein hell, but hell is pretty funny.
% Waris insanity —you might as well join in.

YOUR BIG DREAM
Choose from the options below or decide for yourself.
% Rack up as many kills as you can. What else is
there left todo?
% Keepyourunitsafe.Bearthe burden of beingthe
onetheylean on. Get home.
% Findaplacetosettledown away fromthewar...
if such a Narnia exists.

v/ BRANCHES: US Army, US Marine,
Soviet Army, Local Army

v/ RANK: Roll D6. 1-2: Private.
3—4: PFC. 5—6: Corporal

v/ KEY ATTRIBUTE: STR

v/ KEY SKILLS: Heavy Weapons,
Driving, Ranged Combat

v/ COOLNESS UNDER FIRE: C

v/ TYPICAL NICKNAMES: Pig,
Rock ’n Roll, Buzzer

machine gun
fire to kill

It’s where you want to be.

HOW YOU MET THE GROUP
Choose from the options below or decide for yourself.
J% You replaced their gunner who got dysentery. The mission was
atKalisz. Your unit, hell, your whole battalion is just... gone.
% Youcame upthrough basicwith most of these folks. You leftyour
actualfamily before basictraining. You have not seenthemsince.
J% Thesefools were pinned down by a Soviet machine gun. Your unit
disbanded as raiders two days before. You weren’t going to let
fellow Americans die. The M-60 made quick work of the enemy.

GEAR

You start the game with:

Light machinegun appropriate for your nationality
D6 ammo belts

D6 hand grenades or ATRL with D3 rounds
Flak jacket and helmet

Knife

Personal medkit

Fatigues

Backpack

D6 field rations

D6 rations of clean water
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THE KID

You never had a chance to grow up. The

world ended before you could. The adults

did that. You listened to them when you

were little, but they destroyed it all.

They stole your future. Now, it’s up to

you and people your age to make sure the

wor ld goes on. You had security ripped

from you like an IV, like the umbilical cord.
You cannot depend on grownups anymore. You
see now you never could. You won’t make that
mistake again. Their world is in ashes. Your
world is just beginning.. or so you hope.

APPEARANCE

Choose from the options below or decide for yourself.
* ASexPistols jacket
% Vans shoes
% Your Walkman

SPECIALTIES

Choose one specialty. Recommended options are:
*  Archer
% Runner
% Scrounger

YOUR MORAL CODE

Choose from the options below or decide for yourself.
% You never obey authority.
“# You're smarter than any adult.
* You kids need to fix the world the adults

destroyed.
YOUR BIG DREAM HOW YOU MET THE GROUP
Choose from the options below or decide for yourself. Choose from the options below or decide for yourself.
% Grow up.Just live long enough to grow up. % Yourolderbrotherhero-worshiped the Americans. He died trying
% Becomealeader,ahealer,orsomethingelsethe to helpthem and you happened to be there when it happened.
world needs. Now, you're stuck with them.
“# Findyour parents. You were separated. You want % Your parents were killed early years ago, and you survived on
them back. your own. Then these people needed your help. You certainly
can’t go back to that city after what you did to save them.
% Youwereoneofhundredsofkidsinaholdingcamp. Theenemy
took off one day, leaving you all no food. When these people
v/ BRANCHES: None showed up, they helped. You left with them.
v/ RANK: None
v KEY ATTRIBUTE: AGL GEAR
v KEY SKILLS: Stamina, You start the game with:

Mobility, Survival s Bow, pipe gunorzip gun
COOLNESS UNDER FIRE: D % D6 reloads for your weapon
v/ TYPICAL NICKNAMES: Dime #* Knife
Bag, Shorty, “Kid” 4 D6 rations of domestic food
: PLAYER
% D6 rations of clean water CHARACTERS
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THE MECHANIC

Vehicles always made more sense to you
You’ve seen a lot of people break over

than people did.
here. You couldn’t

put them back together. An engine though? You can repair
an engine, fix an axle, weld armor on a chassis. You mind

the machines, a natural grease monkey.

Maybe you worked in

a garage back home or just restored classic muscle cars.
However you got your skills, the unit now relies on them.

The war
keep them running.
people running. You don’t want that re

APPEARANCE

Choose from the options below or decide for yourself.
s Callused hands
% Grease under the fingernails
% Short, unkempt hair

SPECIALTIES

Choose one specialty. Recommended options are:
s Combat Engineer
% Gunsmith
s Mechanic

YOUR MORAL CODE

Choose from the options below or decide for yourself.
% Ifit’s not broken, you canimprove it.
% Engines before people.
% Freedom is the only thing you own.

YOUR BIG DREAM
Choose from the options below or decide for yourself.
J Rebuild the old classic you have in the garage
back home.
J% Invent a better engine that runs on ethanol.
% Keepthedeuce-and-halfrunning. Keep yourself
running. Keep the unit running ... all the way
home.

v/ BRANCHES: US Army, US Marine,
US Navy, Soviet Army,
Local Army, Blue Collar

v/ RANK: Roll D6. 1: Private.
2—3: PFC. 4—6: Specialist

v/ KEY ATTRIBUTE: INT

v/ KEY SKILLS: Stamina,
Driving, Tech

v/ COOLNESS UNDER FIRE: D

v/ TYPICAL NICKNAMES:

Grease Monkey (Monk),
Daytona, Clutch

is hard on the hardiest of tanks or Humvees. You
It’s up to Top and the Doc to keep the

sponsibility.

HOW YOU MET

THE GROUP

Choose from the options below
or decide for yourself.

% These poor fools were
stuck on what was left
of a highway when you
came upon their broke-
down transport. If you
weren’t the best grease
monkey around, they’d be
dead.

% Thegroup’sleader grabbed you as soon as things were starting
to go pear-shaped. She said the group would need a mechanic
and a mechanic would need people who could use guns.

J% You were just the local mechanic when the enemy came. They
made you fix their vehicle, then argued about who would shoot
you.These people showed up right about then. They saved you.

GEAR

You start the game with:

Assault rifle appropriate for your nationality
D6 reloads for your weapon
Flak jacket and helmet

Knife or D6 hand grenades
Personal medkit

Basic tools

Vehicle tools or weapon tools
Fatigues

Backpack

D6 field rations

D6 rations of clean water
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THE MEDIC

Humpty Dumpty. They tried to put him back together
again. You try to do that every day, but all the
broken |imbs and broken minds are just too much to
fix. So, you triage. On the field. In life. You do
what you can, making hard choices. Deciding who is
too far gone. You have nightmares about the blood.
Whole lakes of it. |If you added up all you’ve seen
spilled, a lake might not cover it. People hurt.
War is pain. You try to heal. You try to mend. It is
all you can do in the face of complete absurdity.

APPEARANCE

Choose from the options below or decide for yourself.
% Aweary lookin the eyes
* Thinframe
% Tattoos representing dead comrades

SPECIALTIES

Choose one specialty. Recommended options are:
* Combat Medic
* Field Surgeon
* General Practitioner

YOUR MORAL CODE

Choose from the options below or decide for yourself.
% Youcan'tsaveeveryone,butyou’ll sureas hell try.
* The world is unjust. You don’t have to be.
* Youdecide who lives and who dies.

Choose from the options below or decide for yourself.

One of the members of this group was brought into your ER.
When the hospital came under barrage from Soviet artillery,
these people took you with them.

You found this poor soldier bleeding in a field. You patched
themup and nursed them back to health. Whenthe enemy got
close, the soldier said they could bring you back to friendly lines.
You remember when this was a full platoon. That was a long
time ago. You think about all the people you didn’t save. You
have their dog tags in your rucksack.

HOW YOU MET THE GROUP
YOUR BIG DREAM
Choose from the options below or decide for yourself. *
% Build a hospital to serve an entire community.
% Saveas many lives as you can.
* Getthroughthe blood and guts, with some shred *
of hope leftin your heart.
*
v/ BRANCHES: US Army, US
Marine, Soviet Army, Local GEAR

Army, White Collar

You start the game with:

D6 rations of clean water

v RANK: Roll D6. 1: PFC. 2-3: % Assault rifle appropriate for your nationality

Specialist. 4—6: Sergeant % D6 reloads for your weapon
v KEY ATTRIBUTE: EMP % Flak jacket and helmet
v KEY SKILLS: Stamina, % Knife or D6 hand grenades

Medical Aid, Persuasion % D6 personal medkits
v/ COOLNESS UNDER FIRE: D % Painrelievers or surgical instruments
v/ TYPICAL NICKNAMES: H Fatigues

Doc, Tex, Bones % Backpack

i D6 field rations Z';_;%EECTERS
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THE OFFICER

The men and women under your command depend on you. You
are resolute, decisive, and pragmatic.. at least among the
soldiers. Privately, the responsibility wears on you. You
shouldn’t have gone to OCS or the Academy. You aren’t one
of the “men.” You can’t be. You must remain apart, keep
your objectivity.. keep them alive. You’re alone among a
band of brothers, but that is exactly where the band needs
you. That’s why they follow your commands. They look to
you for guidance. You look elsewhere for friendship.

APPEARANCE

Choose from the options below or decide for yourself.
*  Well-manicured look
% Greying hair
% 1,000-yard stare

SPECIALTIES

Choose one specialty. Recommended options are:
* Intelligence
% Sidearms
* Tactician

YOUR MORAL CODE
Choose from the options below or decide for yourself.
% Othersrelyonyoutosurvive,andit’s yourjobto
keep them alive.
% War is a glorious thing and you are meant to
command.
% Theworld hasfallentoshit, butyou canrebuildit.

HOW YOU MET THE GROUP
YOUR BIG DREAM Choose from the options below or decide for yourself.
Choose from the options below or decide for yourself. “% Thegroup’scommander panicked inabattle. Youtook command.
% Rule the country. Establish yourself as a tyrant They've followed you ever since. The former commanding officer
in a world in need of leaders. didn’t survive.
# Getyouandyour people home. % You replaced a beloved leader just before Kalisz. The troops
% Findsomeoneelsetoleadthesefine people.You don’t know you. You don’t know them, but now you’re all on
know you’ll one day fail them. your own... together.

% These Americans need a native like you. When you met them,
they were about to be shot by civilians. You saved them. Now,
they look to you to lead them.

v/ BRANCHES: US Army, US GEAR
Marine, US Navy, Soviet You start the game with:
Army, Local Army, Police J Pistol or submachine gun appropriate for your nationality
v RANK: Roll D6. 1-2: % D6 reloads for your weapon
Lieutenant. 3—4: % Radio (manpack) or night vision goggles
Captain. 5—6: Major. % Flackjacket
/ KEY ATTRIBUTE: EMP “% Knife or D6 hand grenades
v/ KEY SKILLS: Ranged Combat, % Personal medkit
Command, Persuasion J% Fatigues
v/ COOLNESS UNDER FIRE: C % D6 field rations
/ TYPICAL NICKNAMES: Top, # D6 rations of clean water

Skipper, Sarge



THE OPERATOR

You are the elite. When you joined up, you
wanted to go all the way. You wanted to be the
best. Now you are. You are the best in the world
and trained in all kinds of elite operations
from raids to capturing high value targets.

You have done your country proud. You and your
unit were the first into this godforsaken
country. Looks like you’ll be the last out, too.
It’s fine. This is what you signed up for.

APPEARANCE

Choose from the options below or decide for yourself.
% Long hair. Untidy appearance.
+ Civilian clothes, jeans, sneakers
* Sunglasses

SPECIALTIES

Choose one specialty. Recommended options are:
* Infiltrator
*  Martial Artist
% Sniper

YOUR MORAL CODE
Choose from the options below or decide for yourself.
% You have a job to do, and you're going to do it.
* Who dares wins.
% When the shit hits the fan, everyone looks
toyou.

YOUR BIG DREAM
Choose from the options below or decide for yourself.

% Becomethe best soldier you can be.

% Pushthe Soviets out of this country. That was
your mission when you arrived. You see no
reason to change it simply because some brass
told you, “You’re on your own now.”

BRANCHES: US Army, US Marine,
US Navy, Soviet Army,

Local Army, Intelligence
Services, Police

RANK: Rol | D6. 1-3: Staff
Sergeant. 4-5: Sergeant First
Class. 6: Master Sergeant.
KEY ATTRIBUTE: AGL

KEY SKILLS: Ranged Combat,
Recon, Survival

COOLNESS UNDER FIRE: B

TYPICAL NICKNAMES: Hat

Trick, Tex, Jack Rabbit

% Keep your team alive and
get back home. This land
is lost. Your own country
needs you now morethan
ever.You canonlyimagine
what conditions are like
there.

HOW
YOU MET THE GROUP
Choose from the options below or decide for yourself.
% Yourunitwassenttorescuea platoon cut offat Kalisz. Thisis all
that’s left of the platoon. You all barely made it out.
* Youwereassigned to help train regularinfantry and civiliansin
advanced tactics. You've been with these folks for a while now.
% This mix of civvies and regular army pulled your ass out of a
hotspot. If it weren’t for them, you'd be dead.

GEAR

You start the game with:

Any assault rifle or sniper rifle

Any pistol or D6 hand grenades or rifle-mounted grenade
launcher

D6 reloads for each of your weapons
Binoculars or night vision goggles
Flack jacket and helmet

Knife

Personal medkit

Fatigues

Backpack

D6 field rations

D6 rations of clean water

sk sk b ok ok ok b ok
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THE SPOOK

Your Cold War went hot. You spent a good
portion of your life either trying to

prevent that or making sure your side

would have the advantage when the

conflict started. But advantage is

relative in a world devastated by World

War 111, and you must fall back on your skills
and tradecraft to survive, help your side’s
soldiers, and maybe even get home. The spy game
isn’t over, but it sure has changed. The war of
the shadows came into the bright light of nuclear

explosions. You still have some contacts. You
still have intel. You hope it’I|I| be enough.
APPEARANCE

Choose from the options below or decide for yourself.
* Black clothes
* Aforgettable face
+# Short, conservative haircut

SPECIALTIES

Choose one specialty. Recommended options are:
* Intelligence
* Killer
* PsyOps

YOUR MORAL CODE
Choose from the options below or decide for yourself.
% Anything for your country. Anything.

HOW YOU MET THE GROUP
Choose from the options below or decide for yourself.

* Lies keep the world spinning.
% Thenature of mankindistokill,andyou are very

good at it.

% This group was assigned toyou as part of a clandestine mission.

YOUR BIG DREAM
Choose from the options below or decide for yourself. e
% Eliminate your rival from before the war.
% Thewaris still winnable. You will win it for your
country. e
% Find the secrets of Operation: Reset.

GEAR
You sta

BRANCHES :
RANK: None
KEY ATTRIBUTE: INT

KEY SKILLS: Ranged Combat,
Recon, Persuasion
COOLNESS UNDER FIRE: B
TYPICAL NICKNAMES: Sparrow,
Hadrian, Blue Angel

Intelligence

AN

<

<
MOk b b O O b

Bythetimetheywere supposedtorejointheir unit, there wasn’t
amilitary left to join.

You'd been posing as a native for two years when this group
found themselves in a spot of trouble. You blew your cover to
save them from summary execution.

You were losing blood in a dark alley of the city. Your pursuers
were right behind you. You must have fallen unconscious. Next
thingyou knew, friendlies were waking you up. They don’t know
you were a double agent. Are you still?

rt the game with:

Any pistol

D6 reloads for your weapon
Radio (manpack) or binoculars
Knife or D6 units of explosives
Personal medkit

D6 rations of domestic food
D6 rations of clean water



CHARACTER GENERATION: LIFE PATHS

The life path method lets you build your char-

acter by developing their backstory in de-

tail. This is done over a number of ca-

reer terms, each as D6 years long, each

one giving you skills and specialties.

Just like real life, your life path will be

a mix of choice and chance, generating a com-

plex character that just may surprise you and

turn out differently from what you expected

when starting out. To create a character us-

ing this method, follow the steps below.

There is no space on the charac-

ter sheet for your career terms, so you’ll

need a separate piece of paper for it.

1. Start with a fresh and inexperienced
young person, 18 years old. You start
with a coolness under fire rating of D.

2. Choose your nationality. You can be Ameri-
can, local, or Soviet. The choice affects your
language skills (page xx) and starting gear.

3. Determine your attributes (page xx). Start
with a baseline of C in all four attri-
butes. You may then make three increases, of
one step each. You can increase any attri-
butes you want. You can gain one extra in-
crease by decreasing one attribute from C to
D. The maximum attribute score is A. Keep in
mind that some careers have minimum require-
ments, so be sure to look those up now if en-
tering one of those careers is your goal.

4. Roll a D6 on the table on page xx to de-
termine what your childhood was like. (If
the Referee allows it, you may choose in-
stead of roll.) Choose one skill at level
D from the available options, and then
rol| another D6 to gain one specialty.

5. Choose a career for the next term, mili-
tary or civilian, among the options listed
on pages xx xx. Make sure you meet the re-
quirements for entry. |f this is amili-
tary career, note your starting rank.

6. Increase two skills one step each or one skill
two steps, choosing only from among the skills
listed for your career this term. |f you choose
a skill you didn’t previously have, it starts
at level D. No skill can ever go above level A.
Special rule: In your first term of military
service, one of your skill increases must be
RANGEDCOMBAT, no matter what skills are listed
for your specific career that term.

8

16

170
18.
19.
20.

25

225

Make an unmodified skill roll (page xx)

for one of the skills you increased in step
#6. You cannot push the roll. If you suc-
ceed, you’re doing well and receive a pro-
motion roll a D6 to see which specialty
you learn (re-roll if you get a specialty
you already have). If this is a military ca-
reer, also increase your military rank one
step (see the table on page xx) and in-
crease your CUF one step, to a maximum of A.
Age your character D6 years. Then roll an-
other D6 if the result is lower than the
number of terms you have completed, you must
reduce one attribute of your choice by one
step, due to the effects of age. You cannot
go below D. Note that you cannot get an at-
tribute reduction after your first term.
Roll a D8. If the result is lower than the num-
ber of terms you have completed, war breaks
out. Go to step #10. |f not, go back to #5
and choose a career for your next term.

.Check the At War career (page xx) and in-

crease any two skills of your choice by
one step each (you cannot increase one
skill two steps). In addition, roll a D6
to gain a final new specialty. Don’t roll
for promotion after the At War term.

.Add three years to your age, without roll-

ing for any further age effects.

.Determine your hit capacity and

stress capacity (page xx).

.Determine your unit morale (page xx).
14.
15.

Choose your moral code.
Choose your big dream.

.Choose a buddy (page xx) from

among the other PCs.

Decide how you met the other player characters.

Decide your appearance.

Choose a name, and a nickname if you |ike.
Pick your gear from the choices given by your
final career term before the At War term.
Choose weapons as appropriate for your nation-
ality. In addition, you get D6 rations of food,
D6 rations of fresh water, and 2D6 empty shel |
casings to use as small change (page xx).

Pick group gear together and possi-

bly a vehicle, as described on page xx.

Roll a D6 to determine your start-

ing permanent rads (page xx).
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CHILDHOOD

SKILLS  Close Combat, Driving,Ranged Close Combat, Tech, Stamina, Mobility,
Mobility, Combat, Stamina, Medical Aid, Mobility, Command,
Recon Survival Tech Persuasion Ranged Combat Persuasion

SPECIALTY (D6)

1 Brawler Biker Brawler Historian Brawler Boatman

2 Melee Racer Builder Communi- Martial Artist Diver

cations

3 Runner Sniper Load Carrier Computers Ranger Rider

4 Infiltrator Farmer Scrounger Scientist Mountaineer Runner

5 Scrounger Hunter Blacksmith Linguist Runner Linguist

6 Locksmith Quartermaster  Mechanic Musician Rifleman Musician

MILITARY SERVICE

Military service is divided into five broad careers or
functional areas. Being very similar across military
branches and nations, a single chart is used to rep-
resent these military careers.

MILITARY CAREERS

OFFICERS must qualify for both the Officer career path and for the

functional areain whichthey wanttoserve.Theyalso gettochoose
which of the two columns to use for each career bonus.

FIRSTTERM: In your first term of military service, one of your two skill
increases must be RANGED cOMBAT, no matter what skills are listed

for your specific functional area.

REQUIREMENTS  STR or AGL B+ INT B+ None STRand AGL B+, INTB+,noD
no D attribute, at attribute, at least one
least onetermin termin Education,
Combat Arms requirements for
the functional area
STARTINGRANK  Private PFC PFC Staff Sergeant Lieutenant
SKILLS Close Combat, Recon, Driving, Close Combat, Ranged Combat,
Heavy Weapons,  Survival, Medical Aid, Mobility, Command,
Stamina, Tech Tech Ranged Combat, Persuasion
Ranged Combat Recon, Survival
SPECIALTY (D6)
1 Rifleman Intelligence Mechanic Paratrooper Sidearms
2 Ranger Linguist Gunsmith Ranger Intelligence
3 Tanker Communications  Electrician Infiltrator Tactician
4 Machinegunner ~ NBC Computers Sniper Logistician
5 Launcher Crew Psy Ops Combat Medic ~ SERE Training Frontline Leader
6 Combat Engineer Interrogator Field Surgeon Martial Artist Quartermaster



COMBAT COMBAT COMBAT SER- SPECIAL OPERA- OFFICER
ARMS SUPPORT VICE SUPPORT TIONS FORCES
STARTINGGEAR v Assaultrifle, v/ Assaultrifle «~ Assaultrifle « Assaultrifle or v/ Pistolor
LMG or RPG v Dé6reloads v D6reloads sniper rifle submachine gun
v D6 reloads v Flakjacket v Flakjacket v AnypistolorD6 « D6 reloads
v Flakjacket and helmet and helmet hand grenades v Manpack radio
and helmet v Knife or v Knife or or rifle-mounted or night vision
v Knifeor D6 hand D6 hand grenade goggles
D6 hand grenades grenades launcher v/ Flakjacket
grenades v Personal v/ Personal v/ D6 reloads for v/ Knife or D6
v/ Personal medkits medkit each weapon hand grenades
medkit v Surgical v Basictools v Binocularsor v/ Personal medkit
v Backpack instruments v Vehicletools night vision
or manpack or weapon goggles
radio tools v/ Flakjacket
v Backpack v Backpack and helmet
v/ Knife
v/ Personal medkit
v Backpack

UNITED STATES

US ARMY: The core of the United States Military, the US Army has de-
fended America since its inception. All major operations tend to involve
the US Army whose mission parameters are broad and difficult. They have
the best equipment and training of any army on the battlefield, and are
spread widely acrossiit, in nearly every country. Despite the current state
of disorganized warfare, they have managed to stay together in some-
what cohesive units and even carry out missions when they receive them.

US MARINES: An amphibious landing force designed to support the US
Navy, the United States Marine Corps has since grown to encompass
an array of land-based operations. The USMC prides itself on its train-
ing, fidelity, and sheer tenacity on the battlefield. For the most part,
Marine units are engaged in coastal areas where their skills can be of
the most use, protecting ports and shipyards for US Navy warships and
preventing Soviet invasion by sea.

USNAVY: From humble beginnings, the US Navy grew to control mari-
time operations around the globe as the British Empire once did. The
US Navy has more ships, aircraft carriers, and submarines than any
other navy and its SLBMs comprise part of the nuclear triad. Although
most capital warships were destroyed by Soviet nuclear attacks on
the main fleets, there are still many US Navy ships in the seas around
Europe, supporting logistics, defenses, and communications when-
ever possible.

US AIRFORCE: The US Air Force grew out of the Army Air Corps after World
War Il,and has since been responsible for air superiority, combat air sup-
port, airlogistics, strategicbombers, and the ground-based ICBM inven-
tory of the United States. Although the major US air bases in Europe have
taken a nuclear beating, many aircraft still survive, for the most part
without fuel orammunition, at smaller bases and even civilian airports.
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ting off my bus? Do you really think you have what it takes?
Did you even think before you signed up for a life of misery? |
know you are going to be miserable here! If | see anyone smil-
ing, | will smoke the whole sorry lot of you! You are pathetic!
The recruits get weaker and more sickly every year. When |
signed up, we were men, going off to war. Not a whiny bunch of
weaklings looking for college money. Pick up your shit, stand
on the spots marked, and let’s see what kind of contraband we
can find. You belong to me now. No privacy, no personality, no
race, no religion. | am your father and your mother, your pas-
tor and your rabbi, your boss and your teacher. Don’t think,
don’t talk, don’t move. Just do what | say or | will think up
new ways to make this even worse for you. Now MOVE OUT!

- Anonymous Drill Sergeant

SOVIET UNION

Aproud, vast, highly motivated force of individuals which can field num-
bers unparalleled in the West, the Soviet Army is credited with playing
a key rolein winning World War Il. They aim to do the same in this war.
After the collapse of the Iron Curtain, the Soviet Army is somewhat di-
minished but still vastly outnumbers NATO in Europe.

SOVIET ARMY: The Soviet Army has a reputation for being large and poor-
ly-equipped, but the USSR has come through with many military tech-
nical innovations, such as the first IFV (BMP), the first active defense
system (Drozd), and the first platoon-issued sniperrifle (SVD). The Soviet
Army cut through Eastern Europe and into NATO territory with relative
easein 1997 and 1998, stopped only by the US use of tactical nuclear
weapons.They are still capable of large-scale operations, generally lim-
ited only by theirtenuous link with the Soviet High Command (Stavka)
and the willingness of an army that consists mainly of draftees and
involuntary reservists to fight a war of aggression.

SOVIET NAVY: The Soviet Navy was never of very much use to the land-
locked nation except as an arm of defense. The main exception to that
rule has been the Soviet submarine forces, which were deployed all over
the globe, mainly holding roles as ballistic missile launchers, convoy at-
tackers, and as hunters of enemy submarines. There are still believed
to be many Soviet submarines in active service, although potentially
operating with little to no contact with their superiors.

SOVIET AIR FORCE: The Soviet Air Force was, for many years, the world’s
largest combat air arm, with more than 10,000 aircraft. Although the
Air Defense Forces were a separate branch, the Soviet Air Force also
held many air defense and detection systems under their umbrella.
With many of their major air bases nuked and limited access to fueland
munitions, the Soviet Air Force has been relegated to defensive sorties
and the remaining personnel reassigned to army units.



SWEDEN

Afterthe Sovietinvasion of formerly-neutral Sweden, what remained of
the Swedish Navy and Air Force fled to Norway and Finland to continue
the fight under different flags, and the remaining support personnel
went under the army to continue the fight against the invaders.

SWEDISH ARMY: The Swedish army is one of the oldest continuously serv-
ingarmiesintheworld atnearly 500yearsold. It blends new conscripts
with professional soldiers formed into two combat brigades. More than
half of the battalions in the Swedish Army are reserve battalions des-
ignated for territorial defense. As befits a neutral nation, Sweden is
known for developing its own equipment and licensing the rest from
any countryintheworld that has top-quality arms and vehicles, leading
to a very well-equipped, if small, force under arms. Since the invasion,
the military has moved out into the country and become a guerrilla
force supported by the populace.

POLAND

As former members of the Warsaw Pact, the Polish armed forces use
weapons similartothose of the Soviet Union, although they have spent
several years Westernizing their organization and structure to be closer
to NATO standards. Unfortunately, very little is left of the Polish Navy
and Air Force, so, like Sweden, most of their personnel have beenincor-
porated into the army on an ad hoc basis.

POLISH ARMY: The Polish Army served mainly as part of the Warsaw Pact
formost of the 20th century, and was poorly supported both in terms of
equipment from the Soviet Union and by a low opinion of the military
within Poland as they were often used to suppress protests against com-
munistrule.Since 1991, the Polish Army has been trapped between its
obsolescent Soviet-based equipment and its intent to join NATO, with
the shadow of the revitalized Soviet Union looming over it. Currently,
Poland is stillvery much an active battlefield, and the Polish Army fights
in pockets wherever it can organize support.

LOCAL MILITIA

Local forces fight on theirhome turf and are highly motivated to defeat
invaders who have brought war to their doorstep. Their numbers do
not compare to those of the US or the Soviets, but they fight for their
homes and their families. That cannot be underestimated. They may
have their own military training as a draftee or they may be civilians
turned partisans, whose sole combat experience has been World War
Il coming totheir hometown. For these forces, the war automatically
breaks out by the end of their firstterm (so in addition toonetermon
the military table, theyalso get the benefits of the At War career). Local
militia always know the area, have multiple contacts in the area, have
ahomeinthearea, and speak the local language fluently.

CIVILIAN EXPERIENCE

Civilian careers include police, crime, intelligence services, blue collar
work, education, and white-collar work. Each of these categories is di-
vided into a number of specific careers to choose from. If the Referee
agrees, you can create additional careers on your own.
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POLICE

Thetraditional role of the police as peacekeepers gradually slid into
paramilitary support as the war brought civilization to its knees.

Trained to protect and serve, they now often find

themselves as combatants, or at least caught be-
tween combatants, all over the world.

REQUIREMENTS

No D attribute, no
termsin prison

EMP B+, at least one
term as Police Officer

STR and AGL B+, at least one
term as Police Officer

SKILLS Close Combat, Ranged Combat, Close Combat,
Ranged Combat Recon, Persuasion Ranged Combat, Recon
SPECIALTY (D6)
1 Sidearms Infiltrator Brawler
2 Melee Interrogator Martial Artist
3 Runner Intelligence Rifleman
4 Racer Investigator Sniper
5 Biker Locksmith Infiltrator
6 Scout Linguist Scout
STARTINGGEAR v/ Pistol v/ Pistol v Assaultrifle or submachinegun
v/ D6 reloads v D6 reloads v/ D6 reloads
v/ Handcuffs v/ Lockpicks v/ Nightvision goggles
v/ Baton (club) v/ Flackjacket and helmet
v/ Patrol car with half v/ Knife
v

CRIME

atank of fuel

A life of crime might not be an ideal career choice for many, but with
the rapid decline of civilization, some see it as their only option—and
others simply see it as a way to make fast cash, no matter who gets

hurtin the process.

Personal medkit

PRISON: After atermin a career of crime, if war does
not break out, rolla D6 —on an odd result, you must
spend the next term in prison.

REQUIREMENTS STRand AGLC+ AGLand INT C+ INTand EMP C+ -
SKILLS Close Combat, Mobility, Recon Recon, Persuasion Close Combat, Stamina
Ranged Combat
SPECIALTY (D6)
1 Brawler Brawler Runner Brawler
2 Melee Sidearms Sidearms Melee
B Killer Mountaineer Infiltrator Killer
4 Martial Artist Infiltrator Scout Ranger
5 Rifleman Electrician Interrogator SERE Training
6 Sidearms Locksmith Psy Ops Scrounger
STARTING GEAR v/ Pistol or revolver v/ Pistol or revolver v/ Pistol or revolver v/ Knife
v D6 reloads v D6 reloads v D6 reloads
v/ Knife v/ Lockpick set



INTELLIGENCE stealingexamples of new equipment, sowingdiscord
Intelligence agencies, such as the CIA and KGB, have their agents ~ amongthe populationin enemy-occupiedterritory,
in the field gathering information, assassinating enemy leaders,  and assisting partisan units in their struggle.

REQUIREMENTS INT B+, at least one EMP Cor D, AGLB+, oneor STR and AGL B+, one or more
termin Education more terms as an Agent terms in the military

SKILLS Ranged Combat, Close Combat, Ranged Heavy Weapons, Ranged
Recon, Persuasion Combat, Stamina Combat, Survival

SPECIALTY (D6)

1 Intelligence Killer Brawler
2 Locksmith Interrogator Rifleman
3 Investigator Sniper Machinegunner
4 Scout Martial Artist Combat Engineer
5 Psy Ops Improvised Munitions Improvised Munitions
6 Sidearms Infiltrator Tactician
STARTING GEAR v/ Pistol v Sniperrifle or subma- v Assaultrifle, LMG or RPG
v/ D6 reloads chinegun (suppressed) v/ D6 reloads
v/ Lockpick set v D6 reloads v/ Knife or D6 hand grenades
v/ Knife or explosives v/ Radioor binoculars v/ Personal medkit
v/ Personal medkit v Knife orexplosives
v/ Personal medkit

BLUE COLLAR the East and West never again amass such power.
The vast majority of the population of planet Earth belongtono  That said, there is little left of civilization to save,
formal organizations, military or otherwise. Often, they fallvic- ~ and civilians often employ the military to achieve

tim to the minority that does, but many are determined totake  goals of survivaland rebuilding.Suchis thevicious
back control of what is left of the world so that the armies of ~ world of life after World War 111

REQUIREMENTS AGLB+ None None STR B+

SKILLS Driving, Tech Stamina, Survival Stamina, Tech Close Combat,
Stamina, Tech

SPECIALTIES (D6)

1 Biker Cook Blacksmith Brawler
2 Boatman Farmer Gunsmith Builder
3 Navigator Fisher Locksmith Load Carrier
4 Pilot Hunter Mechanic Blacksmith
5 Racer Forager Scrounger Electrician
6 Tanker Rider Improvised Munitions  Improvised Munitions
STARTING GEAR v Civiliancarortruck v Pickup truck v/ Basictools v/ Basictools

v/ Basictoolkit v/ Vehicle tools or v/ Crowbar

v/ 2D6 (extra) ra- weapon tools

tions of food .
CHARACTERS
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EDUCATION
Higher education is available in most parts of the world and is more lucrative (and less physically demanding)
generally considered a direct path out of blue-collarjobsandinto  white-collar jobs.

REQUIREMENTS INT and EMP C+ INT B+
SKILLS Recon, Persuasion Recon, Tech
SPECIALTIES (D6)

1 Historian Chemist
2 Cook Communication
3 Linguist Computers
4 Musician Electrician
5 Psy Ops Scientist
6 Counselor Linguist
Starting Gear v D6 history books v D6 science books
v Dictionaryinanylanguage v Dictionaryinanylanguage

WHITE COLLAR
A white-collar worker is a person who performs professional,  be performed in an office or other administrative
desk, managerial, or administrative work. White-collar work may setting.

REQUIREMENTS Two terms in Education Two terms in Education Oneterm in Education
(Sciences), EMP B+ (Liberal Arts), INT B+ (any), EMP B+
SKILLS Medical Aid, Persuasion Recon, Persuasion Tech, Command, Persuasion

SPECIALTY (D6)

1 Linguist Historian Quartermaster

2 Combat Medic Chemist Computers

3 Counselor Scientist Frontline Leader

4 Field Surgeon Linguist Logistician

5 General Practitioner Psy Ops Teacher

6 Veterinarian Teacher Counselor

STARTING GEAR v D6 personal medkits v D6 books v Pocket calculator

v/ Painrelievers
v/ Surgical instruments

AT WAR specialty. Re-roll if you get a specialty you already
Once World War Il breaks out, everyone was trying hard tojuststay ~ have. Use the column corresponding to your most
safe and do what they could for themselves and their teammates,  recent career term.
families, and co-workers.

For the final At War term, you may increase any two skills of ~ THE DRAFT: If your final term before war breaks out
your choice by one step each (you cannot increase one skilltwo ~ was spent as a civilian, and if your character is not
steps). In addition, roll a D6 on the table on page xx forafinalnew  alocal of the country where your game is set, your



At War term will be spent as a draftee or volun- betterin the skill—and you roll for your specialty using the Mil-
teer in the military. In this case, one of the two itary column. Also, in this case you get starting gear as if your
skillincreases for the At War term must beranGep  final pre-war term had been Combat Arms (page xx) instead of
cOMBAT — unless you already have a level of Dor  your civilian career.

LAST CAREER MILITARY BLUE COLLAR WHITE COLLAR OTHER

1 Brawler Brawler Scout Racer

2 Ranger Rider Fisher Hunter

3 NBC Runner Forager Forager

4 Rifleman Quartermaster Scrounger Quartermaster

5 Scrounger Gunsmith Frontline Leader Scrounger

6 Improvised Munitions ~ Mechanic Interrogator Improvised Munitions

CLARK KELLER

1. ClarkKeller starts out 18 years old, with the following
stats:STR B, AGLA, INTB, EMP D, and coolness under fire D.

2. For his childhood, Clark rolls a 5 — he’s from a military
family. He chooses mosiLiTY D and rolls another 5, for
the Runner specialty.

3. Clarkdecides togo to college foraliberal arts degree. He
gets RECON and PERSUASION at level D. He makes a RECON
roll and succeeds, earning a specialty —herolls a 3 and
gets Linguist. He picks Russian as his second language.
He rolls a 4 for age, turning him 22. He rolls a D6 for
age effects but gets a 2 so he’s okay. He rolls a D8 for
the war but gets a 7—no war yet.

4. Clark joins the US Army and goes into Combat Arms
as an infantryman. He gets RANGED COMBAT and STAMINA
at level D. He now makes a RANGED COMBAT roll and suc-
ceeds, earning a promotion. He rolls a 1 and gets the
Rifleman specialty. His rank is now Private First Class,
and his CUF is increased to C. He rolls a D6 for age and
getsa 3—Clarkis now 25. Still no age effects and no war.

5. Clarkdecides totry out for Special Operations Forces and
passes. He is promoted to Sergeant, increases RANGED
comsAT to C, and gets surRVIVAL D. He makes another
RANGED COMBAT roll and succeeds again! He rolls 1 and

10.

11.

12.

gets the Paratrooper specialty. He is promoted to Staff
Sergeant and his CUF increases to B. Clark rolls a 6 for
age, turning him 31. He rolls a D6 for age affects and
gets a 3 —equal to his number of terms! He must de-
crease one attribute and chooses AGL, reducing it to B.
War does not break out.

Clark is interested in intelligence work and moves into
Combat Support. He increases RECON and SURVIVAL to
C. He rolls for recon but fails — no specialty this time.
He rolls a 2 for age, turning him 33. He gets no further
age effects, but the D8 war roll is a 4 —war breaks out!

For his At War term, Clark chooses to increase RANGED
comBAT to Band gets cLose comBAT D. He rolls a 6 for the
specialty and gets Improvised Munitions. He will start
the game at 36 years of age.

Clark’s hit capacity is 5 and his stress capacity is 4.

Clark chooses his moral code, big dream and buddy
among the other PCs.

Clark chooses his starting gear from the Combat Support
list,and then chooses group gear with the other players.

Clark rolls a 3 for starting permanent rads.

The game begins.
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“Avoiding learning to use arifle is a cardinal sin back home,”
Two-Fer once told me. He grew up somewhere in a rural part

of America. | didn’t want to learn how to use the M-16 when

he first showed me, but | eventually agreed that | probably
should. Firing a weapon |ike that isn’t what | thought it’d
be. Maybe | saw too many American movies. There’s a machine-
|like grace to it and a deadly clockwork to fieldstripping one.
Two-Fer says I’m a natural, but | think he’s being nice. His
real name is William Wiley, |like the coyote in those cartoons,
but his friends in training started pronouncing it “Willy,”
and they called him Willy-Willy which became Two-Fer, an
American idiom | admit | missed during all those movies.
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ROLEPLAYING Is A conversaTion. The Referee sets the scene, you describe what
you do, the Referee tells you how NPCs react —then you respond, and
soon, back and forth.The story grows one step at a time. But the world
of TwiLiGHT: 2000 is a desperate place inhabited by desperate people.
Sooner or later things will come to a head, a point of no return, a con-
flict that cannot be settled by just talking it through. Then it’s time to
bring out the dice and use one of your skills.

Skills represent broad fields of knowledge and abilities that you
have acquired during your life. To enhance specific types of expertise,
you also have a wide range of specialties which will be applied to your
skills in the relevant situations.

ROLL THE DICE

Thereareatotal of twelve core skillsinthe game, and they areall described
later in this chapter. Each skill is connected to one of the four attributes:
Strength (STR), Agility (AGL), Intelligence (INT), and Empathy (EMP).

When you perform an action, you first describe what your character
does or says.Then you grabtwo dice—oneforyour skill level and another
for the base attribute that is connected to the skill. These two dice are
called your base dice.

Thetype of base dice torolldepends on your levels in the skilland at-
tribute, seethe table on page xx. Thenroll yourtwo base dice together. If
youdon'thavealevelintheskill you're using, just roll one for the attribute.

BASE DICE
LEVEL DIETYPE
D12
B D10
C D8
D D6
CUSTOM DICE

Two sets of green D6 to D12 base dice are
included in this boxed set. Extra dice
sets are available for purchase sepa-
rately. The €} symbols are engraved di-
rectly onto the custom dice to mark suc-
cesses. Additionally, the one (1) side
of each custom die is marked with the 3‘
symbol, to mark a potential fumble.

The tan colored dice in the boxed
set are ammo dice and the white die
is ahit location die. How these are
used is explained in chapter 4.

You can play TwiucHT: 2000 without the cus-
tom dice — normal polyhedral dice found
in any hobby store will do just fine.

THE CORE SKILLS

Close Combat (STR)
Heavy Weapons (STR)
Stamina (STR)
Driving (AGL)
Ranged Combat (AGL)
Mobility (AGL)
Recon (INT)
Survival (INT)

Tech (INT)

Command (EMP)
Medical Aid (EMP)
Persuasion (EMP)

SN SSSSSNSSSASNASS

SUCCESS

Tosucceed withyouraction,you mustroll 6 or higheron
atleastonebasedie usedintheroll. Aroll of 6 or higheris
called a success, and is marked in the rules with a cross-
hairs symbol: €.

MULTIPLE SUCCESSES: A roll of 10 or higheron a single die
(only possible with a D10 or D12 of course) counts as
two successes. This means you can potentially roll up
to four successes with a single skill roll (two successes
on each die), if you are both skilled and lucky. With bo-
nus € beyond the first one you can achieve additional
effects, if explicitly stated in the rules.

THE ART OF FAILURE

Ifyou roll no-€), something goes wrong. For some reason,
you failed to achieve your goal. Feel free to elaborate on
why with the help of the Referee. They might even let a
failed roll have further consequences to move the story
forward in a dramatic way.

Failure must not stop the story completely. Even
when you fail, there must be a way forward — perhaps
at the cost of time, risk, or silver, but still a way. The Ref-
ereealways hasthefinal say regarding the consequences
of failure in a particular situation.

You have one last chance if you really need to suc-
ceed —you can push the roll (page xx).

Ronson marches hard for a shift and needs to make a
STAMINA roll. He has STR A and sTAMINA C, meaning he
getstorollaD12 and a D8 as his base dice. He needs to
roll a 6 or better on at least one of the dice to succeed.
His odds are pretty good.



MISHAPS

If both dice in your skill roll show a 1, or if you lack a skill
level and roll a 1 on your single die, you suffer a mishap.
Something goes seriously wrong. What a mishap means
isexplicitly stated intherulesin most cases, but the Ref-
ereeisalsowithintheirrighttodecide whathappensas
dramatically appropriate. If you use gear of some kind
to complete your action, a mishap typically means that
the gear breaks (page xx).

In the rules text, a roll of 1 is marked with the sym-
bol of an explosion: .Ifyou suffera mishap, you cannot
pushtheroll (below).You can, however, trigger a mishap
when pushingaroll (ifthe dice come up*inthe reroll).

Notethat therisk of afumble increases significantly
if you lack a level in the skill you use, as you’ll then only
roll a single die for your skill roll.

PUSHING YOUR ROLL

Yourinitial skill roll reflects a safe and controlled action. If
youfailyourinitial roll, you canleaninto the action, giving
iteverythingyou’ve got. Thisis called pushing theroll, and
lets you rerollyour dice, butif your roll fails again, you im-
mediately suffer 1 point of damage (if you rolled for STR
or AGL) or 1 point of stress (if you rolled for INT or EMP).
Read more about damage and stress on page xx. If your
pushedroll succeeds, you suffer noill effects fromthe push.

EXCEPTIONS: When you push, you cannot reroll any dice
with the result of 1, and you cannot push a roll if you
suffered a mishap (page xx) on the initial roll.

AMMO DICE: If you push your roll, you must alsoreroll any
ammo dice (page xx).

DESCRIBE YOUR ACTION

You create a story together in
TwiligHT: 2000. A dice roll is a dra-
matic peak — first you should
describe what you are trying to
achieve, so that everyone knows
what is at stake. Then you roll
your dice. Interpret the re-
sult and describe what happens.
Describe what you do, what you
say, or what you are thinking.
If you push your roll, describe
how. Do it yourself, don’t wait
for the Referee — they should
only stop you if you go beyond
the results you have rolled.

DON’T ROLL TOO OFTEN

It’s hard to succeed in TwugHT:2000. | f
you don’t stack the odds in your fa-
vor, there is a great risk of failure.
With that in mind, you should never roll
dice unless it is absolutely necessary.
Save the dice for dramatic situations
or tough challenges. In any other situ-
ation, the Referee should simply allow
you to perform whatever action you wish.

PASSIVE ROLLS: You can only push skill rolls when you actively perform
an action. When passive or unaware, for example when rolling Recon
to see if you spot a sneaking enemy or when someone uses PERSUASION
onyou, you cannot push the roll.

ONLY ONCE: You can only pushyour roll once. If you don’t succeed on your
second try, you are stuck dealing with the consequences.

WHAT PUSHING MEANS: How a pushed roll plays out in story terms de-
pends on what skill you are using. It can take the form of a great phys-
ical exertion, total mental focus or emotional strain.

Ronson has some bad luck and fails his stamiNA roll. But he’s not one to
give up, and decides to push the roll. He rolls again. To his dismay, he fails
again, suffering 1 point of damage. The player bitterly describes how
Ronson stumbles in the mud during the hard march and sprains his ankle.

GROUP ROLLS

When you face a challenge together with the other PCs, don’t roll dice
separately. Instead, you decide who among you is best suited to take
on the challenge. The others may help this person (page xx) if it’s rele-
vant to the situation. If the roll fails, it counts as a failure for all of you
—you are not allowed to try one time each. This rule does not apply in
combat, where each PC acts independently.

MODIFIERS

Sometimes, externalfactors helpyoutosucceed. Suchmodifiers will step up
oneofyourbasedicetoabetterdie, fromaD6toaD8forexample.Othertimes,
something hampers your action. This will downstep one of your base dice.

