Forward

Greetings Field Marshal,

Enclosed within this document is an alternative setting to be used in conjunction with the campaign setting Masque of the Red Death.  The campaign setting of the Masque of the Red Death is a world almost identical to the real world, a planet with a history parallel to ours, a world set in the year 1890.  For many years fans of the Masque of the Red Death have contemplated the creation of an alternate setting for their campaigns, a setting based in a time several decades in the future of Gothic Earth, a setting that would allow players to experience the First World War.  Using only the official Masque of the Red Death setting, a Games Master would find this task exceedingly difficult.  To create such a setting, a GM would be required to conduct a great amount of research and to create new rules for his players to follow.  It is needless to say that such a chore is an intimidating task, so much so that any GM might be more inclined to forget the Great War and return to the safety of the official setting of 1890.  Today the future of the Masque of the Red Death setting lies in a misty limbo, and it is doubtful that any official Gaming company will continue the setting.  For those GMs yearning for an alternate setting for their Gothic Earth campaigns, it seemed unlikely that they will ever find a product to assist them.  It was for these GMs that this document was created.

The purpose of the Great War Project is to assist a Games Master, hereafter referred to as The Field Marshal, in running a campaign set in the First World War.  Every section of this document is devoted to that purpose, to offer Field Marshals information that will assist in running such a campaign.  From a chronology of the war to a list of equipment, the Great War Project contains enough information to allow a campaign during the First World War.  The execution of the project required some tough decisions.  Some fans of the setting will be disappointed to see that the Great War Project will be made in the style of the D20 system.  The original Masque of the Red Death campaign setting was created using the Advanced Dungeons and Dragons format, however that format is too limiting for this project.  Though there are many die hard fans of the second edition rules, there are even more fans of the D20 system.  Fortunately, the main use of this document will be as a reference for the setting rather than a rulebook.  Field Marshals using the old second edition rules will still find this document useful, though they will have to do some work to adapt the game material.

With the massive amount of D20 products in the market it would be unfair to make references to all but the most fundamental sources.  The Player’s Handbook is required to make full use of the document.  Furthermore, the Great War setting also uses rules that are outlined in the Ravenloft 3rd edition Core Rules.  In the document there will be references to the Dungeon Master’s handbook, but these references will be kept to an absolute minimum.  This document itself incorporates ideas taken from the Ravenloft core rules, The Masque of the Red Death campaign setting, the Dungeon Master’s Handbook, Song and Silence, the Pinnacle product Weird War II:  Blood on the Rhine, Call of Cthulhu and several other sources.  Field Marshals are encouraged to incorporate other elements from these and other sources into their Great War campaigns.

The goal of the document is to make the Field Marshals job easier.  To further that goal the document will be kept reasonably simple.  This means that specific details will be generalized for the sake of simplicity.  There will be sections of the document where data will be limited or specific details omitted.  The most notable example of such an omission might be the lack of naval combat rules.  While naval warfare played an important part of the Great War it’s application for role-playing is limited.  It is very unlikely that a small group of adventurers would be able to command a destroyer.  In contrast, aerial combat will be recorded in detail since air combat was the domain of individuals not unlike adventurers.  As a result, naval combat will be covered only in the smallest detail while aerial combat will be elaborated.  Throughout this document there will be historical interpretations, specialized rules and statistics for weapons and characters so it deserves to be noted that everything in this document is subject to a Field Marshal’s reinterpretation.  Remember that the Field Marshal knows best.  The Field Marshal is encouraged to change anything that does not fit his or her own interpretation.  Part of the benefit of a document published on a Word Program is that a quick edit is just a keystroke away.

There are a few final notes that are worth of mentioning.  Throughout the book the male pronoun is used almost exclusively, rather than both male and female pronouns or a gender-neutral pronoun.  This was not meant to suggest that female players or characters would not be included in the game.  This choice was made to allow for greater ease in writing the document.  There are a few other choices that were made in the creation of the document.  Since it is contained on a Microsoft Word Document tables and pictures are difficult to insert there will be no weapon charts in the document and few pictures.  To compensate for this lack of quick reference material, the document will be written in a simple format that will hopefully make it easier to read and digest.

As Field Marshals look through the equipment list they will find a number of curious items.  Firstly, the damage values for light arms are surprisingly low in comparison to the damage values listed in other RPGs.  The damage values were lowered in response to the addition of the wound rules in the combat section.  Characters in this game cannot simply soak up damage without risk; every source of damage could cause bleeding, broken bones, penetration, infections or even internal injury.  Next, the list of vehicles in the vehicle section is small.  This was done to conserve space.  Hopefully the format for vehicle profiles will be simple enough to allow a Field Marshal to create statistics for any vehicle he wants to include in his campaign.

It is hoped that this document will provide a satisfactory product.  Should any part of the document prove to be confusing or unsatisfactory, readers are encouraged to contact the writers of the document.  Questions or comments on the Great War Project should be placed on the Kargatane Message Board, preferably on the Masque of the Red Death board.  Rest assured that the writers do their best to answer you questions or address your concerns.

Best wishes,

Stephen Sutton.

Classes

Characters playing in a Great War campaign may choose a class from the following list of classes.  The Field Marshal is the ultimate authority of which classes are available to players.  Every character must belong to the human race, unless the Field Marshal decides to make a special exception.  As usual, human characters receive a bonus feat at first level, extra skill points at first level and one extra skill point each level afterwards.  Classes such as Adept, Apothecary and Qabalist should be allowed only under special circumstances.  Adepts, apothecaries and qabalists are very rare, so they should not always be available as character classes.  Characters are free to multiclass as described in the player handbook.  The Field Marshal should not allow characters to take on new classes without some form of training.  For example, a conscript character should not be allowed to take levels in the soldier class until the character spends some time in special combat training.

The Adept:

Despite the influence of the Red Death, the forces of magic still infuse the world of Gothic Earth.  The magical energies are both chaotic and powerful, and yet a select few humans seem to have gained a kind of mastery over it.  These rare individuals are known as adepts, and they are the conductors in the symphony of magic.  These individuals have the unique ability to command the forces of magic through sheer personality.  The powers of an adept manifest develop at adolescence, though these blossoming powers are often ignored.  Many potential adepts never realize their potential, dismissing the manifestation of their power as tricks of the mind.  Few adepts realize their potential and begin to explore their powers.  The Great War is a time where millions of humans are placed under unbelievable stress.  In this environment countless adepts have been exposed as long dormant powers spontaneously manifest.  Adepts are historically regarded as sorcerers, witches or even charlatans.  There are few who truly understand the nature of adepts, though there are many who desire to exploit them.  Adepts can be found working as members of qabals, as stage magicians, or as adventurers seeking hidden answers.   The indomitable force of an adept’s personality conflicts with the blind obedience required of soldiers.  Thus adepts that discover their power during military service either suppress their power or abandon their post.  A small few adepts learn to balance a delicate balance between military discipline and sorcery, these individuals are usually motivated to maintain this equilibrium by extreme patriotism.