You canget modifiers toskill rollsin several different ways: specialties,
the difficulty of the action itself, and help from others.

A +1 modifier means upgrading a base dice one step, a +2 modifier
means upgrading twosteps,and soon. A—1 modifier means downgrading
a base die one step, —2 means two steps down, and so on. Several mod-
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CHANCE OF SUCCESS

When you roll dice, it can be hard to
predict the chance of success. The ta-
ble on page xx shows the chance of suc-
cess when rolling with all possible com-
binations of dice. The table for pushed
rolls shows the chance when pushing.

CHANCE OF SUCCESS, INITIAL ROLL

ATTRIBUTE/ D6 D8 D10 D12
SKILL

= 17% 38% 50% 58%
D6 31% 49% 59% 65%
D8 49% 61% 69% 74%
D10 59% 69% 75% 79%
D12 65% 74% 79% 82%

CHANCE OF SUCCESS, PUSHED ROLL

ATTRIBUTE/ D6 D8 D10 D12
SKILL

= 31% 62% 75% 82%
D6 52% 74% 83% 88%
D8 74% 85% 90% 93%
D10 83% 90% 93% 96%
D12 88% 93% 96% 97%

ifiers can apply to the same roll, and they are cumulative. A +2 modifier
and a—1 modifier add up to +1, for example.

STEPPING UP: When you have a positive modifier, always step up your
higher die first, until it reaches a D12 —then step up your other die. If
you have no other die, instead add a D6 (as one step up) and step it up
further as needed. You can never go above two D12s, no matter what
modifiers you have.

STEPPING DOWN: When you have a negative modifier,always downstep
your lower die first. If a D6 is downgraded, it’s removed (counting as
one step down). Then downstep your remaining base die as needed.
You can never get downstepped below a single D6 — you will always
have atleasta 1in 6 chance to succeed.

DIFFICULTY

Normally, the Referee doesn’t assess how difficult an actionis. You only
rolldicein challenging situations—period. But sometimes, the Referee
might want to underscore that external factors either help or hinder
an action. Use the following table for guidance:

POSITIVE MODIFIERS: Each of the below factors can give a
positive modifier to your roll:
% Familiar equipment (e.g., mines from your own
nation)
% Specialized equipment (e.g., a custom off-road
racing vehicle instead of an SUV)
#% Spotter(anassistantwith binoculars or spotting
scope identifying targets hit/missed)
% Specific tools (e.g., lockpicks designed for the
type of lock being picked)
# High-end ingredients (e.g., commercial-grade
chemicals or freshly butchered beef)
% Advantage overopponent (e.g., they are asleep,
looking the other way, etc.)

NEGATIVE MODIFIERS: Each of the below factors can give
a negative modifier to your roll:
% Unfamiliar equipment (e.g., mines of a foreign
nation)
% Improvised equipment (e.g., usinga coat hanger
and paper clip instead of lockpicks)
% Weather/light conditions (rain, fog, blizzard,
darkness, glare, smoke, fire, etc.)
% Poor ingredients (e.g., stale bread, meat from
sickly animal, homemade chemicals)
% Opponenthasadvantage (e.g., highlyalert, using
observation equipment, etc.)

SPECIFIC MODIFIERS: There are also many cases where spe-
cific modifiers are imposed by the rules, like when you
aim carefully with a ranged weapon (page xx), shoot at
long distance, or if you're in a bad bargaining position
when you use PERSUASION on someone (page XX).

SPECIALTIES

Many specialties also give you a positive modifier in cer-
tainsituations orwhenusing certain types of gear.Read
more on page XX.

HELP FROM OTHERS

Other PCs or NPCs can help you succeed at a skill roll.
This must be declared before you roll your dice. It must
also make sense in the story —the individuals helping
you must be physically present and have the capacity to
support your action. The Referee has final say.

For each person helping you, you get a +1 modifier.
No more than three people can help you with a single
roll, meaning your maximum modifier from getting help
is+3.

In combat, helping counts as the same type of action
as the one you are supporting (fast or slow).

NPCs can help each other in the same way as player
characters. Letting NPCs act in groups instead of indi-
vidually is often an easy way to manage large numbers
of NPCs in combat.



EXAMPLE

Diaz and Kasia go foraging together. Diaz has INT B and sURVIVAL
D. Kasia also has level D in survIVAL but INT A, so they decide to
let Kasia roll and Diaz help out. Normally, Kasia would get to roll
a D12 and a D6 in this case, but thanks to Diaz’s help, her D6 is
stepped up to a D8.

OPPOSED ROLLS

Sometimes, rolling a € isn’t enough to succeed with your skill roll.
In some cases, you have to beat your foe in an opposed roll. To win an
opposed roll, you must roll successfully and roll more €3 than your ad-
versary. Every €3 your adversary rolls eliminates one of your €. Only
you (the active party) can push your roll.

Sometimes you and your adversary roll for different skills, some-
times the same. Opposed rolls are common when you use PERSUASION
to influence someone or Recon to move undetected. The Referee can
also use opposed rolls in any case when they deem it appropriate. The
Referee might even roll for you secretly when you are the passive part
inan opposed roll.

PERSUASION

EXAMPLE

Jonesy tries to convince a frightened local farmer to
let the group stay overnight at her farm. Jonesy has
EMP B and PersuasioN D, giving him a D10 and a D6 to
roll. The farmer has EMP C and no skill level in PERSUA-
sioN. Jonesy rolls one success, but so does the farmer
—meaning the opposed rollfails. Jonesy now needs to
decide whether to push the roll or not.

NPCS AND SKILLS

Non-player characters use skills in the same way as player
characters. The Referee rolls dice for them. NPCs only
rarely push rolls however—the Referee should save this
for key NPCs in important situations. Additionally, the
Referee should only roll dice for actions that affect a PC
directly —for example, if the NPCis attacking a PC or at-
temptingtosavethem.WhenanNPCperformsanaction
that does not directly affecta PC, the Referee can simply
decide what happens.

SKILLS &
SPECIALTIES

03



46

GEAR

In many skill rolls, you can use gear. Gear can take the form of a
weapon in combat, a rope to climb, or a med kit to heal a wound.
You will find weapons and other gear listed in chapter 5 of this
book. In some cases, a piece of gearis needed to be able to perform
a particularaction at all. Particularly useful gear can also give you
a positive modifier to your skill roll, as described in the Modifiers
section on page XX.

MISHAPS

When you use gear and rolla mishap on your skill roll (page xx), the gear
typically breaks. For firearms and vehicles, it’s a little more complicated
—see page xx and xx, respectively.

DAMAGE TO GEAR

Weapons, vehicles, and other gear can suffer damage and be broken
through use or attacks. Broken or worn gear can be repaired using the
TEcH skill and spare parts. See chapter 5 for more on this.

THE SKILLS

This section describes the twelve core skills of the game.

CLOSE COMBAT (STR)

Use cLose comBaT when fighting an enemy up close and personal, with
or without a melee weapon in hand. If the roll succeeds, you hit your
adversary and inflict damage equal to your weapon’s base damage
rating on them. Each extra € rolled will increase the damage by one
step. Read more about close combat in chapter 4.

HEAVY WEAPONS (STR)
Use the Heavy weaPoNs skill to fire machineguns, rocket launchers, mor-
tars, tank guns, howitzers, and other heavy weapons. Specialties ap-

RANGED COMBAT

ply to specific types of heavy weapons. If your roll suc-
ceeds, you hit your target and inflict damage equal to
your weapon’s base damage rating on it. Each extra €
rolled will increase the damage by one step. Read more
about heavy weapons in chapter 4.

SPECIAL: When using HEAVY WEAPONS to fire mounted
weapons, use AGL instead of STR, and when firing ar-
tillery, use INT.

STAMINA (STR)

When your physical toughness or endurance is tested,
roll for sTamINA. For example, this skill is used to march
hard, resist a disease or the effects of cold, or to cling to
life after suffering a fatal critical injury (page xx).

DRIVING (AGL)

Use the privING skill to maneuver motorcycles, cars, ar-
mored personnel carriers and even tanks. Specialties
applytospecifictypes of vehicles.Read more about how
to use this skill in chapter 4.

MOBILITY (AGL)

When you jump, climb, run fast, or perform any other
actionthat requires speed or motor control, you roll mo-
BILTY. The skill has specific uses in combat (chapter 4).

RANGED COMBAT (AGL)

Use the RANGED comsarT skill to fire hand-held ranged
weapons, such as pistols, bows, submachineguns, and
assault rifles. Specialties apply to specific types of weap-
ons. If the roll succeeds, you hit your adversary and
inflict damage equal to your weapon’s base damage
rating on them. Each extra € rolled will increase the
damage by one step. Read more about ranged com-
bat in chapter 4.

GROUP RECON

When you and the other PCs sneak
side by side, don’t make sepa-
rate RECON rolls. Instead, only
the PC with the lowest skill
level rolls, and the result
applies to the whole group.
Conversely, when you and the
other PCs scout at the same
time, don’t make separate RE-
CON rolls. Instead, only the PC
with the highest skill level
rolls, and that result ap-
plies to the whole group.



RECON (INT)

Use the recon skill to spot concealed enemies, avoid
ambushes, move silently and avoid being detected.
Make an opposed roll (page xx) against your adver-
sary’s RECON. If you win, you manage to avoid being
spotted.

The person or group trying to stay hidden is always
the active party in the opposed roll, i.e. they must roll
more@than the opponenttoremain undetected, and
onlythey can pushtheroll. Read more about stealthand
ambushes on page xx.

You can also use REcon when traveling, to spot an-
other party on the trail before they spot you. See chap-
teré6.

SURVIVAL (INT)

In TwiuGHT: 2000, civilization has collapsed. To survive,
you need to know how to find food and shelter in the
wild. You can roll survivaL in a number of different situ-
ations when you are traveling. Read more in chapter 6.

TECH (INT)

Weapons and other gear are key to survival in TwiLiGHT:
2000. Usethe TecH skill torepair gearand scavenge parts.
You can even use the skill to craft new items if you have
accesstoaworkshop.Read more about thisinchapters.

COMMAND (EMP)

Any group of survivors in the world of TwiicHT: 2000,
soldiers or not, needs a good leader to inspire them. You
can use your commAND skill to help a person whoiis inca-
pacitated by stress get back on their feet (page xx). Your
COMMAND score can also affect your unit morale (page
xx), and the skill can be used in base building and in
large-scale battles.

MEDICAL AID (EMP)

The world of TwiLiGHT: 2000 is a dangerous place. There
isasignificantrisk that you and your friends will be in-
jured, sooner or later. This is when the mepicaL AID skill
comes in handy. It can be used to help a friend who is
incapacitated by damage (page xx) get back on their
feet, and to save the life of a fallen comrade who has
suffered a critical injury. Read more about critical inju-
ries on page xx.

PERSUASION (EMP)

Life in the aftermath of World War Il is dangerous, but
you can often reach your goals without violence, using
charm, threats, or reason. Use pErsuasion to make others
seethings yourway.Your chances can be affected by your
bargaining position and military rank. Read more about
social conflict in chapter 4.

REQUIRED SPECIALTIES?

In the core rules, specialties are never
required to use a particular skill or per-
form a particular action. This is to give
the maximum amount of agency to players
and avoid blockers. However, should your
group feel that this stretches your sus-
pension of disbelief too far, as an op-
tional rule the Referee can impose spe-
cialty requirements as they see fit — for
example, they might require the Tanker
specialty to drive a main battle tank or
Launcher Crew to fire a missile launcher.

SPECIALTIES

While attributes and skills give you the broad strokes of your compe-
tency, specialties represent your specific areas of expertise in a wide
range of narrow fields. Specialties typically give you a +1 modifier in
certainsituations orwhen using particular gear. Some specialties have
unique uses.

Specialties are categorized by the skill they are most commonly
used with. Note however that you don’t need a skill level to learn the
specialty — you can have the Brawler specialty without having a skill
level in cLose comBaT, for example.

I was never good with math. Never had to be until we found a mortar.
Top showed me how to use it, work the trajectory and such but, to be
honest, | was never good at it. Kasia, though, she’s born to this stuff. She
can land a round right where we need it every time... at least in practice.
Not that we have many shells to practice with. Iwonder what she might
have been if the war hadn’t come? | figure I'd have wound up doing my
tour with the Army then going back home, working as a contractor with
my brother. He’s dead, | heard. Anyway, his unit was wiped out. Kasia,
though? She could have really been someone. She’s too smart for any of
this shit... and too young.

CLOSE COMBAT SPECIALTIES

s BRAWLER: Gives you a +1 modifier to cLose comBaT rolls in unarmed
close combat.

#  MELEE: Gives you a +1 modifier to cLose comeaT rolls for all hand-
to-hand combat weapons, such as knives, bayonets, and clubs.

# KILLER: You can kill an incapacitated person outright without
suffering any negative effects (page xx).

#  MARTIALARTIST: Your close combat attacks have a crit threshold
of 2 instead of 3.

HEAVY WEAPONS SPECIALTIES
% MACHINEGUNNER: Gives a +1 modifier to HEAVY WEAPONS rolls for
firing light, medium, and heavy machineguns.
% LAUNCHER CREW: Gives a +1 modifier to HEAVY WEAPONS rolls for
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%

firing grenade launchers and missile launchers.
REDLEG: Gives a+1 modifier to HEAVY WEAPONS rolls
when firingartillery, including mortars, cannons
and tank guns.

STAMINA SPECIALTIES

%

%

CONSTRUCTION: Gives you a +1 modifierto stTamiNA
rolls made for base building (page xx).

LOAD CARRIER: You can carry two additional
encumbrance units (page xx) in your combat
gear and four more in your backpack.

NBC: Gives a+1 modifiertostaminafor all sickness
rolls (page xx), even those triggered by radiation
orchemical agents. Also lets you identify nuclear,
biological, and chemical weapon effects to per-
sonnel and equipment.

RANGER: Gives you a +1 modifier to sTamiNArolls
made for marching (page xx), resisting hypother-
mia (page xx), and other hardships.

SERE TRAINING: Gives you a +1 modifier to sTamiNA
rolls made toresist interrogation, Psy Ops, bluff-
ing, and torture effects.

DRIVING SPECIALTIES

*

*

BIKER: Gives a +1 modifier to privING all
motorcycles and bicycles, on or off-road.
BOATMAN: Gives a +1 modifier to DRIVING

rolls for piloting boats, including sail and
rowed boats.

PILOT: Gives a +1 modifier to prRIVING rolls for
flying fixed- and rotary-wing aircraft.

RACER: Gives a +1 modifiertopriving all wheeled
vehicles except motorcycles.

TANKER: Gives a +1 modifier to brivinG all tracked
vehicles.

MOBILITY SPECIALTIES

DIVER: Gives a+1 bonus tomosiLity rolls

when swimming, both across the

surface and under it. Includes

use of SCUBA gear.

MOUNTAINEER: Gives a +1

bonustomosiity rolls for rap-

pelling, ascender-climbing,

and knot-tying.

PARATROOPER: Gives a +1 bonus

to mosiLity rolls for skydiving, for

emergencies and landingontarget.

RIDER: Gives a +1 bonus to mosiLiTy rolls for
riding at high speeds and performing mounted
maneuvers (page xx). Also negates the negative
modifier for shooting from horseback.
RUNNER: Gives a +1 bonus to mosiLiy rolls for
running (page xx).

RANGED COMBAT SPECIALTIES
*

ARCHER: Gives a +1 modifier to RANGED cOMBAT rolls for bows
and crossbows.

PITCHER: Gives a +1 modifier to RANGED comBAT rolls for thrown
weapons, including knives and grenades.

RELOADER: Gives a +1 modifier to RANGED cOMBAT rolls made to
reload your firearm (page xx).

RIFLEMAN: Gives a +1 modifier to RANGED comBAT rolls for firing
assault rifles, submachineguns, and shotguns.

SIDEARMS: Gives a +1 modifier to RANGED coMBAT rolls for firing
pistols.

SNIPER: Gives a +1 modifier to RANGED comsaT rolls for firing sniper
rifles and hunting rifles.

RECON



RECON SPECIALTIES

*

FORWARD OBSERVER: Your REcON skill level counts as one step
higher when directing indirect fire (page xx).

HISTORIAN: Roll ReEcon when you arrive at a new location. If you
succeed, the Referee must tell you something significant that
has happened here in the past (if anything ever did).
INFILTRATOR: Gives you a +1 modifier to Recon rolls when trying
to remain undetected.

INTELLIGENCE: Roll REcon when you spot enemy troops, vehicles,
andweapons. Ifyou succeed, the Referee must tell you their stats.
INVESTIGATOR: Roll Recon when you spend a stretch or more
investigating the scene of a crime or a battle. If you succeed,
the Referee must give you some usefulinformation about what
has happened and when.

SCOUT: Gives you a +1 modifier to reconrrolls for spotting others
and avoiding ambushes (page xx).

SURVIVAL SPECIALTIES

b o

COOK: Gives you one additional ration of food when you or
someone else in your group successfully forage, hunt or fish
(page xx).

FARMER: Gives a +1 modifierto survivaLrolls forfarming (page xx).
FISHER: Gives a +1 modifierto survivaLrolls for fishing (page xx).
FORAGER: Gives a +1 modifier to survivaL rolls for foraging to
find food (page xx).

NAVIGATOR: Gives a +1 modifier when using survivaL rolls for
navigation (page xx).

HUNTER: Gives a +1 modifier to survivaL rolls for hunting to
obtain food (page xx).

QUARTERMASTER: Gives you a +1 modifier to survivaL rolls for
making camp (page xx).

SCROUNGER: Gives a +1 modifier to survivaL rolls for scrounging
(page xx) or searching for empty shell casings (page xx).

TECH SPECIALTIES

*

BLACKSMITH: Gives a +1 modifier to TecH rolls for metalworking,
forging, casting, molding, and smelting (page xx).

CHEMIST: Gives a +1 modifier to TecH rolls for producing gunpow-
der (page xx) and distilling grain alcohol for fuel (page xx). Also
lets you identify chemical substances correctly.

COMBAT ENGINEER: Gives a +1 modifier to TecH rolls for placing
and disarming mines and explosive devices (page xx), and to
RECON rolls to avoid mines (page xx).

COMMUNICATIONS: Gives a +1 modifier to TecH rolls for main-
taining contact on radios, using Morse code, setting up and
configuring antennae, and using encryption equipment.
COMPUTERS: Gives a +1 modifier to TecH rolls for using or tam-
pering with computers and ancillary devices.

ELECTRICIAN: Gives a +1 modifier to TecH rolls for wiring, soldering,
disabling, and repairing electrical devices.

GUNSMITH: Gives a +1 modifier to TecH rolls for repairing firearms
and reloading ammunition (page xx).

IMPROVISED MUNITIONS: Gives a +1 modifier to TecH rolls for
making zip-guns, IEDs, and reloading empty shell casings.

LOCKSMITH: Gives a +1 modifier to TecH rolls for
picking locks, cracking safes, and disarming
alarms.

MECHANIC: Gives a +1 modifier to TecH rolls for
repairing engines, vehicles, generators, and
pumps.

SCIENTIST: Roll TEcH when you come across a phe-
nomenon of any sort that requires knowledge of
physics, biology, geology, or any other natural
science. If you succeed, the Referee must give
you some useful information about it.

COMMAND SPECIALTIES

*

FRONTLINE LEADER: Gives a +1 bonus to commAND
rolls for helping someone who is incapacitated
by stress (page xx). Does not affect unit morale.
LOGISTICIAN: Gives a +1 bonus to coMMAND rolls
for base building (page xx).

TACTICIAN: Roll commANnD whenyou spot anenemy
force. If you succeed, the Referee must tell you
something useful about their current organiza-
tion and objectives.

MEDICAL AID SPECIALTIES

*

COMBATMEDIC: Gives a +1 modifier to MEDICALAID
rolls for helping an incapacitated character get
back up (page xx). No effect on treating critical
injuries.

COUNSELOR: Gives a +1 modifier to MebicaLAID rolls
for counselinga person suffering from long-term
mental trauma (page xx).

FIELD SURGEON: Gives a +1 modifier to MEDICALAID
rolls for treating critical injuries.

GENERAL PRACTITIONER: Gives a +1 modifier to
MmepicaLAID rolls for treating disease, poison, and
NBC.

VETERINARIAN: Gives a +1 modifier to MEDICALAID
rolls for working on animals.

PERSUASION SPECIALTIES

*

LINGUIST: You know another language of your
choice (page xx), well enough to be taken as
native on a successful PErsuAsioN roll.
MUSICIAN: Gives a +1 bonus to PERsuAsIONrolls in
situations where singing or playing aninstrument
is helpful. The Referee has final say.
INTERROGATOR: Gives a +1 bonus to PERSUASION
rolls forextracting information froma prisoner.
PSY OPS: Gives a +1 bonus to PErRsuAsION rolls for
changing someone’s mind about a particular
issue.

TEACHER: Gives a +1 bonus to PERsUASION rolls for
teaching someone a specialty (page xx).
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' COMBAT & DAMAGE

=

" 1’d been shaking for the entire hour, but | didn’t shake while

the guns were going off. | think | shot someone, but Ronson
said it was him. He said it to make me feel better. | think

- shot somebody. There isn’t anything to describe this. | know my
adrenal medul la released a ton of chemicals into my brain, and my
fight or flight response kicked in. Medical books would tell me
norepinephrine wars with adrenaline to calm me, but all | really
know is that there are a bunch of dead people over there and
can’t stop shaking and | killed one of them. | took classes at
a college at night during high school. We never saw any bodies
in those classes. Two-For sat down beside me and took my shaking
hands and said, “You did good.” None of this is good, is it? Diaz
has a ying-yang painted on his helmet. Adrenaline-noradrenaline.
Black and white. | don’t want to close my eyes tonight.
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THEWORLD OF TwiLiGHT: 2000 is a violent place. When someone gets in your
way, you sometimes have no choice but totake them down. And when
someone comes gunning for you, you need to be able to defend your-
self. But combat can take a heavy toll on your character and could
even kill you. Sometimes, retreat is the wiser option. Before entering
a conflict, always ask yourself: Is it worth it?

BATTLE MAPS

When combat erupts, a map of the battlefield is useful. Battle maps
have hexagonal grids, to regulate positions, movement and shoot-
ing range. One hexagon is 10 meters across. Positions inside a hex
are not regulated by the rules (except for when passing barriers,
see page Xx).

Anumber of general and modular full-color battle maps, that can
be used in a variety of locations, are included in this boxed set. The
modular battle maps can be combined in a multitude of different
ways by the Referee, to quickly create unique battlefields.

The boxed setalso contains afew larger specificbattle maps for the
scenario locations described in the Referee’s Manual. Finally,on the Free
League website you'll find blank hexagonal maps that you can print
and then use to quickly sketch up the terrain for random encounters.

TOKENS

Tokens are used to represent the fighters taking part in the combat. This
boxed set contains a large number of tokens to represent individual
fighters, vehicles, and a variety of combat effects such as cover, smoke,
fire,and suppression. Tokens for individuals show the person standing
ononesideand proneontheother. For vehicle tokens, you need to keep
track of facing (page xx).

MANAGING NPCS

As a general rule, NPCs follow the same rules as PCs during
combat unless otherwise stated. However, in orderto reduce
bookkeeping forthe Referee and avoid slowing combat down,
anumber of simplified rules for NPCs are included in this chap-
ter. These are all marked in boxes (xx) such as this one. The
Referee is never obliged to use the simplified rules — for key
NPCs, it’s often worthwhile to use the full rules, just like for PCs.

PLAYING WITHOUT MAPS

Although using battle maps is recom-
mended, you can choose not to use them for
certain fights and let them play out only
in the “theater of the mind.” In partic-
ular, this is a good solution in close
quarters fights between a small number of
fighters in the same hex, such as a bar
brawl. It can also be useful for exchanges
at very long range (500 meters or more).

MAPS WITHOUT HEXES

I'f you prefer using maps without
hexes, measuring distances in
meters and marking exact posi-
tions of fighters and vehicles,
that works too. |t will require
a little more work on the part
of the Referee, however. Sim-
ply multiply the distance in
hexes by 10 to get meters. Any
distance of 5 meters or less

is considered in the same hex
for the purposes of the rules,
5 15 meters is one hex distant,
15 25 meters is two hexes, etc.

ROUNDS & INITIATIVE

Combat is played out in rounds, each roughly 5-10 sec-
onds long. When a combat begins, the first step is to
determinewho hasthe initiative. Do this before anyone
rolls dice for an action.

DRAWING INITIATIVE

Grabtheteninitiative cardsincluded inthis boxed set. If
you don't have access to the custom card deck, any nor-
mal deck of cards works fine if you simply remove the
face cards and substitute the aces for ones.

Each player taking part in the conflict, either volun-
tarily orinvoluntarily, draws a card and the Referee draws
one card for each NPC (or group). This is called drawing
initiative. The number onthe card determines the order
in which you act in the conflict.

Participants actin orderfrom lowest to highest num-
ber, beginning with card #1, until everyone has taken
their turn. Place your initiative card by your character
sheet, so everyone can see in which order you all act.
The Referee puts theirinitiative card(s) in front of them.

When all the participants in the combat have acted
once, the round is over, and a new round begins. The
round order remains the same throughout the whole
conflict — drawing initiative is only done once, at the
start of the first round.

SURPRISE

If you initiate combat with an attack that the Referee
deems fully surprising, you automatically get the #1 ini-
tiative card in the first round. All other combatants —in-
cluding others on your side — draw initiative normally.
Also see Ambushes (page xx).



HIDDEN INITIATIVE

As an alternative rule, to
create more uncertainty and

a stronger “fog of war” expe-
rience, you can keep initia-
tive cards secret. The Ref-
eree then calls out initia-
tive numbers, starting at #1,
and each fighter shows their
card and performs their ac-
tions once their number comes
up. In this rules variant, the
initiative must be drawn again
at the start of each round.

EXCHANGING INITIATIVE

During a fight, you can exchange your initiative card —
and thus your initiative — with another willing player
character or NPC, whose turn has not yet come up in
the current round. This must be declared on your turn,
before you perform any action.Youand the other player
character must be able to speak to each other (even if
only by radio) to exchange initiatives.

Reactive actions (such as blocking and overwatch
fire) are not affected by exchanging initiative — your
spent actions still count as spent, even if you get a new
initiative number.

HIDDEN INITIATIVE: If you use the alternative rule for hid-
deninitiative (see the boxed text on page xx), the other
character is not allowed to say what initiative number
they have before you make the switch —you’ll simply
have to wait and find out after you get the card (which
remains hidden until your turn).

YOUR TURN

The pointintheinitiative order at whichyou actis called
your turn.The phrase “your next turn” means the next
upcoming pointintheinitiative orderat which you nor-
mally act, whether that happens to be in the current
round or the next round (if your turn in the current
round has already passed). The phrase “your previous
turn” means your latest previous point in the initia-
tive order, whether it was in the current round or the
previous round.

Ronson, Diaz and Kasia come across an old farm, still
smoldering after what seems to have been an artil-

lery attack. While the others check the yard outside, Kasia makes
herway into the main farmhouse to look for supplies. Suddenly, she
comes across a marauder. Both are equally surprised. They draw ini-
tiative — Kasia gets a 3 and the Referee draws a 7 for the marauder.
Kasia goes first.

NPCINITIATIVE

Fora group of NPCs withidentical stats, suchas asquad of enemy
soldiers, the Referee can draw one initiative card for the group
instead of one per individual. All the NPCs in that group act at
the same point in the round order. In what order they act indi-
vidually within the group is up to the Referee. Large groups of
NPCs cansplitinto several smaller groups, if the Referee prefers.

SLOW & FAST ACTIONS

On your turn, you can perform one slow action and one fast action, or
two fast actions. See the lists of typical slow and fast actions on page
xx. All of these actions are explained in detail later in this chapter.

FREEACTIONS: Droppingtothe ground or shouting afew words are called
free actions —they don’t count toward your two actions for the round,
but you can only do them on your own turn (unless forced to go prone
by a failed coolness under fire roll).

DESCRIBE YOUR ACTIONS

When it’s your turn to act, simply state which actions you wish to per-
form and roll dice if needed to see if you are successful. Some actions,
like blocking and overwatch fire, will give your opponent the opportu-
nity to perform a reactive action, which breaks the turn order.

HELPING OTHERS

If you wish to help another player character or NPC perform an action,
it costs you one action of the same kind (slow or fast). You must state
you are trying to help someone before any dice are rolled. Helping oth-
ersalsooccursoutofturn,i.e.it breakstheinitiative orderinthe round.
You can read more about helping in chapter 3.

MARK YOUR ACTIONS

Because helping and reactive actions oc-
cur out of turn, it can be hard to keep
track of how many actions the combatants
have performed. A tip is to keep track of
this by turning the initiative card 90 de-
grees for every performed action. Turn
it to the left for a fast action and to
the right for a slow action, and all the
way around 180 degrees once both actions
in the turn are used up. All actions are
refreshed at the start of each round.
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Get item from backpack Backpack Mobility

Persuade The opponent can hear you Manipulation

Melee attack Melee weapon Close Combat

Break free You are grappled Close Combat

Sniperaim Sniperrifle

Throw weapon Thrown weapon Ranged Combat

First aid Victim incapacitated by damage Medical Aid

Enter/exit vehicle Vehicle -
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Drop backpack Backpack

Run No enemy in same hex Mobility

Move through door - -

Draw Weapon - -

Disarm Target holds an item Close Combat

Retreat Enemy in same hex Mobility

Ready bow Bow -

Getonabike Motorcycle or bicycle -

Startengine Vehicle -

Use item Varies Varies



FREE ACTIONS

ACTION PREREQUISITE SKILL
Drop to the ground You're standing up -
Shout a few words = =

“ NPC GROUP ACTIONS
A group of similar NPCs in the same hex can
often perform the same action, such as mov-
ing together, seeking cover together, etc. For
NPC group attacks, see Close Combat (page
xx) and Ranged Combat (page xx).

TERRAIN & VISIBILITY

Abattlemapisdivided into hexagons, or hexes for short.
The hex is the main unit of distance in combat. A hex is
10 metersacross. If the combat s played withouta map,
it's the Referee’s job to determine the distances between
the fighters involved.

HEX FEATURES

Each hexhasaterraintypethat affects visibility, ranged
attacks,and movement.The terrain typestable on page
xx summarizes these effects. The dominating terrainin
ahexon a battlemap applies to the entire hex.

VISIBILITY: The maximumvisibility range in 10-meter hexes.
For more details on line of sight, see page xx.

RANGED ATTACKS: The modifier to all ranged attacks
against targets in a hex with this terrain, unless the
shooter is in the same hex. This modifier does not apply
to area attacks made with artillery (page xx).

MOVEMENT: The modifier to moBILITY or DRIVING rolls made to move addi-
tional hexes during a movement action (page xx and page xx, respec-
tively). Some terrain types have special effects:

# Swampsandshallow water make runninga slow action. Crawling
is not possible. Vehicle movement is impossible, except for
amphibious vehicles (these move as in a field).

# Ahexofblockingterrainisfilled with terraintallerthanahuman,
fully blocking visibility and movement. Blocking terrain can be
large rocks, buildings, etc.

COVER: Indicates whether itis possible to seek solid cover (page xx) in a
hexofthisterraintype, and if yes, the typical armorrating of such cover.
“Full” means that the hex blocks line of sight completely.

INFILTRATION: The modifier to rRecon rolls made to stay hidden or set up
anambushinahexofthis terrain type. Note that the modifieris applied
to the individual trying to stay hidden (not the spotter).

COVER

When the bullets start flying, you’ll want to seek cover asap. In a hex
with a terrain type that can provide cover (page xx), you can spend a
fast action to seek solid cover. Your cover will only be effective in one
direction, covering a 180-degree arc—i.e. three sides of the hex you
currently occupy.Toindicate this, place a cover marker next to the token
for your character, in the direction of cover.

SAME HEX: Your cover has no effect against ranged attacks from anenemy
occupyingthe samehexasyou, unless you’re on opposite sides of a barrier
crossing the hex (below). Read more about ranged combat on page xx.

TERRAIN TYPES

TERRAIN PAVEMENT FIELD SHRUBLAND DEBRIS FOREST FOLIAGE SWAMP SHALLOW BLOCKING
WATER

VISIBILITY oo co oo oo 3 1 (-5} oo 0
RANGED - - -1 -1 -1 -2 - - n/a
ATTACKS
MOVEMENT = = =il =7 =il =3 Special  Special =
COVER No No No Yes(3)  Yes(2) Yes (2) No No Full
INFILTRATION - -1 - +1 +1 +2 +1 _ _
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NOHEXES? If you are playing without a map, oronamap
without hexes, the Referee hasthe final word on whether
your cover is effective or not.

ELEVATION

Elevated terrain is marked by contour lines or a brighter
coloronthe battle maps. Elevated terrain can blockline
of sightand moving from lower to higher ground reduces
movement speed (page xx). In addition, ranged attacks
from an elevated position gain a +1 modifier.

BARRIERS

Barriers are another important terrain feature. The term encom-
passes any linear solid obstacle and includes indoor and outdoor
walls, as well as sandbags and coils of barbed wire. Barriers can be
tall, blocking visibility completely, or low, blocking visibility only
to prone fighters. A barrier can also provide cover against attacks
from the other side of it. See the table on page xx.

DIVIDED HEXES: Barriers often cut through hexes. In a hex divided by
a barrier, you need to define which side of the barrier you are on and
place your token accordingly. You cannot strike an enemy on the other
side of a barrier in close combat even if you are in the same hex. This
goes even for a low barrier.

CROSSING BARRIERS: As a general rule, a low barrier can be jumped
over with a moBiLITY roll (fast action). Note that this action does not
move you out of the hex, unless the barrier happens to follow the
hex border exactly. Climbing over a tall barrier also requires a mo-
BILITY roll, but it’s a slow action. Some tall barriers can’t be crossed
(such as an indoor wall).

BARBED WIRE is a type of barrier that does not block visibility, but
crossing it requires a mosiLITY roll. Regardless of whether or not the
roll is successful, crossing barbed wire inflicts 1 point of damage.
Military grade concertina wire obstacles give a—2 modifier to cross-
ing, and a failed roll results in an automaticcritical injury tothe legs.

DOORWAYS: A wall with a door or open doorway still counts as a barrier.
Moving through an unlocked door or doorway to the other side of the
barrieris afastaction. Alocked door must either be opened by picking the
lock (TecH roll, takes one stretch) or by breaking it down. A typical wooden
doorcantake 5 points of damage before it falls apart. More sturdy doors
require more force, and usually have an Armor Rating as well.

TYPICAL BARRIERS

BARRIER HEIGHT ARMOR RATING
Concrete Wall Tall 3

Brick Wall Low 2

House Wall Tall 2

Indoor Wall Tall 1

Sandbags Low 4 or more
Barbed Wire Low -

SMOKE

Dense smoke can be created by smoke grenades (see page xx) or nat-
ural fires. Use the smoke markers to mark dense smoke on the map. A
single hex filled by smoke blocks visibility completely, both out of and
into the hex. Smoke from a smoke grenade will dissipate over time.
Roll a D6 at the start of each round for each smoke marker on the bat-
tle map —on aresult of 1 or 2, remove it. Thermal optics (page xx) can
see through smoke.



WEATHER & DARKNESS

Adverse weather conditions (page xx), dim light and darkness can re-
ducevisibility. The table on page xxindicates the maximum visibility in
hexes. If several factors apply, and in terrain with limited visibility, use
the lowest applicable visibility limit. Weather and darkness also give
you negative modifiers to RANGED cOMBAT and RECON (when scouting).
These modifiers are cumulative.

LIGHT SOURCES: Visibility limits for darkness do not apply if the target
emitsanylight (includingallit cigarette). Discharging a firearm will cause
youto lose any cover provided by being in darkness until your next turn.

NIGHT VISION: Night vision goggles negate the effects of darkness up
toacertain distance (page xx). Thermal optics are even more effective,
fully negating the effects of smoke, rain, and fog.

SEARCHLIGHTS: A powerful searchlight will light up an area of the bat-
tlefield and remove the effects of darkness. A typical searchlight has
a range of 10 hexes, but only in a specific direction (see the diagram
below). All targets within the illuminated area can be seen at any dis-
tance (barring terrain and weather).

SEARCHLIGHT AREA OF EFFECT

FLARES: Illumination rounds fired by grenade launchers
and mortars canalso light up the battlefield. All targets
withintheilluminated area can be seen atany distance
(barring terrain and weather). Read more on page xx.

WEATHER & DARKNESS

CIRCUMSTANCE  VISIBILITY ~ RANGED COMBAT
(INHEXES)  AND RECON

Heavy rain 20 -1

Dense fog 10 =l

Dusk 20 -1

Moonlight 15 =2

Starlight 10 -2

Cloudy Night 5 -2
LINE OF SIGHT

Tobe able to see and fire at something, you need line of
sight to it. Draw a line between the center dot of your
hexandthe centerdot of the target hex. If the line passes
through any of the below, your line of sight is blocked.
% Atall barrier
% Ahexwith blocking terrain
J Ahex at a higher elevation than both you and
your enemy
% Ahexfilled by dense smoke (even your own hex
or the target hex)
# Three hexes of forest or one hex of foilage (not
counting your hex nor the target hex)
% Anumberofhexesinexcess of thevisibility limit
due to darkness or weather

If none oftheabove apply,you haveline of sight toyourtarget.

NO HEXES? If you are playing without a battle map, ora
map without hexes, the Referee has final say on whether
you have line of sight or not.

FOOT MOVEMENT

In a single (fast) action, you can run two hexes without
rolling dice. To move further, you need to make a mosiLiTy
roll, modified by the terrain of the hexyou’rein. For each
4 you roll, you can move an additional hex. If you fail
theroll,you move nofurther. If you roll a mishap, you fall.

STANCE: In order to run, you must be standing up. Going
froma prone position tostanding upisafast action. Drop-
ping to the ground is a free action, but it can only be done
onyourownturn.Useyourcharactertokentoindicateyour
stance —one side shows you standing, the other prone.
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CRAWLING: If you are prone, you can’t run. Instead, you must crawl.
Crawling works exactly like running, butit’s a slow action. That means
you can’t crawl twice in the same round. Difficult terrain and carrying
a backpack affect crawling just like running.

TERRAIN: In certain terrain, you get a negative modifier to your mosiLity
roll (page xx) for extra movement.

BACKPACK: Remember that carrying a backpack gives you a—2 modifier
to all moBILITY rolls. It might be a good idea to drop your backpack be-
fore going into combat.

ELEVATION: Movinginto a hex of higher terrain (page xx) counts as mov-
ing two hexes instead of one. You cannot move half a hex, so any un-
used movement is forfeited.

CLOSE COMBAT: If you have an active and aware enemy inthe same hex, you
can’tsimply move away from them. Instead, you must retreat (page xx).

VEHICLES: Movement for vehicles is handled differently. Read more on
page XX.

“ NPC MOVEMENT
A group of similar NPCs in the same hex can move together,
making a single mosiLiTy roll for extra movement.

AMBUSH

The keytowinninga conflict is often attacking when your enemy least
expectsit. Whenyou stalk someonetoattack them unawares, it’s called
anambush.First, make an opposed rReconroll against your target, mod-
ified by any relevant terrain (modifying your roll) and darkness (modi-
fying the spotter’s roll). You also get a modifier to your roll depending
on how close you want to get (see the table on page xx). If you want to
ambush in close combat, you need to move into the same hex as your
target. If you fail, your opponent spots you at your starting distance —
draw initiative.

EFFECT: If you succeed, you automatically get the #1 initiative card in
the firstround of combat. An ambush inthe same hex as the target (no
matter if it’s in close or ranged combat) gets a +3 modifier. Also, your
target cannot block an ambush attack.

GROUP AMBUSHES: Ambushes can be carried out by a group and against
a group of targets. This follows the usual rules for sneaking —the per-
son with the lowest rRecon skill level rolls for the attackers, while the
target with highest recon skill level rolls for the targets. If you succeed,
you get all of the top initiative cards, equal to the number of fighters
onyourside—i.e. if there are four attackers, you get cards #1 to #4. You
can distribute these as you see fit. The target(s) draw initiative from
amongst the remaining cards.

WAYLAYING: If you lie in wait for an enemy to attack them as they pass,
roll REcon to set up the ambush. This is a slow action. If you spend a

stretch (5—10 minutes) or more to set up, you get a +2
modifier. If you spend a shift or more, you get+3.Youcan
pushthe roll as normal. Record the number of €@you roll.

When the enemy comes within visual range, they
must make a passive and unmodified recon roll (not
pushed)to spot you. This still counts as an opposed roll,
meaning you need to have more € than the enemy to
remain hidden.

If you fail your initial roll to set up the ambush, you
must find another spot to place your ambush (another
hex), or the enemy will automatically spot you when
they come within visual range.

VEHICLES: You can never ambush someone in a moving
vehicle.You can, however, use a stationary vehicle when
waylaying enemies (above), ifyou spend at least a stretch
setting it up.

AMBUSHING
RANGE RECON MODIFIER
Same hex -2
1 hex =il
2-5 hexes 0
6—20 hexes +1
21+ hexes +2

SOCIAL CONFLICT

Sometimes, you can make things go your way without
resorting toviolence. Instead, you trick or convince your
opponents without drawing your weapon. This might
even be possible in the midst of combat, if the Referee
judges it plausible. For non-violent conflicts, use the per-
suasioN skill.

What you ask of your opponent or what you want
them to do must be within reason —no NPC will agree
to do anything or act completely against their own in-
terests, no matter how good your roll is.

RESOLUTION
When you tryto convince, bluff,or charm someone, make
an opposed roll for PERsUASION against your opponent. It
only counts as a (slow) action for you, the active party.
If you successfully PERSUADE your opponent, they must
either do what you want or immediately escalate the
conflict and attack you with physical violence.
Evenifyouropponent choosestodowhatyouwant,
they can still demand something in return. The Referee
decides whatthatis, butitshould be reasonable enough
foryoutobeableto meetthedemands.Itis uptoyouto
accept the agreement or not.



NEGOTIATING POSITION

Your chances of manipulating someone successfully
are affected by your negotiating position. Each of the
following factors modifies your roll by +1 (or more, at
the Referee’s discretion):

e
e

* ook A % A

b o

You have more people on your side.

What you ask for doesn’t cost your opponent
anything.

Your opponent has suffered damage or stress.
Your opponent is sick (page xx).

Your opponent is held captive by you.

You have helped your opponent previously.
You present your case very well (determined by
the Referee).

You outrankyouropponent (only appliesifyou’re
both military of the same nationality).

Each of the following factors modifies your roll by —1.

*
e
e

b o

Your opponent has more people on their side.
You ask for something valuable or dangerous.
Your opponent has nothing to gain by helping
you.

You are held captive by your opponent.

You are having trouble understanding each other.
You are notinthesame hex (morethan 5 meters
apart).

ouropponentoutranks you (only applies if you're
both military of the same nationality).

PERSUADING A GROUP

When you want to PERSUADE a whole group, you
usually addressthe group’s leader or spokes-
person.Rememberthatyourrollis mod-

ified by—1if youropponent has more

people on their side. If you
reachanagreementwith

theleader,therest of the

group usually follows. If there is no given leader, each opponent acts
individually.

BEING PERSUADED

NPCs and other PCs can PERsUADE you. If their roll succeeds, you must
attack or offer a deal of some kind. Then it is up to the Referee (or the
other player) to decide whether your adversary accepts or not.

INTERROGATION

Whenyou interrogate a prisonerto gain information, roll against their
STAMINA instead of their PERsUASION. You get a +1 modifier for your oppo-
nent being held captive.

Kasia, wanting to avoid a violent confrontation with the marauder,
uses her slow action to try to persuade the marauder in the farm-
house to back off. Having EMP B and PErsuasioN C, she rolls a D10 and
a D8 against just a D6 for the marauder who has EMP D and no skill
level. She rolls two successes against his none —the marauder must
now either back off or attack. The Referee decides that he attacks.

CLOSE COMBAT

When you attackin close combat, use the cLose comsar skill. Close com-
bat happens in the same hex as your target. There can be no barrier
between you and your target. If there is, you must first cross
the barrier. Cover has no effect against close com-

bat attacks.

DAMAGE: If your roll succeeds, you
hityouradversaryand inflict your
weapon’s base damage ratingon
them. Each extra € rolled will
increase the damage by one step.
Roll for a random hit location
(page xx) and apply the effects

of armor (page xx).
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CRITICALINJURY: If the damage doneis equal to or higher
thanthe critthreshold of your weapon, after mitigation
by armor or cover, you inflict a critical injury on the tar-

get (page xx).

MISHAP: If you sufferamishap (page xx) in close combat,
it typically means you drop or break your weapon. If you
fight unarmed, a mishap meansyou strike a solid object
and inflict 1 point of damage on yourself.

STANCE

To be able to attack an opponent in close combat, you
need to be standing. Getting up is a fast action. The ex-
ceptionisthe shove attack (page xx), which can be done
even if you are prone, but with a —2 modifier. If you are
standing and attack a prone target, you get a +2 modi-
fier. If you attack a defenseless or unaware target, you
geta+3 modifier. Thisis not furtherincreased if the tar-
getis prone.

AIMED BLOWS

If you want your strike to hit a specific part of your tar-
get’s body —the head, the torso, the legs or the arms —
you need to make an aimed blow. Aimed blows suffer
a—2 modifier.

BLOCKING
When an enemy attacks you in close combat, you can
block his attack to avoid being hit. This is a fast action.
You must declare that you are attempting to block the
attack before the attacker rolls for their strike. Every €
you roll eliminates one € from the attacker’s roll. Ex-
cess € have no effect.

Blocking is technically not an opposed roll, so you
can push it, declaring that you wish to do so after the
attacker has declared (and performed) any push.