Origin of the Adepts:  No one can say the true origins of the adepts.  Some scholars suggest that adepts are created by the Red Death or by fiendish extra planar influences.  It is clearly within the power of the Red Death and powerful fiends to create an adept, though this theory falls short of explaining the origin of good aligned adepts.  It is also theorized that the earth spirits empower good aligned adepts, though the lack of moral and ethical requirements seems to disprove this theory.  The most accepted theory is that humanity possesses a latent ability to command magic.  Adepts would then be rare humans whose ability comes to the surface.  A final theory remains popular amongst a few small qabals and occultists.  This theory holds that all adepts are the reincarnated souls of men and women who were once great wizards or clerics in a long forgotten civilization.  This hypothetical civilization has been attributed to many different places, from a hidden African kingdom, to ancient Egypt before the coming of the red Death, to Atlantis, and to many different mythical places.  There seems to be no way of proving the truth of any of the theories, though no one theory satisfies all queries.

Abilities of the Adept:  Adepts are to gothic earth, what sorcerers are to most prime material worlds.  Adepts gain hit dice as sorcerers, cast spells and gain spells as sorcerers, and advance in skill points, save bonuses and attack bonuses as sorcerers.  The class skills of an adept are alchemy, bluff, concentration, craft (any), diplomacy, hide, knowledge (any), mesmerism, move silently, mysticism, profession (any), spell craft.  Adepts are proficient with all simple weapons, and are not proficient in any form of armor.  Adepts learn spells from the same list that sorcerers use to gain spells.  Adepts may use magical items as sorcerers and adepts may cast bonus spells appropriate to their charisma scores.  Adepts may summon familiars as sorcerers.  Such familiars will be dread familiars.

Starting Equipment:  Adepts begin play with the gear of a conscript, if in the military, and nothing but civilian clothes if a civilian. 

The Command:  Adepts have the ability to cast a certain number of spells each day.  This represents the limitation of the adept’s force of personality.  When an adept expends all spells within a twenty-four hour period, the adept is drained and cannot cast any more spells.  An adept regains his forceful personality only through eight hours of rest.  When casting a spell, the adept must make a charisma check equal to 10 plus the level of the spell cast.  This checks represent the force of the adepts personality placed against the resistance of the natural world.  If the check succeeds, the spell is cast as normal.  If the check fails, the adept has failed to command the energies of the universe, and the spell is not cast.  The failed spell does not count against the total number of spells that an adept can cast each day.  An adept has several options available when casting a spell.  An adept can cast any spell known to him, and may spontaneously decide to sacrifice a spell of higher level to cast a spell of a lower level.  An adept can apply any spell casting feat known to any spell cast, without preparation.

The Drain:  Though the energies of magic are bountiful, the presence of the Red Death creates an energy vacuum that constantly drains magical energy from spell casters.  For an adept the energies of magic are too closely linked to his own personality.  Thus each time an adept successfully casts a spell there is the possibility that his body succumbs to the energy vacuum and the adept loses a portion of his force of personality.  Whenever a spell is successfully cast, the adept must make a fortitude save against a DC of 10 plus the level of the spell.  If the save is successful, then the adept’s body has withstood the vacuum and suffers no adverse effects.  If the save is failed, the adept’s personality is drained.  An adept thus drained loses the ability cast any more spells of the level of the spell just cast.  An adept retains the ability to sacrifice spells of a higher level to cast spells of the level just lost, so an adept that lost all second level spells may sacrifice a third level spell to cast a second level spell.  The effects of the drain last until the adept rests for eight hours.

Apothecary:

Brilliant stars shine even in the darkest night.  As the Great War tears mankind apart there are those who seek to repair the damage.  The apothecaries are a unique people, those given the ability to perform a wondrous miracle, to heal with a touch.  These blessed souls come from all corners of the world, drawn towards conflict and death.  Once they find the slaughter apothecaries bestow their blessings upon the wounded, saving as many lives as possible.  In the age of modern medicine, these miracle workers are shunned and ridiculed as frauds.  The Red Cross itself has a standing order seek out and expose such frauds.  Rather than cause more conflict, apothecaries hide their powers from the world and use their power with discretion.  Apothecaries are often conflicted between their own nationalism and their compassion for all humanity.  It is often too difficult to reconcile these conflicting feelings, and so few apothecaries are found on the front lines.  All apothecaries are dedicated to helping humanity, but they are less than sympathetic to the abominations of the Red Death.  Thus apothecaries can be found seeking out the monsters that lurk on the Front lines.

The powers of the apothecaries are a mystery.  Some believe that they are gifts from God, while others believe that it is the pure force of compassion.  Some pessimists even believe that apothecaries are granted their power by some horrible entity that seeks to turn mankind away from science and modern medicine.  What ever they’re source the powers of an apothecaries grow with experience.  These powers seem to manifest without regard to the behavior of the apothecary.  Even those who have turned to evil seem to be able to use their power without difficulty.  Apothecaries seem to be chosen at random, no amount of training can create an apothecary where the power did not exist before.  Innumerable apothecaries live out their entire lives without understanding their potential. 

Apothecaries advance in base attack bonus and saving throws as clerics of the same level.  Apothecaries use the D8 as their hit dice.  Apothecaries gain skill points equal to two plus their intelligence modifier at each level.  At first level an apothecary gains four times that amount of skill points.  The class skills of an apothecary are concentration, climb, craft, diplomacy, first aid, hide, knowledge (medicine), knowledge (anatomy), knowledge (disease), mesmerism, and mysticism.

Starting Equipment:  An apothecary begins play with the gear of a conscript, if in the military, or civilian cloths if a civilian.

Mystery of Miracles:  The supernatural nature of an apothecary’s abilities remains a mystery to modern science.  Physicians must make a knowledge (medicine) check of DC 25 to realize the supernatural nature of an apothecary’s healing.  Over the course of the early years of the war so many doctors and medics failed these checks that they reported apothecaries as mad frauds who pretended to heal those who were unwounded but too shaken to realize their own health.  Organizations such as the Red Cross are on the watch for apothecaries.  Once exposed, apothecaries are often charged with criminal fraud or arrested on other charges.

Turn Undead:  An apothecary gains the ability to turn undead and fiends as a cleric of the same level.  Apothecaries instinctively despise undead creatures, since they represent the ultimate corruption of the life and nature.  Apothecaries may make a number of turning attempts equal to their level plus their charisma modifier.
The Power:  Apothecaries advance in the number of spells they might cast every day as druids but gaining bonus spells based on their charisma score.  Apothecaries may spontaneously cast their spells like sorcerers, rather than having to memorize them ahead of time.  Each mourning an apothecary’s regains his ability to cast any spells previously cast.  Apothecaries know only a number of spells equal to the number that a sorcerer of the same level would know.  They may thus learn and cast any spell from the apothecary spell list.  Further more, an apothecary may use a spell slot of a higher level to cast a spell of a lower level.  This spell is considered to be the same level as the slot used for the purposes of the charisma check and the save against the drain.  To cast a spell an apothecary must make a charisma check of a difficulty class equal to 10 plus the level of the spell.  If the check fails then the apothecary does not cast the spell, but neither does the failed spell count against the number of spells cast that day.

The Drain:  The world is ablaze with the fire of war and humanity is engaged in a hideous self-mutilation.  In this atmosphere of bloodshed the apothecary’s force of compassion is weakened considerably.  Each time an apothecary casts a spell he must make a will save against a DC of 10 plus the level of the spell.  If the will save succeeds then the apothecary throws off the effects of horror and despair and suffers no ill effect.  If the save is failed the apothecary is wracked with the despair of millions of dead and dying people.  When the save is failed the apothecary loses the ability to cast any more spells of the same level of the spell just cast.  The effects of this drain last until the apothecary rests for eight hours.

Apothecary Spell List:

  0 level: create water, cure minor wounds, detect poison, guidance, light, purify food and drink, resistance and virtue.

  1st level:  bless, cure light wounds, endure elements, magic weapon, protection from evil/chaos/law, remove fear, sanctuary, and shield of faith.

  2nd level:  aid, consecrate, sure moderate wounds, delay poison, endurance, lesser restoration, remove paralysis, resist elements, and shield other.

  3rd level:  create food and water, cure serious wounds, day light, dispel magic, magic circle against evil/chaos/law, magic vestment, negative energy protection, protection from elements, remove blindness/deafness, remove curse, remove disease, and water breathing.

  4th level:  Cure critical wounds, death ward, freedom of movement, greater magic weapon, neutralize poison, repel vermin, restoration and status.

  5th level:  atonement, break enchantment, dispel evil/chaos/law, hallow, raise dead, and spell resistance.

  6th level:  banishment, forbiddance (only may forbid evil creatures), greater dispelling, heal, and hero’s feast. 

  7th level:  greater restoration, holy word, regenerate, resurrection and sunbeam.

  8th level:  antimagic field, earthquake, holy aura, mass heal, and repel metal and stone, shield of law.

  9th level:  antipathy, true resurrection, and sympathy.

Aristocrat:

By 1914 Gothic Earth is under the rule of the wealthy elite.  Aristocrats represent the ruling class of the world, those who are educated, influential and wealthy.  Noble born individuals often undergo a lengthy education in etiquette and gentlemanly professions.  Not all members of the aristocrat class must be born into their position, for in the age of Industry a few wealthy individuals train themselves to join the ranks of the aristocracy.  Aristocrats occupy many different roles in society, as landowners, industrialists, government officials or high-ranking officers in the military.  Aristocrats can be found in any vocation where there is little or no physical exertion, but few aristocrats take a position that is subordinate to a non-aristocrat or otherwise unbefitting a gentleman.

Aristocrats advance in base attack bonus as clerics of the same level, and advance in saving throws as wizards of the same level. Characters of the aristocrat class use the D6 as their hit dice.  Aristocrats are proficient with all simple weapons.  Characters of the aristocrat class gain skill points equal to six plus their intelligence modifier at every level, and four times that amount at first level.  The class skills of an aristocrat are appraise, bluff, diplomacy, disguise, forgery, gather information, handle animal, innuendo, intimidate, knowledge (any), listen, perform, read lips, ride, sense motive, speak languages, spot.

Starting Equipment:  Aristocrats begin play with the equipment of an officer, if they are in the military, or if a civilian a fancy suit and money and equipment equal to $150.

Discretion:  The world of the aristocrat is woven together with equal parts of truth and lies.  To succeed in that world an aristocrat must be able to separate the two.  Aristocrats train themselves to notice the hidden elements of any interaction.  An aristocrat takes nothing at face value, but instead scrutinizes everything.  At second level an aristocrat gains a +1 insight bonus to all sense motive checks.  This bonus increases to +2 at fifth level and increases by +1 every three levels afterward.  Thus, an eighth level aristocrat would possess a +3 insight bonus to sense motive checks.
Expertise:  At fourth level an aristocrat may take skill focus as a bonus feat.  This bonus feat must be applied to one of the aristocrat’s class skills.  The aristocrat receives another bonus skill focus feat at eighth level, twelfth level, sixteenth level and twentieth level.

Noble Tongue:  Just as a successful aristocrat must be able to discern the truth, he must also be able to speak lies.  Aristocrats become experienced in disguising their motivations, at misdirection and weaving intricate webs of falsehoods.  At second level an aristocrat gains a +1 insight bonus to bluff checks.  At sixth level and every four levels afterward the insight bonus increases by +1.
Power is Knowledge:  On Gothic Earth there are only too many individuals who are willing to trade knowledge for favors.  As people of power aristocrats are often privileged to knowledge that is hidden from others.  Often this information is little better than gossip, but occasionally important tidbits filter their way to an aristocrat’s ears.  As an aristocrat gains influence he accumulates more and more information, eventually becoming a font of knowledge.  An aristocrat may attempt a special Gossip check to determine if he knows some relevant information about a given person, place or thing.  This check is made with a bonus equal to his level in the aristocrat class plus his intelligence modifier.  The difficulty class of the check increases with the obscurity of the information.

  Knowledge that would be commonly known amongst nobility will carry a DC of ten.  For example; recalling the name of the Czar of Russia requires a DC of 10.  Knowledge that is not commonly discussed carries a DC of 15.  For example, recalling that the youngest son of Czar Nicholas is gripped by hemophilia would require a DC of fifteen.  Anything that would commonly be known to a commoner also fits under this category.  Knowledge that is unusually obscure or kept tightly secrete carries a DC of twenty.  For example, knowing the name of the British Field Marshal’s driver would carry a DC of 20.  It is possible for aristocrats to know information that is classified, though the DC to the check becomes thirty.  Thus recalling the time and place for the next French offensive in Ypres carries a DC of 30.

The Gossip check carries certain modifiers.  Checks made to recall knowledge regarding persons, places or things within the same nation from which the aristocrat owes allegiance carries a bonus of +2 to the Gossip check.  Checks made regarding all other nations on that same continent carry a modifier of zero.  Gossip checks regarding persons, places or things in other nations on other continents carry a penalty of –2 to the check.  Checks regarding nations that are currently at war with the aristocrat’s nation of allegiance carry a penalty of –5.

Renown:  In the age of cinema’s infancy the adventures and misadventures of the world’s nobility were a topic of great discussion amongst people from all walks of life.  The very power and wealth that defines an aristocrat draws the attention of all members of society.  As an aristocrat gains experience he cannot help but gain a celebrity status.  This status gives an aristocrat a powerful edge in social interaction of any kind.  At first level an aristocrat gains a +1 renowned bonus to all diplomacy checks.  At third level and ever third level afterwards the bonus increases by 1.  Thus, a fifteenth level aristocrat would possess a +6 renowned bonus to diplomacy checks.  This bonus only applies when used in negotiations with characters that could feasibly have been exposed to the reputation of the aristocrat character.  For example, a British general could apply his bonus to discussions with experienced German officers but not with a band of green American conscripts.

Stiff Upper Lip:  An aristocrat that loses his composure is no aristocrat at all.  While not normally courageous, an aristocrat would rather die than lose his dignity.  At first level an aristocrat gains a +1 moral bonus to resist fear effects and fear checks.  This bonus increases by +1 at fourth level and every four levels afterward.

Conscript:  The conscript forms the backbone of any army, taking on the role that warriors once filled.  Characters of the conscript class may have been conscripted in the draft or have been one of the millions of military volunteers to take part in the Great War.  The conscript class represents the grunts of a nation’s army, those soldiers who are not officers nor specially trained.  Conscripts can be found throughout the world, following the orders of their officers and fighting for their nation.  There is no military operation on Gothic Earth that is not carried out by conscripts.  Conscripts are found in the infantry, cavalry and navy.  Most of the men in the trenches belong to the conscript class.  Most conscripts receive only basic military training before being sent to the front lines and thus have fewer skills then other characters.  While the conscript lacks skills they can be trained quickly and rallied in massive numbers, thus conscripts remains the main weapon of any nation.  The conscript works best as a NPC class, since it offers no special abilities.