REACTIVE ACTION: Blockingis a reactive action that breaks
the turn order. However, it does count against your two
availableactionsinthe round (one slow and one fast). For
every blockyou perform, you get oneless actionwhenit
is your turn, and once you have used both your actions
during the round for blocks, you can no longer block fur-
ther attacks. All actions are refreshed at the beginning
of each new round. You can never save unused actions
from one round to the next.

BLOCKING UNARMED: To effectively block an armed melee
attack, you need to wield a weapon too. Even a firearm
or some other sturdy object works. If you are unarmed,
you can still block an armed melee attack, but you will
not eliminate any € rolled by the attacker — the only
effect is that any critical hits will hit your arms instead
of arandom body part.

DIVING BLOW

If you, in a single round, first run into the same hex as an enemy and
then strike them with an unarmed blow, you get a +2 modifier to the
attack.Thisis called a diving blow. If the attack hits, you inflict damage
normally,and bothyou and the target fall prone. If the attack fails, only
you fall to the ground. Diving blows can be blocked.

SHOVE

As a fast action, you can try to shove or trip an enemy to the ground.
Roll for cLose comeaT. If your opponent has higher STR than you, two €
are required to succeed, otherwise one is enough. If you are success-
ful, your opponent falls to the ground. The shove action itself causes
no damage, and any additional € have no effect. Your opponent can
block the attack (see above). You tripan opponentinthe same hexeven
if you are prone, but you get a—2 modifier to the attack.

DISARM

As a fast action, you can try to wrestle a weapon or other object from
youropponent’s hands. Roll for cLose comar. Dislodging an item held in
one hand requires one @, while two@are required if it’s held in two
hands. If you succeed, your opponent drops the item, which lands on
the groundinthe same hex.Thedisarmactionitself causes nodamage,
and any excess € have no effect. Your enemy can block your attempt
todisarm them.

GRAPPLING

As a slow action, you can attempt to grapple your opponent. Roll for
cLose comBAT. No weapon can be used. The grapple can be blocked. If the
attack succeeds, both of you fall to the ground. The opponent drops any
weapon they were holding and cannot move. The only action they can
performistotrytobreak free—whichisa slow action and requiresthem
winning an opposed cLose comBAT roll against you. While you are grap-
pling, the only action you can perform is a grapple attack. This works
asanormal unarmed attack butisafastactionand cannot be blocked.

RETREAT

Ifyou have an active enemyinthe same hexasyouandthereis nobarrier
(page xx) between you, you must make a moBiLITY roll to move out of the
hex. If you fail, you still move but your enemy gets an immediate, free
close combat attack against you. The free attack occurs out of turn order
anditdoesn’'t counttoward theiractionsintheround.You cannot blockit.

“ NPC MELEE ATTACKS
A group of enemy NPCs in your hex can attack you togetherin
‘ close combat. Only one of themrolls forthe attack and the others
help, each giving a +1 modifier (up toamaximum bonus of +3).

The marauder, being in the same hex as Kasia, swings his rifle butt at
her. With STR Band cLose comeaT C, he rolls a D10 and a D8. Kasia has still
not used her fast action in the round, so she decides to block the strike
with the club she carries. She has D in both STR and cLOSE COMBAT, so she
rolls two D6s. The marauder rolls one @, Kasia none. She decides to
push, and re-rolls—now she gets a3 and successfully blocks the strike.



RANGED COMBAT

To attack someone from a distance, roll for RANGED coMBAT. You need to
have line of sight to your target (except for indirect fire, page xx). You
also need a ranged weapon, even if it’s simply something to throw.
Chapter 5 describes a variety of firearms and other ranged weapons.
Firing a weapon is a slow action.

DAMAGE: If your attack succeeds, you hit your target and inflict your
weapon’s base damage rating on them. Each extra € rolled will in-
crease the damage by 1. Roll for a random hit location (page xx) and
apply the effects of armor (page xx).

CRITICAL INJURY: If the damage inflicted is equal to or higher than the
critthreshold of your weapon, after mitigation by armorand cover, you
alsoinflict a critical injury on the target (page xx).

AMMUNITION

Firearms store ammunition inamagazine oranammo belt. How much
ammo your weapon can hold is indicated by its Mag rating. A weapon
canonly beloaded withammo of the correct caliber, asindicated in the
Ammo column in the firearm listings.

AMMO DICE: Firearms give you ammo dice to add to your skill roll. Six
suchtancolored D6s are included in this boxed set.You canadd as many
ammodice toyourattack as you like,froma minimum of one up tothe
rate of fire (RoF) rating of your weapon.

Rolling a 6 on anammodie is a success just like with a D6 base die,
but successes on ammo dice do not contribute to hitting your target.
Instead, successes on ammo dice have these specific effects:

% Ifyourattackhits (checkingonly the base dice), each success on
your ammo dice means an additional hit — either on the same
target or on a secondary target in the same hex. You cannot
choose a secondary target that would have been harder to hit
directly than the primary target (e.g. you can’t choose a prone
secondary target if the primary target was standing up). The
additional hits inflict base damage only, notincreased by extra
@ rolled (but see the NPC rules on page xx). Roll hit location
(page xx) and apply the effects of armor separately for each hit.

# Ifyourattack misses, rollingone or more successes onyourammo
dice means that the target can still be suppressed (page xx).

The six (6) side of the engraved ammo dice is marked with the // sym-
bol instead of @, to indicate the different effect from successes on
ammo dice.

If you push a skill roll (see page xx), you must reroll all ammo dice
not showing a1 as well.

AMMO SPENT: After your roll (and any reroll), you need to sum up the D6
digits on all of yourammodice. This sumis the totalamount of ammu-
nition spent on the attack.

If the ammo spent on the attack is more than what you have
leftin the magazine, your magazine is completely emptied and you
must remove ammo dice from your attack to bring the ammo spent
down to what you had left in the magazine or less. You can decide
which dice to remove. If all ammo dice are removed (because even

thelowestammodie shows a number higherthanthe
number of bullets left inthe magazine), the attack still
happens, and the magazine is emptied.

RELOADING: Once your magazine is depleted, you need
to reload your weapon. Roll for RANGED comBAT — if you
succeed, reloading is a fast action. If you fail, it’s a slow
action. You may attempt to reload even if you only have
afastaction leftin the round, but if you fail the roll, the
action is forfeit. The roll itself is not an action.

TRACKING AMMO: You must always keep careful track of
how much ammoyou have inyour magazine or belt,and
how many magazines or ammo belts you carry.

% Mark down ammo spent in the current maga-
zine or belt, using tally marks or digits, on the
character sheet, in the indicated space for your
weapon. Whenyoureload, erase the tally marks
and startover.

% Note how many full magazines and ammo
belts you have in your inventory. A magazine
weighs % of an encumbrance unit (page xx),
whileanammo beltis one full unit. When you
reload, erase the spent magazine or belt from
your inventory.

If you run out of ammo, you need to buy, steal or manu-
facture more (see chapter 5).

HEAVY WEAPONS such as RPGs, grenade launchers, mor-
tars and howitzers don’t use ammo dice. Instead, each
attack consumes one round of ammao.

BOWSANDTHROWN weapons also don’t give youammo
dice. Each time you shoot a bow, one arrow or thrown
weapon is used.You can retrieve them from the target
(requires a slow action and a mebicaL A roll, failure
inflicts 1 point of damage on the victim), or from the
ground in the target hex if you missed (fast action),
and use them again.

Bows don’t need reloading, but before you fire a
bow, you need to prepare the weapon by nocking an
arrow. This is a fast action for bows and a slow action
for crossbows. After you have prepared a bow (not a
crossbow), you can’t perform any action other than to
aim and shoot — if you do, you’ll need to prepare the
weapon again. Thrown weapons don’t need to be pre-
pared before an attack.

“ NPCRANGED ATTACKS
A group of similarly armed NPCs in the same
hex can perform aranged attack together. Only
one of themrolls forthe attack and the others
just add their ammo dice to the roll.
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C‘Sﬁﬁﬁ MISHAPS & RELIABILITY
Ammo dice also have a Y& symbol on the one (1) side.
These count toward your risk of a mishap (page xx), so
the more ammo dice you use, the higher the chance of
a mishap. You suffer a mishap if two or more dice show
a1, no matter if they are base dice orammo dice.

Ifyou lack askill level for the weaponyou use, rolling
justasingle 1,onanydie, will triggera mishap. Note that
this means firing guns without any skill level in RANGED
comAT runs a highrisk of triggering a mishap, especially
if the weapon has a high rate of fire.




RELIABILITY: All firearms listed in chapter 5 have a re-
liability rating from A to D, indicating how liable the
weaponistojam orevenbreak. Ais the bestratingand
D is the worst, just like for attributes and skills. When
you roll a mishap as part of an attack with a firearm,
two things happen:

7 The reliability rating of your weapon is reduced
onestep. Ifitdrops below D, the weapon breaks
after the current attack and must be repaired
before it can be used again.

# Roll two base dice corresponding to the (now
reduced) reliability rating of your weapon. If this
roll fails, your weapon jams after the current
attack. Clearing a jammed weapon is a slow
action and requires a TecH roll. If the TeEcH roll
fails, your weapon breaks.

REPAIRS: A broken weapon needs to be repaired (page xx)
before it can be used again, at reliability D. Restoring a
reduced reliability rating one step also requires a shift
of repairs, but no spare part is needed. The reliability of
a weapon cannot go above its maximum rating as per
the weapon lists.

BOWS & THROWN WEAPONS: Bows and thrown weapons
don’t have reliability ratings. Instead, the Referee decides
the effect of a mishap —the weapon might break or hit
an unintended target.

NPC MISHAPS & AMMO

ForNPCs, the Referee doesn’t need totrackammo
orweapon reliability. Instead, a mishap roll (two
or more dice showing a 1), indicates that the
weapon is empty and needs to be reloaded. In
a group attack by NPCs, all of them need to re-
load if they roll a mishap.

AIMING

Before you fire, you need to spend afastactiontoaim
at your target. If you don’t, your attack counts as a
quick shot and suffers a—2 penalty. If you do anything
else except shoot your weapon after you have aimed,
you lose the effect of the aim and you need to spend
anotherfast actiontoaimagain. You can fire repeat-
edly at the same target without breaking your aim.

TELESCOPIC SIGHTS: If your weapon has a telescopic sight,
you can aim as a slow action (instead of a fast action)
and get a +2 bonus to your roll. You need a stable plat-
formtofire from (such as coverora bipod, orthe ground
if your prone) and only oneammo die can be used inthe
attack. Note that this means you cannotaim andfirein
the same round.

RANGE
Theranged weapons table indicates the sHorT range of each weapon,
in hexes. Up to twice the short range is called mebium range. Up to
twice Mebium range (i.e. four times sHORT range) is LONG range, and up
to twice LoNG range (eight times SHORT range) is EXTREME range, which
isthemaximumrange at whichit’s possible to hit a target effectively.

# Firing at MEDIUM range gives you a —1 modifier.

# Firing at LONG range gives you a—2 modifier.

# Firing at EXTREME range gives you a —3 modifier.

FIRING IN CLOSE COMBAT: If an enemy has attacked you in close combat
sinceyour lastturnand remains active (notincapacitated) in the same
hexasyou, allranged combat attacks you make get a—3 modifier until
this opponent’s next turn.

DEFENSELESS TARGETS: If your target is in the same hex and immobile or
unaware of you, you gain a +3 bonus to your attack.

SHOTGUNS: For shotguns, range gives no negative modifier to hit. In-
stead, the base damage is reduced by 1 at mebium range, by 2 at LONG
range, and by 3 at exTREME range. Note that the base damage at EXTREME
range for most shotguns will be zero, meaning you'll need two € to
inflict 1 point of damage. Even a hit that inflicts no damage can cause
suppression.

STANCE

Firing at a prone target gives you a —2 modifier — unless the target is
in the same hex, in which case being prone provides no protection.
Remember, dropping to the ground requires no action but can only be
done on your own turn. Standing up is a fast action.

COVER

You can, as a fast action, take cover in a hex with the appropriate ter-
rain type (page xx) or next to a barrier (page xx). Remember, cover only
works in a specified direction, i.e. not against attacks from the side or
behind. See the diagram on page xx.

Cover does not modify the hit chance, but gives you an armor rat-
ing for body parts behind the cover —torso and legs if you want to be
able tofire yourself, as you’ll need to expose your arms and head. Read
more about hit locations and armor on page xx.

CALLED SHOTS

If you want your attack to hit a specific part of your target’s body —the
head, thetorso,alegoranarm—youneedtomakea called shot. Called
shots suffer a—2 modifier.

MOVING TARGET
If your target has moved since your previous turn, your shot gets a—2
modifier.

TARGET SIZE

Firing at a large target, such as a vehicle, gives you a +2 modifier to the
attack. Firing at a small object, such as a porthole, suitcase, or hand-
held weapon, gives a—2 modifier.
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ELEVATION
When firing from a hex at a higher elevation than the target (page xx),
you gain a +1 modifier.

TERRAIN, WEATHER & DARKNESS
The terrain of the target hex can give you a —1 or even a —2 modifier
(page xx), unless the target is in the same hex as you.

Heavy rain, fog, and strong winds can give you a negative modifier
to ranged attacks. The modifier is typically —1 but can be higher at the
Referee’s discretion.

Atduskorinadimly lit room, you suffer a—1 modifier to your shot.
At night or in a dark room with only a little light, you suffer a—2 modi-
fier. You cannot hit a target in total darkness. Night vision goggles and
thermal optics (page xx) can negate the effects of darkness.

MACHINE GUNS
Allmachine gunsare fired using the HEAvy weapons skill. There are three
types, as indicated in the weapon lists.

LIGHT (LMG): Normally fired from a bipod. Can be fired when carried,
but with a—2 modifier.

GENERAL PURPOSE (GPMG): Normally fired from a bipod, tripod or vehicle
mount. Can be fired when carried, with a—3 modifier.

HEAVY (HMG): Can only be fired from a tripod or a vehicle mount.

ONE-HANDED SHOOTING

You can fire a pistol with one hand without penalty. Submachine
guns can be fired one-handed, but you get a —2 modifier to your
roll. Rifles and assault rifles can be fired one-handed, but only at
SHORT range and with a —3 modifier. Machine guns can never be
fired one-handed.

SUPPRESSION

If you are hit by enemy fire, or if one or more ammo dice (page xx) in
afailed attack against you show o/, you mustimmediately make a
coolness under fire roll. Roll one base die for your current CUF score.
If you have line of sight to any non-incapacitated friendly fighter,
also roll a base die for the current unit morale score of your unit.
The CUF roll does not count as an action. As it’s not a skill roll, you
cannot push a CUF roll if you fail.

Only firearms, heavy weapons and explosions can trigger sup-
pression — not attacks with bows and thrown weapons.

If your CUF roll fails, you are suppressed. This means that you
immediately drop prone, suffer 1 point of stress, and cannot per-
form any reactive actions until your next turn. To indicate that
you are suppressed, place a supPRESSED marker on your token on
the battle map.

RECOVERY: Onyour next turn, roll CUF again to recover from suppression.
If the roll fails again, you lose both actions on this turn. If you succeed,
you can perform a slow action, but you lose your fast action. In either
case, you are no longer suppressed —remove the marker.

RANGED FIRE MODIFICATIONS

FACTOR MODIFIER
Quick shot (no aim) -2
Fastaim =
Telescopic sight (slow) +2
Called shot -2
Defenseless tar- +3
getin same hex

In close combat =3
Shortrange -
Medium range =il
Longrange -2
Extremerange -3
Target prone (not -2
in same hex)

Moving target =2
Firing from mov- -2
ing vehicle

Large target +2
Small target -2
Elevated position +1
Target hex terrain -1/-2
Dim light =il
Darkness -2
Heavy rain or wind =il

PANIC SPREADS: If you fail a CUF roll and get suppressed,
all friendly fighters in the same hex as you must also
immediately make CUF rolls to avoid suppression too.

VEHICLES: A target fully inside a vehicle cannot be sup-
pressed, but they can be forced to bail out (page xx).

SUPPRESSION AND NPCS

The Referee can apply the effects of a CUF roll
foran NPCto all NPCs with similar statsinthe
same hex, placing a supPresseD marker on top of
thestacktoindicate this. The Referee canalso
rule that a civilian or less experienced fighter
automatically fails all CUF rolls, applying the
effect to all similar NPCS in the same hex.

EXAMPLE

Outside the farmhouse, Ronson and Diaz have com-
pany. Six more marauders come walking up the road
carrying AK-47s, about 100 meters away. Ronson and



Diaz roll recon to hide but fail the opposed roll —the
marauders have spotted them!The Referee splits the
marauders into two groups, one hex apart. One ini-
tiative card is drawn for each and they get a4 and a
9.Ronsondraws a 2 and Diaz a 5. Ronson goes first!

Having his M249 ready, he drops prone (free ac-
tion), aims (fast action) and opens fire (slow action)
at one of the marauder groups. He decides to use
the full rate of fire of the SAW and grabs six ammo
dice. The marauders are at MEDIUM range, but this—1
modifier is offset by his Machinegunner specialty.
With AGL B and RANGED comBAT C, he rolls a D10 and
a D8 base dice, but gets unlucky and rolls no €/

One of the ammo dice shows € however, so the
enemy group would still be suppressed (the Referee
uses the simplified rules for NPCs), but Ronson de-
cides to push the roll. One ammo die shows a / so
Ronson’s player must leave that die on the table,
re-rolling the rest of the ammo dice and both base
dice. Now he gets two € on his base dice, and one
on hisammo dice — he hits two enemies! All three in
the group are suppressed, dropping prone (as they are
minor NPCs, the Referee makes no CUF rolls for them).

Ronson’s ammo dice (when re-rolled) show 6, 5,
5,3,1,1—meaning he spent 21 rounds of ammo on
the attack. Unfortunately for Ronson, as two of his
ammo dice came up 4/, he must make a reliability
roll. The SAW has reliability B. Ronson rolls two D10s
and succeeds. The SAW doesn’t jam, but its reliability
drops to C. He'd better do some serious gun service
after the battle — if he survives.

OVERWATCH

As a fast action, you can assume an overwatch po-
sition in a specified direction, as long as you have
a ranged weapon and no enemies in your hex. Just
like cover, overwatch must be directed at a specific
field of fire, covering three sides of your hex as per
the diagram on page xx. To indicate this, place an
OVERWATCH marker underneath your token.

Between now and your next turn, you can fire your
weapon once against a target in the chosen direction.
You can fire whenever you want in the round, breaking
theinitiative order.Your shotis resolved before all other
actions, even if they are already declared.

Forexample,ifanenemyinyourfield of firedeclares
thatthey want to fire a weapon, you can shoot first. The
enemy is not allowed to change their attack after your
overwatch attack.

Firing when in overwatch position counts as a nor-
mal, aimed, ranged attack (a slow action). Therefore,
you must save your slow action in the round to be able
to make an overwatch attack. You can only make one
overwatch attack per round.

If both you and an enemy assume overwatch posi-

tions against each other, and both choose to fire against each other,
an opposed RANGED cOMBAT roll determines which attack goes first. This
roll does not count as an action for either of you.

LOSING OVERWATCH: You keep your overwatch position as long as you
do nothing but shoot in the chosen direction. If you perform any other
action, the overwatch position is lost. It is also immediately lost if any
of the following occurs:

# You are attacked in close combat.

% You suffer damage.

# You are suppressed.

FRIENDLY FIRE

You can fire at a target even if your line of fire crosses a hex where one
or more friendly fighters are located, but these friendlies must all im-
mediately make CUF rolls to avoid being suppressed. Also, if your shot
misses, roll a D6 base die—on a * a random friendly is hit instead,
suffering base weapon damage.

EXPLOSIONS

The strength of an explosion is measured in its blast power, typically
ranging from A to D (just like a skill level), where A is the most power-
ful explosion. The blast power has its full value in the hex where the
detonation takes place and is reduced one step (toward D) for each hex
away from the detonation point. If the blast power is reduced below D,
the explosion has no effect.

EFFECTIVE BLAST POWER FOR AN EXPLOSION OF BLAST POWER A

D
D D
D C D
D C C D
C B C
D B B D
C A C
D B B D
C B C
D C C D
D C D
D D
D
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BLAST DAMAGE

When an explosive detonates, roll two base dice of the
type corresponding to the modified blast power once
for each person within range of the explosion. See the
table on page xx, which alsoindicates the base damage
rating, crit rating, and armor modifier of the explosion.
The roll cannot be pushed.

If one or more € is rolled, the target is hit by the
blast. The damage done is increased by 1 for each ad-
ditional € rolled beyond the first. Roll the hit location
normally. In addition to damage, any person hit by the
blast is knocked prone and must make an immediate
coolness under fire roll (page xx).

PRONE: If the target is prone, the blast power is reduced
one step.

COVER: Light cover (page xx) has no effect against
explosions. Solid cover provides protection against
shielded hit locations, just like for a ranged attack
(page xx) — unless the explosion occurs in the same
hex as the target, in which case even solid cover has
no effect.

EXPLOSIONS

BLASTPOWER  DICE DAMAGE CRIT ARMOR

A 2xD12 4 3 +1
B 2xD10 3 3 +1
C 2xD8 2 3 +1
D 2xD6 1 2 +1

EXPLOSIONS & NPCS

by an explosion. Instead, roll once for all NPCs at the same

‘ The Referee doesn’t need to roll separately for each NPC hit

distance from the blast and apply the result to all of them.

A hand grenade (blast power C) explodes in the same hex as Diaz. Two
D8sare rolled, and both come up €. The blast inflicts 3 points of dam-
age (base damage 2 plus the extra @). The shrapnel hits Diaz’s torso,
and fortunately she’s wearing a flak jacket. Due to the explosion armor
modifier of +1 the flak jacket’s armor rating counts as 2, reducing the
damage to 1. Diaz is also thrown to the ground and needs to make a
CUF roll. Without the flak jacket, Diaz would have suffered 3 points
of damage and taken a critical injury to her torso.

LANDMINES
Anumber oftypes of landmines are described in chapter 5. Placing land-

minesinahexmanually requires a stretch of workand a TecH roll.
Success turns the hexinto a minefield—place a miNE token on it
toindicate this. Failure meansthe mines arestill placed, but en-
emies geta+2 modifier toreconto spot them (below). Multiple
attempts can be made. A mishap will detonate the mine, so

be careful. Sometypes of mines can be scattered by artillery.

Several mine models are listed in chapter 5. They fall
into three main categories: anti-personnel, anti-tank,
and directional.

ANTI-PERSONNEL MINES: These come in
many forms, but the most basic type,
called blast mines, detonate when
stepped upon. At least one blast mine is
placed in each hex. Their primary purpose
is to blow the victim’s foot or leg off, dis-
ablingthevictimratherthankillingthem.
Detecting a field of blast mines re-
quires a successful Reconroll (passive).
If you move unawares into a minefield,
the Referee rolls a D6 for every hexyou
traverse. If the roll is equal to or less
than the number of mines in the hex,
your trigger a mine.



To move through a detected minefield without set-
ting off a mine, you must walk very slowly (one hex per
action instead of two, and no additional movement is
possible). You also need to make another recon roll (no
action) foreach hex you move into. If you fail, roll for det-
onation as perabove. If several people move togetherin
aline, onlytheleader needstorolltodetect mines—the
others can follow in their footsteps.

If you trigger a blast mine, you suffer direct dam-
age your legs equal to the unmodified damage rating
of the mine. The mine also triggers an explosion in the
hex, which can cause further damage toyou and others.

ANTI-TANK MINES: These are larger and more powerful
than anti-personnel mines and require more pressure
to be detonated, and thus cannot be triggered by a
person, only vehicles. Only one is typically placed in
each hex.

Spotting anti-tank mines is easier than blast mines
(+2 modifier) but this is canceled by a—2 modifier if the
RECON rollis made from a vehicle. Driving unawares into
a mined hex will automatically trigger the mine. Driv-
ing through a detected minefield without setting off
the mine requires very slow driving (one hex per round)
and a successful brRIVING roll for each hex.

When an anti-tank mineistriggered, the vehicle suf-
fersdirect damage equal tothe unmodified damage rat-
ing of the mine. Use the reararmor rating of the vehicle.
The mine also triggers an explosion in the hex.

DIRECTIONAL MINES are placed individually, not in mine-
fields, and they are detonated remotely, usually by a trip-
wire. Directional mines do not inflictany direct damage,
only blast damage, and only in an arc in front of the
device (typically about 60 degrees). However, the blast
power is only decreased one step for every three hexes
from the point of detonation instead of every hex—see
the diagram on page xx.

CLEARING MINES is dangerous work. Clearing a hex of mines
requires at least a stretch of work and a TecH roll. Failure
will detonate a mine. You will need at least a knife or a
stick. More advanced gear can give you positive modifiers.

IEDS

Improvised explosive devices can be very effective weap-
ons. Setting up and arming an IED requires explosives
(page xx), spare parts, a shift of work, and a successful
TEcH roll. You can set up the IED to be triggered by a trip-
wire or pressure plate, effectively turning the IED into a
mine (this requires one general spare part) or by anelec-
tronic remote control or timer (requiring one electronic
and one general spare part). Amishap will detonate the
device, so be careful. The blast power of an IED depends
on the amount and type of explosives used.

EFFECTIVE BLAST POWER FOR A DIRECTIONAL MINE OF BLAST POWER B

D
D D
D D D
D D
D D D
D D
D C D
C C
C
C C
C
C C
B
B
B

SHRAPNEL: Fitting your IED with shrapnel will increase the blast power
by one step, up to A, but requires an additional general spare part and
gives you a—1 modifier to setting the charge.

SHAPED CHARGES have a direct damage increased by one step, an armor
modifier of zero, and a crit rating of 1 for the target directly hit, but their
blast powerforothertargetsinthehexisreduced onestep.Settingashaped
chargeisdifficult (-2 modifier) and requires one additional general spare part.

HEAVY WEAPONS

Heavy weapons is the collective term for rocket launchers, grenade
launchers, anti-tank missiles, large caliber guns, mortars, and howit-
zers. Hand grenades are also included in this category, but they follow
special rules (see the sidebar on page xx).

ATTRIBUTE USE: The HEAVY WEAPONS skill is used for firing all heavy weap-
ons,including throwing hand grenades. However, when firing mounted
weapons, you must use AGL instead of STR, and when firing artillery
(mortars and howitzers), use INT.

TARGETING: Heavy weapons are generally used against large targets
such as vehicles or an entire hex on the battle map. You get no bo-
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HAND GRENADES

Hand grenades follow the same

rules as other heavy weap-

ons, with these exceptions:

v
v

v

They can only be used at SHORT range.

You need to pull the pin before throw-
ing the grenade. This is a fast action.
You don’t need to spend an action to
aim a grenade throw and you don’t

get a penalty for not doing so.

If a hand grenade lands in your hex, you
get to roll MmoBILTY (not an action) to
drop prone before the detonation. You
can even choose dive onto the grenade
to save your friends — you will auto-
matically be incapacitated and suffer

a severe critical injury to your torso
(roll two D10 on the crit list and apply
the higher result), but no one else in
the hex suffers damage from the blast.

nus for firing at large targets. Instead, you suffera—2
penalty if you fire a heavy weapon at an individual.
Aiming a heavy weapon is a fast action and firing it
is a slow action, just like for small arms. However, a
heavy weapon must be aimed before it can be fired
(quick shots are not possible).

RELOADING: Heavy weapons do not use ammo dice (ex-
cept forrare exceptions). Generally, heavy weapons must
be reloaded after each shot fired. This is a slow action,
and noroll is allowed to reload faster. Reloading can be
done by another person (aloader) oran autoloader (if the
weapon is equipped with one, see chapter 5), allowing
the weapon to be fired every round.

HEAVY WEAPONS FIRE

FACTOR MODIFIER
ShortRange -
Medium Range =il

Long Range -2
Extreme Range -3
FiringatanIndividual -2
Moving Target =7

Dim Light -1
Darkness -2

Artillery Corrections +1 per correction
(upto+3)
Indirect Fire Limited by

spotter’s RECON

DEVIATION

Heavy weapons with an explosive effect can be aimed
at a hex on the battle map instead of a specific target.
When targeting a hex, any extra €} on the attack roll
have no effect.

Ifan attack with an explosive effect fails—no matter
ifitwas aimed ata hexor a specifictarget —roll two D6s
to see where the round lands. The first D6 determines
thedirection of deviation (see the table on page xx). The
second D6 determines how far from the target hex that
the round lands, in hexes. The deviation cannot exceed
half of the distance to the target (rounding up).

CORRECTIONS: If an attack from a mortar or howitzer
misses its target hex, the firer can correct his fire for a
subsequent shot. Correcting counts as aiming (a fast
action) but can only be done toward the same target
hex as the previous shot. Each correction gives a +1 to
the next attack againstthe same hex, uptoamaximum
bonus of +3.



DEVIATION

ROLL  DIRECTION

1 North
2 North East
3 South East
4 South
5 South West
6 North West
DEVIATION
1
© r 1 e
5 ' 4 l > 3
4
INDIRECT FIRE

Grenade launchers, mortars and howitzers are capa-
ble of indirect fire — launching shells in an upward arc
to hit targets not visible from the firing position. To hit
atarget with indirect fire, you need a forward observer
who does have line of sight to the target and is able to
communicate with you.

Directing indirect fire requires a slow action and a
RecoN roll. It needs to be done before the weaponis fired
(this can be a good opportunity to exchange initiatives,
see page xx). If the spotter’s roll fails, the indirect fire
cannot hit.The gunner canstill fire, but the shot will au-
tomatically deviate. If the spotter succeeds, the gunner
resolves the attack normally. Extra €} on the spotter’s
roll have no effect.

The spotter can call in corrections (above). This is a
slow action (as opposed to a fast action when the gun-
ner does it) and requires no dice roll.

EFFECTS
Hits from heavy weapons often have a dual effect: direct
damage and explosive damage (page xx).

EXPLOSION: The blast power of the explosive effect is in-
dicated in the weapon lists in chapter 5. The effects of
theexplosion arerolled separately (page xx) and are not
affected by your attack roll.

TYPES OF AMMO

Most heavy weapons can be loaded

with different types of ammuni-

tion with differing effects.

v HE: High Explosive rounds typically
have a weak armor penetration ca-
pacity, and primarily cause dam-
age through their explosive effect.

v/ HEAT: High Explosive Anti-Tank
rounds have a powerful direct dam-
age and an explosive effect.

v/ AP: Armor piercing rounds, includ-
ing APDS (Armor Piercing Discarding
Sabot) and APFSDS (Armor Piercing Fin
Stabilized Discarding Sabot), are de-
signed to penetrate armor and typi-
cally only have a direct damage.

v WP: White phosphorus rounds burn with
intense heat. WP rounds have no direct
damage effect, and instead of explosion
damage, WP rounds inflict fire damage
(page xx) of an intensity equal to the
blast power. Extinguishing a WP fire is
very difficult (=3 to MOBILTY rolls).

v/ CHEM: Chemical rounds spread deadly
nerve agents or blistering agents over
the target area. They inflict no di-
rect damage or explosive effect. Read
more about chemical warfare on page xx.

v ILLUM: Illumination rounds remove all
effects of darkness (page xx) within
a radius from the target hex equal to
the die size of the blast power, e.g.
10 hexes for blast power B. Roll a
D6 base die at the beginning of each
round — on a i‘, the flare goes out.

DIRECT DAMAGE: The direct damage from a heavy weapon is resolved
just like small arms fire. The damage inflicted on the target equals the
base damage of the weapon plus 1 for each € rolled beyond the first,
minus the target’s armor rating (modified by the armor modifier).

If hittingan individual person,aheavyweapon caninflict criticalinjuries
just like small arms. Note that some heavy weapons have a crit threshold
lowerthantheirbasedamagerating—a hitwith suchaweapon willautomat-
ically inflict a critical injury unless the target is protected by armor or cover.

DAMAGE

Lifeinthe aftermath of World War il is dangerous. You don’t know where
your journey ends, but you'll for sure suffer all sorts of harm along the
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way. Harm to your character can comeintwo forms: dam-
age andstress. Both are recorded using the check boxes
on your character sheet. We’'ll deal with damage first.

SUFFERING DAMAGE
You can suffer damage in many ways. These are the two
most common:

% By pushingaskill roll (page xx). If you push a skill
roll using STR or AGL and still fail the roll, you
suffer 1 point of damage. Armor and cover have
no effect against such damage.

#* From attacks. Whenever you attack someone
in combat, you inflict damage equal to the base
damage of the weapon plus one for every addi-
tional € you roll. The same goes for damage
from explosions, fire, etc.

HIT LOCATION

When you hit a human target — be it with a ranged
attack, in close combat or even an explosion — roll
the special D6 white hit location die, included in this
boxed set, to determine the hit location. A normal
D6 works too, use the table on page xx. If you fired a
called shot or struck an aimed blow, you can choose
the hit location freely.

AMMO DICE: Note that additional hits from ammo dice
(page xx) will each hit a random hit location. Roll sep-
arately for each hit and apply the effects of armor, etc.

HIT LOCATION

Dé HIT LOCATION

1 Legs

2—4  Torso
Arm

Head

BODY ARMOR

If you're wearing body armor that covers the body location hit, the ar-
mor might stop the attack from doing serious harm, or at least reduce
the amount of damage done. A few common types of body armor are
included in chapter 5 (page xx).

EFFECTS: First, modify the armor rating by the armor modifier of the
weapon. Then, reduce the damage inflicted by the modified armor
rating. If yourarmor reduces the damage to zero or less, the hit is fully
deflected. You still need to make a coolness under fire roll, however.

Wearing multiple layers of armor is not useful —only the most effec-
tive armor counts. Armor can be combined with cover, however —add
the two armor ratings.

ARMOR DEGRADES: If a piece of armor or cover is penetrated by an at-
tack, itsarmor rating is decreased one step. If the armor rating reaches
zero, the armor or cover no longer provides any protection. Armor can
be repaired with a TecH roll and a shift of work—each @ rolled restores
one point of armor rating, up to the original score.



COVER

Cover provides an armor rating to hit locations behind
cover. The table on page xx describes some typical bar-
riers and their armor ratings. The armor rating of your
cover is added to any armor rating from body armor. To
be able to shoot a firearm across a barrier, you need to
expose your head and your arms.

INCAPACITATED BY DAMAGE

When you have suffered damage equal to or in excess
of your hit capacity, you become incapacitated. You're
knocked senseless or collapse from exhaustion, and
you canonly crawl and mumble through the pain. You
can’t perform any other actions and you can’t roll for
any skills.

KILLING BLOW

A personwhois incapacitated by damage is defense-
less. If it’s a human being and you want to kill them
outright, you must fail an EMP roll (roll one base die
only). Iftheroll succeeds, you simply cannot force your-
self to commit the deed. Even if the roll fails and you
do kill the victim, you suffer 1 point of stress —killing
in cold blood is not easy. If you have the Killer specialty
(page xx) you can kill defenseless enemies without
these negative effects.

RECOVERY

The fastest way to recover from being incapacitated by
damage is for someone else in the same hex as you to
treat you by successfully rolling for mebicaLAID. This is a
slow action.

If successful, youimmediately heal a number of dam-
age points equal to the number Of@ rolled. Further mep-
icALAID rolls have no effect, and the same person cannot
try again unless more advanced medical gear is applied,
or until the next time you are incapacitated by damage.

If noone helps you within a shift, you recover anyway
and heal 1 point of damage.

FURTHER RECOVERY

Once back on your feet, you will heal 1 point of remain-
ing damage for each full shift spent resting or sleeping
(page xx).This assumes that you are not starving, dehy-
drated, or hypothermic (page xx). You can heal damage
and stress at the same time.

INFECTED WOUNDS

When you suffer 1 point or more of damage, you risk
infection. Unless you are treated with a mebicaLAID roll
within a shift after taking damage, you need to make
a sickness roll (page xx) to resist falling ill from the
wound becoming infected. Antibiotics give a +3 mod-
ifier totheroll. You can treat yourself, as long as you're
not incapacitated.

DAMAGE & NPCS
To speed the game up and minimize bookkeeping, the Referee
doesn’t need to track damage points on minor NPCs at all.
Instead, all hits on such NPCs trigger automatic suppression
of the target and all similar NPCs in the same hex (page xx),
and all critical hits are instantly incapacitating (page xx).
There is no need to roll for hit location on minor NPCs un-
less they are wearing body armor or are behind solid cover.
If you use these simplified rules, there is a further change
—if several similar minor NPCs in the same hex are hit by the
same ranged attack due to // on ammo dice (page xx) and
the primary target suffers a critical hit, all secondary targets
will suffer crits as well, i.e. be incapacitated.

INCAPACITATED NPCS

NPCs can beincapacitated in the same ways as PCs. An NPC can
administer first aid to a PC and vice versa. However, dice are
usually not rolled when an NPC aids another NPC —instead,
the Referee decides what happens. The Referee can also decide
thataminor NPCwhois incapacitated by damage simply dies.

Amarauder hits Ronson with an AK-47 attack, rolling a single-€. The
Referee rolls the hit location die and it comes up arms. As the AK-47 has
a base damage of 3 and Ronson has no armor on his arms, he suffers
3 points of damage. As Ronson has hit capacity 6 but has suffered 3
points of damage before, the hit is just enough to incapacitate him —
he falls to the ground, moaning.

On herturn, Kasia runs up to Ronson (fast action) and tries to get him
backon hisfeet. She rolls MepicALAID (slow action) and succeeds with two@
—Ronson recovers 2 points of damage and gets back on his feet, groaning.

CRITICAL INJURIES

Normal damage points represent fatigue, bruises, and flesh wounds —
painful,tobe sure, but not fatal. Critical injuries represent a much more
dangerous form of injury —these can maim or kill you.

When attacking an enemy, if the damage you inflict is equal to or
higherthanthe critthreshold of your weapon, after mitigation by armor
and cover, you inflict a critical injury on that enemy. The same goes, of
course, when an enemy attacks you.

The critical injury tables are found on page xx. Rolla D10 for the hit
location struck to determine the exactinjury. Someinjury descriptions
might need to be adapted to the weapon used, but it doesn’t change
the effect.

ARMS & LEGS: In addition to the listed effects, allarm crits automatically
make you drop any held items, and all leg crits make you fall down.

SEVERE INJURIES

If the damage of your attack is equal to twice the weapon’s crit threshold
or more, the critical injury is severe —this means that you roll two D10s on
thecriticalinjurytable and usethe highest result. If the damageinflicted is
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HEAD

1 Ear torn off No - RECON —1 D6

3 Nose crushed Yes Shift RECON and PERSUASION —1 2D6

5 Cracked skull Yes Shift CUF-2 2D6

7 Brain hemorrhage Yes Stretch AIIINT skills—2 3D6

9 Crushed windpipe Yes Round STAMINA and MOBILITY —2 3D6

TORSO

1 Snapped collarbone No - MOBILITY —1 D6

3 Cracked pelvis No - MOBILITY —2 3D6

5 Ruptured kidney Yes Shift 1 damage at any mosiLity roll 2D6

7 Cracked spine Yes Shift Fall down, immobile 4D6

9 Internal bleeding Yes Round Fall down, cannot run, only crawl 3D6

LEGS

1 Crushed toes No - Running becomes a slow action 2D6

3 Severed tendons No - Running is slow action, moBILITY —2 2D6

5 Crushed ankle No - Can't run, MOBILITY —2 2D6

7 Bleeding thigh Yes Shift Running is slow action, moBiLITy —2 D6

9 Arterial bleeding Yes Stretch Running becomes a slow action 2D6



ARMS
(D0 NURY  LETWAL  TMEUMT  EFFeCS  Hewmme
1 Dislocated shoulder ~ No - RANGED COMBAT —2 with two- D6
handed weapons
2 Slashed forearm No = RANGED COMBAT —2 With two- 2D6
handed weapons
3 Crushed fingers No - RANGED COMBAT —2 with two- 3D6
handed weapons
4 Dislocated elbow No — Two-handed weapons cannot be used D6
5 Broken forearm No - Two-handed weapons cannot be used  2D6
6 Crushed wrist No = Two-handed weapons cannot be used  3D6
7 Bleeding shoulder Yes Shift RANGED COMBAT —2 with two- D6
handed weapons
8 Shattered elbow Yes Shift Two-handed weapons cannot be used  3D6
9 Arterial bleeding Yes Stretch RANGED COMBAT —2 with two- 2D6
handed weapons
10 Severed arm Yes Stretch Two-handed weapons cannot be used  Permanent
MENTAL

1 Nervous tremble RANGED COMBAT and DRIVING —1

2 Anxious RECON and SURVIVAL—1

3 Sullen COMMAND and PERSUASION —1

4 Nightmares CUF roll every shift spent sleeping —if failed, the sleep doesn't count

5 Nocturnal Sleep only possible during morning and day shifts

6 Phobia 1stress each round in the same hex as the object of phobia (related to trauma)
7 Alcoholism 1 point of stress and no stress recovery each shift without drinking alcohol

8 Paranoia Effects are to be roleplayed

9 Psychosis EMP roll (attribute only) each shift, failure triggers violent rampage

10 Catatonic Immobile and non-responsive

threetimes higherthanthe critthreshold or more, youroll
three D10s and use the highest result, and so on.

DEATH
If you suffer a critical injury listed as fatal, you must make a
deathsavewhenthelisted timelimithas passed—oneround,
stretch, or shift (page xx). Ifthe time limitis round, make the
rollonyournextturn.Thedeath saveisnotanactioninitself.
A death save is a roll for sTAMINA. You may roll even
if incapacitated, but then you cannot push the roll. If
you're notincapacitated, you can push the roll normally.
If adeath savefails, you die. If you succeed, you lingeron,
but you must make another death save when thelisted
amount of time has passed again.

MOVING THE WOUNDED: If you move when suffering from a fatal critical
injury, you must make animmediate death save. [f someone else moves
you, they must make a mepicaL A roll —failure means you must make
animmediate death save.

SAVING YOUR LIFE: To save your life when you have suffered a fatal
critical injury, one or more mepicAL AID rolls must be made. Medical
equipment can give a bonus totheroll. If you are not incapacitated,
you can attempt to administer medical aid to yourself, but with a
—2 modifier.

The mepicaLAD roll takes the same amount of time to perform as the
time limit of your critical injury, i.e. one round, stretch, or shift. (If the
time limit is a round, the first aid is a slow action.) If the roll succeeds,
the time limit of your crit is increased one category, i.e. from round to

COMBAT &
DAMAGE

04



04

COMBAT &
DAMAGE

stretch or from stretch to shift. When a crit with a time limit of a shift
is successfully treated, you no longer risk dying and you don’t need to
make any further death saves. If the mebicaLAID roll fails, trying again is
allowed —after a death save has been made.

INSTANTKILL: Note that there are a small number of critical injuries that
killyou outright. If you roll any of these, your character leaves this brutal
world forever. Time to create a new character.

HEALING CRITS

Each critical injury has a specific effect that you suffer during the heal-
ing time indicated, which is measured in days. If the injury is listed as
permanent, it will never heal.

SKILL MODIFIERS: Skill roll modifications due to critical injuries apply even
if you don’t have the skill.

CARE: If someone tends to you for at least a shift during the process of
healingacritical injury (or several) and makes a mebicaLAID roll, that day
counts double. Any earlier rolls to save your life do not count towards
this—a new roll is required to reduce the healing time.

MULTIPLE CRITS

If you suffer multiple criti-
cal hits, their skill modifi-
cations are cumulative. Other
effects are not — for exam-
ple, even if you suffer mul-
tiple critical hits on your
arms, you retain the ability
to use one-handed weapons.




DAMAGE: Note that you can heal all of your damage
points, but still suffer the effects of a critical injury.

“ CRITS ON NPCS
ForNPCs, the Referee canrulethatanycritical in-
‘ juryincapacitatesthetarget, orevenkillsinstantly.
This speeds up play considerably in large battles.

Ronson s hit again with an AK-47, this time with two@
inthe legs. The AK-47 has a crit threshold of 4, so Ronson
suffers acritical hit. He rolls a D10 and gets a 9—the shot
has severed an artery and he’s bleeding badly. He’s inca-
pacitated and needs to make a death save every stretch
tosurvive.

Kasia comes to his aid. Her first MeDIcAL AID attempt
tostop the bleeding fails, despite pushing the roll—Kasia
suffers 1 point of stress and Ronson must make a death
save. Fortunately, he succeeds, and Kasia can try again.
This time, she makes it — Ronson must now only make
death saves every shift (instead of every stretch).

Kasia decides they cannot stay here—more marauders
could be coming. Despite the risks, she tries to get Ron-
son back on his feet. She succeeds with one-§, soRonson
recovers 1 point of damage and gets up. Since he moves
despite his lethal critical injury, he must make animme-
diate death save. It’s touch and go but he makes it, and
the duo moves out.

Ronson and Kasia march for a shift to get away from
the marauders’territory. Ronson must make another death
save—again he makes it, after pushing the roll. Now; Ka-
sia can spend a shift to properly treat Ronson’s wound.
She succeeds, and Ronson no longer risks dying. He will
recoverdamage points at a rate of 1 per shift but running
will remain a slow action for him for the next 2D6 days.

STRESS

Stressful experiences, such as getting shot at or witness-
ing harrowing scenes, can temporarily put you out of
action or even cause long term psychological damage.

SUFFERING STRESS
You can suffer stress in several different ways. These are
the two most common:

# By pushing a skill roll (page xx). If you push a skill
rollusing INT or EMP and still fail theroll, you suffer
1 point of stress.

W Fromstressful situations. The Referee determines
the amount of potential stress from the event,
from 1 to 3 (see the table on page xx). You then
make a roll for coolness under fire (page xx). Roll
one base die for your current CUF score and one

for the current Unit Morale score of your unit, if you have line
of sight to any friendly fighters. Each € rolled eliminates 1
point of stress. If you suffer 1 or more points of stress, you also
freeze for one round during which you cannot act. CUF rolls
cannot be pushed.