Conscripts use the D8 as hit dice and advance in base attack bonus and saving throws as fighters of the same level.  Conscripts are proficient with all simple and martial weapons.  Characters of the conscript class gain skill points equal to two plus their intelligence modifier at every level, and four times that amount at first level.  The class skills of a conscript include the following; artillery, climb, craft (any), handle animal, jump, ride, knowledge (military), pilot (automobile), pilot (tank), profession (any), ride, spot, swim.

Starting Equipment:  Conscripts begin play with the uniform of a low level enlisted man, a canteen, a pair of boots, one reserve ration, a steel helmet, a trench coat, one rifle of the appropriate type and three clips of ammunition.  Conscripts devoted to certain areas of service may receive more equipment, devoted to that task.

Upgrading Training:  The only real difference between a conscript and a soldier is training.  While a soldier is pushed to his personal limits, a conscript is given far less attention.  Fortunately a conscript never loses his ability to learn.  A conscript character may exchange his levels in the conscript class for an equal amount of levels in soldier.  This exchange allows a character to choose all of the bonus feats that he would have received as a soldier as well as increasing his hit dice.  The conscript can learn new class skills from this exchange, but he cannot exchange ranks in skills taken in conscript for ranks in other skills.  The hit dice of the character becomes D10, but he is not allowed to roll new hit points.  This exchange of levels cannot be made at will, it requires a great deal of training.  In effect, the character must be specially trained for one month for each level he wishes to exchange.  Only conscripts who prove themselves in the field will be eligible for this kind of exchange.  This training is difficult to request, it requires the approval of an officer of at least the rank of captain, and a profession: bureaucracy check against a DC of 15 plus 1 for every level to be exchanged.  

Expert:

Experts represent the class of skilled laborers in Gothic Earth, they can be found all over the world working in all manner of professions.  Experts possess a wide variety of skills by which they make their living.  Experts include architects, artists, doctors, engineers, lawyers, mechanics, medics, musicians, pilots, policemen, sailors, scientists, teachers, technicians and any other profession where brains are more important than brawn.  Many classes mutliclass with the expert class.  Drill sergeants often possess levels in the expert class to represent their wide range of knowledge in drills and tactics.  Most sailors are experts, as are the aces that fly aircraft.

Experts advance in base attack bonus as rogues of the same level.  The members of the expert class may choose one of either Fortitude, Reflex or Will saves as the higher bonus, the remain two advance as the lower bonuses.  The higher save bonus advances as a rogue character’s reflex save, while the two lower saves advance as a rogue’s will and fortitude saves.  Experts use the D6 as their hit dice.  Experts may be proficient in all simple weapons.  At each level characters of the expert class gain skill points equal to eight plus their intelligence modifier.  At first level an expert character receives four times that amount.  The class skills of an expert are craft (any), knowledge (any), perform, profession (any) and any six other skills.  These six skills must be chosen at first level and may not be changed afterward.  At fourth level and every four levels afterward the expert character may chose another skill to be a class skill.  Skills chosen to be class skills may be taken even if they are restricted.

At fourth level and every four levels afterward an expert may choose a bonus feat from the following list:  Alertness, courage, connections, educational degree, exotic weapon proficiency, first approximation, great fortitude, iron will, jaded, martial weapon proficiency, mechanical focus, open mind, skill focus, speed reader, swift kick or track.

Starting Equipment:  Experts in the military receive uniforms denoting their field of expertise, one reserve ration, a pistol and three clips of ammunition, and tools appropriate to their field.

Laborer:

The Great War was not fought on the battlefield alone.  Every nation fights the Great War from the factories, the farm fields, the roads and the stables.  Civilian laborers are at work everywhere, putting their muscle to the task of feeding, clothing and equipping the armies of Gothic Earth.  The majority of laborers remain out of the war; these men are responsible for working in factories, farms, building new structures and transporting goods over land and overseas.  Laborers can also be found on the front lines as teamsters moving equipment, as the artisans building fortifications, as stretcher-bearers and as orderlies in military hospitals.  Many conscripts have levels in the commoner class, representing their experience with labor.  The importance of the laborer aside, these men and women are mundane characters.  They are without even the basic training that conscripts take for granted.  While not as meek as commoners from centuries past laborers have not developed their natural abilities to the same extent as the abilities of other classes.  These honest men and women might be the driving force of an army, but they make poor combatants.

Labourers use the D4 as hit dice and advance in base attack bonus as wizards of the same level.  Labourers are proficient with all simple weapons.  Characters of the labourer class advance in saving throws as fighters of the same level.  Characters of the laborers class gain skill points equal to two plus their intelligence modifier at every level, and four times that amount at first level.  The class skills of a laborer include the following; climb, craft (any), handle animal, knowledge (any), pilot (automobile), pilot (truck), profession (any), ride, swim.

Starting Equipment:  Laborers begin with civilian clothing, one reserve ration, a shovel, axe or hammer and appropriate tools if they possess skills in a craft or profession.

Officer:

Wherever there are warriors, there must be men to lead them.  While the generals of a nation command the army, it is through officers that their orders reach the soldiers.  Officers lead their units in their war against the enemy.  Officers make the important decisions and ensure that those decisions are carried out.  Officers must be specially educated at military academies before they can assume command.  Most officers are sent to the trenches and lead careers no different from the conscripts under their command.  A lucky few officers avoid the front lines and work as bureaucrats.  The highest-ranking officers, such as generals, most often belong to the aristocrat character class with a few levels in the officer class.  A tiny few people gain the officer class without actually being educated in a military academy.  These people are not official, they belong to some unofficial army or guerillas or freedom fighters.

Officers advance in base attack bonus and saving throws as bards of the same level.  Officers use the D8 as their hit dice.  Officers are proficient with all simple and martial weapons.  Officers receive skill points equal to four plus their intelligence modifier at each level, and four times that amount at first level.  The class skills of an officer are bluff, climb, cryptography, diplomacy, handle animal, intimidate, jump, knowledge (military), leadership, navigation, pilot (automobile), pilot (aircraft), profession (cartography), profession (bureaucrat), profession (seaman), ride, sense motive, spot, swim and tactics.

Inspire Greatness:  Officers are able to use the leadership skill to inspire their subordinates to acts of heroism.  Beginning at third level an officer may make a leadership check with a base DC of 20, which is modified by the number of people as per the use of the leadership skill.  If this check succeeds then the officer may grant those people affected by the leadership check a +1 moral bonus to attack, damage, or one type of saving throw or one type of skill check.  For every five points above the DC of the check the bonus increases by 1.  The bonus lasts for a number of rounds equal to the officer’s number of levels in the officer class.  At fifth level, the effects of an officer’s inspire greatness check last one round longer.  The duration of the bonus increases by one every three levels afterward.

Pulling Rank:  Officers are an ambitious lot, almost unanimously obsessed with promotion and advancement.  This allows officers of high rank to coerce and intimidate those officers of lower rank.  When an officer is using the skills bluff, intimidate, diplomacy or leadership on an officer of lower rank, the officer of the higher rank gains a bonus to that skill check equal to one half the difference between their levels in the officer class.  This bonus may only be applied in circumstances where the lower level officer is actually lower ranked than the higher-level officer.  A high level corporal cannot use this bonus to brow beat a general.  Further more, this bonus only applies for interaction between two officers serving for the same nation in the same branch of the military.  For example, an English cavalry officer cannot use this ability to help him intimidate a French seaman.

In addition, officers automatically out rank any soldier who is not also an officer.  Military law dictates that the orders of a superior officer must always be followed, thus soldiers who disobey orders may be arrested and court-martialed.
Rally The Troops:  Beginning at fifth level, an officer may take a full round to make a leadership check.  This check carries a base DC of 15 modified by the number of people affected.  For every five people the check DC increases by 1.  If this check succeeds, the effected characters receive an immediate re-roll on any attempt to stabilize, avoid the effects of fear or horror or throw off the effects of a mind controlling enchantment or spell like ability.  This ability may be used to oppose a shock attack by an opposing group.  In this case the officer makes a leadership check against the intimidate check of the attacking group.

Stiff Upper Lip:  All officers strive to possess grace under fire.  An officer needs to portray an air of cool competence under all circumstances, and so trains himself to resist the natural fear reaction.  At second level an officer gains a +1 moral bonus to resist fear effects and fear checks.  This bonus increases by +1 at fifth level and every three levels afterward.

Strategist:  Officers are well versed in combat tactics and quickly gain a sixth sense for battle.  At third level and every three levels afterward an officer gains a +1 insight bonus to tactics checks.

Tight Lipped:  The first thing an officer is taught in military academy is that loose lips sink ships.  As an officer gains experience this simple lesson ingrains itself on his mind.  Characters of the officer class erect subconscious mental barriers within themselves to protect the precious secretes within.  At first level, third level and every two levels afterwards the officer receives a +1 moral bonus to resist any effect that would compel the officer to give information.  For example, were a spy to use the skill gather information on an officer, the officer’s sense motive check would receive the moral bonus.  When ever an officer would be magically compelled to give information, such as under the effects of a charm spell, the officer may make a Will save with the moral bonus from the tight lipped ability.

Transmitting Orders:  At second level, an officer gains a +1 bonus to leadership checks transmit orders to other officers so that they might transmit the bonus granted by the successful tactics check of the character, a general or some other commander.  This bonus to the transition check increases by one every three levels afterward.

Qabalist:

The influence of the Red Death has greatly retarded mankind’s understanding of magic.  As a result, there have existed no true wizards for millennia.  Nonetheless, the study of magic is not impossible.  The qabals exist like a lifeline between the ignorant present and the ancient past, allowing members of their organization to master the ancient art of magic.  To master arcane magic, it is necessary to be apprenticed to an experience qabalist.  Without such training, it is impossible to cast arcane magic.  The life of a qabalist is consumed by the search for more arcane lore.  Unlike the adept, the qabalist is unlimited in the number of spells he may know.  The ultimate measure of a qabalist is the number of spells he possesses in his spell book.  During the Great War the world is in complete chaos.  Numerous qabals lurk in the fog of war.  As borders writhe and land changes hands qabalists are sent forth to recover artifacts of power and protect them from destruction.  Some qabals have taken a more direct role in the war, either seeking to end the terrible war or increase the slaughter.

The qabalist cast spells as a wizard, meaning that the qabalist may memorize the same maximum number of spells each day as a wizard of the same level.  A qabalist may specialize in one school of magic, as a wizard.  Qabalists gain hit dice as wizards, improves in attack bonus and saving throw bonuses and gain skill points each level as wizards.  The class skills of a qabalist are alchemy, concentration, craft (any), cryptography, diplomacy, hide, knowledge (any), mesmerism, mysticism, profession (any), spell craft.

Qabalists gain bonus feats as wizards, including the free scribe scroll feat, and must select these feats from the same list as wizards.  Qabalists may not summon a familiar; such a skill has been buried by the sands of time.  Qabalists are proficient with all simple weapons and are not proficient in any forms of armor.  Qabalists must keep spell books as wizards, and may learn spells and copy spells as wizards as well Qabalists may cast the spell read magic directly from memory.  Qabalists use magical items such as scrolls as wizards, and may gain bonus spells appropriate to their intelligence score.  Some nations have even cultivated their own qabals and hope to harness wizardry as the ultimate weapon.

Memorizing Magic:  Each day, after a restful sleep, a qabalist may memorize spells for use in that day.  To do this, a qabalist must study his or her book of spells.  This memorization process involves more than just committing the components of a spell to memory, it also involves rituals to gather enough magical power to prime each spell for latter casting.  A qabalist can only memorize spells after at least six hours (more or less) of rest, and only once in a twenty-four hour period.  The casting of a spell requires the qabalist to successfully recall and perform the exact procedure for the spell.  This requires an intelligence check of DC equal to ten plus the level of the spell.  If the check passes then it is successfully cast, but if the spell fails the qabalist has made a mistake in the casting and the spell is not cast.  The spell might be cast at a latter time, without penalty.

The Drain:  The presence of the Red Death creates a vacuum throughout Gothic Earth.  Each time a spell is cast, there is the possibility that magical energy is drained from the spell caster, and further castings are made impossible.  Each time a qabalist successfully casts a spell; he or she must make a fortitude check against a DC of 10 plus the level of the spell.  If the check succeeds, then the qabalist is unaffected.  However, if the check fails then the qabalist has been drained of a portion of the magical energy collected during the memorization process.  When a caster is thus drained, they lose the ability to cast spells of that same level of the spell just cast.  The effects of the drain last until the next time the qabalist memorizes spells.

Soldier:

The soldier class represents the crack troops of an army.  These soldiers are the shock troops, the commandos, those men who are sent on the most dangerous missions.  Soldiers are professional warriors, specially trained to perform at a level beyond that of the ordinary conscript.  Soldiers are trained to specialize, they might be marines trained to make amphibious landings or they might be cavalry officers.  Soldiers are rarely found in the trenches, for they are often grouped into units of crack soldiers.  These units form the vanguard of an army, used to smash through enemy lines.  Soldiers are specially trained to assist other operations, such as escorting engineers on a sabotage mission.  Soldiers are even found amongst the aces of the air forces of the Allies and the Central Powers.  Soldiers remain under the command of officers, but hold an unofficial position of leadership over conscripts. 

Soldiers accumulate their base attack bonus and their saving throw bonuses as fighters of the same level.  Soldiers use the D10 as their hit dice and are proficient in all simple and martial weapons.  Soldiers gain skill points equal to two plus their intelligence modifier at each level.  Soldiers also gain four times that amount of skill points at first level.  The class skills of a soldier are climb, concentration, handle animal, hide, intimidate, knowledge (military), leadership, move silently, navigation, pilot (automobile), pilot (aircraft), profession (seaman), ride, search, spot, swim and tactics.

Soldiers are versatile fighters and quick learners.  At first level, second level and every two levels afterwards a soldier gains one bonus feat.  This bonus feat must be applied to one of the following feats:  Alertness, ambidexterity, back to the wall, blind fight, cleave, combat reflexes, courage, dead man walking, deadly aim, dragoon, dodge, endurance, exotic weapon proficiency, expertise, far shot, guerrilla, great fortitude, great cleave, improved bull rush, improved critical, improved disarm, improved trip, improved unarmed strike, iron man, iron will, jaded, lightening reflexes, man of steel, mobility, mounted combat, mounted missile fire, point blank shot, power attack, precise shot, quick draw, rapid shot, ride-by-attack, run, shaken not stirred, shot on the run, skill focus (soldier class skills only), speedy reload, spirited charge, spring attack, street fighter, stunning fist, sunder, thick blooded, trample, toughness, two pistol shooting, weapon finesse, two weapon fighting, weapon focus, weapon specialization, or whirlwind attack.