INCAPACITATED BY STRESS

When you have suffered stress equal to or in excess of your stress ca-
pacity, you are incapacitated by stress. You're paralyzed by fear or in-
decision or break down in despair. You can run for cover, but you can’t
perform any other actions or roll for any skills.

RECOVERY

Whenincapacitated by stress,another PCor NPCinthe samehexcan help

you regain your senses by making a commanb roll. This is a slow action.
If successful, youimmediately heal a number of stress points equal to

the numberof@ rolled. Further commanb rolls have no effect,and the same

person cannottryagain untilthe nexttimeyou areincapacitated by stress.
If no one helps you within a stretch, you recover anyway and heal 1

point of stress.

FURTHER RECOVERY

Once back on your feet, you will heal 1 point of remaining stress for
each full shift spent resting or sleeping. This assumes that you are not
sleep deprived or hypothermic (page xx). You can heal stress and dam-
age at the sametime.

LONG-TERM TRAUMA

Stress doesn’t inflict critical injuries like damage does, but each time
you becomeincapacitated by stress, you risk suffering long-term men-
tal trauma. Roll for EMP the next time you rest or sleep for a shift. Roll
for the attribute only. If the roll succeeds, you develop a long-term or
even permanent mental trauma of some kind — make a roll on the ta-
ble on page xx.

HEALING TRAUMA: Long-term trauma is permanent unless you get help.
Another person who spends at least one shift counseling you can roll
MEeDICALAID to heal the effect. Only one attempt can be made each week.

STRESSFUL SITUATIONS
SITUATION STRESS
Getting hit by a direct ranged attack or 1

successful suppressive fire, witnessing
your buddy (page xx) suffer damage or
another PC suffer a fatal critical injury

N

Witnessing your buddy suffer a fatal critical injury

Witnessing a massacre, being 3
subjected to torture

“ STRESS & NPCS
| The Referee doesn’t need to track stress for NPCs.
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CONDITIONS

Inthe game, you can suffer four negative conditions: starv-
ing,dehydrated, sleep deprived, and hypothermic.These
conditions can cause damage and block recovery. Mark con-
ditionsintherelevant check boxes onyour charactersheet.

STARVING

Youmusteataration of food (page xx) at least once every
day. After a full day without food, you become starving.
Starvation has several effects:

#* You cannot heal damage in any way. You can
recover stress normally.

#* Yousuffer1pointofdamage perweek.Ifyouare
incapacitated by damage while starving, you die
after another week without food.

#* As soon as you have eaten, you are no longer
starving, and you can heal damage normally.

DEHYDRATED

You must drink a ration of water (see page xx) at least
once perday. After a day without water, you become de-
hydrated. Being dehydrated has several effects:

#* You cannot heal damage in any way. You can
recover stress normally.

#* Youtake 1 point of damage every day. If you are
incapacitated by damage while dehydrated, you
die after another day without water.

% As soon as you drink, you are no longer dehy-
drated, and you can heal damage normally.

SLEEP DEPRIVED

You need to sleep for at least one shift of each day. After
one day without sleep, you become sleep deprived. Be-
ing sleep deprived has several effects:

#* You cannot heal stress. If you are incapacitated
by stress while sleep deprived, you must sleep for
atleast one shift before you can heal any stress.

# You take 1 point of stress each day. If incapaci-
tated by stress while sleep deprived, you collapse
andsleepforatleastoneshift,andareimpossible
to wake up during that time.

#* Assoon asyou havesleptforatleast a shift, you
are no longer sleep deprived, and you can heal
stress normally.

HYPOTHERMIC

When the cold is bitter and you don’t have adequate
clothes or shelter (Referee’s discretion), you must roll
forstamina at regularintervals. The colder it is, the more
frequently you need toroll. Achilly fall day requires aroll
per day —in winter, you might have to roll once every
shift or even every stretch in extreme conditions. Extra
protection, like a blanket, can give a bonus to your roll.
If you fail, you become hypothermic. Being hypothermic
has several effects:

#* Youimmediately suffer 1 point of damage and 1 point of stress.

#* Youcanevenhallucinate, causingyou toactirrationally—details
are up to the Referee to decide. Some say that when you are
close to freezing to death, you feel a strong burning sensation
that can make you tear your clothes off.

#* Youmustkeep rolling forstaminaat the sameinterval, suffering
1 point of damage and 1 point of stress each time you fail. If you
becomeincapacitated while hypothermic,youdie the nexttime
you need toroll.

#* Youcannot healdamageorstress. Only afteryou have warmed
up, if only by a campfire, are you able to heal again.

FALLING

Falling on a hard surface automatically inflicts an amount of damage
equal to the height of the fall (in meters) divided by 2, rounding all
fractions down. The crit threshold is 3. In a controlled jump, roll mo-
BILITY — each € rolled reduces the damage inflicted by 1. Body armor
gives no protection.

DROWNING

All player characters are assumed to know how to swim. Inrough seas
orifyou're stuck in water for a long time, you need to make a moBiLITY
roll to stay afloat. If you sink, or intentionally swim under water, you
need to make a mogiLity roll every round to hold your breath. If you
fail, you start to drown and suffer 1 point of damage every round un-
til someone saves you. If you are incapacitated when drowning, you
must make a death save (page xx) every round until you die or you
are saved — by being brought to the surface and a successful mebicat
Ap roll (slow action).

FIRE

A fire is measured in its intensity, ranging from A to D (just like a skill
level), where Ais the most intense. A typical fire has intensity C. When
exposed to fire, roll two base dice of the type corresponding to the in-
tensity. For every € rolled, you suffer 1 point of damage. Armor has no
effect against fire damage.

If youtake damage, you catch fire and continue to burn. Place a FIRe
token on your character token on the battle map. When burning, you
suffer another attack each round, at your turn. The intensity increases
byoneeachround, uptoamaximumofA.Assoonasafireattackinflicts
no damage, the fire goes out by itself. You, or a friend in the same hex,
can put out the fire with a successful mosiLiTy roll (slow action). Using
a blanket or similar object gives a +2 modifier.

FIRE CRITS: Fire damage has a critical injury threshold of 2. This means
that if you suffer 2 points of damage or more from fire in a single round,
you are critically injured. Don’t roll for this critical injury —instead, the
effect is always a —2 modifier to stamina and mosiLiTy. The crit is lethal,
death saves must be made each stretch,and the healingtimeis 2D6 days.



CHEMICAL WARFARE

Chemical weapons remain in the arsenals of several military forces
and they remain a deadly threat on the ravaged battlefields of
Europe. They come in two main categories: nerve agents and blis-
tering agents.

These deadly weapons are generally distributed using grenades. Use
the table on page xx to determine how far (in hexes) from the target
hex that the effect of the chemical round reaches, based on the blast
power of the weapon (chapter 5).

When a chemical round detonates, place cHEm counters to indicate
the outer boundaries of the contaminated area.

PROTECTIVE GEAR: Protective masks and suits (page xx) can offer you
some protection against chemical weapons. A mask gives you a —2
modifier to all Recon rolls and to sTamina rolls made for marching (page
xx), however.

CHEMICAL WEAPONS AREA OF EFFECT

BLAST POWER  EFFECT RADIUS (HEXES)

A 3

B 2

C 1 (adjacent hexes)
D Only target hex

CHEMICAL WEAPONS AREA OF EFFECT FOR BLAST POWER A

NERVE AGENTS

These extremely deadly toxins, developed in the middle
of the 20th century, kill very quickly and even very lim-
ited exposure can have a deadly effect. The most com-
mon variants are sarin, which is gaseous and disperses
quickly,and VX, which is liquid and can contaminate an
area for days or even weeks. For sarin attacks, roll a D6
foreach CHEM counter on the battle map at the start of
each round —on aroll of 1, remove the counter.

EXPOSURE: In a contaminated hex, you must make a
sTAMINA roll on each of your turns (before performingany
actions). If unprotected, you get a—3 modifier. Wearing a
protective mask, the rollisunmodified. Basic protective
clothinglike araincoat, gives a +1 modifier. Puttingona
mask is afastactionifit’sinyourcombat gear (page xx).
Only afull hazmat suit (page xx) will completely protect
you from the effects of a nerve agent.

EFFECTS: If you fail the stamina roll, you immediately suffer
1 point of damage and 1 point of stress, and a further
point of damage and stress on each of your subsequent
turnsevenifyouleave the contaminated area. Ifyou are
incapacitated by damage while suffering the effects of a
nerve agent, you must make a death save (page xx) every
round. The only way to save your life at this point is to
inject you with atropine (page xx). This is a fast action
(byyourself orsomeone else) and requires no MEDICALAID
roll. When injected, no further death saves are made,
and you can recover normally.

BLISTERING AGENTS

These chemical weapons come in many varieties, the
substance commonly known as mustard gas being the
mostinfamous.They are less lethal than nerve agents—
instead, their purposeistoincapacitate. Most blistering
agents can contaminate an area for a long time.

EXPOSURE: The effects of a blistering agent are not im-
mediate, sometimes appearing hours after exposure.
Make a stamina roll within a shift after exposure. Just
like for nerve agents, you get a —3 modifier if you were
unprotected when exposed. A protective mask makes
the roll unmodified, and basic protective clothing gives
a +1 modifier. A hazmat suit offers full protection.

EFFECTS: If you fail the stamiNA roll, you suffer 1 point of
damage and 1 point of stress, and you suffer a critical
injury as from fire (page xx) but with death saves every
shift (not stretch). Then, roll for stTamiNA again each sub-
sequent shift (with the same modifiers for protective
gear), suffering another point of damage and stress for
eachfailed roll. While suffering from the effects of a blis-
tering agent, you cannot recover damage or stress. As
soon as you succeed at a STAMINA roll, or when you are
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SPOTTING CONTAMINATION

Areas can remain contaminated
by VX or mustard gas for long
periods of time. If you move
into a contaminated area, the
Referee can let you rol | RE-
CON to spot signs of contam-
ination — these can include
smells, droplets, or vapors.
If you fail, you will notice
the contamination only when
its effects become apparent.

incapacitated, the effects stop, and no more staminA rolls
need to be made (but your critical injury remains and
must be treated). When rolling for mebicaL AID to treat a
critical injury from a blistering agent, certain chemicals
like household bleach give a +2 modifier.

PROTECTION AGAINST NERVE
AND BLISTER AGENTS
GEAR MODIFIER
No gas mask -3

Wearing gas mask =

Raincoat +1

Hazmat suit Automatic success

RADIATION

The fighting in northern Europe saw extensive use of
tactical nuclear weapons. Even though the fear of total
nuclear Armageddon has not yet become reality, radia-
tion is a constant threat to you as you move across the
landscape.

RADS

Radiation permeates your body and builds upinside you
overtime.Whenyou are contaminated by radiation, you
gain rad points. Mark them in the check boxes on your
character sheet.

HOTSPOTS

Sometimes, you will come across craters from nuclear
strikes and other radiation hotspots. The level of contam-
ination varies and determines the frequency at which
you gain a rad when staying in the hotspot.

s WEAKRADIATION: 1 rad per shift
% STRONG RADIATION: 1 rad per stretch
% EXTREME RADIATION: 1 rad per round

RAD ATTACK

You can also gain rads from specificevents or actions, such as consum-
ing contaminated food or drink, wading through contaminated water
or coming into contact with contaminated items. In these situations,
you gain 1 or more rads directly. This is called a rad attack.

EFFECTS

Every time you gain a rad, you must immediately roll for staminA to
resist radiation poisoning (see Diseases on page xx). The virulence of
the disease is equal to +4 minus your total rad count — see the table
on page xx.

PROTECTIVE GEAR, such as a full hazmat suit (page xx), can protect you
against radiation. It’s not always effective however and needs to be
handled correctly. Whenever you gain a rad, make a TecH roll. If you
succeed, the suit protects you against the radiation and you do not
gain arad this time.

VEHICLES: If you're riding in a vehicle, the frequency at which you suffer
rads is halved.

RADIATION SICKNESS
TOTAL RADS VIRULENCE
1 +3
2 +2
3 +1
4 —
5 -1
6 =2
7 -3
etc. etc.

DECONTAMINATION

When you have left a hotspot, 1 rad will leave your body every day. If
you wash your body in clean water, half of your rads (round fractions
up) go away immediately. You only get this effect once after being
contaminated.

PERMANENT RADS

When you are contaminated, there is a risk that the radiation will stay
inyour body forever. Every time you are about to lose one rad, roll a D6.
Ifyouroll ¥, therad stays, and becomes permanent. Mark this on your
character sheet. Permanent rads stay with you for the rest of your life,
no matter how hard you scrub yourself.



DISEASE

When exposed to a dangerous contagion or infection, DISEASES
you need to make a stamiNA roll modified by the virulence
ratingof the disease (see the list of diseases below).Roll _
after the incubation period has passed. Thisis called an Food Poisoning  +2 Oneshift  Abdominal
infection roll. If you fail the roll, you fall ill, which has pain, vomiting
two effects: Pneumonia +1 D6 Days Fever, cough,
% You suffer 1 point of damage. chest pain
* Youcantheal damage. Typhoid Fever  +1 D3Days  Fever, cough,
pain
Make anotherinfection roll once per day. Each failed roll
. Wound = OneDay  Fever
means you suffer another point of damage. If you are .
. . S . Infection
incapacitated by damage while sick, you die after an-
other day if you're not given medical aid (below) before Typhus - OneDay  Fever,
then. As soon as you succeed at an infection roll, you are headache, rash
no longer ill. Stop rolling infection rolls and heal your Dysentery - D3Days  Abdominal
damage normally. pain, diarrhea
Cholera -1 OneDay  Abdominal
MEDICAL AID pain, fever,
If you are cared for by someone during the course of your diarrhea
illness, this persqn can make yourinfection rc?lls instead e - D6 Days Fever,
ofyou.The caregiver rolls for mebicaLaiD modified by the salivation, pain
virulence of the disease. If you are given antibiotics, the oI D6 D ; h
caregiver gets a +3 bonus to the roll, but it has no effect ague -3 ays ever, c9ug T
. . e abdominal pain
against viruses or radiation sickness.
Radiation Seepage OneShift Vomiting,
Sickness XX diarrhea,

bleedin
VEHICLE COMBAT :

Vehicles can be key to survival in the grim world of Twi-
LIGHT: 2000, moving you across the devastated battlefields
and protecting you from enemies atthe sametime.Yet, =~ GETTING IN AND OUT
vehicles can be a real hassle to keep running, and they ~ Gettingintoorout of a vehicleis typically a slow action. Gettingon or offa
canturnyouintoatarget formarauderslookingto steal motorcycle or bicycleisafastaction. Startingavehicleis typicallyafastaction.
your ride.

A large number of vehicles, both military and civil- ~ VEHICLE MOVEMENT
ian, are described in chapter 5 of this book. This section ~ The combat speed rating of your vehicle (page xx) indicates how
explains how to use them in combat. Travel rules for ~~ many 10-meter hexes you can safely drive with a single (fast) ac-
vehicles are covered in chapter 6. tion in combat, on-road and off-road respectively. Only pavement

The BMP was probably wrecked at some point early in the war,
given the way it was rusted like my brother’s old ’36 Ford back
home, but Diaz swore he could find something useful. He and Katje
crawled into the burnt-out shell of the thing, like climbing into
a big, dead bug. They were in there all of two seconds when Katje
rushed back out and puked. | peered in. The crew was still inside;
what was left of them. They didn’t smell anymore, so | helped
Diaz strip what we could from the Soviet wreck. Someone had gone
at the engine like a honey badger on an ant hill, but Diaz made

good on his word. He found enough to help keep the MI113 running.
COMBAT &
DAMAGE

04
e



80

hexes (page xx) count as on-road. You candrivein any
direction you want, ending the movement facing any
direction you like.

If you make a brivING roll directly after having moved
the safe distance, you can move a further number of
hexes equal to the combat speed plus one for each @
rolled beyond the first. The roll is modified by the ter-
rain of the hex you're in after having moved the safe
driving distance.

If such a brivinG roll fails, you get stuck after having
moved the safe distance. Place a stuck marker on your
vehicle token on the battle map. If you roll a mishap
(page xx), you must also make a reliability roll for the
vehicle (page xx).

GETTING UNSTUCK: When stuck, you need to make an-
other privinG roll (slow action) to get loose, modified
by the type of terrain the vehicle is currently in. If this
roll alsofails, the vehicle becomes bogged down —now,
you need to get out of the vehicle and make a sTamina
roll (taking one stretch) to get the vehicle moving again.
Others can help you succeed, and if you use another
vehicle (at least as large as the bogged down vehicle),
you get a +2 modifier.

FACING

On the battle map, you must keep track of the direc-
tion in which your vehicle is facing, and rotate the
counter accordingly. The counter must always face
one side of the hex it’s in. As a driver, you can choose
to rotate your vehicle in any direction at the end of

WEAPON MOUNTS

The vehicle lists indicate the type

of mount for each mounted weapon:

v/ TURRET: The weapon can be fired
without exposing the gunner.

v/ COAXIAL: The weapon can be fired
without exposing the gunner,
but it cannot be fired in the
same round as the main weapon.

v/ HULL MOUNT: The weapon can be
fired without exposing the gunner,
but it can only be fired in a spe-
cific direction (front/side/rear).

v/ PINTLE: Firing the weapon re-
quires the shooter to be partly
exposed (page xx), typically
the arms and head. Some pin-
tles have gun shields to pro-
tect the arms (but not the head).

VEHICLE FACING

a movement action (it’s not an action in itself). You cannot change
your facing at any other time.

RELIABILITY

Vehicles have areliability rating from Ato D, just like weapons. When
you roll a mishap on a DRIVING roll (* on all base dice), two things
happen:

#* Thereliability rating of your vehicle is reduced one step. If it drops
below D, the vehicle breaks down and becomes inoperable after
the current movement.

% Rolltwo base dice corresponding tothe (now reduced) reliability
rating. If this roll fails, the vehicle suffers a minor malfunction
afterthe current movement. It becomes temporarilyinoperable,
butcanbe fixed with a slow action and a TecH roll. If this TEcH roll
fails, the vehicle breaks down.

REPAIRS: An inoperable vehicle needs to be repaired (page xx) before it
can be used again. Restoring a reduced reliability rating one step also
requires a shift of repairs, but no spare parts are needed. The reliability
of avehicle cannot go above its maximum rating as per the vehicle lists.

Diazisdriving the M113 along a deserted road, when Jonesy, riding
unbuttoned, suddenly spots a roadblock up ahead. AT-72 tank, 25
hexes away, swivels its turret menacingly towards them. Luckily,
Diaz wins the initiative and drives the M113 off the road, toward
a copse of trees that will block the line of fire for the tank.

The M113 has an off-road combat speed of 3, meaning it can
safely move 3 hexes per fast action. The cover is 8 hexes distant, so
Diaz rolls moBiLTY to double the movement of her second action.
The M113 is in a hex of shrubland at this point, so Diaz gets a —1
modifier. She fails, despite pushing, and the M113 gets stuck be-
fore reaching safety!

To make matters worse, Diaz’s roll was a double * meaning a
mishap. The reliability rating of the M113 drops one step. The reli-
ability roll succeeds however, so the M113 doesn’t break down (yet).

SMOKE LAUNCHERS

Asmoke launcheris fired with a slow action, without the need for a dice
roll. It fills all hexes adjacent to the one occupied by the vehicle
with dense smoke (page xx).



STABILIZERS & FIRE
CONTROL SYSTEMS

Some vehicle mounted weapons
are equipped with stabiliz-
ers — these eliminate the —2
modifier for firing while mov-
ing. More advanced fire con-
trol systems have the same ef-
fect, and additionally remove
all modifiers for range — all
attacks with such weapons, up
to EXTREME range, are resolved
as if they were in SHORT range.

ATTACKS ON VEHICLES

Attacks on vehicles from small arms fire generally get a
+2modifierduetothe size of the target. Heavy weapons
don’t get this modifier, and it does not apply to bicycles
and motorcycles.

SIDE

MOVING VEHICLE: Firing from a vehicle, no matter if it’s a hand-held
or a mounted weapon, suffers a—2 modifier if the vehicle has moved
since the shooter’s previous turn

MOVING TARGET: If the target vehicle has moved since the shooter’s previ-
ousturn, the ranged attack gets a—2 modifier. This is cumulative with the
—2 modifier from the shooter being in a moving vehicle, for a total of —4.

ANGLE OF ATTACK: The position of the attacker as relative to the vehicle
and its facing determines the angle of attack: front, side, or rear. See
the diagram on page xx.

DAMAGE: When a vehicle is hit by an attack, damage is calculated just
like for an attack on a person —the damage done is equal to the base
damage rating of the weapon plus 1 for each € rolled.

ARMOR: Most vehicles have armor, and often different armor ratings on
the front, sides, and rear. Use the armor rating of whichever part of the
vehicle is facing the attacker, and don’t forget to apply the armor mod-
ifier of the weapon.

DEGRADING ARMOR: If the armor of the vehicle is penetrated by the at-
tack, the vehicle’s armor rating on the side hitis reduced by 1 point.

Armor can be repaired with a Tect roll and a shift of work - each €
rolled restores 1 point of armor rating, up to the original rating.

FRONT

SIDE

COMBAT &
DAMAGE
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COMPONENT DAMAGE

Component damage is direct damage to a specific
part of the vehicle, or a person in it (or on it). When
a vehicle is hit, roll a D10 on the component damage
table on page xx.

4 Ifthe hit penetrated the armor of the vehicle,
use the “penetration” column of the table.
Reduce the damage inflicted by the (modified)
armor rating of the vehicle before applying the
results. If you roll a component not present in
thevehicle oralready destroyed, move up one
row in the table (toward #1) until you reach a
component thatis present.

% If the hit did not penetrate the armor, use the
“no penetration” column. In this case, apply
the full damage of the attack, not reduced by
armor. If you roll a component not present on
the vehicle oralready destroyed, do not move up
inthe table —instead, the attack has no effect.

EFFECTS: Exactly what happens when a particular compo-
nentis hit is explained in the next section below.

SECONDARY DAMAGE: For penetrating hits only, if the
damage done exceeds what is needed to destroy or
incapacitate acomponent, the remaining damage will
continue to hit another component inside the vehicle
(except for engine hits, see page xx) — move row by
row up the table (just as if you had rolled a destroyed
or missing component) until you reach a component
that is present. Repeat this procedure until all dam-
age points have beendistributed. Non-penetrating hits
never cause secondary damage.

EXPLOSIVE HITS: If a weapon with an explosive effect (i.e.
it has a blast power) penetrates the armor of a vehi-
cle, all occupants in the vehicle suffer the effects of the
explosion. This is in addition to the effect of the direct
damage. The blast power is not decreased by the armor
even if the direct damage was.

BAILING OUT: Occupants of avehicle thatis penetrated byan
attackmust make animmediate CUF roll (page xx), even if
they were not hurt by the attack. Anyone whofails the roll
must immediately bail out on their next turn—i.e. spend
a slow action to exit the vehicle. This effect replaces the
normal effects of a CUF roll (page xx).

INOPERABLE & DESTROYED: Hits to the engine, fuel tank,
suspension, tracks or wheels of a vehicle can render it
inoperable and unable to be driven further until itis re-
paired. A hit to the fuel tank or ammunition store in a
vehicle can cause it to become permanently destroyed,
meaning it cannot be repaired. It can still be scavenged
for spare parts, however.

COMPONENT DAMAGE

D10 PENETRATION NO PENETRATION

1 Fuel Track/Wheel*

2 Engine Weapon

3 Suspension Fire Control System
4 Ammunition Antenna

5 Cargo External Stores

6 Driver External Stores

7 Passenger Exposed Passenger
8 Gunner Exposed Passenger
9 Commander Ricochet

10 Radio Ricochet

*Re-roll for front and rear attacks.

VEHICLE COMPONENTS
Below, the effects of damage to each of the components are explained.

FUEL: If the attack inflicts 1 point of damage or more, the tank will
leak. The maximum fuel capacity is halved, until the damage is re-
paired. Any fuel currently in the tank in excess of the reduced ca-
pacity isimmediately lost. Any excess damage continues to hit an-
other component.

Also, if the damage was from an explosive attack, roll for the blast
power as normal—if one or more € is rolled for the explosion, the fuel
tank catches fire. This exposes everyone inside the vehicle to fire with
Intensity C, and all occupants must make a CUF roll or be forced to bail
out on their next turn. A fuel fire lasts for a stretch and completely de-
stroys the vehicle, beyond repair.

ENGINE: Each point of damage will reduce the reliability rating of the
vehicle one step. If it goes below D, the engine is disabled and the
vehicle is rendered inoperable. Any excess damage will be stopped
by the engine block and does not continue to hit another component.

SUSPENSION: Each point of damage will reduce the reliability rating of
the vehicle one step. If it goes below D, the suspension is disabled and
thevehicleisrendered inoperable. Any excess damage continues to hit
another component.

AMMUNITION: The main ammunition store is hit. If the attack inflicts 1
point of damage, half of the ammunition in the vehicle is destroyed.
If the attack inflicts 2 points of damage, all of the ammunition is lost.
Any excess damage continues to hit another component.
Inaddition,ammunition for heavy weapons risks exploding when
hit. If the attack inflicted 1 point of damage, there is a 50% risk of
an explosion (a roll of 4 or higher on a D6). If the attack inflicted 2
points of damage, an explosion will definitely occur. If the ammuni-
tion explodes, the blast power of the explosion is equal to the Blast
Power of the ammunition in question increased by one step, up to



a maximum of A. In addition, the vehicle is completely destroyed
beyond repair.

CARGO:Theinternal cargo hold s struck,and arandomitem stored there
hit. For effects of damage on gear, see page xx. If the item is destroyed,
any excess damage continues to hit another component.

DRIVER: The driver of the vehicle is hit by the attack. Resolve the
attack normally, including hit location and any critical injury. Any
excess damage beyond the crit level of the weapon continues to
hit another component. Another occupant can take over as driver
as a fast action.

PASSENGER: A random passenger inside (or partly inside) the vehicle is
hit by the attack. Resolve the attack normally, including hit location
and any critical injury. Any excess damage beyond the crit level of the
weapon continues to hitanother component—including another pas-
senger, if they are present.

GUNNER: The gunnerofthe vehicleis hit by the attack. Resolve the attack
normally,including hitlocation and any critical injury. Any excess damage
beyond the crit level of the weapon continues to hitanother component.

COMMANDER: The commander of the vehicle is hit by the attack. Re-
solve the attack normally, including hitlocation and any critical in-
jury. Any excess damage beyond the crit level of the weapon
continues to hit another component.

EXPOSED PASSENGERS

Passengers on the outside of a
vehicle, or leaning out of an
open window or hatch, can be hit
by non-penetrating damage, and
they are also at risk from explo-
sions in the hex (only hit lo-
cations inside the vehicle are
protected by its armor). On the
flip side, passengers riding un-
buttoned have a better chance

of spotting encounters during
travel (page xx) and they can
fire their personal weapons at
targets outside the vehicle.

COMBAT &
DAMAGE
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RADIO: If the radio suffers 1 point of damage, it is ren-
dered inoperable and must be repaired. Any excess dam-
age continues to hitanother component.

TRACK/WHEEL: Can only be hit by side attacks. For each
point of damage done in excess of halfthe side armor
rating of the vehicle (rounded up, then modified by
the armor modifier), the reliability rating of the vehi-
cleisreduced one step. If it goes below D, the vehicle
is rendered inoperable and needs to be repaired. If
the damage does not exceed half of the side armor
rating, the attack has no effect.

WEAPON: A random weapon mounted on the vehicle
is hit. Each point of damage will reduce the reliability
rating of the weapon one step. If it goes below D, the
weaponisrendered inoperable and needs to be repaired.
Tank guns are a special case —they are armored, so the
damage done is reduced by half of the front armor rat-
ing of the vehicle (rounded up, then modified by the ar-
mor modifier).

FIRE CONTROL SYSTEM: If the fire control system (page xx)
suffers 1 point of damage or more, itis rendered inoper-
able and must be repaired.

ANTENNA: If the antenna suffers 1 point of damage or
more, the vehicleradiois rendered inoperable and must
be repaired.

EXTERNAL STORES: Any external stores are struck, and
a random item hit. For effects of damage on gear, see
page XX.

EXPOSED PASSENGER: Arandom passengeron the outside
of the vehicle (or partly outside, in a hatch or window) is
hit by the attack. Resolve the attack normally, including
hit location and any critical injury.

RICOCHET: The attack bounces off inarandom direction.
All exposed individuals on the outside of the vehicle,
or on foot in the same hex, must make immediate
CUFrolls.

CALLED SHOTS
You can aim for a specific external component of a ve-
hicle (i.e.tracks/wheels, weapon, rangefinder, antenna,
external stores, exposed passenger) by accepting a —2
modifier. If firing small arms, this modifier is offset by
the +2 for firing at a vehicle.

#* You can only hit the tracks or wheels with an

attack from the side.
4 Called shots will never penetrate armor.

It’s time for the T-72 crew to act. The gunner aims and fires. The
M113 is within sHoRT range of the 125mm gun (30 hexes), but the
M113 is in a shrubland hex, giving the attack a —1 modifier. The
M113 has moved, but the T-72 has a fire-control system, meaning
there is no modifier for moving targets. Luckily for Diaz and her
friends, the shot misses.

In the next round, Ronson fires a M136 AT4 rocket launcher at
the T-72. It’s EXTREME range, so he gets a —3 modifier, but he pushes
the roll and hits with one €. The front armor of the tank is 9 and
the base damage of the AT4 is 8. Even with the —1 armor modifier,
the attack does not penetrate, so Ronson rolls on the “no penetra-
tion” column of the component damage table.

He gets lucky again and rolls a 2 — the main weapon the T-72
is hit. The 8 points of damage is reduced by 4 (half the front armor
rating, rounded up, then reduced by 1), but the remaining 4 points
of damage are enough to bring the reliability of the tank gun down
from A to below D —meaning it’s now inoperable.

Diaz now has a chance to get the M113 unstuck and move to

safety...

SCAVENGING PARTS

If you spend a shift scavenging parts from a functional or inoperable
vehicle and make a TecH roll, you can find a number of vehicle spare
parts equal to the number of € you roll. I the vehicle you scavenge is
permanently destroyed, you can still scavenge it, but you’ll find one less
spare part, meaning you'll need to roll at least two € to find a single
usable part. The vehicle you scavenge is permanently destroyed in the
process, and can never be scavenged again, even by another person.

RAMMING
You can use your vehicle as a weapon, against other vehicles as well as
againstindividuals. The attack counts as a fast action, and can only be
directed at a target in the same hex. Make an opposed roll for brivinG.
If the target is an individual, they instead roll for moBiLiTY. The roll only
counts as an action for you, the attacker.

If you hit, you inflict damage equal to the rear armor rating of your
vehicle, plus one for each €3 you roll beyond the first.

BOATS

These vehicle rules are focused on land
vehicles. Boats follow generally the same
rules, with the change that a “suspen-
sion” hit with one or more points of dam-
age penetrating the armor instead means
the hull is breached, and the boats be-
gins to sink. Roll a D6 at the start of
each round — rolling an 1*~means that

the boat sinks and is lost. More de-
tailed combat rules for boats will be in-
cluded in future modules to the game.



RAMMING VEHICLES: When ramming another vehicle, the attackingve-  off-road). When riding, you can double its movement

hicle also suffers damage equal to the rear armor rating of the target ~ inthe same way—but roll for moBiLITY instead of brIvING.

vehicle (unmodified). The target vehicle is hit on the side facing the at-

tacker, while the attacking vehicle always suffers damage tothefront. =~ RANGED COMBAT: Firing a one-handed firearm from
horseback gives a —2 modifier, and a two-handed fire-

RAMMING PEOPLE: The crit threshold for ramming attacks againstindi- ~ armgetsa—3 modifier. The Rider specialty negates these

viduals is 2. The attacking vehicle suffers no damage. modifiers. When shooting ata mounted target, you must
decide if you attack the rider or the horse.

HORSES

Ahorsecanbeagoodalternative toavehicle, especially if fuelisscarce. ~ CLOSE COMBAT: You can fight from horseback in close

Rules fortravel using horses can be found on page xx.Incombat,ahorse  combat, but only with a one-handed weapon. When

has a combat speed just like a vehicle (typically 2, both on-road and  striking a mounted target, you must decide if you at-
tack the rider or the horse. Attacks against the rider
suffer a—1 modifier.

DAMAGE: A horse can sufferdamage just like humans.
If your mountis hit, it makes no CUF roll —instead, you
must make an immediate moBiLiTy roll (no action) or
be thrown off, suffering 1 point of damage.

The hit capacity of a typical horse is 5. A horse
that is incapacitated must be saved by a MebicAL AID
roll within a shift, or it needs to be put down. Horses
heal 1 point of damage per shift, just like humans. Any
critical injury on a horse is considered immediately
fatal (don’t roll on the crit table).

COMBAT &
DAMAGE

04
s
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. WEAPONS, VEH ICLESi
& GEAR

Every’rh‘i\ng has-a name and designationsand none of them maie
much sense. And, everyfhi\ﬁg also has a nickname, mostly, except
when it doesn’t. Like they call the .50 caliber machine gun on
the Humvee the, “*ma deuce.” What the hell? | get all the names
memor ized and then they go and use some term they }lll know

but | don’t. | went and painted the name Karol on the M113.
They told me that was a girl’s r\,@. | told them it wasn’t.

Top said it would make us too easy to identify anyway and had

me paint over it. | still call it Karol ’rhou'g';'h, because screw =
. those boys and their stupid, macho names forhéveryfhing.
\ \
N
by, = x

) ‘
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EQUIPMENT IS A KEY element of TwiuigHT: 2000. Without weapons, ve-
hicles and other gear you won't last very long, and keeping your gear
in working order can be the difference between life and death. This
chapterdescribes a wide range of equipment, as well as rules for trade
and maintenance.

TRADE

Chapter 3 describes how you get your starting gear. Acquiring new
equipment during the campaign will not be easy - you'll have to fight
for it, or barter hard. As mentioned in chapter 3, in the year 2000 the
world economy has collapsed and there is no uniform system of cur-
rency. Instead, trade is done by bartering.

As a replacement for US dollars and other traditional currencies,
smallarmsammunitionis often used as a base unit for transactions.The
gear lists in this chapter indicate approximate prices, given in rounds
of small arms ammunition.

Use these prices only as a rough baseline, as the value of an item
canvary wildly between locations and situations. The Referee has final
say on what a NPC will demand or offer for a specific item.

BARTERING

When bartering with an NPC for an item, the Referee first sets an ask-
ing price —in bullets or other goods — that they deem reasonable. It
can be higher or lower than the list price, depending on the situation.
Assume that everyone will always try to get as much as they possibly
can from every transaction.

Next, if you want to negotiate the price down, roll an opposed per-
suasion roll. If you succeed, the price is reduced by 10% for each € rolled.
Ifyou're paying with something otherthan bullets, you’ll need to make
a judgment call on what the result means. The Referee has final say.

When you attempt to sell an item, the process is done in reverse —
the NPC makes an offer and you can then roll persuasion to get the price

up, each € will increase the price by 10% — assuming
the NPC can actually pay this sum. After theroll,you can
decide whether to accept the deal or not.

Bartering between PCs, should it occur, is handled
without rolling dice.

RELIABILITY: The list prices for weapons and vehicles as-
sumeitems with full starting reliability ratings. Foreach
step of reduced reliability, you can reduce the list price by
approximately 10%, as a general rule of thumb.

SUPPLY

Often, more important than the price is the question
of whether an item is available at all. Many goods are
rare and the PCs can’t expect to find everything they’re
looking for in any little settlement they come across.

Each type of gear has a supply rating, which indi-

cates the probability that your characters can find this
type of item offered for trade in a typical settlement or
scenario location.

% COMMON (C) items are fairly ubiquitous even
in the year 2000. Roll a Dé. If the result is 3 or
higher, the item is available. A new roll can be
made each week.

J SCARCE (S)items are not easily available, but indi-
vidualitems canbe offered fortrade from time to
time. Roll aDé6. Iftheresultisa 5 ora 6,theitem
is available. A new roll can be made each week.

# RARE (R) items are not generally available, and
tightly guarded by anyone who possessesthem.

The table on page xx indicates typical supply ratings
forarange ofitems, as well as the quantity available if
the supply roll succeeds. Note that these are just rough

SUPPLY & QUANTITIES
SUPPLY ITEM TYPES QUANTITY
Common (C) Knives, clubs, pistols, hunting rifles, shotguns, sub- D6 items / 2D6x10 rounds of

machine guns, assault rifles, hand grenades, anti-per-
sonnel mines, small arms ammunition, weapons gear,
flashlights, gas masks, medkits, basic tools, spare parts,
small stills, tents, food, alcohol fuel, improvised ex-
plosives, backpacks, fatigues, tents, fishing gear

ammo / 2D6x2 rations of food /
2D6x10 liters of fuel / D6 encum-
brance units of explosives

Scarce (S) Machine guns, rocket launchers, mortars, heavy weap- One item / D6 rounds of heavy
ons ammunition, anti-tank mines, motorcycles, cars, weapons ammo / 2D6x5 liters of
pickup trucks, flak jackets, helmets, night military ra- fuel / D6 sticks of dynamite
dios, vision goggles, searchlights, radiacmeters, hazmat
suits, antibiotics, atropine, specialized tools, gasoline/
diesel, large stills, batteries, generators, dynamite

Rare (R) Guided missiles, howitzers, APCs, main battle tanks Oneitem



guidelines —the actual supply ratings and quantities
depend on the location and situation. The Referee has
final say.

When rolling supply of weapons or vehicles, you may
only make one roll for each type of item, for example
“assaultrifle” —you cannot make separaterolls for M16,
AKM, FN-FAL, etc. If theitem typeis available, the Referee
decides the exact model, depending on what makes the
most sense at the location.

RELIABILITY: When you have established thata weapon or
vehicleisavailable, the Referee rollsa D6 onthe table on
page xxto determine thereliability rating of the item. If
thereliability is reduced below D, the weapon or vehicle
needs to be repaired before it can be used.

RELIABILITY
D6 RELIABILITY
1 -4
2 -3
3 -2
4 -1
5-6 Unmodified

DAMAGE TO GEAR

Weaponsand vehicles can sufferdamage and be broken
through use or attacks, as explained in chapter 4. Both
weapons and vehicles have reliability ratings, from A
to D just like skills. Typically, 1 point of damage will re-
ducethe reliability one step, and if it drops below D, the
weapon or vehicle breaks down and needs to be repaired.
Vehicles, as well as some weapons, have armor ratings.

OTHER ITEMS: Items that are not vehicles or weapons
don’t have a reliability rating. Instead, they have a hit

GUN CARE

Every week in which you have
used a firearms at least once,
you must spend a shift servic-
ing them and make a TECH rol |, or
their reliability rating wil
drop one step. The Referee can
also call for a shift of gun
care after extraordinary ex-
posure of some sort, |like mov-
ing through water or mud.

VEHICLE MAINTENANCE

During each week that a vehicle has been
driven one hex or more on the travel map,

a mechanic needs to make a TECH rol | to ser-
vice it, which requires one shift. If

the roll fails, the reliability rating

of the vehicle is decreased one step.

capacity. Once theitem has suffered damage equal to orin excess of its
hit capacity, it becomes broken and needs to be repaired before it can
be used again. If no hit capacity is listed, assume it to be 1.

REPAIRS: Repairing a broken item typically requires a shift of work,
tools of some sort (page xx), a TecH roll, and a spare part of the relevant
type: vehicle, weapon, electronic — or general, if none of the others
apply (page xx). If your roll is successful, the spare part is consumed,
and the piece of gear is restored to working order. If the roll fails, you
cannot try again until your tecH skill level has increased or you have
access to better tools.

SCAVENGING FOR PARTS

You canscavenge spare parts (page xx) from items that you come across.
If you spend a shift scavenging parts from a piece of gear and make a
TECH roll, you manage to extract a number of spare parts of the corre-
sponding type (weapon, vehicle, electronic—or general, if none of the
others apply) equal tothe numberof@you roll, up toa maximum to-
tal weight equal to the item itself.

You canscavenge anitemevenifit’sinoperable. The item you scav-
enge is permanently destroyed in the process, and can never be scav-
enged again, even by another person.

JURY RIGGING

If you can’t find the gear you need, you might have to build it for your-
self. Someitemsinthis chapter can bejuryrigged, if soindicated in the
gear lists. This includes crude weapons, but also larger items such as
stills for distilling fuel (page xx). Jury rigging an item requires aTecH roll,
a number of shifts of work and spare parts as indicated by the item’s
description. You can try again if you fail.

WORKSHOP: If you have access to a workshop with advanced tools, you
can build even advanced gear, given time and the right raw materials.
Read more about this in the section about base building later in this
chapter.
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WEAPONS

WEAPON FEATURES Melee weapons have no range rating —they can only be used in the
The features used in the weapon tables are explained below. same hex.

TYPE: Thetype of weapon. See thetable on page xx forabbreviations. ~ MAG: The number of rounds of ammunition the magazine of the
weapon contains.
AMMO: The specific type of ammunition fired by the weapon. For

smallarms, thisis typically the caliber of the bullet. Heavy weap- ~ ARMOR: The armor modifier of the weapon.
ons can often use several different types of ammunition — see
the list on page xx. WEIGHT: The weight of the weapon, measured in encumbrance units.

REL stands for reliability rating. Wear and damage can reduce this  PRICE: The typical price of the weapon, in rounds of small arms am-
rating, but it can never go above its starting level. munition.

ROF: Rate of fire, which indicates how many ammo dice can be used

inan attack. WEAPON TYPE ABBREVIATIONS
DAMAGE: The base damage rating, i.e., how many points of damage SMG Submachine Gun
your opponent suffers if your attack is successful. If you roll extra €, LMG Light Machine Gun
you deal 1 additional point of damage per extra@rolled.Adash ) GPMG General Purpose Machine Gun
means that the weapon inflicts no direct damage. HMG Heavy Machine Gun
CRIT: The amount of damage you need to inflict in a single attack to ot Grenade Launcher
trigger a critical injury. RL Rocket Launcher
ATRL Anti-Tank Rocket Launcher
BLAST: The blast power of explosions caused by heavy weapons. ATGM Anti-Tank Guided Missile
For WP, CHEM, and ILLUM rounds, this indicates the area of effect.
RANGE: The sHORT range of the weapon, measured in 10-meter hexes.
MELEE WEAPONS
BOTTLE KNIFE




CLUB

2 4 +1 1 1
BAYONET

2 3 0 Yatrifle 10
AXE

SPIKED BAT

3 +1 1 3

N

MACHETE
2 3 0 Yo 20
MELEE WEAPONS

Unarmed 1 3 +2 - -

Bottle 1 2 +1 Ya -

Club* 2 4 +1 1 1

Bayonet 2 3 0 Yatrifle 10
Axe 2 2 0 1 30
*Can be jury rigged.




BOWS & THROWN

HUNTING BOW
1 2 3 +1 1 150
IMPROVISED BOW

1 3 2 +1 1 10

CIVILIAN FIREARMS

COLT POLICE POSITIVE

The Colt Police Positive service revolver has beenin production since be-
fore World War | and was used by many Western nations as a standard
service pistol in both World Wars and as a police weapon. Despite the
non-traditional caliber, it remains in widespread use.

Revolver .38 SPL A 2 1 3
- 2 6 +2 12 75

CROSSBOW
2 3 4 0 1 200
BOWS & THROWN
Rock 1 3 1 +2 Y2 -
Hunting 1 2 3 +1 1 150
bow
Crossbow 2 3 4 0 1 200
Impro- 1 3 2 +1 1 10
vised bow*
*Can be jury rigged.
GLOCK 17

The Glock 17 became wildly popular among police and civilians af-
ter its introduction in the early 1980s. It was the first commercially
successful pistol to incorporate a polymer frame, trigger safety, and
a striker-fired action.

Pistol 9x19 A 2 1 2

- 2 17 +1 Yo 125



BERETTA 92F

The Beretta 92F has beenin production since the 1970s,and formed the
basis forthe US Army’s M9 pistol. Its wide availability and ease of oper-
ation have made it a favorite of many law enforcement organizations.

Pistol 9x19 A 2 1 2

- 2 15 +1 Yo 100

M1894

The M1894 isatraditional lever-action huntingrifle designedin the 19th
century to tame the Wild West and popularize the .30-30 cartridge. It
has since been found worldwide among hunters and sometimes among
guerrilla fighters and is still in production.

Huntingrifle .30-30 A 1 3 4

- 5 8 0 1 250

M700

The M700is a series of bolt-action hunting rifles popular since the 1960s
and most commonly available in 7.62x51mm. Multiple barrel, maga-
zine, stock, and sighting options are available.

Huntingrifle  .30-06 A 1 3 4

- 10 5 0 1 300

PIPE GUN (RIFLE)
The pipe gun is an improvised firearm made from pipes, nails, and
scraps to fire rifle shells. They are unreliable and inaccurate, but gen-
erally used only once to gain a better weapon from their victim (if
they succeed). This weapon can be jury rigged, using two weapon or
general spare parts.

Huntingrifle  Anyrifle C 1 3 4

AUTO-5

The Auto-5 (or A5) is one of the first semi automatic hunt-
ing shotguns and was developed before the start of World
War | and produced through the 1970s. It is still widely used
among hunters and was also pressed into military service
during both World Wars.

Shotgun 12GA A 2 3 4




870P

The 870Pis avery popular modern pump-action hunting shotgun. Designed
inthe 1950s,itcomeswithastandard 5-roundtube. Ithas also been adopted
by many militaryand police forces. Aftermarket accessories such as extended
7-round tubes, shorter riot barrels, and folding stocks are also available.