Weapon Specialization:  Characters of the soldier class may take the weapon specialization feat after obtaining four levels of the conscript class.  No weapon may be chosen for the weapon specialization feat unless the character has already applied the feat weapon focus to that same weapon.

Spy:

While the conscript is the arm of the military, the spy is its eyes and ears.  During the Great War both the Allies and the Central Powers recruited countless spies.  These spies gathered information, committed sabotage and carried out assassinations throughout the war.  There is no such thing as a typical spy, since each individual is recruited under different circumstances and used for different tasks.  Most spies are members of some other profession and have been bribed into sending information, only a few are actually professional spies.  These professionals are masters of the most deadly game in the world; they are experts in coercion, evasion and assassination.  True spies spend most of their time in cities where they gather information and coordinate the activities of bribed stooges.

Spies rise in base attack bonus and saving throws as rogues of the same level.  At each level spies gain skill points equal to eight plus their intelligence modifier, and spies gain four times that amount at first level.  Spies are proficient with all simple weapons and one martial weapon of their choice.  The class skills of a spy are appraise, balance, bluff, concentration, craft, cryptography, diplomacy, disguise, escape artist, forgery, gather information, hide, innuendo, intimidate, jump, knowledge (any), listen, navigation, perform, pick pockets, profession (any), read lips, ride, sense motive, speak languages, search, spot, tumble, use rope.

Cipher:  Sensitive information is often hidden within complicated codes, which makes the job of a spy much more difficult.  Spies train themselves to break codes at a phenomenal speed, since they often have only a few moments to study an encrypted message.  Spies gain the Code Breaker feat automatically at fifth level.  The bonus conferred by the feat increase as the spy gains levels.  At seventh level and every two levels afterwards the insight bonus increases by +1.

Cover Identity:  Spies put considerable effort into disguising their true occupation.  It is a poor spy who allows himself to be exposed.  All spies possess a special cover identity, an identity that has been thoroughly researched and mastered.  Often this identity involves forged identification papers and faked records.  These identities must be relatively low profile, such as traveling businessmen or simple engineers.  The spy gains a +2 insight bonus to bluff and disguise checks to maintain this cover identity.  If the spy has created and can incorporate forged papers or faked documents into his identity then the insight bonus becomes +4.  A spy can take on numerous cover identities as he gains experience.  At first level and every four levels afterward a spy may take on a new cover identity.

Discretion:  While on the search for information a spy must be able to separate truth from misinformation.  Spies train themselves to notice the hidden signs of a bluff.  At second level a spy gains a +1 insight bonus to all sense motive checks.  This bonus increases to +2 at fifth level and increases by +1 every three levels afterward.  Thus, an eighth level spy would possess a +3 insight bonus to sense motive checks.
Expertise:  At fourth level and every four levels afterward a spy may take skill focus as a bonus feat.  These bonus skill focus feats may only be spent on spy class skills.

Playing the Game:  Spies are masters of lies deception.  As a spy becomes more experienced his ability to deceive becomes greater and greater.  At second level a spy gains a +1 insight bonus to all bluff checks.  At fourth level and every two levels afterward the insight bonus increases by +1.
Quick Change:  Often a spy finds that a speedy change of appearance would be helpful.  Normally, changing a disguise requires 1D3 * 10 minutes.  However a spy can reduce this time by a significant amount.  Beginning at third level a spy can change disguises in half the time required, 1D3 * 5 minutes.  At fifth level a spy only requires 1D3 * 2.5 minutes to apply a disguise.  At seventh level the time decreases to 1D3 minutes. 

Sneak Attack:  At first level a spy gains the ability to add 1D6 sneak attack damage whenever an opponent is denied his dexterity bonus to his armor class.  This ability increase to 2D6 at third level and increases by 1D6 every two levels afterwards. 

Speedy Reflexes:  A spy must be in a constant state of alertness since he could be discovered at any moment.  An experienced spy can move faster than the eye can follow in a sudden burst of adrenaline.  At seventh level a spy gains the ability to make one free partial action in addition to all others made that round.  This ability can be used once a day.  At tenth level this ability can be used twice a day.  Each three levels thereafter a spy can use the speedy reflexes ability once more a day.

Uncanny Dodge:  The reactions of a spy are honed to a level above that of a normal human.  At fourth level a spy retains his dexterity bonus to his armor class even when flatfooted or attacked by an invisible opponent.  At eighth level a spy can no longer be flanked.  Furthermore he denies other spies the ability to sneak attack from a flank.  At twelfth level a spy’s reactions allow a +2 bonus to reflex saves to avoid damage from explosions, spells, traps or artillery fire.

Skills and Feats

Craft: Gunsmith (Int):  Firearms are surprisingly delicate instruments.  Between the extreme temperatures of discharging rounds, and the dirt and mud of the trenches, firearms quickly become hopelessly damaged without proper maintenance.  The skill craft: gunsmith represents the ability of a character to clean, modify and repair firearms.

Check:  Guns require constant maintenance to be effective weapons.  A successful gunsmith check allows a gun to be successfully cleaned.  This skill is also used to assemble and disassemble firearms for other purposes.  A successful gunsmith check against a DC of 10 allows a character to assemble of disassemble a fire arm in five minutes.  For every two points above the required DC that the check succeeds the time required is reduced by one minute, to a minimum of thirty seconds after the fifth reduction.

Guns can be repaired after they have been damaged by a misfire, or been bent by some impact.  Replacing the barrel, or any other part of a gun with a newly manufactured part requires a successful gunsmith check against a DC of 15.  Using old parts instead of newly manufactured parts increases the DC by 2.  Such a repair requires parts from the same brand of weapon, for the gun to be disassembled and reassembled with the new part.  This requires ten minutes, but is reduced by one minute for every two points above the DC that the check succeeds.  Old parts of a gun can be feasibly mended without replacing the parts.  This requires half an hour of time and a successful craft: mechanic check against a DC of 20.  If the check fails then the parts are irreparably damaged and must be replaced.  This required time can also be reduced by 1 minute for every two points above the DC that the check succeeds.

Guns can be modified to accomplish different tasks.  A successful craft: gunsmith check against a DC of 15 can install a bayonet mount onto a rifle, allowing a bayonet to be mounted on the rifle.  A successful check against a DC of 15 could be used to install a telescopic riflescope onto a rifle.  Either operation requires twenty minutes of time, and one less minute for every two points above the DC that the check succeeds.  If for either modification the gunsmith uses old mounts or a pre-used scope the DC increases by 2.  A firearm may be modified to handle a different form of ammunition by switching the magazine of the modified rifle with the magazine of another.  Such a major modification requires new parts and modifying old part.  This requires a successful gunsmith check against a DC of 20 and the appropriate parts.  If older parts are used, then the DC increases by 2.  This check requires one hour of time, special gunsmith tools and a clean flat surface on which to work.  The range increment and the damage dealt by the modified firearm become equal to the range and damage caused by the gun from which the new magazine was taken.

Working without gunsmith tools imposes a –2 circumstantial penalty.  The tools used to install new parts might be improvised from a mechanic’s tools, negating the penalty.  These tools cannot be used to negate the penalty to mend old parts.  The check to clean requires a cleaning kit.  No gunsmith check may succeed without the use of some kind of tools.