Shotgun 12 GA A 1 3 4

- 2 5 +1 1 200

PIPE GUN (SHOTGUN)

The pipe gun is an improvised firearm made from scraps to fire shotgun
shells. They are unreliable and inaccurate. This weapon can be jury rigged,
using two weapon or general spare parts.

Shotgun 12 GA C 1 3 4
- 1 1 +1 1 25
CIVILIAN FIREARMS

311R

The 311R is a typical side-by-side double-barreled hunting shotgun of
a pattern that has been around since the 19th century. This shotgun is
sometimes found sawed-off and usinga pistol grip to make it more handy
(encumbrance ¥, range 1). Over-and-under double-barreled shotguns
have identical combat values.

Shotgun 12 GA A 2 3 4

ZIP GUN
Similarto the pipe gun, but fires pistol rounds. This weapon can be jury
rigged, using one weapon or general spare part.

Pistol Any pistol  C 1 1 3

Colt Police Positive  Revolver .38 SPL A 2 1 3

Glock 17 Pistol 9x19 A 2 1 2 = 2 17 +1 Ya 125
Beretta 92F Pistol 9x19 A 2 1 2 - 2 15 +1 Y2 100
M700 Huntingrifle .30-06 A 1 3 4 = 10 5 1 300
M1894 Huntingrifle .30-30 A 1 3 4 - 5 8 1 250
Pipe gun* Huntingrifle Anyrifle  C 1 3 4 = 3 1 +1 1 25
Auto-5 Shotgun 12 GA A 2 3 4 - 2 5 +1 1 225
870P Shotgun 12 GA A 1 3 4 = 2 5 +1 1 200
311R Shotgun 12GA A 2 3 4 - 2 2 +1 1 150
Pipe gun* Shotgun 12 GA C 1 3 4 - 1 1 +1 1 25
Zipgun*® Pistol Any pistol C 1 1 3 - 1 1 +2 Y2 25

*Can be jury rigged.




US MILITARY WEAPONS

M1911A1

The M1911A1 served the US armed forces from World War I through
Vietnam and when war broke out in the 1990s, there were still many
tens of thousands in the inventory and in reserve stocks that were
issued to mobilized reservists and newly-formed units. Although the
ammunition can be a bit scarce in Europe, it is a simple, reliable, and
powerful pistol.

Pistol 45

100

M9

The M9 officially replaced the M1911A1 in US service in 1980, but pro-
ductionwas delayed until 1988. By the time war broke out in the 1990s,
only front-line troops and officers had the M9, while many reserve units
and units that had been formed from freshly-recruited troops were is-
sued the M1911A1.The 9mm ammo of the M9 was much easier to find
than .45 ACP, and the larger magazine capacity made it more efficient,
leading to it being more popular among most soldiers.

Pistol 9x19 A 2 1 2

15 100

M16
The M16A1 assault riflewasdevelopedinthe 1960s for useinthe jungles of Vietnam.
After someteething problems were resolved, it became the standard rifle of the US
armed forces until it was replaced by the M16A2 in the mid-80s. Large stockpiles
of M16A1s were sold or given to allies or maintained by reserve and training units.
These rifles were issued en masse when war broke out in the ‘90s, mainly to units
that had just been formed or to expand reserve units. Many soldiers actually pre-
ferred the M16A1 over the M16A2 due to its higher rate of fire and lighter weight.
The M16A2 assault rifle replaced the M16A1 in the mid-1980s. The main im-
provements were a heavier barrel designed around the newer 5.56mm ammu-
nition, easier sight adjustment, better flash hider, and a slightly longer stock. An-
other “feature” was the removal of fully-automatic fire and its replacement with
a3-round burst system, intended toincrease hit probability and conserveammu-
nition. This rifle was the primary arm of combat units in US service in the 1990s.

M16A1 Assaultrifle 5.56Xx45 A

M16A2 Assaultrifle 5.56Xx45 A 3

30 400

M4
The M4 assaultrifleis a shorter carbine version of the M16A2 with a tele-
scoping stock and shorter barrel to make it handier for troops operating
fromvehicles orin close environments, like the Vietnam-eraXM177E2 (CAR-
15) carbineit replaced. It was firstissued in the mid-1990s and includes a
Picatinny mountingrail onthe top of the receiver. Its adjustable stock and
lighter weight also make it better suited to soldiers with smaller stature.
Like the M16A2, it is limited to 3-round bursts in lieu of automatic fire.
The M4A1 is afully-automaticversion of the M4 carbine intended for
specialized combat troops such as Rangers and Special Forces. Otherwise,
itis identical to the regular M4.

A

Assaultrifle 5.56x45

Assaultrifle 5.56x45

M4A1

30 375




M40A3

The M40A3 is the most recent in a line of US Marine Corps sniper rifles
begun during the warin Vietnam. Itis based on the civilian Remington
M700action but customized and accurized by USMC armorers. The earlier
M40A1, which was replaced by the M40A3 inthe 1990s, is very similar
tothe M40A3, as there were only very minor changes in the upgrade.

Sniper rifle 7.62x51 A 1 3 3

- 12 5 0 2 500

M82A1

The M82A1 was issued in the early 1990s as the Special Applications
Scoped Rifle (SASR) to many special operations units and designated
for use against light vehicles, although it was primarily used for very
long-range sniping. More were purchased in the prelude to war in the
mid-1990s, but the lack of the rare specialized snipingammunition left
shipers using extra M2 machinegunammunition, which was lessaccu-
rate at extreme ranges (although stillideal for shooting at light vehicles).

Sniper rifle .50 M2 A 1 4 3

- 20 10 0 3 1,000

M203

M21

The M21isanaccurized match-grade M14 battle rifle developed during
the warinVietnam. It served until replaced by the M24 Sniper Weapon
Systemin 1988, but was retained widely in reserve units and often used
in an intermediate sniping role as a DMR due to its higher rate of fire.
A newer version of the M21, called the M25, was also developed and
tested in the 1990s by the 10th Special Forces Group.

Sniper rifle 7.62x51 A 1 3 3

- 12 5 0 2 500

M79

The M79 was the first US military grenade launcher issued during the
war in Vietnam. It uses a single-shot break-action similar to hunting
shotguns, but firesa 40mm grenade instead of ashotgun shell (although
ashotgun-shell-like canister round is also available). The grenades are
spin-armed and will not detonate under 15 meters (two hexes). Although
replaced by the M203, this grenade launcher is still widely available
among combat units. Some special operations units were even known
to saw off the barrel and the stock to create a small and powerful, if
inaccurate, break-contact weapon for emergency use.

GL 40x46 A 1 3 3

D 5 1 0 1 250

The M203 grenade launcher supplemented and then replaced the M79 in the 1970s, its
shorter barrel and heavy balance effect on the M16 and M4 made both rifles harder to
shoot (-1 modifier) while giving the M203 less effective range than the M79. It is very
common among combat arms units, but much less so among reserve and rear-echelon
support units. Like the M79, the 40mm grenades are spin-armed and will not detonate
under 15 meters (two hexes).

1 3 3 D 4 1 0 Ya 300

GL 40x46 A




MK 19
The Mk 19is a belt-fed automatic grenade launcher developed during
the war in Vietnam that fires longer 40mm grenades than the M79
and M203 outto much longer ranges. It must be mounted on a tripod
or a pintle and is most often found on vehicles and is very useful for
fire suppression, even against buildings, and engaging light vehicles.
Unlike other heavy weapons, the Mk 19 does use ammo dice just
like small arms. If you hit, each @ on an ammo die lets you land an
additional grenade in the target hex or a hex adjacent to it —or, if you
attacked a specific target, score another hit on the target, or a second-
arytargetinthe sameoranadjacent hex.If you miss, roll deviation one

additional time for each @ rolled on your ammo dice.

GL 40x53 A 4 3 3

M249

The M249 light machinegun (often called a SAW, for Squad Automatic
Weapon, even though that designation has been dropped) is a US copy
ofthe FN Minimiadopted into US service inthe mid-'80s. It can be fired
from the integral bipod, or from a tripod or vehicle pintle mount. It is
capable of firing from belts of disintegrating links, which can be car-
ried in a box attached to the receiver, and it can also use standard M16
(STANAG) magazines in an emergency.

LMG 5.56x45 A 6 2 3

- 6 200 0 2 1,000

M240B

The M240B was adopted by the US armed forces as a vehicle-mounted
machinegun in the late 1970s, and then as an infantry weapon in the
early 1990s. It comes standard with a bipod but may also be mounted
on a tripod or pintle. Unlike the M60, which was well known for jam-
ming, the M240B was very reliable.

GPMG 7.62x51 A 4 3 4

- 3 100 0 3 1,500

20 32 0 6 2,500

M60

The M60 general-purpose machinegun (GPMG) was developed inthe
1950s from the World War Il German FG-42 and MG-42. Although
officially replaced in service by the M240B in the early 1990s, there
were still large numbers in the US inventory and by the outbreak of
war in the mid-'90s it was still the primary machinegun of American
combat arms units. It includes an attached bipod and can also be
fired from a tripod.

GPMG 7.62x51 B 4 3 4

- 8 100 0 3 1,250

M2HB

The venerable Browning M2HB .50 machinegun was developed during
World Warlbut notadopted until the 1930s. It has served in every branch
ofthe US armed forces since then, mainly on vehicles, butalso ontripods
from fixed fighting positions. The weapon is so heavy, however, thatateam
isrequiredto carry the barrel, receiver, tripod, and ammunition separately.

HMG .50 M2 A 4 4 4

- 15 100 0 7 2,000



M72A3 LAW

The M72A3 Light Antitank Weapon (LAW) fires a 66mm HEAT rocket from
adisposable, extendable fiberglass tube. It was introduced in the early
1960s and slated to be replaced by the M136 AT-4 in the 1980s, but pro-
duction of the M72A3 continued through the beginning of thewarinthe
mid-'90s, since it was found to be particularly useful againstlight vehicles
and buildings, and two M72A3 could be carried instead of one M136 AT-4.

ATRL 66mm A 1 6 3
C 3 1 -1 1 100
FGM-148

The FGM-148 Javelin is a top-attack fire-and-forget antitank guided
missilethatonly started beingissued in the mid-'90s as a replacement
for the M47 Dragon, so it is still quite rare. It is also capable of guiding
itself against designated helicopters. The Command Launch Unit (CLU)
is attachedtoadisposable missile canistertofire, but mayalso be used
separately as a thermal imaging system.

ATGM 127mm A 1 10 1

7,500

BGM-71 TOW

M136 AT4

The M136 AT4 is a modified version of the earlier Swedish 74 mm
Pansarskott m/68, developed in the late 1960s, adopted by the US
armed forces in the mid-'80s. Like the M72A3 LAW, it is a disposable
anti-tank weapon, but it has much better penetration and range
than the M72A3. Like the LAW, it is also effective against buildings
and lighter vehicles.

ATRL 84mm A 1 8 2

B 5 1 -1 2 200

M47 DRAGON

The M47 Dragon was developed in the mid-1970s as a wire-guided
antitank missile capable of defeating the frontal armor of nearly any
main battle tank. The gunner was expected to keep the crosshairs on
the target for as long as 5 seconds while the missile flew to the target,
despite having given away their position by the firing signature.

ATGM 140mm A 1 11 1

5,000

The Tube-launched, Optically-tracked, Wire-guided (TOW) missile system was devel-
oped in the 1960s and is normally mounted on a vehicle (such as the Bradley or M901
ITV ora HMMWYV) but can be carried by a crew. The gunner was expected to keep the
crosshairs on the target for as long as 10 seconds while the missile flew to the target,
despite having given away their position by the firing signature. Because the TOW has
amuch longer range than the Dragon, this was generally not a problem.

152mm A

ATGM

1

10,000




US MILITARY WEAPONS

The Pistolet Makarova, commonly known as the Makarov, was adopted
by the Soviet Armed Forces inthe early 1950s to replace older pre-World
War Il designs. It was built around a new 9x18mm cartridge midway in
power between the 9x17mm (.380 ACP) and 9x19mm (9mm Parabellum
or NATO). It was later supplemented, but not replaced, by the PSM pistol.

Pistol 9x18 A 2 1 3
- 2 8 +2 Yo 75

M1911A1 Pistol 45 A 2 2 3 - 2 7 +1 Yo 100
M9 Pistol 9x19 A 2 1 2 = 2 15 +1 Yo 100
M16A1 Assaultrifle 5.56x45 A 6 2 3 - 5 30 0 1 400
M16A2 Assaultrifle  5.56x45 A 3 2 3 = 6 30 (0] 1 400
M4 Assaultrifle 5.56x45 A 3 2 3 - 4 30 0 1 350
M4A1 Assaultrifle  5.56x45 A 6 2 3 - 4 30 (o] 1 375
M40A3 Sniper rifle 7.62x51 A 1 3 3 - 12 5 0 2 500
M21 Sniper rifle 7.62x51 A 2 3 3 = 10 20 O 2 450
M82A1 Sniper rifle S50M2 A 1 4 3 - 20 10 0 3 1,000
M79 GL 40x46 A 1 3 3 D 1 0 1 250
M203 GL 40x46 A 1 3 3 D 4 1 0 Ya 300
Mk 19 GL**** 40x53 A 4 3 3 D 20 32 0 6** 2,500
M249 LMG 5.56x45 A 6 2 3 - 6 200* 0 2 1,000
M60 GPMG 7.62x51 B 4 3 4 = 8 100* 0 3 1,250
M240B GPMG 7.62x51 A 4 3 4 - 8 100* © 3 1,500
M2HB HMG 50M2 A 4 4 4 - 15 100* 0 7 2,000
M72A3 LAW  ATRL 66mm A 1 6 3 C 1 - 1 100
M136 AT4 ATRL 84mm A 1 8 2 B 1 -1 2 200
FGM-148 ATGM 127mm A 1 10 1 B 40 1 -1 3 7,500
M47Dragon  ATGM 140mm A 1 11 1 B 25 1 -1 3 5,000
BGM-71TOW ATGM 152mm A 1 11 1 B 50 1 -2 15%** 10,000
*Ammo belt (one encumbrance unit).
**Disposable. Can be fired only once.
***Needs to be fired from a tripod or vehicle mount.
****Automatic grenade launcher. Uses ammo dice (page xx).

SOVIET MILITARY WEAPONS

PM PSM

The Pistolet Samozaryadny Malogabaritny supplemented the Ma-
karov in the early 1970s. It fires a 5.45x18mm cartridge that is
basically the Makarov round necked down to fire an AK-74 bullet.
Because it is so small, it is popular among undercover agents and
high-ranking officers.

Pistol 5.45x18 A 2 1 3
- 2 8 +1 Ya 75



AKM

The final version of the legendary Avtomat Kalashnikova AK-47, the
“modernized” AKtook over productioninthe late 1950s. Although it was
officially replaced by the AK-74 in the mid-1970s, it never went out of style
and large stockpiles were held in reserve and provided to Soviet allies.

Assaultrifle  7.62x39 A 4 2 3

- 5 30 0 1 300

PP-19

The PP-19 Bizon is a submachine gun based on the AK receiver firing
9x18mm Makarov pistol ammunition from a helical magazine below
the barrel. It was adopted in the early 1990s and issued primarily to
counter-terrorist units of the MVD and KGB.

SMG 9x18 A 5 1 3

- 3 64 +2 1 350

AK-74

The AK-74isthe latest AK-derivative used by the Soviet armed forces and of-
ficially supplanted the AKMin front-line service inthe mid-1970s. Like most
NATO assault rifles, it is built around a smaller caliber cartridge, in this case
the 5.45x39mmderived fromtheoriginal 7.62x39mm cartridge of the AK-47.

Assaultrifle  5.45x39 A 5 2 3

- 6 30 0 1 400

GP-25

The GP-25 series consists of 40mm grenade launchers forany AK series
rifle. The grenade has no cartridge case and is muzzle-loaded, making
it more like a trigger-fired 40mm mortar than a grenade launcher. The
spin-armed fuse sets between 10 and 40 meters from the muzzle, so
the grenade will not detonate any closer than that.

GL 40mm A 1 3 4

AGS-17
The AGS-17 Plamyais a belt-fed 30mm automaticgrenade launcher that
can be mounted on a tripod or a vehicle pintle. It was adopted in the
early1970s and has been used widely since that time. Unlike the GP-25
40mm grenade launcher, the AGS-17 used conventional cased cartridges.
Unlike other heavy weapons, the AGS-17 uses ammo dice just like
smallarms. If you hit, each @on anammodie letsyouland an additional
grenade in the target hex or a hex adjacent to it — or, if you attacked a
specifictarget, score another hit on the target, or a secondary target in
the same or an adjacent hex. If you miss, roll deviation one additional

time for each @ rolled on your ammo dice.

GL 30x29

B 4 3 4

D 15 29 0 5 2,000




SVD-63

The SVD-63, more commonly known as the SVD or Dragunoyv, is a pla-
toon-issued semi automatic sniper rifle introduced in the Soviet Army
during the early 1960s. It is very common, although the folding-stock
version (issued to paratroopers) is still quite rare.

Sniper rifle 7.62x54 A 2 3 3

- 10 10 0 2 500

PKM

The PKM, or modern version of the Pulemyot Kalashnikova, is a So-
viet belt-fed general-purpose machinegun introduced in the 1960s. It
comes with a detachable bipod, but it can also be mounted on a tripod
ora vehicle pintle.

GPMG 7.62x54 A 5 3 4

- 8 100 0 3 1,250

RPK
The RPK or Ruchnoy Pulemyot Kalashnikova, is the LMG version of the
AK-47 series. It has a longer, heavier barrel with an integral bipod and
isissued with 40-round magazines and 75-round drums, both of which
can be usedin aregular AKM. A model with a folding stock is also avail-
able for use by airborne forces.

The RPK-74is simplythe RPKversion of the AK-74. Like the RPK, it has
a heavier barrel with a built-in bipod, but it is issued only with 45-round
magazines and not drums. This magazine is also interchangeable with
the 30-round magazine of the AK-74. A folding-stock model is made for
paratroopers.

RPK LMG 7.62x39 A 4 2 3 - 6 75 0 2 600
RPK-74 LMG 5.45%39 A 5 2 3 - 7 40 0 2 750
DSHK-38
The DShK-38, or Degtyaryova-Shpagina Krupnokaliberny model of 1938, NSV

is a Soviet heavy machinegun adopted in the late 1930s. It can be fired
from a vehicle pintle or broken down and carried by a crew for tripod
use. Although mostly replaced by the NSV, tens of thousands of DShK-
38 machineguns are still in service and stockpiles.

HMG 12.7x108 A 4 4 4

- 15 50 0 7 1,750

The NSV, or Nikitina-Sokolova-Volkova, is a Soviet heavy machinegun
that began replacing the DShK-38 in the early 1970s. It is most often
mounted on vehicles; however, it can be broken down and carried by a
crew for tripod-mounted use.

HMG 12.7x108 A 6 4 4
- 15 50 0 6 2,000




RPG-7V

The RPG-7V, or Ruchnoy Protivotankoviy Granatomyot, is a portable,
reloadable antitank rocket launcher based on the RPG-2, itself derived
from the World War Il German Panzerfaust. It was developed in the
early 1960s and has a very small backblast which enables it to be fired
indoors safely.

ATRL 83mm A 1 7 2

C 6 1 -1 2 750

KPV

TheKPV, or Krupnokaliberniy Pulemyot Vladimirova, is a Soviet heavy ma-
chinegun introduced shortly after World War 1. It can be found mounted
on many armored fighting vehicles and on independent towed anti-air-
crafttrailerssuch asthe ZPU-1,ZPU-2,and ZPU-4 (the numbers indicat-
ing how many KPV machineguns are mounted together).

HMG 14.5x114 A 4 4 3

RPG-16

The RPG-16 is a smaller version of the RPG-7V intended for use by air-
borne and Spetsnaztroops. Itis more accurate than the RPG-7V, but has
a smaller warhead with less armor penetration.

ATRL 58mm A 1 5 3

C 8 1 -1 2 1,000

9M113 KONKURS

The 9M113 Konkurs (NATO codename AT-5 Spandrel) is a wire-guided
antitank missile developed in the mid-1970s and often found mounted
on vehicles. It can also be carried by a crew for firing from a tripod.

ATGM 135mm A 1 10 1

- 20 40 0 9 2,500 B 40 1 -1 3 5,000
SOVIET MILITARY WEAPONS
PM Pistol 9x18 A 2 1 3 - 2 8 +2 1 75
PSM Pistol 5.45x18 A 2 1 3 - 2 +1 Ya 75
AKM Assault rifle 7.62x39 A 4 2 3 - 5 30 1 300
AK-74 Assault rifle 5.45x39 A 5 2 3 — 6 30 1 400
PP-19 SMG 9x18 A 5 1 3 - 3 64 +2 1 350
GP-25 GL 40mm A 1 3 4 D 4 1 1 250
AGS-17 GL**** 30x29 B 4 3 4 D 15 29 . 2,000




The Pist 88 is the Austrian Glock 17 pistol manufactured un-
der license in Sweden since the 1980s. It is a striker-fired poly-
mer-framed double-column 9x19mm pistol, well known both
for its reliability and its simplicity of use.

Pistol 9x19 A 2 1 2
- 2 17 +1 Y2 100

SVD-63 Sniper rifle 7.62x54 A 2 3 3 - 10 10 0 2 500
RPK LMG 7.62x39 A 4 2 3 = 6 75 0 2 600
RPK-74 LMG 5.45x39 A 5 2 3 - 7 40 0 2 750
PKM GPMG 7.62x54 A 5 3 4 - 8 100* © 3 1,250
DShK-38 HMG 12.7x108 A 4 4 4 - 15 50 0 7 1,750
NSV HMG 12.7x108 A 6 4 4 - 15 50" O 6"** 2,000
KPV HMG 14.5x114 A 4 4 3 - 20 40 0 9*** 2,500
RPG-7V ATRL 83mm A 1 7 2 C 1 =il 2 750
RPG-16 ATRL 58mm A 1 5 3 C 1 -1 2 1,000
9M113 ATGM 135mm A 1 10 1 B 40 1 =il 3 5,000
Konkurs
*Ammo belt (one encumbrance unit).
**Disposable. Can be fired only once.
***Needs to be fired from a tripod or vehicle mount.
****Automatic grenade launcher. Uses ammo dice (page xx).

SWEDISH MILITARY WEAPONS

PIST 88 AK 4

The Ak 4 Automatkarbin is the German G3 battle rifle manufactured
under license in Sweden. It was developed in the late 1950s in cooper-
ation with Spain and its design was based on the World War Il StG 44.
Sweden adopted the rifle in the late 1960s, and in spite of its replace-
ment by the Ak 5, many Ak 4 rifles are stillissued and held in stockpiles.

Battle rifle 7.62x51 A
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The Ak 5 is the Belgian FNC assault rifle manufactured under license in
Sweden. This rifle was developed in the early 1980s as a replacement
for Belgium’s aging FN FALs, and was subsequently adopted by other
nations including Sweden and Indonesia.

Assaultrifle  5.56x45




PSG 90

The Psg 90 Prickskyttegevdris the Arctic Warfare bolt-action sniperrifle
designed for cold climates and manufactured under license in Sweden.
Itisidentical tothe British L118A1 and Australian SR98. Afolding-stock
model (Psg 90B) is also available.

Sniper rifle 7.62x51 A 1 3 3

- 12 10 0 2 750

MP5

The Swedish MP5 is the German MP5 submachine gun manufactured
under license in Sweden. It was developed in the 1960s with many vari-
ants available and has become one of the most popular submachine
guns in the world.

SMG 9x19 A 5 1 2

- 3 30 +1 1 400

AG 90
The Ag 90 is the US Barrett M82A1 sniper rifle manufactured under li-
censein Sweden. See the US listing for the M82A1 for more information.

Sniper rifle .50 M2 A 1 4 3

- 20 10 0 3 1,000

GRSP 40

The Grsp 40 is the US Mk 19 automatic grenade launcher manufac-
tured under license in Sweden. See the US listing for the Mk 19 for
more information.

HMG 40x53 A 4 3 3

D 20 32 ) 6 2,500

KSP 90

TheKsp Kulspruta 90is the FN Minimi light machinegun manufactured
under license in Sweden. See the US listing for the M249 for more in-
formation.

LMG 5.56x45 A 6 2 3

- 6 200 0 2 1,000



KSP 58B

The Ksp 58B is the FN MAG 59 general-purpose machinegun
manufactured under license in Sweden. See the US listing for
the M240B for more information.

GPMG 7.62x51 A 4 3 4

- 8 100 0 3 1,500

GRG M/48

The Grgm/48, also known as the Carl Gustaf, is a shoulder-fired
84mm recoilless rifle designed in the late 1940s and adopted
by the Swedish army. The M3 version, introduced in the early
1990s, was also adopted for limited use by US SOCOM.

KSP 88

The Ksp 88 isthe US Browning M2HB heavy machinegun manufactured
under license in Sweden. See the US listing for the M2HB for more in-
formation.

HMG .50 M2 A 4 4 4

- 15 100 0 7 2,000

PSKOTT M/86

The Pskott Pansarskott m/86 was developed in the mid-1980s to
replace the older 74mm Pskott m/68. It was adopted by the US
armed forces as the M136 AT4. See the US listing for the M136
AT4 for more information.

ATRL 84mm A 1 7 2 ATRL 84mm A 1 7 2
C 5 1 -1 3 1,000 C 5 1 -1 1 200
SWEDISH MILITARY WEAPONS
Pist 88 Pistol 9x19 A 2 1 2
Ak 4 Battle rifle 7.62x51 A 4 3 4 = 8 20 0 2 500
Ak 5 Assault rifle 5.56x45 A 5 2 3 - 6 30 0 1 400
Psg 90 Sniper rifle 7.62x51 A 1 3 3 = 12 10 O 2 750
Ag 90 Sniper rifle .50 M2 A 1 4 3 - 20 10 0 3 1,000
Grsp 40 HMG 40x53 A 4 3 3 D 20 32 0 6*** 2,500
MP5 SMG 9x19 A 5 1 2 - 3 30 +1 1 400




SWEDISH MILITARY WEAPONS, CONT.

Ksp 90 LMG 5.56x45 A 6 2 3 - 200* 0 2 1,000
Ksp 58B GPMG 7.62x51 A 4 3 4 = 100* 0 3 1,500
Ksp 88 HMG S50M2 A 4 4 4 - 15 100* 0 7 2,000
Grgm/48 ATRL 84mm A 1 7 2 C 5 1 -1 3 1,000
Pskottm/86  ATRL 84mm A 1 7 2 C 1** -1 1 200

*Ammo belt (one encumbrance unit).
**Disposable. Can be fired only once.
***Needs to be fired from a tripod or vehicle mount.

POLISH MILITARY WEAPONS

P-83
The P-83 isa copy of the Soviet Makarov PM pistol manufactured in Po-
land. See the Soviet listing for the PM for more information.

Pistol 9x18 A 2 1 3

PMK-60

The PMK-60 is a special Polish version of the AK-47 that includes an
adapterforfiringrifle grenades (no other AK-series rifles are inherently
capable of firing rifle grenades). Other than that, this rifle is treated as
astandard AKM.

Assaultrifle  7.62x39 A 4 2 3

- 5 30 0 1 350

AKM
The AKM is a copy of the Soviet AKM assault rifle manufactured in Po-
land. See the Soviet listing for the AKM for more information.

Assaultrifle  7.62x39 A 4 2 3

- 5 30 0 1 300

PM-84

The PM-84 Glauberyt is a Polish submachine gun that entered service
in the mid-1980s to provide a lighter personal defense weapon for ve-
hicle crews and police. It is not widely used (or even well known) out-
side of Poland.

SMG 9x18 A 4 1 3

- 3 25 +2 1 300




WZ.1974

Thewz.1974 Palladis an indigenous Polish underbarrel grenade launcher
forthe AKM. It is more similar tothe M203 than the Soviet GP-25, as it
uses a conventionally-cased 40x47mm cartridge thatis notinterchange-
able with the NATO 40x46mm grenade cartridge.

GL 40x47 A 1 3 4
D 5 1 0 L] 350
RPK

The RPK is a copy of the Soviet RPK light machinegun manufactured in
Poland. See the Soviet listing for the RPK for more information.

LMG 7.62x39 A 4 2 3

- 6 75 o] 2 600

DSZKM
The DSzKMis a copy of the Soviet DShK-38 heavy machinegun manufac-
turedin Poland. See the Soviet listing for the DShK-38 for more information.

HMG 12.7x108 A 4 4 4
- 15 50 0 7 1,750

SWD
The SWDis a copy of the Soviet SVD-63 sniper rifle manufactured in Po-
land. See the Soviet listing for the SVD-63 for more information.

Sniper rifle 7.62x54 A 2 3 4

PKM
The PKMis a copy of the Soviet PKM general-purpose machinegun manu-
facturedin Poland. See the Soviet listing for the PKM for more information.

GPMG 7.62x54 A 5 3 4

- 8 100 ) 3 1,250

NSW
The NSW is a copy of the Soviet NSV heavy machinegun manufactured
in Poland. See the Soviet listing for the NSV for more information.

HMG 12.7x108 A 6 4 4

- 15 50 0 6 2,000



POLISH MILITARY WEAPONS

RPG-7V

The RPG-7Vis a copy of the Soviet RPG-7V antitank rocket launcher
manufactured in Poland. See the Soviet listing for the RPG-7V for more
information.

ATRL 83mm A 1 7 8
C 6 1 -1 1 750

opted by many Western nations as their standard infantry weapon in
the 1950s. It was available with a fixed or folding stock and in semiau-
tomaticand selective-fire models, as well as LMG and carbine versions.

Battle rifle 7.62x51 A 4 3 4

P-83 Pistol 9x18 A 2 1 3 - 2 8 +2 Y% 75
AKM Assault rifle 7.62x39 A 4 2 3 o 5 30 (0] 1 300
PMK-60 Assault rifle 7.62x39 A 4 2 3 - 5 30 0 1 350
PM-84 SMG 9x18 A 4 1 3 = 3 25 +2 1 300
wz.1974 GL 40x47 A 1 3 4 D 5 1 (6] Yo 350
SWD Sniper rifle 7.62x54 A 2 3 4 = 10 10 (0] 2 500
RPK LMG 7.62x39 A 4 2 3 - 6 75 o] 2 600
PKM GPMG 7.62x54 A 5 3 4 - 8 100* © 3 1,250
DSzKM HMG 12.7x108 A 4 4 4 - 15 50" 0 7 1,750
NSW HMG 12.7x108 A 6 4 4 = 15 50 0 6** 2,000
RPG-7V ATRL 83mm A 1 7 8 C 6 1 -1 1 750
*Ammo belt (one encumbrance unit).
**Needs to be fired from a tripod or vehicle mount.
OTHER MILITARY WEAPONS
FN FAL
The FN FALwas one of the world’s first modern battle rifles and was ad- FAMAS

The FAMAS was the French contribution to the development of bullpup
assault rifles, and this model was adopted in the late 1970s to replace
the older battle rifles and submachine guns of the French army.

Assaultrifle  5.56x45 A 6 2 3
- 5 25 0 1 400




VZ 61

The vz 61 Skorpion is a rare but interesting Czechoslovakian machine
pistol adopted in the early 1960s and generally used as a PDW to re-
place both pistol and submachine gun. Although carried holstered, like
a pistol, it has a folding stock and generally larger magazine capacity
than most pistols, although firinga somewhat underpowered cartridge.

SMG 7.65x17 A 6 1 3

- 2 20 +2 Yo 200

PSG-1

The PSG-1 Priizisionsschiitzengewehris a German semiautomatic sniper
rifle derived from the G3 series of battle riflesand adopted inthe 1970s,
mainly for use by counterterrorism units. Amilitary version with plastic
accessories (weight 1), called the MSG90, was developed in the early
1990s but is even more rare than the original rifle.

Sniper rifle 7.62x51 A 1 3 3

- 12 20 0 2 1,000

Uzl

Thelsraeli Uziis one of the most famous submachine guns of alltimeand
was adopted in the early 1950s by the IDF before being exported around
the world. It is available with either a detachable fixed stock or a folding
stockand is one of the few submachine guns ever made toaccept a bayonet.

SMG 9x19 A 4 1 2

ARMBRUST

The German Armbrust is one of the few disposable antitank rocket
launchers that can be fired safely from indoors due to its low firing
signature. It was developed in the 1970s and is similar to the M72A3
LAW in lethality.

ATRL 67mm A 1 6 3
C 4 1 -1 1 100
PZF 3

The German Panzerfaust 3 antitank rocket launcher was adopted in
the early 1990s to replace the aging PzF 44 developed at the end of
World War Il It is similar to the RPG-7V, itself derived from the origi-
nal Panzerfaust, but has longer range and greater penetration than
the Soviet weapon.

ATRL 110mm A 1 8 1




OTHER MILITARY WEAPONS

FN FAL Battle rifle 7.62x51 A 4 3 4 - 8 20 0 2 500
FAMAS  Assaultrifle  ssexas A6 2 3 - 5 25 0 1 40
Vz 61 SMG 7.65x17 A 6 1 3 - 2 20 +2 Yo 200
U SMG s A 4 1 2 -3 32 w1 30
PSG-1 Sniper rifle 7.62x51 A 1 3 3 - 12 20 0 2 1,000
Armbrust  ARL  e7mm A 1 6 3 C 4 1 -1 1 100
PzF3 ATRL 110mm A 1 8 1 C 7 1* -1 1 250

*Disposable. Can be fired only once.

HAND GRENADES

FRAGMENTATION ANTI TANK
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WHITE PHOSPHOROUS IMPROVISED

- - FireC 3 2 3 C 2

- Ya 50 +1 1 10

HAND GRENADES

Fragmentation 2 3 C 3 +1 Ya 25
White Phosphorous  — - Fire C 3 - Ya 50

*Can only be used at SHORT range.
**Can be jury rigged, using one encumbrance unit of improvised explosives (or a quarter unit of plastic explosives, or one dynamite stick),
and one general spare part for shrapnel (page xx).



ARTILLERY
VEHICLE CANNONS
23mm AP A 6 5 3 - 20 100 0
HE A 6 4 3 D 25 100 »

30mm AP A 3 6 3 - 20 500 0
HE A 3 5 3 D 25 500 +2

|

73mm AP A 1 6 - 10 1 0

100mm APDS A 1 8 2 - 25 1 0
HE A 1 3 30 1 +2
HEAT A 1 7 2 B 25 1 -1

]
[

115mm APDS A 1 2 = 25 0
HE A 1 8 2 B 30 1 +2
HEAT A 1 9 2 B 25 1 -1

125mm APFSDS A 1 11 1 - 30 1 -1
HE A 1 10 1 B 40 1 +2
HEAT A 1 11 1 B 30 1 -1
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60mm HE/WP/CHEM/ILLUM A 1

(%]
w
(@]
w
v
[
+
N

6" 1,000

&2mm*****  HE/WP/CHEM/ILLUM A 1
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120mm HE/WP/CHEM/ILLUM A 1 9
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50 7,500

*HE only. WP, CHEM, and ILLUM rounds have no direct damage effect.

**Can be broken down into tube (2), bipod (2), baseplate (1), and sight (1). Takes one stretch to assemble/disassemble.
***Can be broken down into tube (4), baseplate (3), bipod (2), and sight (1).

****Depends on ammunition used.

*****The Vasilek semi-automatic 82mm mortar system has a RoF of 2 and Mag of 4. It must be towed and can’t be bro-

ken down. It uses ammo dice just like small arms. On a hit, each @on anammo die lands an additional grenade in the tar-

get hex or a hex adjacent to it. On a miss, deviation is rolled one additional time for each @ rolled ontheammo dice.



HOWITZERS

105mm HE/WP/CHEM/ILLUM A 1 8 2 B 150 1 +2 10,000

152mm HE/WP/CHEM/ILLUM A 1 11 1 A 250 1 +2 20,000

203mm**  HE/WP/CHEM/ILLUM A 1 12 1 A 400 1 +2 30,000

*HE only. WP, CHEM, and ILLUM rounds have no direct damage effect.
**Capable of firing atomic shells.

HEAVY WEAPONS AMMUNITION

GL 40mm Ya 25

ATGM 127-152mm 4 500
CHEM 61-75mm 2 150
76—90mm 4 250
91-114mm 6 350
115-125mm 8 450
126—139mm 10 750
140mm+ 12 1,000
: = | : -
76—90mm 4 200
91-114mm 6 250
115—-125mm 8 350
126—-139mm 10 500
140mm+ 12 750 ILLUM 61-75mm 2 25
76—90mm 4 50
91-114mm 6 75
115-125mm 8 100
126—-139mm 10 150
140mm+ 12 200
APDS 91-114mm 6 250
MINES

M16 us Anti-personnel 5 3 C +1 e 50

M21 us Anti-tank

~
N
w
|
iy
iy

150

OZM-4 USSR Anti-personnel 5 3 C +1 Y2 50

TM-72 USSR Anti-tank 7 2 B -1 1 150

*Scatterable by artillery.



VEHICLES

VEHICLE FEATURES
The features used in the vehicle tables are explained below.

TYPE: The general type of vehicle. See the table on page xx for ab-
breviations.

REL stands for reliability rating. Wear and damage can reduce this
rating, but it can never go above its starting level.

TRAVEL SPEED: Indicates the speed of the vehicle (in 120km hexes) on-
road/off-road per shift of driving. Read more in chapter 6.

COMBAT SPEED: Indicates the base safe speed of the vehicle (in 10m
hexes) on-road/off-road per driving action in combat, as well as the
mode of transportation (W = Wheeled and T = Tracked).

ARMOR: The armor ratings against weapons fired at the front, sides
and rear of the vehicle (page xx). For attacks against the top or bot-
tom, use the rear armor rating.

FUEL TYPE: Gasoline (G) or diesel (D). Vehicles may be converted to
run on alcohol fuel (page xx).

FUEL CAP: The fuel capacity in liters (a US gallon is 3.8 liters).
FUEL CONS: The fuel consumption, in liters per 10km hex driven. Off-
road, the fuel consumption is doubled. When running on alcohol

fuel, the fuel consumption of the vehicle is also doubled.

CREW: The number of crew needed for the designated positions of
the vehicle. If a second value is indicated, this is the number of pas-

sengers that can fit comfortably, including their carried gear. If no
second value is indicated, the vehicle can only carry passengers on
the outside, for short distances.

CARGO: The maximum number of encumbrance units that can be
carried by the vehicle. Each passenger (but not crew) uses up 25 units
of the cargo capacity. A vehicle pulling a trailer (which can hold up
to the cargo value of the vehicle, effectively doubling its capacity),
reduces its combat and travel speeds by half.

MAIN WEAPON: The primary weapon on the vehicle, fired by a dedi-
cated gunner. (P) = pintle mount, (PG) = pintle mount with gunshield,
(T) =turret mount, (C) = coaxial, (H) = hull mount, S = stabilized gun,
FCS = fire control system. See page xx for an explanation of these
terms.

SECONDARY WEAPON: Secondary weapons may be fired by crew who
are not performing anothertask (like driving or firing the main gun).
Passengers may take over pintle-mounted weapons if no dedicated
gunnerisavailable. SD = Smoke dischargers (page xx). R =Radio (ve-
hicular radios have double the range of equivalent portable radios,
generally 10-20 km, see page xx).

VEHICLE TYPE ABBREVIATIONS

APC Armored Personnel Carrier
IFV Infantry Fighting Vehicle
MBT Main Battle Tank

13



CIVILIAN VEHICLES
Horse - 2/2 3/2 - - - - - - 1+1 25 500
Wagon A 1/2aW  2/1 - - - - - - 1 100 250
Bicycle A 2/2W 4/2 - - - - - - 1 5 50
Motorcycle A 6/1W  9/2 - - - G 20 0.5 1+1 25 3,000
Dirt Bike A 4/3W  6/4 - - - G 10 0.5 1 5 2,000
2WD Car A 6/1W 10/1 1 1 1 GorD 60 1 1+3 75 4,000
4WD Car A 6/3W 10/6 1 1 1 GorD 80 2 1+3 75 10,000
Pickup Truck A 5/3W 9/5 1 1 1 G 100 2 1+5 250 8,000
Light Truck A 3/2W 8/1 1 1 1 G 150 3 1+14 500 20,000
Heavy Truck A 2/aW  6/1 1 1 1 D 300 4 1+16 1,500 30,000
Bus A 2/1W 6/1 1 1 1 D 300 8 1+50 1,250 25,000
Rowboat A 1* 2 — — - - - - 1+4 100 100
Small SailingBoat A 3* 3 1 1 1 - - - 1+7 250 250
Small Motorboat A  4* 5 1 1 1 G 80 5 1+4 200 4,000
Tugboat A 2F 4 1 1 1 D 1,000 50 4+16 5,000 15,000
*On water only
US MILITARY VEHICLES
HMMWY
The M998 was the first version of the HMMWYV, or High-Mobility Multipur- The M1114 HMMWV was similartothe earlier M998, butit had a heavier
pose Wheeled Vehicle, introduced in the 1980s. It was often called a “Hum- suspensionand armor plate intended to stop small arms fire and shell frag-
vee” (but never a “Hummer”). It had no armor but did have a pintle mount ments. Italso had a pintle mount ontop that could hold a machinegun, but
on top fora machinegun. was only just entering service when hostilities started in the late 1990s.
M998 4WD A 5/4W 10/8 1 1 1 G 95 3 1+4 100 M240B R 15,000
HMMWV  Car P)
M1114 4WD A 4/3W 10/7 3 3 3 G 95 3 1+4 100 M2HB R 20,000
HMMWV  Car (PG)



M151

The M151 was the final version of the standard World War Il American Jeep, officially
knownastheTruck, Utility,Y4Ton, 4x4. Although officially superseded by the HMMWV,
theJeepwasstillinfrontline servicewhenthewarbroke outin the late 1990sin many
supportandreserve units.Optionally,a pintle may be installed forthe M60 machinegun.

Car A 6/3W 10/6 1 1

1 G 65 2 1+3 75

10,000

M113

The M113 entered US servicein the early 1960s and was developed
intoa number of role-based versions. Although it was replaced in
infantry service by the Bradley IFV beginningin the 1980s, it is still
widely held by reserve and support units and actually outnumbers
the Bradley on the battlefield.

The M113 ACAV variant mounts additional machineguns be-
yond the standard M2HB, consisting of two M60 machineguns
with gunshields on pintles on the port and starboard sides. This
model could provide a better base of fire for dismounted infantry
and was often used to escort them directly in combat.

The M901 Improved TOW Vehicle, based onthe M113, is often
called a“Hammerhead” due toits distinctive appearance. It carries
adual-TOW launching platform that can be raised on an elevator
to be fired from a hull-down position behind cover.

D 360 8 2+11 275 M2HB SD,R 125,000
(PG)
D 360 8 2+9 225 M2HB M60 x2 125,000
(PG) (PG),SD,R
D 360 8 4 - TOWx2(T) SD,R 100,000
BRADLEY M2/M3

The Bradley was the first US Infantry Fighting
Vehicle and was adopted in the early 1980s
to fight alongside the M1 Abrams MBT and
in response to the successful Soviet BMP IFV.
In addition to its 25mm chain gun and two
TOW missiles, the vehicle has six M231 fir-
ing port weapons built into the hull to allow
those inside to provide defensive fire when
traveling mounted.

360 12 3+7 175 25mm M240B, (C) TOW x2 250,000
) (C), 6xM16,SD, R



M1 ABRAMS
The M1 Abrams is the culmination of the MBT 70
program jointly managed by the United States and
West Germany. It led to many experimental proto-
types and eventually to the adoption of both the
M1 Abramsandthe Leopard 2 intheearly 1980s.
Most M1 versions (with the 105mm gun) have
beenreplaced orupgraded tothe M1A1 standard.
The M1A1 Abrams is a major upgrade to the
M1 throughthe replacement of the 1005mmmain
gunwiththe 120mm Rheinmetall gun used onthe
Leopard 2 from the mid-1980s. It also hasimproved
armoraswellas an upgraded airfiltration system
tobetter protect the crew against chemical attacks.

M1 MBT A 5/4T 10/9 11 8 6 G 1915 40 4 - 105mm  M2HB (PG), 900,000
Abrams (T),FCS  M240B(C),

M240B (PG), SD, R
M1A1  MBT A 5/4T  10/9 12 8 6 G 1915 40 4 - 120mm  M2HB (PG), 1,000,000
Abrams (T),FCS  M240B(C),

M240B (PG), SD,R

OTHER US VEHICLES

CUCV: The Civilian Utility Cargo Vehicle, M977 HEMTT: The M977 Heavy Expanded Mobi | -

was one of a range of general purpose ci-
vilian pickup trucks painted in a camou-
flage pattern and used in the rear echelons
where there was |ittle need for off-road
travel. They ran on a universal CUCV key

to allow any soldier to use one as needed.

M35 2.5 TON TRUCK: The M35 2.5 ton

truck was commonly called the “deuce

and a half” for its carrying capacity.
The rear of the truck could serve as a
flat stake-bed or a passenger compart-
ment with benches. Although the cab was
made of metal, the best the passengers or
cargo in the rear could get was a canvas
cover for protection from the elements.

M939 5 TON TRUCK: The M939 5 ton truck is a
large, conventional cargo truck that is of-
ten used to mount cargo boxes for specific
purposes (such as communications, repair,
or TOC). It was also often used as a prime
mover for artillery and could tow a large
trailer in addition to its regular load.

ity Tactical Truck is an unusual eight-
wheeled transport adopted in the early
1980s to replace medium and heavy cargo
vehicles for tactical use. |t can carry
up to ten tons of cargo on its flatbed,
or a standard short shipping container.

LAV-25: The LAV-25 Light Armored Ve-
hicle was developed for the US Ma-

rine Corps in the early 1980’s. |t is
armed with the same M242 25mm chain gun
that is used by the Bradley IFV. It is
an amphibious, wheeled armored person-
nel carrier that is l|ighter, cheaper,
and faster than a typical tracked I|FV.

M60A3: The M60A3 is the final version of
the Patton series of tanks developed in
the 1950s. |t went through several up-
grades before being replaced by the Mi
Abrams and still serves in many National
Guard units as well as the US Marine Corps.



US MILITARY VEHICLES

M151 Car A 6/3W 10/6 1 1 1 G 65 2 1+3 75 - - 10,000

M998 4WD A 5/4W 10/8 1 1 1 G 95 3 1+4 100 M240B(P) R 15,000
HMMWYV  Car

M352.5  Light A 3/2wW 8/1 1 1 1 D 190 3 1+14 750 - - 20,000
TonTruck  Truck

M977 Heavy A 2/1W  5/2 1 1 1 D 585 8 1+18 3,000 - R 40,000
HEMTT Truck

M113A3 APC A 4/3T 8/6 4 4 4 D 360 8 2411 275  M2HB(PG) SD,R 125,000

M9O1ITV APC A  4/3T 8/6 4 4 4 D 360 8 4 - TOWx2 (T) SD,R 100,000

M60A3 MBT A 4/3T 8/7 9 7 5 D 1,425 25 4 - 105mm M2HB, (T), 500,000
(T), FCS M240B
(C),SD,R

M1A1 MBT A 5/4T 10/9 12 8 6 G 1,915 40 4 - 120mm M2HB (PG), 1,000,000
Abrams (T), FCS M240B

(C), M240B

(PG), SD,R

SOVIET MILITARY VEHICLES

UAZ-469B

The UAZ-469B is a light off-road utility vehicle, similar in concept to the Jeep,
which was introduced in the mid-1960s. Its capacity, low cost, and widespread
availability made it popular among the former Warsaw Pact nations as well as
the militaries of other nations aligned with the Soviet Union.

Car A 6/3W 10/6 1 1
1 G 75 2 146 150

7,500



BTR SERIES APC

The BTR-60, or Bronetransporter,is an 8x8 armored personnel car-
rier, powered by two separate engines, that entered Soviet service
in the early 1960s. It was innovative for its time and could carry
eightsoldiers and their gear. Although replaced by the BTR-70and
BTR-80, it is still widely used among second- and third-line units.

The BTR-70replaced the BTR-60in Soviet military serviceinthe
1970s. It is very similar to the BTR-60 it was replacing, but could
only carry sevensoldiersinaddition tothe two crew, and ultimately
not many were produced.

The BTR-80 was developed to replace the BTR-70 and was ad-
opted in the mid-1980s. It replaced the dual-gasoline engines of
the previous generations of BTRs with a single diesel engine. Like
the BTR-70, it could only carry seven infantrymen, but its turret
could also mount a 30mm autocannon instead of just a pair of

machineiuns.

BTR-60*  APC A 4/3W  9/6 4 4 4 G 290 6 2+12 300  KPV(T) R 75,000
BTR-70* APC A 4/3W 9/6 4 4 4 G 350 6 3+8 200  KPV(T) R 90,000
BTR-80* APC A 4/3W 10/6 4 4 4 D 300 6 3+7 175 30mm(T) PKM(C),R 100,000

T-SERIES TANKS
TheT-55 was designed after World War I
andadoptedintheearly 1960s.Thisseries
wasthe mostwidely producedtankinthe
world, withas manyas 100,000 reported to have
been built. Although replaced in front-line service by
theT-64,T-72, and T-80, the T-55 has gone through numer-
ous upgrades and can still be found in service with many
second-andthird-line unitsand Sovietallies, including
the former Warsaw Pact nations.
The T-62 is similar to the T-55, but is better ar-
moredand carries alarger gun. However, it was quickly
eclipsed by Westerntanks that were comingoutatthe
sametime, and so few were made and development fo-
cusedonfindinga betterreplacement. It can still be found
inthetankregiments of some second-line Motor Rifle Divisions.
TheT-64 was adopted inthe mid-1960s tofight the premier

Western tanks of its day, the M60, Leopard, and Chieftain. While for- saw Pact allies. Although intended only to be cheaper and simpler than the
midable, its cost was high and some weaknesses were discovered, leading T-64, numerous improvements made it a superior tank in combat as well.
to it being replaced by the T-72, although some T-64s can still be found in The T-80was introduced in the late 1970s to supplement the T-72 tanks
second-line tank divisions. then in production, especially in tank divisions. It is more akin to a highly
The T-72 was developed as a cheaper replacement for the T-64 in the modernized T-64 than to the T-72, and is more powerful, maneuverable, and
early 1970s, and is still in front-line service and used by several former War- better armored than previous Soviet main battle tanks.
T-55 Medium A 4/3T 7/6 6 5 4 D 965 24 4 - 100mm  PKM (C), 350,000
Tank (1) DShK-38
(P), SG,R
T-62 Medium A 5/4T 8/7 7 6 5 D 580 24 4 - 115mm  PKM(C), 500,000
Tank (T),S DShK-38
(P), SG,R
T-64 MBT A 5/4T 9/8 8 7 5 D 1,000 24 3 - 125mm  PKM(C),NSV 600,000
(T),FCS  (P),SD,R
T-72 MBT A 5/4T 9/8 9 8 5 D 1,200 24 3 - 125mm  PKM (C),NSV 700,000
(T),FCS  (P),SD,R
T-80 MBT A 6/5T 10/9 10 8 5 G 910 24 3 - 125mm  PKM(C),NSV 800,000

(T),FCS  (P),SD,R



BMP SERIES IFV

The BMP-1, or Boyevaya Mashina Pekhoty, was the first
true infantry fighting vehicle and inspired the wave of
Western IFVs that followed. It carries eight passengers
(who can fire from inside the vehicle) in addition to the
three crew, isamphibious,and mountsa 73mmcannon.
Although replaced by the BMP-2, it still serves in many
second- and third-line units and among the forces of
former Warsaw Pact nations.

The BMP-2 replaced the BMP-1 in the early 1980s
andisverysimilarinappearance. It carries a 30mm auto-
cannonintheturretand canmounta9M1110r9M113
ATGM as well. Unlike the BMP-1, it can only carry seven
infantrymen.

The BMP-3 replaced the BMP-2 in the late 1980s. It
is armed with a 200mm main gun and a coaxial 30mm
autocannon. By the time the war broke out, the BMP-3
had only replaced the BMP-2 in first-line units.

BMP-1* IFV A 4/3T 8/6 5 5 4 D 425 8 3+7 175 73mm PKM (C),R 150,000
(T)
BMP-2* IFV A 4/3T 8/7 5 5 4 D 425 8 3+7 175 30mm  PKM(C), 175,000
m AGS-17
(P),SD,
9M113,R
BMP-3* IFV A 5/4T 9/8 5 5 4 D 700 8 347 175 100mm  30mm 200,000
(m (C), PKT
(C),SD,R

OTHER SOVIET VEHICLES

ZIL-131: A general-purpose 6x6 truck
with a cargo capacity of 3.5 tons. In-
troduced in the mid-1960s, this

truck forms the foundation of a va-
riety of cargo vehicles as well as

the BM-21 rocket launcher system.

GAZ-66: A widely used medium-sized 4x4
truck with a cargo capacity of 2 tons
that has been in service since the mid-
1960s. There are numerous variants, in-
cluding an ambulance, chemical disin-
fecting station, and the BM-21V airborne
version of the rocket launcher system.

BRDM-2: The Boyevaya Razvedyvatelnaya Do-
zornaya Mashina is a 4x4 amphibious armored
car adopted for reconnaissance duties in
the 1960s. |t has four extra, smaller, drive
wheels that it can engage in particularly
difficult terrain, and can be fitted with
several kinds of antitank missile systems.

PT-76: A Soviet amphibious light tank with
a 76mm gun introduced in the 1950s. Al-
though still in service, it is rarely en-
countered and then mostly in Naval Infan-
try and combat engineer units, although

it is sometimes found in divisional re-
connaissance units alongside the BRDM-2.



SOVIET MILITARY VEHICLES

UAZ- Car A 6/3W 10/6 1 1 1 G 75 2 1+6 150 - - 7,500
469B

ZIL-131 Heavy A 2/1W 5/1 1 1 1 G 340 4 1+16 1,750 — - 25,000
Truck

BTR-60*  APC A 4/3W 9/6 4 4 4 G 290 6 2+12 300  KPV(T) R 75,000
BTR-80*  APC A 4/3W 10/6 4 4 4 D 300 6 3+7 175 30mm(T) PKM(C),R 100,000
BMP-2*  IFV A 4/3T 8/7 5 5 4 D 425 8 3+7 175  30mm(T) PKM(C), 175,000

AGS-17

(P)YSDI

9M113,R

PT-76*  Light A 4/3T 9/7 5 4 3 D 25 6 3 - 762mm  PKM(C),R 150,000
Tank (1)

T-62 Medium A 5/4T  8/7 7 6 5 D 580 24 4 - 115mm PKM (C), 500,000
Tank (1),s DShK-38
(P),SG,R

T-72 MBT A 5/4T 9/8 9 8 5 D 1,200 24 3 - 125mm PKM(C), 700,000
(T),FCS NSV (P),
SD,R

*Can be made amphibious by one stretch of preparations. Amphibious vehicles can move through shallow water and swamp unhindered.

SWEDISH MILITARY VEHICLES

TGB 11
The 4x4 Volvo C303 went into production as the Terrdngbil 11 in the mid-1970s
as the Swedish standard light utility vehicle.

Light A s5/2W 8/2 1 1
Truck

1 G 80 2 1+6 300
* —_—

15,000



TGB 13
TheTgb 13 isasix-wheeled version of the Tgb 11, that can carry a heavier
load.

Light A 4/2W 8/2 1 1
Truck

1 Gasoline 80 3 1+6 500

* - 15,000

BV 206
The Bandvagn 206 is a tracked, articulated all-terrain
transport that can carry up to 17 soldiers or 2.5 tons
of cargo. It was developed during the 1970s and is par-
ticularly useful in winter environments due to its low
ground pressure.

TheBv206Sisthearmored personnel carrier version
of the Bv 206. It can carry up to twelve combat-ready
soldiers.

APC A 3/3T 5/4 3 3 3 G 160 4 1+12 300 Ksp88 R 50,000
(P)

STRF 90

The Stridsfordon 90 IFV was developed during the
1980s and entered Swedish service shortly before
the war started. It can carry eight soldiers in addi-
tion to the three crew and has excellent mobility
in snow and mud.

IV A 5/4T  8/7 5 4 3 D 520 10  3+8 200  40mm  Ksp58(C),SD,R 200,000
m



STRV103C

The Stridsvagn 103C main battle tank was de-
veloped in the 1950s and was ahead of its time,
using aturbine engine, an autoloader, and a low
turretless superstructure.

MBT A 4/3T 9/7 8 6 4 D

OTHER SWEDISH VEHICLES

PATGB 180: The Pansarterrangbil 180 is

a Finnish-produced, amphibious 6x6 ar-
mored personnel carrier adopted by Sweden
in the mid-1980s. |t can carry up to eight
soldiers, who can make use of the firing
ports to defend the vehicle from attack.

PBV 302: The Pansarbandvagn 302 is a con-
ventional APC developed in the 1960s

and produced through the mid-1970s. Al-
though officially replaced by the

SWEDISH MILITARY VEHICLES

960 12 3 - 105mm

Ksp 58 x2 (C), 600,000
(H),FCs**  Ksps58(P),R

Strf 90, there are still many in ser-
vice. The PBV 302 can carry eight sol-
diers in addition to the three crew.

STRV 121: The Strv 121 main battle

tank is the German Leopard 2A4 devel-
oped in the 1970s and entering Swed-

ish service in the mid-1990s. |t was due
to be replaced by the Strv 122 (Leop-
ard 2A5) just as the war broke out.

Tgb11 LightTruck A 5/2W 8/2 1 1 1 80 2 1+6 300 * - 15,000
Tgb13  LightTruck A 4/2W 8/2 1 1 1 80 3 1+6 500 = 15,000
Bv206  All-Terrain A  4/3T 5/5 1 1 1 160 3 1+17 750 * - 40,000
Carrier
Bv206S APC A 3/3T 5/4 160 4 1+12 300 Ksp88(P) R 50,000
Patgb APC A 4/3W  8/4 4 4 4 140 6 2+16 400 Ksp88(T) R 100,000
180
PBV 302 APC A  4/3T 6/5 4 4 4 285 8 3+8 200 20mm(T) Ksp58(P),R 125,000
Strfoo  IFV A 5/4T  8/7 520 10 3+8 200 40mm(T) Ksp58(C), 200,000
SD,R
Strv MBT A 43T 9/7 8 6 4 960 12 3 - 105mm  Ksp58x2(C), 600,000
103C (H), FCS**  Ksp58(P),R
Strv121  MBT A 5/4T 10/9 12 10 6 1,200 30 4 - 120mm  MG3 (C), 1,000,000
(T), FCS MG3 (P),
SD,R

*Can be fitted with a Ksp 58 (P).

**Due to the hull-mounted configuration, this FCS does not allow firing and moving in the same round.



POLISH MILITARY VEHICLES

UAZ 469B: The Polish UAZ-469B is iden-
tical to the Soviet UAZ-469B.

HONKER 4012: The Honker is a light-
duty 4x4 pickup truck with an enclosed
cab adopted in the mid-1980s. It can
carry up to ten passengers, although
fewer if they are loaded for combat.

STAR 266: The Star 266 is a 6x6 truck ca-
pable of carrying up to 3.5 fons of cargo.
It was adopted in the mid-1970s and widely
used in its primary role as well as that of
a mobile command post, liquid transport,
decontamination vehicle, and crane truck.

ZIL-131: The Polish ZIL-131 is iden-
tical to the Soviet ZIL-131.

GAZ-66: The Polish GAZ-66 is iden-
tical to the Soviet GAZ-66.

POLISH MILITARY VEHICLES

BRDM-2: The Polish BRDM-2 is iden-
tical to the Soviet BRDM-2.

MT-LB: The MT-LB is an older Soviet am-
phibious tracked armored transport that
is widely used by the Polish armed forces
and has even been upgraded with Polish en-
gines in some cases. 11 soldiers or up to
2 tons of cargo may be carried. It is also
often used as a prime mover for artillery.

BWP-1: The Polish BWP-1 is iden-
tical to the Soviet BMP-1.

T-72: The Polish T-72 is iden-
tical to the Soviet T-72.

PT-91 TWARDY: The PT-91 is essentially
a late model T72M1 that has been man-
ufactured or upgraded in Polish ser-
vice with improved drive train, ar-
mor, fire control systems, and radios.

UAZ 469B Car A 6/3W 10/6 1 1 1 75 2 1+6 150 - - 7,500
Honker Light A 4/2W  8/2 1 1 1 110 2 1+11 275 - - 20,000
4012 Truck
GAZ-66 Light A 3/2W 8/1 1 1 1 210 3 1+14 675 - - 15,000
Truck
Star 266 Heavwy A 2/1W 5/1 1 1 1 300 4 1+14 1,750 -— - 25,000
Truck
ZIL-131 Heavy A 2/1W 5/1 1 1 1 340 4 1+16 1,750 -— - 25,000
Truck
BRDM-2 Armored A 5/4W 9/6 3 3 3 290 4 4 - KPV(T) R 50,000
Car
MT-LB APC A 4/3T 6/5 4 4 450 6 2411 275  NSW(P) AGS-17,R 75,000
BWP-1 IFV A 4/3T 8/6 460 8 3+7 175 73mm  PKM(C),R 150,000
(T)
T-72 MBT A 5/4T 9/8 9 8 5 1,200 24 3 - 125mm  PKM (Q), 700,000
(T),FCS  NSW (P),
SD,R
PT-91 MBT A 6/5T 10/8 10 8 5 1,000 30 3 - 125mm PKM (C), 850,000
Twardy (T),FCS  NSW (P),
SD,R



OTHER MILITARY VEHICLES

LAND ROVER: A 4x4 light utility vehicle
in British service since the late 1940s.

AMX-10 RC: A French 6x6 heavy reconnais-
for wheeled scouts,
it carries a full-sized 105mm cannon.

sance vehicle. Unusual

WIESEL: A German airborne combat ve-
hicle adopted in the mid-1980s.

TPZ FUCHS: A German wheeled 6x6 armored
personnel carrier, adopted in the 1970s.
AMX-10P: A tracked armored person-

nel carrier adopted by the French

army in the early 1970s.

SARACEN: A wheeled 6x6 armored per-
sonnel carrier used by the Brit-

ish army since the 1950s.

MARDER: Adopted by West Germany in the

OTHER MILITARY VEHICLES

early 1970s, it still serves as the Ger-
man army’s primary troop transport.

WARRIOR: Adopted into British service in
the mid-1980s to replace the outdated FV
432, a box-|ike APC similar to the US M113.

ey

CHALLENGER 1: Entered British ser-

vice in the early 1980s and serves cur-
rently, supplemented by some of the Chal-
lenger 2 MBTs produced in the mid-1990s.

~”

LECLERC: Entered French service in
the early 1990s after a 20-year pro-
gram to replace the AMX-30.

LEOPARD 2A4: The latest generation of the
slab-sided Leopard 2 tank developed in West
Germany in the 1970s. Large numbers of
these tanks were also sold to other Eu-
ropean nations in the early 1990s.

Land Rover  Car A 6/3W 10/6 1 1 1 G 75 2 1+3 75 M240B - 10,000
AMX-10RC  Armored A 4/3W 7/3 4 4 4 D 700 4 4 - 105mm M240B 125,000
Car (1) (C), M2HB

(P),SD,R
Wiesel Light A 4/3T 6/4 3 3 3 D 80 4 2or - 20mm  MG3(P),R 75,000
Tank 3 (T)or
TOW
(P)
TPz Fuchs APC A 4/3W 7/4 4 4 3 D 390 4 2+10 250 M240B SD,R 100,000
(P)
AMX-10P APC A 4/3T 7/5 4 4 4 D 530 8 3+8 200 20mm  M240B 125,000
(m) (C),SD,R
Saracen APC A 4/3W 7/4 4 4 3 G 200 6 249 225 M240B R 100,000
(m)
Marder IFV A 4/3T 8/7 5 4 4 D 650 12  3+6 150 20mm  Milan(C), 225,000
(T MG3 (C),SD,R
Warrior IFV A 5/4T  8/7 5 5 4 D 770 12 3+7 175 30mm  M240B (C), 250,000
(1) M240B
(P),SD,R
Chal- MBT A 5/4T 10/8 11 8 6 D 1,800 40 4 - 120mm  M240B 900,000
lenger1 (T),FCS  (C),SD,R
Leclerc MBT A 6/4T 10/9 11 8 5 D 1,300 25 3 - 120mm  M2HB(C), 1,000,000
(T),FCS  M240B
(P),SD,R
Leopard MBT A 5/4T 10/9 12 10 6 D 1,200 25 4 - 120mm  MG3(C), 1,000,000
2A4 (T),FCS  MG3 (P),SD,R



GEAR

BODY ARMOR

SSH-68 (RUSSIAN) WZ75 (POLISH)

STEEL HELMET
LOCATION  ARMOR WEIGHT PRICE
Head 1 1 25

WEAPONS GEAR

Weapons gear is associated with the soldier’s issue firearms (and
sometimes with civilian firearms as well). Such equipment canimprove
the combat capability of aweapontremendouslyin the right hands.

TELESCOPIC SIGHT: Gives you a +2 modifier if you aim as a slow action
and fire from a stable platform, such as a rest, sandbag, or bipod.
Itis most often used by snipers and hunters. Weight: 0. Price 100.

NIGHTVISION SIGHT: Enables arifle or machinegun to be fired without
restrictions or modifiers for darkness (page xx), but only within sHort
range. Night vision sights use infrared lights that are not visible to
the naked eye but are visible to other night vision devices. Night vi-
sionsights used without the infrared light can only see amaximum
of two hexes away. Weight: %%. Price 250.

BAYONET:Adding a bayonettoamilitaryrifleallowsitto be used more
effectively in hand-to-hand combat. Weight: ¥4. Price 5.

BIPOD: A bipod provides a more stable firing platform thanan unsup-
ported position. Bipods are normally part of lightand general-purpose
machineguns but may also be mounted on rifles. Weight: ¥. Price 10.

TRIPOD: Atripod provides a stable firing platform for heavy weapons
such as general-purpose and heavy machineguns and some ATGMs,
such asthe BGM-71TOW. For general-purpose machineguns, its use
is optional, but for heavier weapons, it is required unless fired from
a vehicle mount. Weight: 2. Price 25.

SUPPRESSOR: A suppressor reduces the sound of the report of a fire-
arm being shot, but does not silenceit, making it harder to pinpoint
where it came from. Although relatively rare, suppressors can be
foundfor many pistols, rifles,and submachine guns. A specially-mod-
ified barrelis generally required for mounting a suppressor, although
many modern assaultrifles can simply replace their existing muzzle
brake with one. Weight: %2. Price 150.

PASGT (US) HJALM 90 (SWEDISH)
KEVLAR HELMET
LOCATION  ARMOR WEIGHT PRICE
Head 1 L 100
BODY ARMOR
ARMOR LOCATION ARMOR WEIGHT PRICE
Steel Head 1 1 25
helmet
Kevlar Head 1 1 100
helmet
Flak jacket  Torso 1 1 150
PlateVest  Torso 2 3 250

COMMUNICATIONS GEAR

Hand-held (manpack) radios are used by dismounted tactical units to
communicate with each otherand with theirheadquarters. The most ba-
sicradioisasingle-channel FMradio broadcastinginthe clear. Advanced
radios use encryption and frequency hopping to prevent interception.

Military combat vehicles such as tanks, armored personnel car-
riers, and armored cars are generally equipped with FM radios that
are compatible with manpack radios but run on vehicle power rather
than increasingly rare batteries (page xx).

RANGE: The approximate range for each radioiis listed in kilometers.
When mountedinavehicle,orusingalongwireantenna, therange
is doubled. See the chart on page xx to determine what a range in
km means in terms of hexes on the travel map.

Note that HF/AM radios (such as those used by HAM radio op-
erators) are capable of skipping signals off the atmosphere to reach
many hundreds of kilometers if the conditions are right.

US MILITARY RADIOS

AN/PRC-148 MBITR: Developed by SOCOM for the primary use of spe-
cial operations forces in the early 1990s. It is a multiband handheld
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RADIO RANGE
RANGE IN KM RANGE IN TRAVEL HEXES
1-5 Same hex only
6-15 Adjacent hex
16-25 Two hexes
Etc. Etc.

walkie-talkie type software-defined tactical radio andis interoperable
with other US and NATO radios. Range: 10 km. Weight: %2. Price 500.

AN/PRC-77: A portable backpack solid-state VHF FM radio transceiver
that provides short-range two-way single-channel voice communica-
tion. It operates on 920 channelsin 50 MHz steps. It will acceptaKY-57
encryptiondevice, enablingittocommunicate with otherencrypted sin-
gle-channel VHF FM radio systems using the same encryption keys and
onthe samefrequency and network. Range: 8 km. Weight: 2. Price 350.

AN/PRC-119 SINCGARS: Has replaced the PRC-77 infrontline servicein active
duty units but is not widely available in reserve forces and among support
units. The PRC-119 is the 5 watt manpack version of the SINCGARS radio

RADIOS & EMP

Radios, |like other electronics, are very
susceptible to the Electro-Magnetic Pulse
(EMP) generated by nuclear explosions. So-
lenoids, transistors, microchips, and long
wires are much more vulnerable than vacuum
tubes, solid-state radios, short wires, and
batteries. Airbursts, which have less ef-
fect on buildings and people than ground
bursts, are better at spreading EMP across
a wider area. Electronics that are off are
less vulnerable than those that are pow-
ered when the EMP hits them, and some mili-
tary electronics are shielded against spe-
cific levels of EMP. Some protection can
also be provided by Faraday cages, such as
galvanized steel trash cans, to electron-
ics stored inside. In general, most military
VHF/FM vehicle radios are likely to be op-
erational in 2000, while many portable mil-
itary radios and most civilian radios will
likely have been rendered useless by EMP if
they were within 50 km of a nuclear attack.

system, whichalsoincludes vehicle-mounted systems upto
50 watts (and with twice the range). It provides options for
VHF-FMfrequency hoppingat 100times per secondamong
2,320channelsusinganencryptedalgorithmorusingasin-
gle-channel VHF-FMtransmissioninthe clearor withinter-
nal encryption. Range: 8 km. Weight: 2. Price 1,000.

KY-57 VINSON: A portable tactical cryptographic device
that provides voice encryption for military radios and
telephones. It was designed by the National Security
Agency (NSA)toattach by cabletoinsecure military com-
munication systems such as the PRC-77 and give them
an encryption capability through the use of encryption
keys (Secretthrough Top Secret). Weight: %2. Price 2,500.

SOVIET MILITARY RADIOS

R-105M:An older single-channel FM manpack radio sys-
tem that uses a mix of vacuum tubes and transistors. It
operates in the lower middle range of most FM radios,
from 36 to 46 MHz. It can be found in use only in third-
line units and among some former Warsaw Pact forces.
Range: 8 km. Weight: 3. Price 150.

R-107:ReplacedtheR-105Minthe 1970sandisalsoasin-
gle-channel FM manpack radio system that uses a mix
of micro-vacuum tubes and transistors. It also operates
inthe lower middle range of most FM radios, from 20 to
52 MHz. It can be found mainly in use in third-line units
and among former Warsaw Pact forces and rear-echelon
support units. Range: 6 km. Weight: 3. Price 200.

R-126: A smaller radiotelephone for use at the platoon
and company level introduced in the 1960s. It is a sin-
gle-channel FM radio with 31 fixed channels from 48.5
to51.5 MHz. Although replaced by the R-392A, it cansstill
be found in the inventories of former Warsaw Pact na-
tions and third-line Soviet units. Range: 2 km. Weight:
1.Price 100.

R-311: A very old but very common shortwave AM radio
produced since the 1950s. It is primarily used for trans-
mittingand receiving Morse code. Althoughitis nolonger
issued by the military, its lack of transistors made it some-
what EMP resistant, and since over 60,000 were manu-
factured, they can be found in many reserve inventories.
Weight: 5. Price 250.

R-392A: Supplemented and then replaced the R-126 in
the 1970s. It is a short-range single-channel FM radio
with six preset frequencies at 44.3,44.6,44.9,45.2,45.5,
and 45.8 MHz for use at the lowest tactical level of com-
munication. Aside from the usual batteries, thisradiois
also provided with a hand crank for continuous power
generation. Range: 5 km. Weight: 1. Price 350.



R-198: The latest generation of Soviet platoon-level sol-
id-state radios, the R-198 operates from 30-80 MHz in
the FM band. Range: 4 km. Weight: 1. Price: 400.

CIVILIAN RADIOS

WALKIE-TALKIE: Acheap commercial communications de-
vice operating in the clear on a single FM channel and
useful only at very short ranges. More advanced models
may have multiple channels and police models some-
times have encryption.Range: 1 km. Weight: %. Price 50.

HAMRADIO: An AM HF radio used for distant Morse code
(and sometimes voice) communication and relay. Ham
radios vary fromfairly portable units with limited capa-
bilities and range (weight 3) to barely-mobile sets that
require generator power and antennae tobe setup when
used, which can reach much of the globe (weight 5 +an-
tenna). Price 200—1,000.

SIGNALING GEAR

SIGNALPANELS: Reversible nylon sheets with a dark green
or camouflage side and a brightly colored reverse (usu-
ally orange or pink). These can be laid out on the ground
in a pattern to signal aircrews or held up at long ranges
to visually identify friendly units. Weight: %%. Price 10.

STROBELIGHT: Very bright blinking lights that may have
a special cap to convert the light to infrared only (visi-
ble only through night vision devices). It is most often
used to signal aircrews for landing or pickup, but can
also be used as a long-range visual signal in an emer-
gency. Weight: %. Price 20.

SIGNAL FLARE: Can be fired from a single-use disposable
canister or a reusable launcher with flare ammunition,
such as a flare gun. These flares are solely for signaling
and do not provide additional light, like the flares fired
by mortars and other artillery. Weight: ¥. Price 5.

OBSERVATION GEAR

Observation equipment is used to gain an advantage
over the enemy through intelligence — knowing where
they are and what they are doing, without them know-
ing that you know —or for visual signaling at a distance
tofriendly forces.

BINOCULARS: Used to spot animals, people, and vehi-
cles at longer ranges. They typically range from 8x to
12x in power. Binoculars give a +2 modifier to recon,
butonly when actively scouting or observing. Weight:
Y. Price 50.

NIGHT VISION GOGGLES: An electronic visor that amplifies light, allow-
ing the user to see in near-total darkness (and total darkness by using
the attached infrared light). They allow night vision out to one hex (10
m), or up to two hexes when using the attached light, eliminating all
modifiers to RANGED comBAT and REcon due to darkness. Requires a bat-
tery. Weight: %. Price 250.

THERMALOPTICS: Thermal optics are extremely rare but can be found on
many modern armored fighting vehicles and aircraft as well as the CLU
module of the FGM-148 Javelin. Thermals see heat rather than amplify-
ing light, so warm objects (such as people, animals, fires, engines, etc.)
appear light while cold objects appear dark, even through fog, rain, and
smoke (unless the smoke is hot or contains thermal chaff). This elimi-
nates all visibility limits and skill modifiers due to darkness, weather,
and smoke. Weight: 1. Price 1,000.

FLASHLIGHT: A flashlight is simply a battery-powered light used to see
in the dark, typically with a range of one hex (10 meters), eliminating
the effects of darkness within that area. It is very visible to others, es-
pecially if they are using night vision devices. Rarely, an infrared cover
may be found that hides the visible light and is only visible to night vi-
sion devices. Requires a small battery. Weight: Y. Price 30.

SEARCHLIGHT: A powerful spotlight with a range of 10 hexes (100 me-
ters). See page xx for more information. Must be powered by a vehicle,
alarge battery or a large generator. Weight: 5. Price 200.

COMPASS: Used to determine direction and may include advanced fea-
tures such as a mil scale, lock, aiming wire, and map ruler. Gives a +2
to survivaL rolls for navigating in roadless terrain (page xx). Weight:
Ya. Price 10.

GLOBAL POSITIONING SYSTEM: GPS was used by both NATO and Soviet
aircraft and modern armored fighting vehicles, and even some hand-
held devices were available, until EMP pulses from nuclear detonations
knocked out most of them. Now, functional GPS devices are very rare,
and as many GPS satellites have also been destroyed, only work half of
the time (roll 4+ on a D6). When functional, a GPS eliminates the need
to roll survivaL for navigating in roadless terrain. Weight: ¥2. Price 250.

PROTECTIVE GEAR

RADIACMETER: A radiacmeter is used to detect the level of radiation in
anarea (page xx).Requires only one round (slow action) to use. Weight:
Ya. Price 200.

CHEMICAL AGENT DETECTOR: This small kit is used to assess whether a
chemical agent is present in a hex and, if so, identify which agent. Re-
quires one stretch of time to use. Weight: ¥. Price 75.

PROTECTIVE MASK: Used to reduce or counter the effects of chemical
weapons. Removes the —3 modifier to stamina rolls for avoiding the ef-
fects (page xx), but also gives a—2 modifier to Recon and to staminArolls
made for marching. Weight: %2. Price 150.
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HAZMAT/MOPP SUIT: A suit, generally made of charcoal-impregnated
water-resistant cloth in Western Europe and the US and waterproof
plasticin Eastern Europe. Includes rubber gloves and boots and, when
worn properly with a protective mask (above), protects you fully from
most chemical weapons, even those that are lethal on contact with
skin. Also offers some protection against radioactive contamination
(page xx). Weight: 1. Price 500.

RAINCOAT: Gives a +1 modifier to sTamina rolls for avoiding the effects
of chemical weapons. Weight: %%. Price 25.

MEDICAL SUPPLIES

PERSONAL MEDKIT: Gives a +1 modifier to mepicaL AID rolls. Disposable,
canonly be used once. Weight: ¥a. Price 25.

DOCTOR’S MEDICALKIT: Medical equipment and drugs that give a +2 mod-
ifier to mebicaLaiD rolls. Includes 10 doses of each drug type below, plus
bandages and tools for minor surgery. Weight: 2. Price 250.

SURGICALINSTRUMENTS: Scalpels, forceps, hemostats, clamps, and other
tools. The set gives a +1 modifier to mepicaL AD rolls, but only when
treating fatal critical injuries. Can be combined with medkits. Weight:
1. Price 50.

ANTIBIOTICS: Gives a +3 modifier to mebicaL AID when treating infected
wounds and other bacterial infections. The effect of a dose lasts forone
day. Weight: 0. Price 25/dose.

PAIN RELIEVER: Heals 1 point of damage in one stretch.
Further doses during the same shift have no effect.
Weight: 0. Price 15/dose.

ATROPINE AUTOINJECTOR: A premeasured, automaticin-
jector,which can be operated by nonmedical personnel
totreat the effects of nerve agents (page xx). One dose,
disposable. Weight: 0. Price 100.

TOOLS & SPARE PARTS

BASIC TOOLS: A general tool set that can be used to re-
pairitemsorservice vehicles.Includes wrenches, pliers,
screwdrivers, etc. Weight: 2. Price 25.

VEHICLETOOLS: Specialized tools for repairing and servic-
ing vehicles that give a +1 modifier when doing so. This
toolsetincludes spark plug wrenches, torque wrenches,
a grease gun, etc. Weight: 3. Price 50.

WEAPONTOOLS: Specialized tools for repairing weapons
that give you a +1 modifier when doing so. Weight: 2.
Price 50.

WEAPON SPARE PART: Needed to repair an inoperable
weapon. Can also be used to jury rig weapons. Weight:
Y. Price 25.

VEHICLE SPARE PART: Needed to repair an inoperable ve-
hicle. Weight: 1. Price 50.

ELECTRONIC SPARE PART: Needed to repair an inoperable
electronicitem. Weight: %2. Price 25.

GENERALSPARE PART: Needed torepairaninoperable me-
chanicalitemthatis notaweapon orvehicle.Canalso
be used to jury rigitems. Weight: 1. Price 10.

FUEL & STILLS

GASOLINE/DIESEL: As the global oil and refinery sup-
ply system has collapsed, traditional fossil fuels are
very rare in Europe in the year 2000. Price 50/ liter.

ALCOHOL FUEL: To compensate for the gasoline and
dieselshortfalls, most operational vehicles have
been converted torunonalcohol fuel like meth-

anol and ethanol, which can be produced from
wood, grainand otherorganicmaterials. Read more
about this in the next chapter (page xx). Price 15/liter.



SMALL STILL: Produces up to 5 liters of alcohol per shift of stationary
use. Requires one encumbrance unit of organic material per liter of
alcohol produced. Can be jury rigged (requires 20 general spare parts).
Weight: 20. Price 500.

LARGE STILL: Produces up to 50 liters of alcohol per shift of stationary
use.Requires one encumbrance unit of organic material per liter of al-
cohol produced. Can be jury rigged (requires 400 general spare parts).
Weight: 400. Price 2,500.

INDUSTRIALSTILL: Produces up to 500 liters of alcohol per shift. Requires
one encumbrance unit of organic material per liter of alcohol produced.
Cannot be moved. Price 10,000.

ELECTRICITY

Asteady supply of electricity is a rare commodity in the year 2000. Vehi-
cles, mobile generators, and batteries can be used to generate enough
electricity to power smaller devices.

SMALL GENERATOR: Generates enough electricity to power a single small
electricdevice. Requires 2 liters of alcohol fuel per shift or a stamina roll
if powered manually. Can be jury rigged (requires 3 general or vehicle
spare parts and 4 electronic spare parts). Weight: 5. Price 200.

LARGE GENERATOR: Generates enough electricity to power one large
electricdevice orup toadozen smallelectricdevices.Requires 20 liters
of alcohol fuel pershift. Can be jury rigged (requires 30 general or vehi-
cle spare parts and 40 electronic spare parts). Weight: 50. Price 1,000.

SMALL BATTERY: Powers one small electric device for a day’s use. Can be
recharged by plugging it into a running vehicle or a generator for one
shift. Weight: ¥a. Price 100.

CAR BATTERY: Powers one large electric device, or up to a dozen small
electric devices, for a day’s use. Can be recharged by plugging it into a
running vehicle oralarge generator for one shift. Weight: 5. Price 1,000.

EXPLOSIVES

PLASTIC EXPLOSIVES: A quarter of an encumbrance unit of plastic explo-
sives has a blast power of D. Quadrupling the amount of plastic explo-
sives will increase the blast power one step, up to a maximum of A.
Price 25/quarter unit.

DYNAMITE STICKS: One stick of dynamite weighs ¥4 of an encumbrance
unitand has a blast power of D. Quadrupling the amount of dynamite
will increase the blast power one step, up to a maximum of A. Price
25/stick.

CHEMICALS: Arange of commonly available substances that can be used
tomanufactureimprovised explosives, such as fertilizers. Price 10/unit.

IMPROVISED EXPLOSIVES: One full encumbrance unit of
improvised explosives has a blast power of D. Quadru-
pling the amount of explosives will increase the blast
power one step, up to a maximum of A. You can convert
one encumbrance unit of chemicals into one encum-
brance unit of improvised explosives with a successful
TECH roll. If you roll a mishap, the explosives detonate.
Price 25/unit.

FOOD & DRINK

FIELD RATIONS: MRE —Meal, Ready-to-Eat —is a self-con-
tained, individual field rationin lightweight packaging
produced by the US. Minimum shelf life is three years.
Other nationalities have similar field rations. One field
ration covers the minimum daily requirement of food.
Weight: % per ration. Price 20/ration.

DOMESTIC FOOD: Cooked meat or vegetables. Needs to be
consumed within a week, or it will spoil. Weight: %2 per
daily ration. Price 10/daily ration.

WILD FOOD: Edible plants and roots that can be col-
lected by foraging (page xx). Each daily ration of wild
food weighs one full encumbrance unit, as the energy
content is low. Price 5/daily ration.

FIELD GEAR

BACKPACK: Can be used to carry a number of encum-
brance units equal to your STR die size, in addition to
your combat gear. Carrying a backpack gives a—2 mod-
ifer to all moBILITY rolls. Weight: 0. Price 50.

FATIGUES: These have a camouflage patternandinclude
boots, socks, undergarments, and gloves. The fatigues
count as adequate clothes for protection against cold
except in severe winter conditions. The camouflage
pattern gives a +1 modifier to rRecon rolls for setting
ambushes and staying undetected. Weight: 0. Price 20.

THERMAL FATIGUES: A heavily insulated version of the
fatigues above, protecting even against extreme cold.
Weight: 1. Price 50.

SMALLTENT: Gives a +1 modifier to survivaLrolls for mak-
ing camp (page xx). Fits four people. Weight: 4. Price 50.

LARGETENT: Gives a +1 modifier to survivaL rolls for mak-
ing camp (page xx). Fits ten people. Weight 8. Price 150.

FISHING GEAR: Used for fishing (page xx). Can be jury
rigged using one general spare part. Weight 1. Price 25.
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TRAVEL

| used to have this dream where | was floating down the Vistula
with all of my classmates. We were all Zen-like quiet and
serene as the river towed us toward what eventually was a
waterfall, a hundred kilometers high, | swear, and then all of
us fell off the edge into the rainbow made by the mist. These
people were just dead, but they reminded me of my dream. They
slipped by under the bridge we crossed. All of them ice-blue
from the winter but their eyes open to the slate-colored sky.
They floated down the river peacefully having, | think, been

ité%ﬁgassed in a mass execution. | didn’t even get sick this time

which made me sick in and of itself. |’m getting used to this.
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IN THE WORLD OF TwigHT: 2000, safe havens are few and
far between, and rarely remain safe for long. To stay alive,
you need to keep moving. Traveling, whether on foot or
by vehicle, is a key part of most TwiLiGHT: 2000 campaigns.

TRAVEL MAPS

To regulate journeys across the devastated Europe of
World War lll, you use a travel map. The map is divided
into hexagons, which are used to measure distances and
govern movement.One hexagonis 10 kilometers across.

You can find a large travel map — one side showing
central Poland and the other central Sweden —in this
boxed set. At the Free League website, you canfind blank
map templates to create your own maps.

CITY MAPS: Traveling inside large cities is handled some-
what differently, using maps with a smaller scale. See the
section on city travel at the end of this chapter.

TERRAIN TYPES

The travel maps are divided into different types of terrain. These are
summarized inthetable on page xx. The terrain types affect travel speed
as well as the difficulty of driving, foraging, hunting, and scrounging.
Note that the terrain type for the entire hex for game purposes is de-
termined by the center dot of the hex on the map.

ROADS: Several major roads are marked on the travel map. Traveling
along a major road is generally faster — but you also increase the risk
of runninginto patrols of soldiers or other groups (see chapter 2 in the
Referee’s Manual for more on encounters).

Only main paved roads count as roads for game purposes.The coun-
tryside is often criss-crossed with small dirt roads, but these do not
count as roads for the purposes of the travel mechanics.

RIVERS are also not a type of terrain in and of themselves, but can be
used fortraveling. Fords and bridges can be used to pass overariver.
Ifthere are none, you need araft or boat to cross a river, or you must
swim across it. Read more about journeys on lakes and rivers below.

TERRAIN TYPES
TERRAIN ROAD OPEN WOO0DS HILLS MOUNTAINS LAKE/RIVER  SWAMP RUINS
SPEED* x1 x1 X% X% X1** XY X%
DRIVING +3 +1 -1 -1 +2 -1 0
FORAGING As terrain -1 +1 -2 - -1 —)
HUNTING As terrain +1 +1 -1 0 0 -1
SCROUNGING il - -1 -1 - - - +2
ENCOUNTER 2D10x2*** 2D10x4 2D10 2D10x2 2D10x3 2D10x4 2D10x2 2D10

DISTANCE (HEXES)

*Applies only to off-road driving (page xx). For marching and on-road driving, the speed factor is always x1.

**Requires boat or amphibious vehicle.

***Minimum distance, use only for roads through woods or ruins.

WHERE TO GO?

In a sandbox game | ike TwilGHT:
2000, you might find yourself
asking the question — where
should we go? The answer to this
is very much up to yourself and
your campaign. The Referee will
give you enough information to
go on — nearby enemies to flee
from or points of interest to
investigate. More information
about this can be found in chap-
ter 1 of the Referee’s Manual.

SHIFTS OF THE DAY

During travel, the day is divided into four shifts of roughly six
hours each:
% Morning
Day
Evening
Night

* %

At the start of every shift, each member of your group must de-
cide what they will do for most of that shift. You cannot perform
more than one activity in the same shift, unless stated otherwise.
Some activities can be performed by several of the characters at
the sametime. For other activities, a single character must be cho-
sen. The various activities are explained in detail over the course
of the coming pages.



COMBAT TERRAIN

The Referee should take the
travel map terrain into ac-
count when selecting or draw-
ing battle maps for com-

bat encounters, but there

is not an absolute match be-
tween travel terrain and com-
bat terrain. For example, there
can be small areas of forest
in an open hex on the fravel
map, and conversely there can
be open fields in a travel
hex dominated by forests.

MARCHING: Walking on foot. Must be done by all
members ofthe group if you wantto move forward
onthe map.Canbe combined with keeping watch.
DRIVING: Steeringavehicleonland, waterorinthe
air.Passengers canrestorevensleepwhileyoudrive.
KEEPING WATCH: Scouting forenemies and other
encounters. Can be combined with marching, but
only by one character in the group.
SCROUNGING: Looking for useful scrap in the
wastelands. Can be done by several characters
atthe same time. Cannot be done frominside a
moving vehicle.

FORAGING: Looking for edible plants and herbs.
Can be done by several characters at the same
time.Cannotbe done frominside amovingvehicle.
HUNTING: Tracking and killing animals for food.
Can be done by several characters at the same
time.Cannotbe done frominside amovingvehicle.
FISHING: Requires a river or a lake. Can be done
by several characters at the same time. Cannot
be done from inside a moving vehicle.

MAKING CAMP: Only one character can roll for
making camp, but others can help. Cannot be
done from inside a moving vehicle.

COOKING: Can be done by several characters at
the sametime, butrequireseitherakitchenora
campfire (which can be created as a part of the
making camp action).

RESTING: Can be done by several characters atthe
sametime, and can be doneinamovingvehicle,
as long as you’re not driving or keeping watch.
SLEEPING: You needtosleepatleast one shift perday
(pagexx).Can be donebyseveral charactersatthe
sametime,and canbedoneinamovingvehicle,as
long as you're not driving or keeping watch.

# EXPLORING: Investigating a scenario location (page xx) or other
location and interacting with NPCs. Can be done by several
characters at the same time.

LIGHT & DARKNESS

The time of day determines the level of light, which affects visibility
(page xx). In most of the world, the morning and day shifts are generally
considered daylight, while the evening and night shifts are dark (with
visibility depending on moonlight and cloud cover). Only a short period
at the start of each morning and evening shift are considered dusk.
However, at higher latitudes, such as in the Nordic region, the seasons
have a great impact on light levels and the dusk lasts for entire shifts.
See the table on page xx for guidance.

NORDIC LIGHT

SHIFT SPRING SUMMER  FALL WINTER

Morning  Dusk Light Dusk Dark

Day Light Light Light Dusk

Evening  Dusk Light Dusk Dark

Night Dark Dusk Dark Dark
WEATHER

The weather, particularly cloud cover and rain, can limit visibility and
affect ranged combat. Decide the current weather when starting your
campaign, and then roll a D6 at the start of every shift. On a J, the
weather changes one step toward rain. On a €%, the weather changes
one step toward fair.
1. FAIRWEATHER: Maximum visibility in darkness
is 10 hexes (15 with strong moonlight).
2. CLOUDY: Cloud cover reduces visibility during
the dark shifts of the day to 5 hexes.
3. HEAVY RAIN/SNOW: Limits visibility to 20 hexes in the
daytime and 5 hexes at night. Gives a—1 modifiertoall
ranged attacks. Requires a stamina check for marching
(below) and gives a —2 modifier to brIVING rolls. A heavy
rain will only last one shift —after a shift of heavy
rain, the weather automatically shifts to cloudy.