Retry:  Characters can clean guns as often as they wish, and they may reattempt to add mounts and scopes.  Attempts to modify a gun cannot normally reattempted, unless even more new parts are incorporated, replacing those that were incorrectly altered in the first attempt.  Mending old parts cannot be reattempted.

Untrained:  The check to clean a gun may be accomplished untrained.  In fact, the vast majority of soldiers do not possess ranks in this craft and so depend on untrained checks.

Craft: Mechanic (Int):  The skill craft: mechanic represents a character’s ability to repair machinery and various mechanisms.  While all machines function differently, the ability to diagnose problems and change parts is one skill that can be applied to all attempts to build and repair machines.  Any object that possesses moving parts can be fixed with a successful use of the craft: mechanic skill.

Check:  Repairing a damaged object is a simple affair.  First, the mechanic must spend 10 rounds (one minute) doing nothing but studying the machine.  After the ten rounds are over, he makes a craft: mechanic check against a DC of 15 to discover the extent of the damage and deduce the proper procedure to repair the machine.  If this check fails, the mechanic has not diagnosed the problem and must make another attempt.  If this check fails by more than five points then the mechanic wrongly diagnoses the problem and all future checks to repair will fail, until the mechanic starts over and properly diagnoses the problem.

Once the problem is diagnosed the mechanic may begin repairs.  Repairing a machine may be done in one of two ways, the mechanic may decide to replace the damaged parts or just fix them.  Replacing the parts requires 5 minutes and a craft: mechanic check of DC 20.  If this check fails, the mechanic may make another attempt, and may continue making checks until it succeeds.  Replacing the parts requires the exact components required, which may or may not be available.  The Field Marshal may allow for parts to be scavenged from other machines.  If the mechanic cannot find replacements or does not wish to use them then the only option is to mend the broken parts.  Mending broken parts requires twenty minutes and requires a DC of 25.  This check may be retried again and again, but if the check fails by five or more than the mechanic falsely believes that the check succeeded.

Battle damage is different from mundane mechanical problems.  While a blown gasket can be replaced, bullet holes in a radiator pose a different problem.  When a machine is reduced to 50% of its hit points, the machinery has taken too much stress to continue working.  When an automobile is reduced to 0 hit points, it has been destroyed beyond all ability to repair.  At that point the machine is nothing but spare parts and burning metal.  Repairing battle damage is a long procedure, since the mechanic must repair many different parts, each of which was only slightly damaged.  The mechanic must diagnose problems and make repairs just as above.  For every successful repair, the mechanic "heals" the vehicle by 10% of its total number of hit points.  The vehicle becomes ready for action when it reaches at least 50% of its total number of hit points.

A mechanic may sabotage machines, by spending five minutes and making a successful craft: mechanic check against a DC of 20.  If the check succeeds then the machine will not work.  The mechanic may decide to increase the DC of the check by 5 and attempt to incite a critical failure in the machine.  Such a failure might be an explosion in a gas tank, a wheel being thrown from the axel, or a shell exploding in the barrel of a cannon.  Another mechanic might spot the sabotage with an opposed craft: mechanic check.  This check to spot the sabotage uses the wisdom modifier instead of the intelligence modifier.

Any use of the craft: mechanic skill requires the use of tools of some kind.  If the mechanic has access to a full toolbox, then the check may be attempted with no modifier.  If the mechanic must improvise tools, then the check suffers a –2 circumstantial penalty.  If the mechanic has access to a fully stocked workshop, such as an automotive garage, then the check receives a +2 circumstantial bonus.  At certain times a mechanic might have to make repairs while under fire.  In such a case the mechanic must make a successful concentration check against a DC 15 to continue working.

Untrained:  An untrained character may attempt a diagnosis or a repair.  However, untrained characters may not attempt to mend parts, they may only replace parts.

Special:  Scientific devices may be repaired and built with this skill.  However, the DC to build the object is 25 and all modifiers for obsolete and advanced technology apply.   Repairing a broken device carries a DC of 20, just as described above, but modified for the level of technology.  Building and repairing scientific devices require the designs for the device.

Craft:  Telegraph Operator (Int):  With the invention of the telephone, telegraphs near their end.  This skill is still very much in demand in Gothic Earth, since electric radios and telephones are still to primitive to fully replace the versatile telegraph.  This skill represents a character’s ability to operate and repair telegraph machines.  This involves a small amount of electrical work and reading Morse code.

Check:  Reading a message in Morse code requires a craft check against a DC of 15.  Repairing a broken Morse code is somewhat more complex.  Building a telegraph machine from new parts requires a check against a DC of 15.  Repairing a broken machine with new parts requires a check against a DC of 18.  Repairing a broken telegraph without new parts requires a successful check against a DC of 20.  Attempts to repair a telegraph suffer a penalty of –2 if the character is without the proper tools.  Using spare parts rather than newly manufactured parts carries a penalty of –2 to checks to build and repair.

Retry:  Characters may attempt retries to read code and build and repair telegraphs with new parts.  Repairing a telegraph without new parts is risky; there is the chance that the parts become damaged in the tampering.  Thus, repair attempts made without new parts may not be retried.

Special:  Characters with five or more ranks in the skill craft: telephone operation gain a +2 synergy bonus to attempts to repair a telegraph.
Craft: Telephone Operation (Int):  The telephone is a new addition to the military, but it is quickly gaining popularity.  The use of the telephone is speeding up the process of communication, the lines of telephone wire spread through the lines like vines of a hungry plant.  While it takes no training to operate a telephone, it does take some training to repair telephone machines.  This skill represents the ability to repair telephones, set up telephone cable, and building and repairing switchboards.

Check:  Operating a switchboard requires a check against a DC of 10.  Building a switchboard with new parts requires a craft: telephone operation check against a DC of 18.  Repairing a switchboard with new parts requires a DC of 15.  Repairing a switchboard without new parts requires a check against a DC of 18.  Building a telephone machine from new parts requires a DC of 12.  Repairing a telephone machine with new parts requires a check against a DC of 10.  Repairing a telephone machine without new parts requires a check against a DC of 15.  Stringing telephone cable requires a successful check against a DC of 5 for every 100 feet of cable.  Telephone repair requires special tools, without these tools the check suffers a –2 penalty.  Using spare parts rather than newly manufactured parts carries a penalty of –2 to checks to build and repair.

Retry:  Characters may attempt retries to build and repair telephones and switchboards with new parts.  Repairing a telephone or switchboard without new parts is risky; there is the chance that the parts become damaged in the tampering.  Thus, repair attempts made without new parts may not be retried. 

Special:  Characters with five or more ranks in the skill craft: telegraph operation gain a +2 synergy bonus to attempts to repair a telephone or switchboard.
Intimidate (Cha):  The intimidation skill works exactly as describe in the Player’s Handbook, but with one change.  The intimidation skill can be used to make soldiers break formation and retreat.

Check:  The intimidate skill allows a character to alter another’s behavior with a skill check against a DC of 10 + the characters hit dice.  A group of soldiers can use this skill to make a shock attack.  A successful shock attack forces a group of defenders to lose their next actions or even break formation and retreat.  To make the shock attack the attackers must charge the enemy, shout, fire rapidly, and do what ever is necessary to threaten the defenders.  The group makes a single intimidate check using a number of ranks equal to the average number of ranks.  The charisma modifier used for the check is the average charisma modifier for all of the soldiers in the attacking unit.  The defenders must make an opposed Will saving throw against a fear based effect, this saving throw bonus is equal to the average for the entire group with from wisdom bonuses equal to average modifier for the group.