MAKING YOUR OWN MAPS

As the world of TwugHT:2000 is an alternate ver-
sion of our own world, you can use any num-
ber of online map resources to create travel
maps. Simply go to any such website and down-
load a map of the area you want. Download the
blank hexagon map overlay from the Free League
website, and use an image editing program to
place it on top of the map. Make sure each
hexagon on the map is 10 kilometers across.
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INTERRUPT IONS

You need to spend most of a shift on a
specific activity for it to count, but
the Referee should allow some interrup-
tions as a result of encounters and other
events. As a rule of thumb, if you spend
at least three quarters of the Shift on
your chosen activity, you gain the bene-
fits from it. The Referee has final say.

MARCHING

If you have novehicle totravelin, you’ll need to walk on foot across the
nuclear wastelands. Under good circumstances, you can march two
hexes per shift on a road, or one hex per shift off-road. Terrain has no
effect on your marching speed.

WEATHER: In heavy rain, each PC needs to make a staminA roll to march
— if you fail, your base movement for this shift is reduced to one hex
(to zero, if marching off-road). If some PCs succeed and others fail, you
need to decide whether to leave stragglers behind or wait for them.

DARKNESS: Marching off-road at night requires a survivaL roll. Only one
person rolls for the entire group. Failure means that you cannot find
your way, and no progress is made this shift.

ENCOUNTERS: Short breaks are included in the travel speeds in the
list, but if you stop for more than a few minutes along the way — be-
cause of an encounter or something else — you will not be able to
travel the entire distance during the shift. The Referee has the final
word on how many hexes of movement you lose when stopping for
an encounter.

FORCED MARCH

You can march for two of the four shifts of the day without problem.
If you need to, you can push yourselves and march for a third shift in a
single day. This requires that each of you make a staminaroll (in addition
to any roll for heavy rain).

Failure means that you are unable to march during the shift —in-
stead, you must rest or sleep. If your sTaminA roll succeeds, you can
choose to leave any stragglers behind and split up the group, or you
can stay and wait for them.

Ifyouareinareal rush, you can even attempt to march for a fourth
shiftinthe day. In that case, you must roll for stamina again as outlined
above, but the roll gets a —2 modifier. Be aware that doing this auto-
matically makes you sleep deprived (page xx), as you miss the necessary
hours of sleep per day.

Ronson gets up early in the morning and starts march-
ing. The night was cloudy and the Referee rolls a & for
the weather—as morning breaks, the rain starts pouring
down. Ronson needs to make good progress so he walks
along a road. He needs to roll sTAMINA for the rain and
succeeds, so he moves two hexes along the road during
the morning shift.

Hejust barely makes it past a Soviet patrol however,
sofortheday shift he decides to walk through the woods
instead. Thereis aroad inthis hex, so he doesn’t needtoroll
fornavigation. The rain stops, so no stAMINA roll is needed,
but due to marching off-road, he only proceeds one hex.

Ronson decides to march for athird straight shift. He
rolls stamiNA for the forced march, but fails. He pushes the
roll, but fails again — he’s just too tired. Ronson suffers
one point of damage for the failed push, and spends the
evening recovering.

Bythestart of the night shift, he has recovered the dam-
age.It’sdark now but Ronson must press on. He takes the
chance tomarch on the road, so no survivaLroll is needed.
He rolls stamiNA again for marching for a third shift in the
same day, and succeeds. He proceeds anothertwo hexes.

Bydaybreak, Ronson is sleep deprived due to not hav-
ing slept for a full day.

DRIVING

Allcharacters areassumedto be abletodrive cars, trucks,
motorcycles, and even tracked vehicles under normal cir-
cumstances. The vehiclelists in chapter 5 indicate maxi-
mum travel speeds, in 10-kilometer hexes per shift. Two
separate rates are given, one for traveling off-roadand one
fortravelingon-road. If the listed speed for off-road travel
is a dash (-) the vehicle cannot be driven off-road at all.

NAVIGATION

When moving off-road through
a hex with no road in it, no
matter if you are marching or
driving, one person in your
group must make a SURVIVAL rol |
to enter a new hex. If the roll
fails, you enter another hex
than the one intended. Roll
any die - on an even roll, you
enter the hex to the right of
the target hex, and on an odd
roll, the hex to the left.
Maps and compasses (page xx)
give bonuses to the roll.



Normally, you will choose on-road or off-road driving
forafull shift, but the Referee can allow splitting a shift
in half, at their discretion.

ENCOUNTERS: As for marching, short breaks areincluded in
thetravelspeedsforvehicles, but if you stop formore than
afew minutes,youwill notbe able totravel the entire dis-
tance.The Referee has the final word on how many hexes
of movement you lose when stopping for an encounter.

TERRAIN

When driving off-road, difficult terrain can reduce your
speed. Aterrain speed factor of x'2in a hex means that
you need to spend two hexes of movement todriveinto

it, a speed factor of x4 means you need to spend three hexes of move-
ment, etc. You will sometimes need to accumulate movement over
multiple shifts to move into a hex. When driving on-road, the terrain
has no effect.

DRIVING AT NIGHT

Driving at night halves the effective travel speed, both on and off-road,
rounding fractions up. The era of well-lit roads is long gone, and they
are often blocked by debris and potholed by impact craters.

HAZARDS

At the start of each shift you drive, you must make a privinG roll, mod-
ified for terrain type, to avoid a hazard. If you drive off-road into a new
terrain type duringa shift, you need to make an additional roll. In heavy

TRAVEL
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DRIVING HAZARDS

D10 HAZARD

EFFECT

1-2 Wrongturn

The driver makes a wrong turn somewhere and needs to turn
around and go back. One full hex of movement s lost.

3—4 Bogged down

The vehicle gets stuck, in the terrain if off-road and in a pothole, crater or
debris if on-road. Getting loose requires a sTAmINA roll. Several attempts can
be made, but each roll means that one full hex of movement is lost.

5 Roadkill

The vehicle hits a random animal, roll a D6 on the hunting table on page
xx.The animal is killed (and can be used for food), but also inflicts dam-
age on the vehicle front equal to the amount of damage needed to kill it.

6 Engine overheated

The vehicle must stop. Fixing the problem requires a TecH roll. Several attempts
can be made, but each roll means that one full hex of movement is lost.

7 Crash

The vehicle crashes violently into a tree, rock, makeshift barricade or other
solid object, and suffers damage to the front equal to its travel speed rat-
ing (on-road or off-road). The vehicle also becomes bogged down as per
above. The crash can attract unwanted attention (Referee’s discretion).

8 Blown tire/
thrown track

The vehicle cannot move. Fixing the problem requires a TecH roll and a vehicle spare part.
Several attempts can be made, but each roll means that one full hex of movement is lost.

9 Broken axle

The vehicle becomes inoperable, as if having suffered critical damage to

its suspension (page xx) and its reliability rating reduced below D.

10 Engine blown

The vehicle becomes inoperable, as if having suffered critical dam-

age toits engine (page xx) and its reliability rating reduced below D.

rain, you get a —2 modifier. If you fail, you suffer a hazard — make a roll
onthetableon page xx. The Referee decides the exact hexin which the
hazard occurs. If you roll a mishap, you must also make a reliability roll.

Several hazards will cause one or more hexes of movement to be
lost —this is taken from the vehicle’s remaining available movement
this shift. If no such movement remains, this penalty must instead be
paid in the next shift, if the vehicle keeps moving.

FUEL & STILLS

Vehicles need fuel to operate. The lists in chapter 5 indicate each ve-
hicle’s fuel capacity (in liters) and fuel consumption (in liters per hex
driven). Off-road, the fuel consumption is doubled.

IDLING: Ifyou leave vehicleidling, to power electric devices forexample,
the listed fuel consumption is per shift instead of per hex.

ALCOHOL FUEL: Gasoline and diesel are hard to come by in the world of
TwiliGHT: 2000. Modifying an engine to run on ethanol or methanolisa
TECH roll and takes a shift of work. For game purposes, no distinction is
made between ethanol and methanol. When running on alcohol fuel,
the fuel consumption of the vehicle is doubled.

STILLS: To produce alcohol fuel, you need a stilland raw materials in the
form of wood, plants, grain or even paper. One encumbrance unit of
raw materials is used to produce one liter of alcohol fuel. A few differ-
entstills are described inthe gear chapter (page xx),and each indicates

how many liters of alcohol fuel they produce per shift of
stationary use, monitored by at least one person.

Asaruleofthumb,assumethatapersoncangather
30encumbrance units of raw materials per shift of work
inthe field. In the winter, this amount is halved.

HORSES
Ingameterms, horses count as vehicles forthe purposes
of combat (page xx). Atypical horse can carryarider (in-
cluding carried gear) plus 25 encumbrance points of ad-
ditionalload, orasecond person. If you instead lead it by
the halter,the horse can carry upto 50 encumbrance units.
Duringtravel,you canonlyride a horse for two shifts
perday.Toride fora third shift, you need to make a mosiL-
ity roll, modified by the Rider talent. If you fail, the horse
goeslame and becomes incapacitated (page xx). A horse
needs at least one shift of rest per day.

Diazdrives the M113, with a travel speed of 8/6. For the
morning shift, she stays on a main road. Jonesy keeps
watch, riding unbuttoned. Kasia and Top rest in the
back. Diaz makes a brRIVING roll and succeeds. Having
traveled four of the eight hexes, the group encounters
a band of marauders, and the Referee determines that



no more progress will be made this shift. The M113 has
been converted to run on alcohol fuel, and thus has a
fuel consumption of 16 liters per hex, i.e. 64 liters were
consumed in the morning shift.

Fortheday shift, Diaz decides to head off-road, into
the woods. There is a road in this hex, so no roll for nav-
igation is needed. She makes a bRIVING roll for the shift,
but this time she fails, and gets bogged down! The Ref-
eree decides that the hazard occurs after having traveled
two hexes (using up four of the six hexes off-road travel
capacity, due to the terrain factor for woods).

Diaz makes a stamINA roll (with help from the others)
and succeeds on her second try, but due to the hazard,
she loses her two hexes of remaining movement, mean-
ing that the M113 cannot move any further this shift.
Two hexes traveled in total this shift means another 64
liters of fuel were consumed (16x2 and then doubled

for off-road driving).

The group decides to make camp for the evening.
While Jonesy makes camp, Diaz spends the shift on re-
pairs, and Kaisa and Top gather wood and plants for
the small fuel still that the group has jury rigged. They
gatheratotal of 60 units. Using their small still, this will
take twelve shifts —three full days of non-stop use —to
distill into 60 liters of fuel.

KEEPING WATCH

Duringevery shift, you should designate one character
inyour group whois responsible for scouting for threats
and enemies. The lookout can keep watch and march
atthesametime.Alookoutis useful during every shift,
even after you make camp. You don’t need to have a
lookout if you don’t want to, but without one you have
no chance of spotting threats before they are upon you.
During journeys, the lookout makes a passive RE-
conroll (cannot be pushed) when the Referee indicates
thatthe groupis approachingan encounter (see chap-
ter 2 of the Referee’s Manual). The distance between
thelookout and the encounterdepends ontheterrain
that you are traveling in. See the table on page xx.
Make a straight rRecon roll —it’s only an opposed
rollifthe enemy is actively ambushing you. If your roll
is successful, the lookout spots the other group be-
fore you are spotted yourselves. You can then decide
whetherto show yourselves, back off, orset upanam-
bush (requiring anotherrecon roll, this time opposed).
If your recon roll fails, the other group spots you first.

BACKING OFF: If you back off from an encounter without
being spotted, you can try to circle around it, off-road.
This will cost you an additional hex of off-road move-
ment, before you can continue forward. Also, the Referee
can draw an additional encounter for the hex.

VEHICLES: If you travel on orina motor vehicle and the group you encoun-
teris onfoot, you geta—2 tothereconrolltospotthe encounter. Ifyouare
allinsideanarmored vehicle with the hatches closed, you will automati-
callyfailtheroll. If you are on foot while the encountered group is motor-
ized, you get a +2 to the roll. If both groups are in vehicles, roll normally.

Back on the road again, Jonesy is keeping watch from the M113, riding
unbuttoned. The Referee draws an encounter—the group is approaching
a heavily fortified marauder roadblock. As Jonesy is on a vehicle while the
marauders are on foot, he gets a—2 modifier to his Recon roll. He gets lucky
and succeeds, spotting the roadblock before the marauders see them.
The Referee rolls for encounter distance (road) and gets 24 — the
roadblock is 24 hexes (240 meters) distant. The group decides to back
offand drive into the woods, hoping to circle around the roadblock and
avoid detection. The main terrain in the hex is woods, so Diaz needs to
spend another two hexes of off-road movement to circle around the
roadblock. After that, the group can move on into the next hex.

SCROUNGING

The world might seem like a wasteland in the year 2000, but to the
trained eye, there are small treasures everywhere. If you spend a shift
scrounging, you have a chance to find useful scrap. Several characters
canscrounge at the same time. If you want to make separate rolls, you
cannot scrounge in the same hex on the travel map. Alternatively, one
of you can scrounge and the others help the roll.

Foreach @ rolled, make a D100 roll on the scrap table on page xx.
The table lists any effect the item has. The Value column indicated the
approximate value of the item, in bullets. The Spare Parts column indi-
cates how many spare parts can be scavenged from the find (page xx).
Scavengingtakes a full shift, separate from the time spent scrounging.

REFEREE’S CHOICE: The Referee can decide what item you find when
scrounging, instead of letting you roll. The Referee can also ask you for
areroll, for example if you find the same item twice in a row.

QUICK SEARCH

Sometimes, you might want to make a quick
search for scrap in a smaller area, without
spending a full shift. The Referee should
only allow this in areas where there is
likely to be scrap present, such as a set-
tlement of some kind. A quick search re-
quires no dice roll, and gives you a free
roll on the scrap table. This does not count

as scrounging, and you can still spend
the main part of the shift doing some-
thing else. You can also still scrounge the

hex you’re in, even after a quick search.
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01 Alarm clock - 1 general Y2 10

02 Aspirin bottle Page xx (D6 doses remaining) = 0 D6x15

03 Axe Page xx - 1 30

04 Baseball bat As club = 1 5

05 Bible - - Ya 10

06 Bicycle Page xx 2 general 5 50

07 Bicycle pump - 1general 1 15

08 Binoculars Page xx = Y2 50

09 Box of cereal, unopened D3 rations of domestic food - D3x¥% D3x10

10 Box of chocolates (still edible) D3 field rations - D3x% D3x20

11 Bullhorn (broken) - 1 general 1 10

12 Candelabra = - il 25

13 Candy bar One field ration - Ya 20

14 Cartire = 1 vehicle 2 50

15 Carving knife As knife - Y2 5

16 Champagne glasses, D6 = = Déx¥: D6x20

17 Chandelier - - 2 50

18 Charcoal grill SURVIVAL +1 when cooking 1 general 3 100

19 Cigarettes, half-empty pack Removes 1 point of stress but gives —1 to - 0 2D6x
STAMINA rolls for one shift. 2D6 uses. 10

20 Coloring book for kids (half done) - = Ya 5

21 Cooking pot SURVIVAL +1 when cooking - Y2 20

22 Credit card = = 0 1

23 Crime novel - - Ya 3

24 Crowbar TECH +1 for rough work, can be used as club — 1 5

25 Deodorant bottle - - 0 10

26 Desk lamp = 1 electronic 1 15

27 Doll - - Ya 15

28 Electric guitar Requires electricity 1 electronic 1 30

29 Electric mixer Requires electricity 1 electronic Ya 20

30 Electric shaver Requires electricity 1 electronic Ya 25

31 Electrictoothbrush Requires electricity 1 electronic Ya 25

32 Extension cord = 1 electronic Ya 15

33 Face mask, Donald Duck - - 0 5

34 Fantasy novel, very thick = = Ya 5

35 Fire extinguisher Puts out firein a hex or a vehicle. One useonly. — 2 150

36 Fireworks, D6, still functional As flares (page xx) - D6x% D6X5

37 Fishing pole Page xx - 1 25

38 Flashlight (broken) Needs repair. Requires battery. 1 electronic Ya 20

39 Floor lamp Requires electricity 1 electronic 1 15

40 Football = = Ya 5

41 Frying pan SURVIVAL +1 when cooking - Y2 20

42 Gaffer tape TECH +1 when jury rigging = Ya 25

43 Golf club As club - 1 5

44 Hair dryer = 1 electronic Y2 20

45 Hair gel - - 0 5

46 Hedge Trimmer As knife 1general 1 10

47 Hockey club As club - 1 5

48 Hunting bow Page xx = 1 150

49 Huntingrifle Page xx 2 weapon 1 varies

50 Infant formula D6 field rations = D6x%:  D6x20



51 Instant coffee D6 uses, removes sleep deprivation - Déx% D6x10

52 Instant noodles D6 rations of domestic food = D6x¥2 D6x10

53 Iron pipe As club - 1 1

54 Ladies hat = = 0 5

55 Laptop computer, broken - 2 electronic 1 50

56 Lawn mower = 2 general 4 25

57 Lipstick - - 0 3

58 Loudspeaker (broken) - 1general, 1 electronic 2 30

59 Mathematics textbook - - Y2 20

60 Microwave oven (broken) Requires electricity 1general, 1 electronic 3 30

61 Mirror - - 2 5

62 Movie DVDs, D6 - - 0 D6x1

63 Movie poster - - Ya 3

64 Music CDs, D6 = = Ya D6x1

65 National flag, torn - - 0 10

66 Necktie = = 0 5

67 Oriental carpet - - 2 15

68 Photo of happy family = = 0 3

69 Playing cards - - 0 10

70 Raincoat STAMINA +1 against chemical weapons = Y2 25

71 Remote control - 1 electronic 0 15

72 Revolver Page xx 1 weapon i 75

73 Saxophone - 1 general 1 25

74 Shopping cart Carries 20 encumbrance units 1general 3 20

75 Shotgun Page xx 2 weapon 1 varies

76 Skateboard MOBILITY +1 on pavement = 1 15

77 Ski hat STAMINA +1 against cold - 0 10

78 Sleeping pad SURVIVAL +1 When sleeping on bare ground = Y2 10

79 Snowglobe - - Ya 5

80 Sports jersey = = 0 5

81 Teddy bear - - Ya 5

82 Tent (fits four) SURVIVAL +1 to make camp = 4 50

83 Tireiron TECH +1 on vehicles - 2 25

84 Top hat = = 0 10

85 Toy sword - - Y2 5

86 Trombone = = 1 20

87 TV set, broken Requires electricity 2 general, 2 electronic 4 50

88 Twinkies, still edible D6 rations of domestic food - D6x% D6x10

89 Typewriter - 2 general 2 60

90 Vacuum cleaner Requires electricity 1general, 1 electronic 2 30

91 Video game console - 1 electronic Y2 20

92 Walkie-talkies (broken) Page xx (need repair) 1 electronic Y 50

93 Walkman with head- - 1 electronic Ya 25
phones and cassette

94 Wallet full of moldy cash = 0 3

95 Wine bottle, undrinkable - - ) 2

96 Wristwatch, broken - 1 electronic 0 20

97 Yellowed copy of TwiLiGHT: - - Y2 10
2000 RPG, 1st edition

98 Roll twice on the table = = = =

99 Roll three times on the table - - - -

Roll four times on the table
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FORAGING

If you are running out of provisions, you can spend
a shift looking for edible plants and drinkable wa-
ter. You cannot march at the same time, so to for-
age you must stop in the hex you currently occupy.
You cannot forage the same hex two shifts in a row.

Several characters can forage at the same time.
If you want to make separate rolls, you can’t forage
in the same hex, however. Alternatively, one of you
can forage and the others help the roll. To forage,
you must first choose whether you are looking for
food or water. Then make a survivaL roll, modified by
the terrain type (page xx). The roll is also modified by
the time of year.

When looking for food, success means that you find
a number of rations of wild food (page xx) equal to the
number of €3 you rolled. When looking for water, suc-
cess means that you find enough drinkable water to fill
your water bottles.

You can eat wild food, or cook it to turn it into do-
mestic food (page xx).

FORAGING
SEASON FORAGING
Spring -1
Summer 0
Autumn
Winter -2

HUNTING

Another way tofind food during a journey is to hunt.
You cannot march at the same time as you hunt. Sev-
eral characters can hunt at the same time, but not
in the same hex. Alternatively, one of you can hunt
andtheothers help.You cannot huntinthe same hex
two shifts in a row.

To hunt, you must first roll for survivaL, modified
for the terrain type. Success means that you have
tracked some kind of prey. Roll on the hunting table
on page xx to see what type of animal itis. If you roll
multiple €, you manage to track several prey —roll
once for each, and then choose which one to hunt.

To kill a prey you have tracked, you must first
make a REcON roll to move into position without
alertingthe animal. It’s a straight roll (not opposed)
but modified by how close you want to get (page
xx). Second, you must make a ranged attack against
the animal. You can make a slow aim if you have a
telescopic sight (page xx). If your attack inflicts the
amount of damage listed in the Damage column or

OTHER ANIMALS

The hunting table assumes a north-
ern or central European setting. |f
your game is set elsewhere, feel free
to replace the animals in the ta-

ble with more appropriate species.

more, the animal is killed. If not, it’s only wounded and escapes.
You only get one shot.

The hunting table indicates how many rations of (domestic) food
thatyour preyyields, once the meat has been cut and cooked (page xx).
You can eat raw meat, but you will then need to make a staminA roll to
resist food poisoning (page xx).

TRAPPING: Certain animals can be caught using simple snares. Using a
snare, you don’t need to shoot the animal in order to catch it. Instead,
you just make another survivaL roll after having tracked the animal - if
successful, the animal is caught.



HUNTING
D6 ANIMAL  DAMAGE  TRAPPING _ FOOD
1 Grouse* 1 No 1
2 Rabbit 1 Yes 2
3 Fox 1 Yes 3
4 Boar 2 No 4
5 Deer 2 No 5
6 Moose 3 No 6

*Requires shotgun

EXAMPLE

While waiting for the still to produce fuel, Top goes hunting in the
woods. He makes the survivAL roll (with a +1 from terrain type and
a +1 from his Hunter specialty) and succeeds with two €. He rolls
twice on the hunting table indicating he’s tracked both a boar and
a moose. He decides to hunt the moose. He tries to move within 10
hexes (100 meters) of it, which is MEbium range for his M16. This gives
him a +1 to his rRecon roll to move into position, and he succeeds.
Now, he takes the shot, using three ammo dice, just to be sure. He
hits with one € on his base dice and gets on €% on his ammo dice,
hitting the animal twice for 2 damage points each, for a total of 4.
The moose goes down.

FISHING

If you arein a hexagon by a river or lake or by the ocean
you can fish. If you are on foot, you cannot march while
fishing, but you can fish from a moving boat. Several
characters canfish atthe same time. If you want to make
separate rolls, you can’t fish in the same hex, however.
Alternatively, one of you can fish and the others help.

Tofish, you need fishing gear (page xx) and a SURVIVAL
roll. Success means you gain a number of rations of (do-
mestic) food equal to the number of € you rolled, once
thefish has been cleaned out and cooked (page xx). You
caneatraw fish, butyou willthen need to make a sTaminA
roll to resist food poisoning (page xx).

GRENADE FISHING: If you have a hand grenade to spare,
you can use it for fishing. This requires no skill roll, and
yields D6 rations of food. You can’t grenade fish in the
same hex more than once per shift.

MAKING CAMP

When the journey of the day is over, it’s time to make
camp. Findinga good location fora camp, making a fire,
and preparinga place tosleep takes awhole shift—usu-
allythe evening.Only one character rolls to make camp,
but others can help with the roll.

Make a survivaL roll. If your roll succeeds, you find
a sheltered place to spend the night, where you can all

TRAVEL
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CAMP HAZARDS

D10  HAZARD EFFECT
1 Food spoiled  Your food has rotted or been infected by insects. Half the rations you are carrying are spoiled.
2 Flooding Heavy rainfall (page xx) starts in the middle of the night. The camp is

flooded and everything gets soaking wet. All characters must roll for sTaAMINA
to avoid becoming hypothermic, and no one gets any sleep.

3 Fire dies The firewood is wet, and your campfire goes out. Except in warm weather, ev-
eryone must roll for stamiNA to avoid becoming hypothermic.

4 Fire! The flames from your campfire spread out of control. If you have a tent, it’s destroyed. Each
character suffers the effects of fire with intensity D, and must make a moBiLITY roll to save their
gear. Failure means that one piece of equipment (Referee’s discretion) is lost in the fire.

5 Ants Your camp sits right in the middle of an ant road. You each suf-
fer 1 point of stress and no one gets any sleep here.

6 Lice Arandomly selected character has caught lice. It itches horribly, and they get
arash all over their body. The victim suffers 1 point of stress each day and can-
not sleep this day. A successful MebicALAID roll stops the effect.

7 Mosquito Alarge swarm of mosquitoes attacks the camp, driving everyone crazy. Roll two D6 base
swarm dice for each character —for each @ rolled, the character suffers 1 point of stress.

8 Savage Astarving wolf, dog, boar or even a bear attacks the camp.
animal For stats, see page xx of the Referee’s Manual.

9 Lost gear Arandomly selected character has lost a piece of gear. The Ref-

eree decides what was lost, and if it can be found.

10 Broken gear Anitem belongingto a randomly selected character is broken. The Ref-
eree decides what item it is. The item can be repaired with a TeEcH roll.

find cover from incoming fire and rest up before the next
day’s journey. If your roll fails, you set up camp to rest
and sleep anyway, but the Referee makes a hidden roll
onthehazardtable (page xx). Re-roll if the hazard is not
applicable to the situation. The Referee can spring this
hazard on you anytime while you are in the camp.

BARE GROUND

It is possible to sleep in the
wilderness without making camp —
you simply find a suitable tree

to sleep under. You save the time
it takes to make camp, but every-
one in the group must make a SURVIVAL
roll to find a good spot to sleep.
Failure means you don’t sleep at
all, and thus risk becoming sleep
deprived. Since you don’t have a
fire to keep the cold away, you all
also suffer the effects of cold.

FIRE: Startingafireisincluded in making camp.Thisisrequired tobe able
to cook food at the camp (page xx) and it will protect you against cold
weather.You can opt to not start a fire, as the smoke will give away your
position to anyone within visual range of it (page xx). When sleeping
forashift without a fire (or other heat source), you must all roll stamina
to avoid hypothermia (page xx), except during warm summer nights.

HIDDEN CAMP: If you want to make your camp hard to spot, roll Recon
right after your survivaL roll, and note down the result. Your REcON re-
sult will be used as an opposed roll against any enemy passing by, just
as when setting up an ambush (page xx). Without this, any enemies
coming within visual range of your camp will automatically spot it.

STANDING GUARD: Even while you are in your camp, you would be wise
to have a sentry stay awake to keep watch. You need to choose who
stands guard during the night, and let this person sleep during some
other shift (usually the evening).

COOKING

Cooking meat, fish or vegetables that you have caught or foraged in
the wild requires a campfire or a kitchen of some sort. By a campfire,
you can cook up to a dozen daily rations of food in a shift. This includes
cutting meat, gutting and cleaning fish, etc. You can cook in the same
shift as another character makes camp.



Roll survivaL. No matter if you succeed or not, your rations of meat,
fish or wild food are turned into domestic food rations (page xx). How-
ever, if you fail, anyone who eats the food must make a stamina roll to
resist food poisoning.

RESTING

Resting by the campfireis a good opportunity to recover from damage.
Read more about recovery on page xx. If your rest is interrupted by
something dramatic, like combat or other similar activity, your activity
during the shift no longer counts as rest.

SLEEPING

You needtosleepatleast one shift perday (usually during the night) to
avoid becomingsleep deprived (page xx). If your sleep is interrupted by
something dramatic, like combat or other similar activity, your activity
during the shift no longer counts as sleep.

EXPLORING

Whenyou stop atalocationto exploreit, your journeyis interrupted. Ex-
ploring can take anything from a shift up to several days or even weeks.

Sometimes, you might havetotake a break torestorsleep
while exploring.You cannot rest or sleep if you explore for
more than half of the shift.

CITY TRAVEL

Travelinginside large cities is handled similarly to travel
inthe countryside, but uses maps with asmaller scale.
Instead of 10-kilometer hexes, city maps use 1-kilome-
ter hexes. However, as cities are often more crowded
and travel in a city is slower, each 1-kilometer hexin a
city is counted just like a 10-kilometer hex for the pur-
poses of both travel speed and encounter frequency.

City settingsand howto play in them will be explored
in more detail in a future expansion to TwiLigHT: 2000.

WATER TRAVEL

If you have access to a boat or raft, you can cross a river
without using a bridge or aford. You can alsotravel along
ariver,across alakeoronanocean. Seatravel works just
likedrivingonland. Passengersonaboat canrestoreven
sleep, as long as they don’t keep watch, fish or perform
some other action.

A few common civilian boat types are included in
the vehicle lists in chapter 5. More boats, and more de-
tailed rules for how to use them, will be included in a
future expansion.

TRAVEL
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THE WORLD INR

l’d dlfsgﬂd Advanced Calculus and was smoking at a café when
saw th parachuTes bloom over my high school as the Soviets
egan Tﬁéﬁr invasion. Adults stood dumbfounded around me, coming
ouﬁjefﬂfhe café, out of apartments, cars slowing to a complete
dgﬁﬁﬁt This was all the news had talked about for the better part
~of the year, but no one really believed it would happen. An old
man in a tweed jacket looked at me and said, “You shouldn’t be
smoking, little girl.” | laughed and pointed to the descending
troops. “Yeah,” | told him, “THAT’S my biggest problem.”
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THE ROAD TO WAR

1989
Novemeer 9: The Berlin Wall falls.

1990
Aucust 2: Iraq invades Kuwait, starting the Gulf War.
Ocroser 3: Germany is reunified.

1991

Fesruary 28: The Gulf War ends.

June 12: Boris Yeltsin is elected president of Russia.

Juwy 1: The Warsaw Pact is formally dissolved.

Aucust 19: Tanks rumble through the streets of Moscow in
the morning. “The Gang of Eight,” with KGB chief Vladimir
Kryuchkov at the helm, sets their coup in motion. Presi-
dent Mikhail Gorbachev is placed under house arrest in
Crimea and vice president Gennady Yanayev —one of the
The Eight —is declared the new president of the Soviet
Union.The Russian president Boris Yeltsin is arrested at his
dachaoutside Moscow. Tens of thousands demonstratein
the streets against the coup, but without a central leader
figure, the protests are struck down hard.

In other parts of the Soviet Union, the Gang of Eight
is less successful. In the Baltic states of Estonia, Latvia
and Lithuania, Soviet forces occupy TV towers and other
strategic buildings, but this sparks violent protests. After
many deaths and strong condemnation by the USA, the
Soviet forces retreat. The three Baltic states all declare
independence shortly after, and immediately apply for
NATO membership.

1992
The collapse of the Soviet Union has been halted by the Eight,
who spend the next year purging all opposition to their rule
inside the Soviet government. The Kremlin initiates a pro-
gram of carefully controlled economicliberalization, but the
freedom of the press and other liberties introduced by Gor-
bachev are revoked step by step.
Intheinternational community, the Soviet Unionis seen
as severely weakened. In the US, focus shifts to the woeful
state of the domesticeconomy. President George Bush loses
the election to the challenger Bill Clinton.

1993
Clinton wants to show solidarity with the countries in the
former Warsaw Pact. During a visit to Poland and the Baltic
States, he signals that they can count on NATO supportand,
eventually, membership. The Soviet Union protests, but the
former super power is on its knees and is not seen as a real
threat, despite its nuclear arsenal.

The Oslo Agreement between Israel and the Palestinian
Liberation Organization (PLO) is signed in Washington.

1994

Gennady Yanayev dies under mysterious circumstances. KGB
chiefVladimir Kryuchkov is named new president of the So-
viet Union.Rumors spread of another wave of bloody purges
in the Kremlin. Mainly thanks to rising oil prices, the Soviet
economy gets back on its feet.

1995

Vladimir Kryuchkov holds a speech about the “illegal” exit
fromthe Soviet Union by the Baltic States, and how thiswas a
ClAplottoweakenthe Soviet Union.The Clinton administra-
tion views the speech as empty rhetoric and does not react.

1996

At dawn on May 9, Soviet tanks thunder into Estonia, Latvia
and Lithuaniain abroad offensive. Vladimir Kryuchkov holds
aspeech and says that the operation is necessary to protect
the Russian minorities in these countries, and to restore the
territorial integrity of the Soviet Union.

The USistaken by surprise, and its reaction is tepid. The
leaders of the Baltic States beg for help, but Clinton hesitates.
After just a week of military action, Estonia, Latvia and Lith-
uania are all again under Soviet rule, but guerrilla warfare
continues. Soviet forces mobilize along the borders of Poland
andFinland.The Soviet aggressionis condemned by the UN,
but being a permanent member of the Security Council, Mos-
cow blocks all concrete UN action.

TheSoviet attack occurs inthe middle of the presidential
primaries in the US. Harvey West, a former Lieutenant Gen-
eral of the US Marine Corps, unexpectedly defeats Bob Dole
inthe Republican primaries and challenges Bill Clintonin the
November presidential election. West bases his campaign on
blasting Clinton’s weakness against the Soviets and promises
a stern hand against Moscow. Harvey West wins the hotly
contested race by a narrow margin.

1997

Harvey West s installed as US President, and starts fulfilling
hiscampaign promises right away. The US military presence
in Germany and Norway are beefed up significantly, even with
tactical nuclear weapons. The newly commissioned USS Harry
S.Truman aircraft carrier sails intothe Baltic Sea, a bold move
meant to send a strong statement to the Kremlin.

Kryuchkov sees the US advance as an existential threat.
He concludes that Poland will soon fall into the US sphere of
influence, and be allowed into NATO. To safeguard the Soviet
territorial buffer in the West, Kryuchkov orders animmediate
invasion of Poland, with the pretext of protecting the small
Russian minority there. Soviet air and ground forces cross
the border en masse.

The US President West reacts with force. He is unwill-
ing to send ground forces into Poland, but orders a broad
airbombing campaign against the advancing Soviet forces.
The Kremlin replies in kind, with air strikes against US mil-
itary bases in the United Kingdom, Germany, Turkey, Italy,



Norway and Iceland, drawing NATO into the escalating con-
flict. Meanwhile, the advance into Poland continues, and
the Soviet forces close in on the Oder river, the borderto the
reunited Germany.

Pressure mounts for President West and his NATO allies,
who agree tolaunch amultinational ground operation in Po-
land to break the Soviet advance. But West doesn’t stop there
—the Soviet threat needs to be stopped all across Europe, he
concludes, and draws a line from the Black Sea to the Arctic
Ocean. US troops are also sent to the Czech Republic, Slova-
kia, Hungary and Romania, who all happily receive them.
The US military activates its reserve components, drawing
on Army, Air Force, and Naval Reserves to provide the man-
power required.

OnJune6,US and Soviet ground forces engage in combat
for the first time, west of Poznan in western Poland. Shortly
after, Soviet forces cross the borders of Romania and Slova-
kia, and fighting erupts all along the new frontline through
Eastern Europe.

The USS Harry S. Truman and its supporting squadrons
spar with the Soviet Baltic Fleet out of Kaliningrad. The US
asks Swedento allow US troops and air defenses on the stra-
tegically located island of Gotland in the middle of the Baltic.

The US demand sparks a violent debate in Sweden. The
government finally decides to reject the demand, referring
to the Swedish official policy of neutrality. President West
refuses to back down, and sends a marine force led by the
UsSSanJacinto cruiserto Gotland. The Swedish armed forces
deploytheirbrand newJAS 39 “Gryphon” jet fighter, but after
just a few days of air combat and a brief naval battle, Swe-
den agreestoaceasefire. UStroops soonland on Gotland, in
Stockholm, and in Gothenburg on the west coast of Sweden
tosecure the supply lines.

Sweden’s quick ceasefire sparks another furious debate in
the country, where the political left accuses the government
of making a secret deal with the US. In Moscow, the Kremlin
draws the same conclusion, and now sees Sweden as a de
facto NATO member and thus a hostile country.

Kryuchkov sees the US advancing quickly inthe Baltic Sea
region, and decides tostrike fast. Old battle plans are dusted
offand putintoaction.Soviet air forces attack a wide array of
USand Swedish targets. Tanks rumble into northern Finland
and advance quickly toward the Swedish border in the far
north. Alarge airborne force parachutes north of Stockholm,
and Arlanda airport quickly falls to Soviet control. Soviet na-
val ships enter the Stockholm archipelago, where they face
both Swedish and American vessels in combat.

After a few weeks of heavy exchanges, the fighting
subsides. Despite American air superiority, the larger So-
viet forces have made substantial conquests. American
and Swedish forces hold the west coast of Sweden and
an enclave in Stockholm, while Soviet troops have taken
control over most of the rest of the country. The USS Harry
S.Trumanis badly damaged by Soviet submarines and just
barely managestohobbleinto portin Stockholm, anchor-

ing off the Old Town. The Baltic Sea is now largely under
Soviet control.

Similar scenarios play out in eastern Europe. Despite the
UStechnological advantage, the more numerous Soviet forces
advance in Poland, Romania and Slovakia.

The Soviet Northern fleet, based at Severomorsk, sails
south to harass US supply lines and to prevent the UK from
assisting the US in the Baltic. There are running skirmishes
off the British coast as the Royal Navy is kept busy holding
off the Soviets.

1998

The new year brings more bad news forthe US. Supported by
the Soviet Union, Syria invadesits southern neighborJordan
—aUSally. The Syrian President Hafez al-Assad proclaims the
creation of the New United Arab Republic (NUAR). Saddam
Hussein’s Iraqimmediately joins this new federation, which
usesthe Palestinianissue to unifythe Arabworld against the
most important US ally in the region: Israel.

NUAR rejects the Oslo Agreement between Israel and
the PLO, and demands that Israel abandon the West Bank,
the Gaza Strip and East Jerusalem. When Israel refuses, Syr-
ian and Iraqi forces, supported by the Soviet air force and
navy, attack the Golan Heights and the Jordan Valley. Israel
responds with its full military might, but struggles to stop
the massive Arab-Soviet attack, and the NUAR forces close
inon Jerusalem.

Israel’s Prime Minister asks the US for immediate help.
President West, under pressure by the situation in Europe,
hesitates. Israel draws the conclusion that the US has aban-
doned them and that the country must rely on itself. The
government orders tactical nuclear strikes on the attacking
forces. Soon, mushroom clouds rise over the Holy Land.

TheNUAR invasion is halted. Syria asks Moscow to launch
nuclear strikes against Israel as a response, but Kryuchkov
decides against it, fearinganall-out nuclear war with the US.

InWashington, President West fears the Soviet manpower
advantage will overrun central Europe. He activates the Selec-
tive Service System and orders a massive draft. Reaction ranges
from patrioticenlistments to willful disobedience. Many draft-
ees are directed to local reserve and National Guard units for
initialtraining. Before the end of the year, the draft will produce
half a million soldiers to reinforce Europe.

Yet, the mobilization takes monthsto complete,and West
needstostop the Sovietonslaughtimmediately. As the Krem-
lin did not respond to Israel’s use of tactical nuclear weapons
on the West Bank, West concludes that he can use them in
Europetoo, withouttriggeringa global nuclear war.Seeingno
otheroptiontostoptheSovietonslaught, he givesagreenlight
to limited use of tactical nuclear strikes against enemy troop
concentrations—firstin Poland, laterin Sweden and elsewhere.

These attacks have a devastating effect on the Soviet
forces, and their advances are stopped in their tracks. The
Kremlin immediately responds in kind. Both sides try to ex-
ercise restraint, at first targeting only military and command
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and control targets. Step by step the nuclear duel escalates,
andsoonindustrial centers and other civiliantargetsareanni-
hilated—notonlyin continental Europe, butalsointhe United
Kingdom and soon even in the US and Russian heartlands.
The EMP pulses knock out most electronic communication,
and civil order in the affected countries starts to break down.

Back home in the US, the nuclear exchanges trigger mas-
sive civil unrest. Hundreds of thousands of people marchinthe
streets of several major cities. The rift grows and increasingly
leads to violence. Street fights break out in several cities, and
both sides organize armed militias. In some large cities, local po-
liceforces jointhedemonstrators, and fighting erupts between
police and federal forces. Some US states openly denounce the
President’srule. Afewfederal agencies, such as the State Depart-
mentandtheCIA, arerumoredtobesecretly helpingtherebels.

The Kremlin views the US as weakened, and initiates a
major offensive to end the war once and for all. Instead of
hitting the NATO forces in Poland directly, the Red Army tanks
rumble into the Czech Republic and further into southern
Germany. They quickly take Dresden, Leipzig, and Nurem-
berg, before another wave of tactical nuclear strikes halts
their advance. In the far north, Soviet forces enter Norway
and reach the Atlantic coast, supported by naval forces. Then,
the Northern Fleet finally stops playing with the Royal Navy,
sweepingthemaside, and launches aninvasion of the British
isles. The few UK troops left, supported by a detachment of
recovering US soldiers, stage a desperate defense. Tactical
nuclear strikes devastate coastal settlements.

Toward theend of the year, President West’s sorely needed
reinforcements, hundreds of thousands of recruits, are finally
ready. The military usesits full transport capacity toflyand ship
the soldiers to Europe. The Soviets want to stop the reinforce-
ments, and order the navy and air force to attack the trans-
ports. A bloody war at sea and in the air rages on for weeks.
Whenthe smoke clears,the US has obliterated the Soviet navy,
butsuffered hugelosses inthe process. President West has lost
his capacity to ship more troops and equipment to Europe—as
wellas the ability to bring the forces already there backhome.
This, combined with the effects of nuclear strikes on all elec-
troniccommunication, means that the US forces in Europe are
stranded there for the foreseeable future.

1999
Thewinterof ‘98—'99 is the coldestin living memoryin Europe.
By New Year’s Eve, civilianlosses pass 15 percentin most cities
on the continent. But the worst is yet to come. As a result of
the fighting, and the EMP pulses from nuclear strikes, com-
munication networks and transportation routes break down.
The food supply chain collapses, and Europe experiences a
famine impossible to imagine only a year earlier. Africa and
South America, largely spared from the war itself, are hit hard
when world trade collapses. International shipping comes to
a standstill and fuel prices skyrocket.

The cold winter in Europe delays the spread of disease,
but with Spring comes the full force of virulent epidemics.

Typhoid fever, cholera, bubonic plague and a host of other
diseases sweep across the continent, and the world. Before
the end of the year, the world population is halved.

On the battlefields of Europe, soldiers now fight to sur-
vive, not to conquer.The frontlines have largely disappeared,
replaced by large occupied zones. Tanks begin breaking down
and the supply of spare parts gradually dwindles to zero.
The sophisticated artillery weapons have used up all of their
ammo, and no one is capable of producing any more. Divi-
sions which started with 20,000 men are lucky to put 2,000
in the field. The military supply lines have generally ceased
to function on both sides, and the troops are forced to live
off the land to survive, often sparking conflicts with the lo-
cal population.

Asthefrontlines crumble, local militias are formed by the
remains of the national military forces and civilians. Some of
these cooperate with the American forces, others with the So-
viets,and somefight all foreign troops with equal fervor.The
most organized of these militias are called the Red Brigades,
taking orders directly from the Soviet military command.

Inthe US, the escalating conflict both at home and over-
seaserodes theauthority of the federal government. Finally,
several states officially declare independence, and even
states making no such official declaration simply choose to
ignore Washington from this point on.

2000

At the start of the new millennium, civil rule has ceased to
exist in most of Europe. Many military units remain, mostly
becausethey have the capacity todefend themselves and to
survive in the harsh conditions. Many units recruit civilians
into their ranks.

In early April, word suddenly starts to trickle down the
wiretothe Americantroopsin northern Europe about Oper-
ation Reset —the first major offensive to be launched by the
US militaryin overayear.The planistolink up the scattered
remains of NATO troops in Sweden and in Poland and make
amassive push toseize the two besieged capitals of Warsaw
and Stockholm. The true purpose of this push toward two
devastated metropolitan areas is unknown.

Despitethe unclear purpose of the operation, it starts out
well for the US-led forces, taking the Soviets by surprise and
advancing with surprising speed. But it is not to last. After
several weeks of NATO gains, the Soviet military, despite se-
verely degraded command and supply lines back to Moscow,
reacts and strikes back hard. Coordinated assaults of armor
and artillery pound the NATO forces, and the offensive grinds
to a halt on both sides of the Baltic.

The fighting rages for weeks. The US-led forces fight des-
perately against the more numerous Soviet forces, leaving
both sides severely battered. In the end, the NATO divisions
of Operation Reset are overrun, survivors fleeing into the
woods. The final order from HQ is short and to the point:

“Good luck. You’re on your own now.”



Hell, | joined up to see the world. That’s what the ads on TV
said. The Army recruiter, too. No one said anything about World
War Ill. | mean, the Wall was down, right? All that stuff was over?
That’s what | thought. But, if there was ever a war, | wanted

to be in it. | told Top how stupid that was, wanting to be in

a war, and he said that was just being young and young people
being that way was how politicians got armies to fight wars. |
asked him how come he stayed in then? He’s got to be sixty-some-
thing. Beyond mandatory retirement. He told me, “| was never
young, Two-Fer, but god damn did | ever try to stay stupid.”

POLAND

Fifty years. Five decades. Well within a human lifetime. That’s how long
Poland went without foreign powers warring for their territory, terror-
izing their people, or bombing their cities. But take away another ten
years in which armed partisans fought Soviet annexation. Take away
the entirety of the repressive communist regime, and you're left with
lessthan five years. Five years of hope before Poland once again became
the flashpoint foranotherworld war. We didn’t even make it out of the
century before we had ourselves a third world war.

Think about that.

It is July 2000, having limped into the third millen-
nium, two greatempires use their dying breaths to stab
each other.The battleground is Poland. The populace is
weary, the dead heaped in mass graves. Central order is
a myth that died when the first nukes went off. People
starve, they kill for food and shelter. The great military
machines of the East and West have ground to a halt,
laid down to die in someone else’s cemetery.

THE WORLD
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Cantonments abound, places of relative, though
military, order. Some few towns band together for
mutual survival while cities like Krakow declare them-
selves free.Butfreedomis only tenable tothe degree by
which one can defend themselves, and the landscape
where Mieszko | once ruled and converted to Christen-
dom hasreturned toa medieval state. Warlords are ty-
rant kings, the serfs former bankers, accountants and
miners now under their fickle, lunaticthumbs. The last
winters were the coldest on record. Historians, the few
left, compared it to the frozen tatters of Napoleon’s
army dying at Vilnius.

The map of Poland is a historical object, a conjura-
tion of lines that were always, we now realize, wholly
imaginary. Crude embankments protect walled cities
and towns fending for themselves. Trade is rare and un-
reliable. The heavily forested woods of Poland once again
harbor monsters, though this time not those summoned
from human superstition but human desperation.

This is the year 2000, the twilight of civilization.
What comes next no one knows. First, you must survive.

AT WAR
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CENTRAL POLAND

OVERVIEW

We paint with broad strokes now for, as we have noted, the scribbled
lines on maps denoting place, and function, are but memories. Yet
they serve as a general way of dividing the country for purposes of the
little intelligence available to any military anymore. Before this new
war, Poland was sectioned into voivodeships or provinces. While some
warlords claimthey still rule these areas, such as the Baron of Warsaw,
the provinces retain little actual meaning.

Instead, intelligence breakdowns are typically by region with
drilled-down town by town information where possible. This overview
of Poland takes the former approach, using cardinal directions — one
of the few things mankind still counts on — as descriptors for areas
that, in reality, are rarely united in any significant way. Think of it like
a pre-war map of the United States where the names of states might
be the same, but no practical borders remain. In effect, there is no Po-
land, just as most of the countries of the world have become theories,
ghosts of a time when the world was bound by borders, treaties, and
an all too-brief peace.

Provinces listed under the regions are for reference only. They do
not reflect the current reality of Poland at war.
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CENTRAL POLAND

Strip backthe rusted, burnt-out hulks of old armored vehicles, the craters
from tactical nuclear strikes, the ruined cities and towns, and the land-
scape of Central Poland remains much the same as it would have looked
tothefirst chieftains whose pyres are shown in a diorama at the Poznan
Museum.That Poland hasreturnedtosuch a primitive stateis testament
to the perseverance of its people. Other former nations are nothing but
chaos, ethnic cleansing, and horror. By comparison, Poland still offers
hints of the world before, if perhaps onlytotug more cruelly at the heart.

Some of the most intense fighting of the war took place in Central
Poland. Asawhole, the country’s flat plains historically made excellent
battlefields. While the machinery of war changed, the open terrain was
justasideal for the collision of tank and infantry divisions of NATO and
the USSR asitonce had been for mounted cavalry and cannons. By mid-
war, both sides abandoned large clusters of troops, which were easily
taken out by tactical nuclear strikes and biological weapons, in favor
of lighter, more mobile units fewer in number.

Perhapsthis, morethan anythingelse, leftlarge portions of Poland
free from absolute devastation. While Gdansk was quickly obliterated
in a flash of fire brighter than the sun to deny its port to the Soviets,
and Warsaw’s surrounding air defense facilities were destroyed by 800
kt blasts early in the war, Central Poland was subject largely to tactical
nuclear strikes. By this pointinthe war, neither side has much leftin the
way of a tactical nucleararsenal, and the last two years have been bru-
tal battles of attrition grinding down the forces of the opposing sides.

What might be the final large engagement of the war took place
near Kalisz, from which the characters emerge on their own. Soviet
forces broke the 5th Division in early July, effectively ending what was
a“bulge” breakthrough attempt by American-led forces much like the
famed battle of the Ardennes in the Second World War. It is likely the
last offensive of the war on either side.

Kaliszitself was the site of intense house-to-house combat,and the
hollowed sockets of blackened windows, along with the acne-scarred
facades from small-arms fire, give the town a grim character.

Most roads in central Poland took heavy damage to deny them to
the enemy. Couple that with vehicles that are now reliant on alcohol
for fuel, and the Wisla or Vistula River becomes the most important
thoroughfare in the entire country. A small portion of it toward the
North of Central Poland lies under control of Soviet forces, while the
rest is plagued by pirates or ever-shifting masters such as rogue units
and even those following orders from a command structure which is
no longer there.

There is not a place in Central Poland unaffected directly by the
war. Soldiers passed through almost all villages and towns going one
way or another and, like Biblical locusts, left them stripped bare when
they left. The population as whole does not want to see any large units,
though they approach smaller groups on a case-by-case basis. Far too
many Poles remember the atrocities of World War Il and, as if it were
partof someterrible curse, relive them like a real-time flashback in the
later years of their lives.

tédz was the center of an early student uprising at the end of the
Soviet era and continued in that spirit against the USSR by fighting
fiercely for their city. American airpower relieved a siege against the city
in 1998 but, by 1999, the city was again under attack by Soviet forces
looking to form a cantonment against the horrible winter of that year.

NATO forces again engaged, and the result left little for
either side to claim as spoils. The NATO forces did evac-
uate citizens at critical times, and American forces lib-
erated portions of the city from Soviet infantry. What is
leftoftodzis favorable to Americans, butlies behind the
broken line of the Soviet counterattack of 2000.

Farms were razed tothe ground asin Medieval wars,
though thistime with biological agents that denied use
of the soil for generations. This short-sighted approach
leaves both militaries and citizen residents in Central Po-
land without food. Things are supposedly worse in Ger-
many, butinstances of cannibalisminsmalltownsinthe
area present themselves as constant, spectral rumors.

SOUTHERN POLAND

The former Province of Krakéw declared independence
inthefall 1999 and lays claim to much of the Voivodship
around the city. In practical terms, the Free Polish 6th
Brigade (formerly the Polish 6th Airborne Brigade) pro-
tecting the city cannot extend its control much beyond
the closest suburbs. Krakéw itself saw fighting early in
the war as German and American divisions pressed for-
ward in a counterattack from the West. The city shows
its scars. Slumped and broken telephone lines serve as
reminders of the broken lines of communication, roads
aregenerallyindisrepair,and the horse and cartdisplaced
the caras man works his way back down the technolog-
ical evolutionary ladder.

From the ruins of Wroctaw to Katowice, the roads
were bombed to concrete powder, and older, two lane
highways serve as the main routes between the old bor-
der with Germany and Southern Poland.

A“nationalindependence movement” fuels nation-
alism in much of Southern Poland where, tired of both
sides and their constant war, Polish troops have largely
rejected allegiance with either side. The last American
intel of any reliability indicated a concerted effort tore-
claim Southern Poland would take place in or around
the New Year.That came and went with only minor skir-
mishes breaking out in most places.

Silesia, however, is different. Here, Free Polish Forces
marshaled the bulk of their powertoregain some of the
last arable land in the European Theater. Lower Silesia
lies in lowland country, and its average temperatures
are considerably higher than most of the country. For
whatever reason, this region was not destroyed by either
side and is now, presumably, under the control of Free
Poland. Krakéw, inturn, serves as adistribution point for
crops grown and harvested in the South. Many groups,
betheyorganized underacommand hierarchy or turned
to banditry, eye Silesia as prime territory for conquest.
Like somuch of Europe, it is only a matter of time before
thelargerwar, having fragmented like a dropped mirror,
splinters into smaller wars for smaller territories like
Silesia that have yet to be despoiled by man.
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KRAKOW: The Free City of Krakéw, a name every soldier in Poland has
heard. More fairytale than truth, surely? A city with working electric-
ity, police, a market, safety? For most American Gls, it might as well be
Narnia, but that doesn’t mean they aren’t curious.

Like all stories, The Free City of Krakéw is both more and less than
its tellers communicate. It is, indeed, a free Polish city, but one where
various factions vie for power in the shadows and an uneasy peace
could turn into war at any moment. In many ways, the environment is
like that of Cold War Berlin, only Krakéw’s lights do not reliably turn on,
it's population s less than halfthe pre-warlevel, and espionage agents
might work for local drug runners as easily as Queen and Country.

Yet it is real. A semi-functioning city in a continent seemingly devoid
ofthe great heightsitonce achieved. Where Potsdamer Platz disappeared
in atomic fire, where Trafalgar Square was painted with the blood of mar-
tyrs, where the Eiffel tower is a black skeletal shard against a city without
lights, Krakow is something of a miracle. Whatever dangers lie within her
ancient heart can surely be noworse thanthe open road, the deep forests,
and the constant mire of disorganized war. Surely it must be better, right?

NORTHERN POLAND

Inthe waters off the coast of the Balticis the wreckage of the once-mighty
Western Soviet Fleet. While potent, it could not withstand the numbers
of the United States Navy and never broke out of the Baltic during the
war. The fractured fingers of its remains stretch from the beach out
some fifteen kilometers before the whole of her disappears beneath
the waves with wrecks from the century’s previous two world wars.

Gdanskwas utterly devastated ina nuclearstrike, as was Elblagg. The
entire coast saw intense fighting as major ports were destroyed, and
both sides tried to take smaller ports with conventional force. Fishing
near the coast is slim, the sea depopulated by fallout and biological
weapons. Inthe northeast of the region, a series of lakes still serves as
asupply of seafood, and are viciously fought over by varying forces. The
last Americanintelligencereport haditinthe hands of awarlord calling
himself Bolestaw, presumably after the early Polish ruler.

In the winter, the ice forms thick around the coast, effectively cut-
ting offallfishing.The north had arable land, but climatic shifts brought
on by nuclear winter deny the people even crops. In short, Northern
Poland is populated with starving scarecrows who do whatever they
must for their next meal. Only the few remaining military cantonments
and marauding groups have any regular food, and even that isn’t suf-
ficient for thriving life.

EASTERN POLAND

Eastern Poland saw the first major Soviet advances of the war. After hav-
inginvaded and secured Latvia, Estonia, and Lithuania, Sovietarmored
divisions pushed into Poland to stop the country’s entrance into NATO.
Polish forces were largely ill-equipped against such a Soviet advance,
and the Russians made it to the Wista (Vistula) before encountering
organized NATO resistance. At the time, some historians opined that
this advance would be seen as the real start of World War Three in Eu-
rope. Those historians no longer have a voice to opine on such matters.

WARSAW: As in World War Il, Warsaw was the scene of both heroic re-
sistance and wholesale slaughter. A Polish cardinal declared the city a
sacrifice unto God in blood to anoint the new millennia and warned

that the Tribulations had begun. The whereabouts of
this Cardinal are currently unknown, but few thought
he overstated the case.

After years of war, the blackened Brutalist blocks of
Warsaw look like burnt Legos left scattered by an angry
child. Blocks upon blocks are nothing but rubble, and
some of the great monuments in the city, raised again
after the Second World War, are once again trod under
combat boots.

For all the fighting, no side wound up in control of
Warsaw. Today, in 2000, the Voivode (or Baron) of War-
saw rules the cityand much of the surrounding area. In-
telligence indicates this mad Voivode declared the area
a new kingdom, and expelled all combatants by force.
The truth is probably something less outlandish, but
neither NATO nor the Russians havereliable intelligence
of the current state of the city. The days of satellite and
air reconnaissance are long over.

WESTERN POLAND
As the war broke out, NATO divisions rolled across the
German border and into Poland to reinforce the newly
independent Polish forces there. This created a strange
mix of state-of-the-art Abrams tanks next toolderT-55s
as mechanized units pushed into Central and Northern
Poland where some of the largest tank battles the world
would ever see, and likely will ever see, took place.
Having taken Gdansk early in the war, the Soviets at-
temptedto push their gains furtherinto Western Poland
and even Germany.The frontlines moved back and forth
with the turning of seasons until, sensing a stalemate
and wishingtoremove elements of the Soviet Navy, the
United States launched a nuclear strike on Gdansk. After
that, both sides unleashed a growing number of tacti-
cal nuclear weapons on the battlefields, leaving much
of Western Poland and the German border befouled by
black rainandradiation.The falloutinthe areavaries, but
won’t return to pre-war levels for at least a generation.
The lines which had once been battled over so fer-
vently are now broken, and units from either side can
be found scattered about the countryside and towns.

POZNAN: A former center of religion, culture, and aca-
demics, Poznan students and residents were among the
first to protest the coming war in the mid ‘90s. Their
pleas for peace went unheeded, and as the tanks rolled
across the Oder and into Poland, Poznan was one of the
first major cities devastated by modern urban combat
in Europe.

Thefirstruler of the Poles, Mieszko | built a fortifica-
tioninPoznan aroundthe end ofthe first millennium AD,
and his Baptism, thus converting the various Pole tribes
to Christianity, is said to have taken place here. Thecity is
currently experiencing another religious revival, though
one of apocalyptic millenarian proportions. Traditional
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Roman Catholicism still predominates, but eschatologi-
cal splinter groups are increasingly common, and onecan
sometimes see flagellants whipping themselves along
a new pilgrim trail toward what they hope is solace in
the ruins of Poznan.

LEGNICA: Askyline boasting the chipped, burned spires of
Piast Castle and Legnica Cathedral, this town was once
a major High Medieval city of some 16,000 residents.
Prior to the war, the population hit nearly a hundred
thousand, but that has dropped to perhaps twice Me-
dieval levels. The technology and standard of living in-
side is similar. Indeed, a man from 999 AD, transported
to modern Legnica, would hardly be surprised that the
end of the world had come.

Thetown itself retains a mixture of medieval dwell-
ings and modern buildings, all of which have seen the
boots of a millennia of soldiers march over their mud,
cobblestone, and concrete roads. The population is un-
derthe control of a German-led mixed brigade of around
1,000 men and ten functioning tanks. The Germans re-
main under loose treaty with Free Polish forces deeper
in Silesia. For now, the NATO presence is tolerated, even
welcomed by some. How long that remains the case,
none can say.

SWEDEN

Sweden managed to stay out of two world wars. Nosuch
luck during the third one.

One can think of Sweden’s history this way. For cen-
turies Swedenwas the bully of northern Europe.Then, in
the 18th century, the Swedes grew tired of burning and
looting their way through central Europe, and decided
to try to play nice instead. They abandoned their local
superpower ambition and eventually stayed out of wars
foralmost 190years. Meanwhile, they tried to convince
all others that burning and looting was a pretty stupid
way of solving one’s disagreements. They invented loads
of things and sold to the rest of the world. Telephones,
refrigerators, ball bearings, IKEA. And pop music.

Sweden also had a fair sized military, with the air
force being particularly huge for such a small nation.
The idea was that if nice arguments could not convince

other people to avoid burning and looting, it was good to have other
means of persuasion at hand.

OVERVIEW

From ademographic point of view Swedenis a huge, long country with
almostits entire population livingin the southern part, centered around
Stockholm and Lake Méalaren, Gothenburg, and Malmo. Before the war
Sweden had a population of 8.8 million and of those barely a million
lived in the northern three fourths of the country.

Apart from the Scania region in the far south, Sweden is mostly
granite and immense pine forests that eventually give way to birches
and endless moors north of the Polar Circle. The Scandes mountain
range runs alongthe borderto Norway, peaking ata bit over 8,000 feet
(2400 meters) in southern Norway. On the border towards Finland, the
landscape is much flatter —bleak moors, interrupted by lakes, stretch
all the way to Murmansk.

In the 1990s, the Swedish military industry was mostly known for
making the futuristic-looking Strv 103 tank and world class fighters
and submarines. But the country’s real ace in the hole was the coastal
artillery. A separate service branch, the Kustartilleri dated back to the
early 1900s and was dedicated to defending Sweden’s ports that mostly
lay deepinside fjords and archipelagos. The coastal artillery combined
massive forts firing both guns and missiles, fixed lines of mines and
aggressive amphibious infantry,to make sure those archipelagos were
death traps.

Another peculiar Swedish thing was the countless subterranean
bunker complexes that were built in the 1950s and 60s. There were
complexes for the navy, for the air force and the coastal artillery — the
army joked that their role was to stand outside all the nuclear-proof
shelters and cheerfully guard the entrances against other things than
nukes—and of course complexes for civil defense, state media and lo-
cal administrations. The government had several secret sites it could
relocate to. In Stockholm, a hospital was built that had as many floors
above ground as under. The idea was that the whole thing could go
underground if it had to.

THE WAR

When the balloon went up in 1997, a US carrier group made its way
into the Baltic and stated that the USA wanted to help Sweden defend
the island of Gotland. Both sides made threatening moves and bold
proclamations, shots were fired and things were pretty tense. Then
the Swedes allowed the USA to land troops on Gotland, as well as in
Gothenburg and Stockholm, and to base jet fighters on Swedish soil. A
lot of people were surprised by how easily the Swedish air force started
to cooperate with NATO — it was suspected that over the years, the
Swedes had not only tried to make people play nice, but they had also
made some good friends. The Soviet reaction was furious and Kryuc-
hkov promised to punish Sweden for what he called a treachery —but
thetruth was that neither the Soviets nor Sweden had ever thought of
each other as potential allies.

Now that the Swedes knew that the Soviets might be coming, they
looked over all the scenarios that had been discussed for the past 50
years. As it turned out, the Soviets carried out the invasion of Sweden
almostexactly inthe way the Swedish Armed Forces had been preparing
for since Arlanda Airport was built north of Stockholm —an assault by

153



07

THE WORLD
AT WAR

0010012

the 76th Guards Airborne division on the airport, com-
bined withalandingatVaddoonthe coast bythe 336th
Guards Naval Infantry Brigade. Supported by massive
airstrikes, the Soviets came ashore and managed to cap-
ture a beachhead. In the chaos, a minor Soviet marine
detachmentalsomanagedto capture theindustrial port
of Oxel6sund further south. And while thelanding north
of Stockholm, fought the Swedish armyto a bloody stale-
mate, the landing at Oxel6sund was, according to the
Soviet doctrine of reinforcing success, reinforced with
troopsinitially meant for the battle north of Stockholm.
Nearby Nykoping and Norrkdping fell and Soviet tanks
ranriot overthe East Gothland province until contained
by Swedish and US units coming from Gothenburg.
Ifthe Soviet attack on south Sweden came in pretty
much as planned, the attack across the Finnish border
was the biggest surprise of the brief war. The entire
Swedish planning there was based on the pretty obvi-
ous reasoning that roads are few and far between in
Norrland and the endless moors in between these few
roads would be impassable to Soviet tanks. As it turned

CENTRAL SWEDEN
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out, the Soviet MBTs were light and wide-tracked enough to traverse
the moors without much difficulty. And what was worse, they had a
vastarray of tracked support vehicles with them that allowed far deeper
attacks than anyone thought possible.

Chaos broke out among the defenders while the Soviets pressed
on, literally running on fumes. The problem was the usual one. “When
you’re in someone’s rear he is also in your rear.” The Swedish forces
might have been cut off, but they stayed in place and the whole situa-
tion turned into a siege and a starving match.

The fighting died down with the Soviets holding a big chunk of the
north, the Swedish east coast south of Stockholm, as well as Uppland
north of the capital. Central Stockholm was still in Swedish and Ameri-
can hands, but the seat of government had moved west. Things stayed
like thatthroughout the fall and winter, with the only operations involv-
ing a Soviet commander referred to as “the Admiral” slowly managing
to push Soviets positions forward south of Stockholm.

Whenthe US began the nuclear exchange of 1998, Sweden was ini-
tially spared. Both sides seemed to have forgotten totarget the country,
as the last naval forces in the Baltic Sea shot each other to pieces and
left the Soviets in Sweden stranded. Then, almost as an afterthought,
the industrial city of Jonkdping was hit, thought it was unclear by who
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asthe Swedish-Soviet frontline ran straight through the city. In the fol-
lowing months the odd missile came down, with Stockholm and Go-
thenburg being hit by multiple Soviet strikes. The nukes caused massive
damagetothe Swedish infrastructure and food riots became common.

THE DEATH OF EVERYTHING

Thefirst winter afterthe bigwheels stopped turning made it very clear
that without electricity, central heating and trucks to deliver groceries
tothe grocery store, Sweden was not built for close t0 9,000,000 people.
Ontop of that, the winter of ‘98—'99 was horrible and brought sub-zero
temperatures forthree monthsin most of the country,and—40 degrees
Celsius for weeks in the north. The cold restored the natural balance, so
tospeak. And itdid not take sides. It killed anyone. Soviet or American.
Native or invader. Military or civilian.

There were no censusesinthe spring, because there was not much of
a government left to carry one out. But it is a fair estimate that two out
of three people died. Even the bunkers built for government and military
officials had become death-traps of cold and starvation. When the govern-
ment disappeared, they also added to the chaos, because some officials
had powerful transmitters that just about anyone could use and claim
tobein charge of things. Inthe spring of ‘99 there were five transmitters
around Lake Mélaren, each claiming to be the government of Sweden.

While Sweden as a state had disintegrated, the US kept on reinforc-
ing its hold on the Swedish west coast, sending newly drafted forma-
tions and even allied units. Meanwhile, the Soviets consolidated their
position in the east.

In the spring of 2000, the US launched the Operation Reset offen-
sives, and in Sweden a mix of Swedish and US units set out for Stock-
holm. The force pressed on northeast, slowly running out of fuel and
ammunition, at the same time losing contact with higher command.
Was there still a higher command? The Soviet task forces that came
rushingto meetthe Swedish and US troops had exactly the same prob-
lem. Supplies were running dangerously low, as was faith in theincreas-
ingly silent command. Battle was joined near Toreboda and the forces
there fought each other to a standstill.

Until both sides disintegrated.

TODAY

Today Sweden is an area the size of France not ruled, but rather inhab-
ited, by various armed bands. Especially in the north there are very few
people at all.

THE WEST COAST

Gothenburg was Sweden’s busiest port and Stockholm’s little brother,
aworking class city of shipyards and fishermen. Of course the city was
notspared fromthe nukes,sowhenthe USAstarted to beefupits pres-
encein 1999 othersmaller ports were used. There are still several small
American enclaves along the coast.

HERRING HOME: Around the ports of Stenungsund and Lysekil north
of Gothenburg, the Quartermaster of US Forces Sweden (QUFS) rules
under a rather mild martial law enforced by one Swedish and one US
Military Police platoon.The area has so far survived on tons of US MREs
andthe herringthelocal fishermen have been catching, but now there
is mostly herring left.

SOUTH SWEDEN
Scania, Sweden’s southernmost province, used to be the
agricultural heartland of Sweden. It was laid towaste in
the fall of 1998, when armed mobs from Scania’s cities
went out into the countryside to get the food they be-
lieved the farmers were hoarding for themselves.
Further east lies the town of Karlskrona that has been
the heart of the Swedish Navy since the 17th century. Hid-
denin avastarchipelago and protected by the coastal ar-
tillery, Karlskrona base managed to survive both air strikes
and sabotages and was not hit by nuclear weapons. A few
small nearby towns like Karlshamn, Ronneby and Torsas
were obliterated by massive attacks, though.

THELOST DIVISION: The Swedish 13th armored division was
tasked with defending Scania in the south of Sweden, but
when the Soviet invasion hit the east coast, the division
and many other units allmoved north through the heavily
wooded Smaland province to fight the invaders. The divi-
sion has notbeenheard fromsinceand rumors haveitthat
deep inthe forests there is row upon row of military hard-
ware lined up along the roads just waiting for more fuel.

KARLSKRONA BASE AND TOWN: This enclaveis run by amixed
civilian and military council, fond of public floggings and
collectivization. It uses a few sailing boats to patrol the ar-
chipelago.The base’sleadership has ambitions of establish-
ing control overlargerareasand hasareputationforbeing
rather unforgiving when it comes to opposition.

GOTALAND

This area of industry and agriculture became the most
fought over piece of real estate in Sweden after Stock-
holm, mostly due to the skilled operations of the Soviet
commander Vladimir Yegorov, known as “the Admiral,”
who displayed a spectacular ability to get the most out
of his worn out formations in the east.

Next tolake Vattern liesthe massive Karlsborg Fortress.
Completedin 1909 after 90years of construction, it was ob-
solete even before World Warl.Evenso it has been used by
thearmy eversince, and has hosted among otherthingsa
ranger regimentand paratroopers (whichin Sweden served
more as a long range recon unit than assault troops.).

THE KINGDOM OF KARLSBORG: This self-declared “king-
dom” is led by a count and relative to the Swedish royal
house of Bernadotte, who claimsto be therightful heirto
thethrone and hastaken the royal nameKing Karl XV Jo-
han.Karlsborg Fortress is protected by the remains of the
Life Regiment Hussars, a Swedish elite regiment which
hails backtothe 16th century.The fortress walls are lined
with heavy machine guns salvaged from wrecked IFVs.

THE KINGDOM OF NORWAY: The Kingdom of Karlsborg s in
contact with a similar Norwegian enclave centered on
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the old Norwegian border fortress of Halden. It seems to be occupied
by troops from the HMKG battalion tasked with guarding the King of
Norway, but it is not known if the king is there.

THE ADMIRAL'S HOLDINGS: The Soviet landing at Oxel6sund and the fol-
lowing spectacular operation in the east was very much the work of
Vladimir Yegorov, known as the “The Admiral.” Through sheer force of
will, he still holds his command together and still controls an entire
Swedish province. His skill at organizing farming and famine relief has
even made him popular with the locals.

BERGSLAGEN

Bergslagen, west of Lake Malaren, is Sweden’s old pre-industrial heart
of mines and furnaces. Once, the yeomen of Bergslagen was a power-
ful force when Sweden’s king was elected, and in later years it has been
an industrial powerhouse making everything from Bofors howitzers to
Hagstrom electric guitars.

It was to Bergslagen that the Swedish government was evacuated.
There was adesignated bunker complexforthe government near Eskils-
tuna, atthe western end of Lake Malaren, but it was never used. Instead,
ministers and officials seem to have beentransported tosomewhere fur-
therupinBergslagen.What happened tothemis a mystery,and Swedes
joked that the country didn’t even notice its government disappearing.

THE DALCARLS: The people of Dalarna Province have always regarded
themselves as Swedes by choice, and without any central government
things have gone back tothe province being run from the small town of
Falun.The area is protected by the now company-sized Dal Regiment,
one of the world’s oldest military formations still around.

SVEALAND
The area around Lake Mélaren with the capital of Stockholm in the
eastwasthe heartland of Sweden. One in every four Swedes lived in or
around the capital. The area was hit hard by the Soviet attacks north
of Stockholm.

THE SOVIET ENCLAVE: North of Stockholm, Soviet units still maintain at
least nominal control. The Group of Soviet Forces, Uppland (GSFU) has
evacuated the now defunct Arlanda Airport, and concentrated its forces
closer to the coast, using the small town of Norrtilje as the capital of
what has been declared a new part of the Soviet Union. The enclave
sports, among other units, a paratrooper cavalry platoon.

THE CHURCH OF THE BRIDE OF CHRIST: At Alvkarleby on the Dal River, refu-
gees from Norrland gathered all through the winter of ‘98. Now, they
have beenorganizedintoamilitia by a group of heavily armed Christian
free thinkers that believe they have a holy mission to fulfill.

THE STOCKHOLM ENCLAVE: The Swedish government evacuated Stock-
holm before even the Americans arrived. Soviet landings reached as
closeas 25 kilometers from the city center before running out of steam.
The nukes next year missed the city center, but caused chaos in the
suburbs. The damaged aircraft carrier USS Harry S. Truman still lays at
anchor just east of Stockholm and is a mix of Swedish and US troops
desperately holding on to the ruins.

THE MYSTERY OF GOTLAND

The island of Gotland is the
largest island in the Baltic. |t
has been Swedish since 1645, but
has kept its own unique iden-
tity. Before the war it housed
a substantial Swedish Garrison
centered around a mechanized
brigade and some coastal artil-
lery units. In 1997, the garri-
son was further reinforced by
US Marine Corps ADA/SAM units.
The Soviets attacked the
Swedish mainland, and what hap-
pened to the garrison on Gotland
is still a mystery. According
to some rumors, the island was
ignored by the Soviets oth-
ers say that there was a Soviet
landing that might have been
defeated. Or not. Yet other ru-
mors claim that the entire is-
land was plastered with nukes.
Some even say the radiation made
the whole island disintegrate.
No one knows if anyone is still
out there. Some more imagina-
tive folk even claim that the
island is now defended by gob-
lins and trolls riding tanks.

UP NORTH

The Dal River separates southern Sweden from the
north, or Norrland, which covers three quarters of the
country. This vast and even before the war sparsely
populated area of forests and moors is now pretty
much deserted.

In 1997, the battle for the north had degenerated
into a starving match, and the surviving Soviet units
eventually migrated southwards followed by what
was left of the Swedish army. A few formations found
their way into northern Norway to find even worse
conditions.

BODEN OF THE DEAD: The fortress of Boden was the mas-
sive centerpiece of Norrland’s defense. It was visible from
space and its guns dominated all roads leading from
Finland into Sweden. But as anything else so massive,
it could be nuked, and so it was. There are rumors that
there are still people living underground in the fortress
and that they have food that will last for decades.



NEW SAPMI: The nomadic Sami indigenous people, that
have been herding reindeerin northern Scandinavia for
millennia, survived the first winterin good shape.Those
of them that still herded reindeer avoided starvation.
Now, armed to the teeth with weapons looted fromthe
wreckage of the Soviet invasion, the Sami once again
rulein northern, inland Scandinavia.

OTHER COUNTRIES

Poland and Sweden are the main settings of this game,
butyou can certainly setyour campaign elsewhere—why
notinyourhome country? Below, brief descriptions fol-
low for a few major countries in the year 2000.

GERMANY

“The federal structure of Germany has allowed the coun-
trytoremainfunctional eveninsuchtimes of crisis.” —this
statement, issued by the Bavarian Prime Minister Leopold
Grubershortly beforetheT-80s of the 1st Guards Tank Army
rolled across the Czech-German border, is still the official
view and dogma. The term “headless republic” is by far
more common...

Germany, in the early 90s firmly in the hold of uni-
fication euphoria, dreams of neutrality and long-held
anti-war and anti-American sentiments, was slow to
mobilize, having mothballed large parts of theirarmored
ground forces and disbanded most of the former East
German NVA units. German troops were not ordered
intoPoland in 1997 but held as a reserve, while the Ger-
man Navy, supplementing Task Force Truman, kept the
Soviet Baltic Fleet from breaking through to the North
Sea. Interceptors of the Luftwaffe had their first duels
with Soviet fighter-bombers during the first air raids on
NATO installations and participated in retaliatory strikes
against Soviettargetsin Poland, Czechoslovakiaand the
occupied Baltic states later that year and in early 1998.

In a bold move to knock Germany out of the NATO
war effort during the first nuclear exchange, a Soviet
Kh-55 cruise missile hit the German government bun-
ker (AdVB for Ausweichsitz der Verfassungsorgane des
Bundes, “Emergency Seat of the Federal Constitutional
Organs for the State of Crisis or State of Defense to Main-
tain their Ability to Function”) in the Ahr valley in the
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westernmost part of Germany, thought to be safe from nuclear attack.
It wasn’t, as the 200-kiloton explosion proved immediately.

Fortheremainderoftheyear,the country struggled to keepits organi-
zational cohesion as it shifted its executive functions to the Lander (state)
governments and the Wehrbereichskommandos (military regional com-
mands). Withthe armored and mechanized divisionsfullyintegrated inthe
NATO command structure and deployed to Brandenburg, eastern Poland,
the “Fulda Gap” and western Bavaria, only the Heimatschutzbrigaden
(home defense brigades) of the Territorialheer (territorialarmy) remainedin
therearward areas of the frontline, with parts of western Germany almost
demilitarized —either they were nuked or are “in Poland” (which includes
Brandenburg, Thuringia and Hesse, and even the NATO areas of Sweden).

There are regionsin rural (western) Germanythatstill look serene and
peaceful,almost like the warignored them completely, but eventhere fam-
ine and plague have taken their toll, leaving entire villages depopulated.
(And even there you just have to walk a few kilometers to find an area of
flattened and burned woods where a munitions depot or anti-aircraft
position was located.) Some smaller areas—like Emsland or Allgdu—even
maintain power and railway lines and some lesser affected villages have
taken up farming again.

But most of the country wasn’t so lucky. The first Soviet air strikes in
'97 hit forward NATO installations in central Germany and along the Bal-
tic coast and were, to an extent, “surgical,” taking out radar stations, air-
fields, railway hubs and portfacilities. But the exchange of mostly-tactical
nuclear missiles and artillery shells hit the country with full force. At first
they were aimed solely at military targets, but in the densely populated
country they were devastating for the civilian populace as well, leaving
tens of thousands dead and wounded. Most targets were in the west and
southwest of Germany where the NATO air bases, barracks and training
grounds lay, but as the missile exchange escalated, ports along the North
Sea coast, industrial centers in the Ruhr and Rhine-Main-Neckar regions
and bridges across all major rivers were hit as well.

With the central government gone, most power lines damaged by
the EMPs of nearby nuclear explosions, the strategic reserves of fuel
depleted, the railway and highway systems destroyed in most places
and large parts of the harvest contaminated, the cold winter struck hard,
as did the outbreaks of cholera. The millions of dead from the bomb-
ings, famine and plague were left unburied, and many survivors fled
to France and on to Spain, as long as the borders were open (the Swiss
and Austrians had closed theirs in the early days of the war).

The most devastated areas in western Germany are those with the
highest presence of US forces —the region between Fulda, Kaiserslaut-
ern, Mannheim and Schweinfurt is a wasteland with only small pock-
ets of habitation. There are no intact bridges over the Rhine between
(French) Strasbourgand (Dutch) Arnhem, and French troops have moved
into the Saar, Palatinate and Hunsriick regions and instituted a “safe
zone” for refugees (thus keeping them away from the French heart-
land), “working closely together” with the German state governments.

Inthe north and northeast were the main staging areas for the ar-
mored divisions, and thus there are some radioactive tank graveyards,
alongwith a ship graveyard where once was the port of Hamburg. Berlin
was only hit by one smaller nuke trying to take out the US command
structure, but there were multiple air raids and shellings with rocket
artillery, driving the remaining civilians, among them many refugees
from Poland and the Baltic states, underground.
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Thesituationiseven moredireinthe occupied parts
of Germany —roughly bordered by the Schwarze Elster,
Elbe, Saale, and Danube rivers and the Main-Danube
canal —all occupied in the Soviet autumn offensive of
'98.Neitherthe local puppet governments put up by the
occupying forces nor the Soviet army HQs were capable
of supplyingthe populace duringthe famine and the fol-
lowing Cholera outbreak, so thousands of survivors fled
to the west, almost entirely depopulating the region.

The mountainous regions along the Czech-German
borderwith their dense forests areliterally swarming with
Czech,German and (inthe east) Polish resistance fighters,
making the hold of the Soviet forces on Franconia and
southern Saxony tenuous at best. The “resistance” isn’t
particularly organized, ranging from looters and crimi-
nals to remnants of military formations from both sides
of the border (and often they are both at the same time).

The foothills of the Upper Palatinate, namely the ap-
proaches to Nuremberg and Regensburg, and the area
south of Leipzigis pockmarked by radioactive wastelands,
the city of Nuremberg and its environs itself turned into
rubble by week-long fighting. The cities in Saxony were
mostly spared from this fate, being overrun in the first
surprise attack.

FRANCE

As afounding member of NATO and one of the two nuclear
powers in Europe, France became involved in the conflict
early, quickly sendingits military forces on the easternfront
to protect its allies. With the largest standing army in Eu-
rope, French troops participated in all major engagements
of ‘97, paying a heavy toll to stop the Soviet army, with few
positive results.

In 1998, US troops were allowed, if not invited, to use
the French coast to create a logistical lifeline for the winter
offensive planned by President West. Memories of D-Day re-
appearedas mostofthe French Atlantic harborswereturned
into military complexes, allowing thousands of ships todis-
embark US troops, where they were to regroup before ad-
vancingtotheeasternfront.The Channelandthe Normandy
region were turned into animmense military hub, while at
sea, thewarraged on between US, British,and French navies
againstthe Sovietforces. Everything changed around Christ-
mas’98, when Russiansubmarines launched a surprise nu-
clearattackon Normandyto break the supply chainand cut
the NATO troops off from their rear lines. When the nuclear
fires dimmed, nearly aquarterofthe French population was
dead and the French road into Europe destroyed.

Come early ‘99, the north-west of France was a nuclear
wasteland, while the sky in Paris contained the thick ash of
fallout.The governmentwas hesitanttounleashits nuclear
arsenal, forfear of a Russian retaliation. Contact was estab-
lished with Kryuchkov, who promised that the USSR wasn’t
targeting France, but UStroops.Thefollowing day, the French
President announced that France would not retaliate, pro-

voking major riots throughout the country. In reaction, a group of generals,
theThree Consuls, instigated acoupand overturned the government, seizing
Paris and other major cities.

The newly founded military government quickly decided to evacuate
the capital to the south of France, where the nuclear arsenal was still se-
cure, while seizing all NATO military compounds and installations to equip
the regrouping French military forces. Most of the population was forced to
flee into refugee camps throughout the south of the country. Paris was left
abandonedasthe nuclearwinterslowly coveredthe country’s north, destroy-
ing what was known as the granary of Europe, and cutting France in half.

The French military government moved the capital of France to the city
of Bordeaux and proceeded to divide the south into three military districts.
The land itself was untouched by the war, and only the millions of refugees
remind everyone of the situation. However, the wind, when coming from
the north, brings the smell of death and rot from the lost part of France.

The population now lives under military pressure, which controls ev-
eryday life, forcing the people to work in state-requisitioned factories and
farms. With tons of equipment left by US troops, the military government
triestomaintainan economybutinstead of the Euro program duefor 1999,
launched its own currency: the franc-consul. However, this new currency
was a swift failure, and prices soared leaving the population unable to buy
anything in the state stores, where only empty shelves awaited them. The
people today are forced to barter in order to survive, while the military tries
to maintain a semblance of normalcy.

The French military still has its teeth, and might be the only standing
army left in Europe. But with no communication and no news from its al-
lies, paranoia grows in the higher military echelons and between districts
fearinga Sovietinvasion. For now, the government keeps its coastline under
the surveillance of the last three French nuclear submarines and tries to re-
organize its remaining troops into an effective combat force, which should
give them the strength to fight back and expand its territory... if they can
survive long enough todoso.

UNITED KINGDOM

1997 saw British troops fighting for the liberation of Poland for the second
time this century, the RAF fighting Soviet planes in a new Battle of Britain,
and the arrival of the new Armada, as the Soviet Northern Fleet steamed
intothe North Sea. 1998 saw the nukes, leaving 25 million dead, before the
Sovietinvasion.

The out-matched British were not going down without a fight. Using
the Fabian strategy, they ambushed in the countryside, and booby-trapped
the cities. But all was lost, and British resistance started to flag. Then came
the desperate last assault of the ragtag Home Guard in central London. The
“Charge of the Trafalgar Square Martyrs,” as it became known, was taken
up as a rallying cry. It was Britain’s Tet Offensive moment: resistance was
renewed, the exhausted Soviets were stunned, and the war was fought to
astandstill.

It was about that time that everyone realized there was no war left to
fight.Only afew isolated places were left unscathed, the rest of the country
was a devastated travesty. London and the south-east were shattered, the
Black Country a blackened wasteland, the industrial north and Wales now
dark and silent. And they said the Queen was dead.

Theyear2000dawns on a shatteredisland all butisolated from the rest
of the world. Scraps of food are fought over, clean water is a memory and
even short distance travel can get a person killed. The Survivors fall back on



what is left —farming, fishing, scavenging, stealing and jury-rigging what
they need. But some see this new world asan opportunity and old tribal loy-
alties gather support from those with nothing left to lose.

In Scotland, the Scottish National Party takes up arms to prevent the
Scottish National Liberation Army, a gang of thugs, from taking control of
the country. In Wales, the Sons of Glyndwr and Plaid Cymru are fighting a
similar battle for supremacy, complicated by the marauding so-called Army
ofthe Welsh Republic. Manyfleetothe hillsand highlands toescape, onlyto
find starvation, disease and hostilelocals determined to protect themselves.

InNorthernlreland, theIRAleads a nationalist purge against the union-
ists. The unionists, with nohope of help from the mainland, desperately hold
the north and east, while the nationalists hold the IRA border heartlands,
and hint at support from the Republic of Ireland.

Inthe south-west Cornish nationalists have sensed theirmoment. Under
the banner of St Piran’s Defenders they are blockading the roads and have
declared Cornwall’'s independence.

Inthe north, the ravages of the war are less keenly felt and there is still
much workable farmland, if only anyone were organized enough tofarmit.
Some rural communities are banding together, to unitetheirvillagesin mu-
tual defense against marauding bands or desperate refugees.

Andtherearetheremnants ofthree pre-war militaries—the British Army
andHome Guardaretryingto bringstability but are cut offfrom the govern-
ment and woefully low on supplies, the American Legion, formed from the
remains of the US detachment, gathers its strength, and the scattered sur-
vivors of the Soviet 7th Guards Air Assault Division dig in to positions where
they find themselves — stranded without hope of getting home, they wait
like awounded bear, patient and unpredictable.

But what of the government? The Queen is dead but long live King
Charles l1l. Hidden in the bunker called Region Six, near Reading, the King
and his ministers control the Thames Valley west of the ruin that was Lon-
don. UK Special Forces remain loyal, but they are scattered and are trying to
rallyatStirlingLinesin Herefordshire. If HMG s to have any hope of bringing
orderthey mustlinkupwiththe Army,and bringinthe American Legiontoo,
before the Soviets make their move.

AMERICA
The United States did not sufferthe mass conventional battles of Europe yet
it's descentintochaosand deprivation was only slightly slower,coming from
nuclear strikes and the breakdown of society. The old system of democratic
rulefractured alongtwo primarylines of government—an emergency military
junta,and the original civilian government. The vast majority of Americans
fall under the aegis of neither. Instead, vast stretches of this huge country
are under control be it from former elected authorities, militias, commu-
nal-based councils, and other, darker experiments in applied “democracy.”

Manyin positions of powerfelt the United States could survive a conflict
with the Soviets intact. They were wrong. As the nuclear missiles and EMP
strikes took out the grid and infrastructure, democracy revealed its fragility
intheface of desperation. Survival became paramount. While many Ameri-
cansstill clingtotheoldideas of freedom and participatory government, the
reality on the ground is quite different. Put simply: America realized it was
no better prepared forthe breakdown of civilization than anywhereelse. For
allits technological advances and aspirational ideals—humanity’s attempt
atsuicide brought the superpower low.

Whenthe missiles struck, hospitals were quickly overwhelmed. Critical
supplies did not find their way to store shelves and the military, largely de-

ployed in Europe, was not there to provide enough emer-
gency logistics. What’s more, carefully crafted plans for just
such asituation fell apart as an internecine battle between
the military and the civilian government made it unclear
whowasincharge.Whatresources there were became sud-
denly halved as both sides vied for them and getting the
much-needed relief to the people took a back seat to jock-
eying for power.

FEMA found the sheer level of nuclear destruction im-
possible to address nationally and local authorities quickly
steppedintofilltheroleofanabsent central commandstruc-
ture—for good orill. America had depended on an intricate
network of transportation in which food and other necessi-
tiestypicallytraveled many hundredsof milestoreachalocal
store shelf. Now, no such transportation was possible, and
people began to starve. Modernity brought America many
boons but being suddenly thrust into a darker age left the
country flat-footed.

Now, the military and the government attempt to re-
build the old networks of supply and communication, but
many communities have moved on, trusting neither. Those
who do ally with one side or another do their best to form
some portion of theformerly coherent US of A, butany hope
ofthestatesagainbecomingunited liessomelongwayinto
an uncertain future. It was said of America before the war
that “all politics is local.” That could not be truer now. Most
peopleknow little of what goes on outside a 100-mile radius
of where they live. Ham radios relay news, but not all of it is
reliable. The airwaves fill with would-be messiahs, familiar
political promisesand,sometimes, generally useful,and true
information.

Butwhathappensonthe East Coast matters littletothe
Midwest now. America is simply not united. Though many
dream it will be whole again someday, for now filling their
bellies and protecting those they love are their primary con-
cerns. What might emerge from the wreckage is up to the
people,as perhapsitalways should have been. Foritwas not
the people that led America and the USSR to war, but those
in charge who put ideology over reason.

THE REST OF THE WORLD

When the two superpowers went towar, even those nations
far removed from their struggle, or who at least wished
tobe, weredrawn into the whirlwind. Virtually no nation
escaped the war. While not all saw battle or bombs, the
collapse of civilization shook the entirety of the Earth.
From South Americato Africa, AustraliatoJapan, the scaf-
foldingwhich supported society fell like a house of cards.
We must speakin broad terms here, forthe world is large.
Thewar centered itself in Europe, but battles raged across
the globe.Those countries who saw nodirect conflict still
suffered from fallout, from the end of the global trade
network, and the altered climate created by nuclear win-
ter. Human civilization is all but gone in most places. We
didn’t end all life, but we may as well have.

159



	YOU’RE ON YOUROWN NOW
	PLAYER CHARACTERS
	SKILLS & SPECIALTIES
	COMBAT & DAMAGE
	WEAPONS, VEHICLES & GEAR
	TRAVEL
	THE WORLD AT WAR