If the defending group fails its save by five or less points they become stunned and hesitate.  They thus lose their actions for one round as they fight to regain their composure.  If the defenders fail their save by more than five they will retreat.  The defenders break formation, scatter and flee the enemy as quickly as they can.  They will not stop fleeing until they reach a group of allies, retreat no farther or are rallied by an officer.  If the defender succeed in their save they may stand their ground and fight as normal.

The opposed check carries several modifiers.  Whatever group is more numerous gains a bonus, this bonus is +2 for every multiple by which they outnumber the enemy.  For example, a group that is more than three times the size of the opposing force gains a bonus of +6 to their check.  If the defenders are entrenched or behind fortifications they make their opposing save with a +2 bonus.  If the defenders can bring machineguns to bear on the enemy then they receive a +2 bonus to their save.  If the defenders are out of ammunition or are unable to use firearms then they suffer a –2 penalty.  Whichever side occupies the higher ground gains a +2 bonus to their roll.  If the defenders are surrounded by attackers and have no clear line of escape they receive a +2 bonus on their save.  If they do indeed have a clear line of escape then they suffer a –2 penalty.

For the purpose of the game, the term “group of soldiers” almost exclusively refers to groups of conscripts.  Soldiers and officers should be treated as individual characters for the purpose of the intimidate check.  These individuals make their own individual save against the collective intimidate check of the attackers.  Large groups of officers or soldiers of similar character level might make collective saves.  Collective saves are done as convenience, since rolling saves for fifty men is tedious.

Retry:  Retries are generally not possible.  One force may attempt to intimidate an opposing force only once per hour, at maximum.

Jump (Str):  This skill remains unchanged.  However, a new use for this skill has been added.  When a character in an aircraft attempts to parachute to safety, a jump check is required to escape the aircraft.  Characters leaping from a zeppelin, or a position where there is no obstacle requires only that the character jump 5 feet.  Where a character must avoid the wings of a plane or a propeller the character must jump far enough to escape the wing or propeller.  When a character cannot jump far enough to escape the reach of an oncoming obstacle, the character suffers damage from the impact.  Pilots, especially the reckless ones, find this skill very useful.

Profession: Bureaucrat (Wiz):  Any professional soldier will inevitably be faced with the titanic monster that is the military bureaucracy.  Within the maze of regulation, policy and red tape lurks an army of petty and vindictive pencil pushers who will hinder and harass those less astute in the nuances of paper work.  Nonetheless, the bureaucracy controls the resources of a mighty nation.  Equipment, intelligence, soldiers and transportation are open to those who know how to work the bureaucracy.  Most soldiers do not bother with the bureaucracy; instead they prefer to negotiate with other field officers for their additional equipment.

Check:  The skill profession (bureaucrat) is used whenever a character makes a requisition.  Requisitions are made for all manner of useful things; weapons, soldiers, transportation, equipment and even meetings with high-ranking officers must be requisitioned.  To make a requisition a character must communicate with the bureaucracy.  This can be done through the mail, by telegraph, and even by phone.  The key to a requisition is to send it to the right person.  The requisition must find its way to a person who has the means and motivation to see it fulfilled, otherwise it will never be filled.

A requisition for equipment rations or weapons for 10 or more people carries a base DC of 10.  For every 10 more people to be equipped increases the DC by 2.  A requisition for a meeting with a high-ranking officer carries a DC of 25.  A requisition for transportation carries a base DC of 15 and increases by 2 for each 100 miles beyond the first 100 miles from the current location.  Finally, requisitions for intelligence information carry a base DC of 20, which increases by 5 if the information is particularly sensitive.

After the requisition is completed and sent the check is made.  The requisition is not filled until after a base time of two months.  This time is reduced by one week for every two points that the check makes above the DC.  If the check fails by five or less points, then the requisition will still be filled.  However, the requisition will be delayed by two weeks for every two points that the check makes below the DC.  In these cases the requisition will be unsatisfactory, and might be completely useless even when it is filled.

Gathering information about the progress of a requisition requires a successful profession: bureaucrat check against a DC 12.  A successful check requires only two days if the character has access to a phone, one week if he has access to a telegraph and two weeks if by mail.  The information given will reveal if the requisite will be filled, though it will not reveal if it will be satisfactory.  The time that the requisition will require to be filled can be revealed by such a check, though the exact time may vary by as much as two weeks.

Retry:  Although a character may make more than one requisition for the same object, though this is a completely new check.

Untrained:  This skill may be used untrained. 

Profession: Cartographer (Wiz):  It is one thing to see with ones own eyes, it is another to allow others to see though one’s eyes.  Perception, orientation and attention to detail are critical components of the cartography skill.  In the Great War cartographers are in great demand.  When leading attacks on enemy positions a good map can mean the difference between failure and success.  Cartographers can be found in anywhere, the ability to draw a precise map is invaluable for spies, scouts and reconnaissance airmen.

Check:  The cartography skill is used to draw a detailed map of an area.  The base DC for drawing detailed map of an area of 2 square miles is 15.  The DC increases by two for every square mile beyond the second.  Drawing a detailed map must be done while the character views the area.  Quickly sketching a detailed map takes 10 rounds (one minute) for every square mile.  The DC is modified by various qualities of the terrain.  If the map lacks specific landmarks the DC of the check increases by 5.  If the map may be drawn from the air the DC decreases by 5.

Maps without detail may also be drawn over the course of long period.  If the map lack details then the size may increase by a factor of ten.  Over the course of one day a character may draw a map of an area of 20 square miles by making a successful check against a DC of 15.  The DC increases by 2 for every ten square miles beyond the first two.  Maps without detail have only the most basic form, rivers are straight lines, mountains are rough blobs, and so on.  These maps reveal no information except where large landmarks reside.

Many detailed maps or many general maps may be connected to form larger maps.  It is in this way that maps of whole nations can be compiled.  Connecting two maps requires a successful cartography check against a DC of 15.

Failure in a cartographer check indicates that the map is misleading.  For every 2 points that a cartographer check fails the map imposes a –2 penalty on any subsequent navigation check made while using that map.  While this might seem like a small hindrance, it can easily mean the difference between victory and defeat.

Untrained:  Characters may use this skill untrained to draw detailed maps but cannot create larger general maps nor may they connect maps together.  Untrained characters lack the ability to envision the huge areas drawn in generalized maps, as well they lack the training necessary to piece together the jig saw of multiple maps.

Profession: Engineer (Wiz):  This is the skill of applying mechanical physics to the construction of structures and large devices.  Though skills such as craft and knowledge can be used to devise the blueprints for large devices and structures, it requires the engineer profession to actually build the object.  The skill profession: engineer is very useful in Europe during the Great War, for it is this skill that governs the construction of the massive trenches and fortifications of the front lines.

Check: Untrained laborers such as commoners and conscripts perform the construction of fortifications, trenches and tunnels, technically this is done through trained and untrained craft: digger or craft: artisan skill checks against a DC of 5.  The skill profession: engineer is used to organize the builders.

Building a complex but useful network of trenches in the earth requires a successful profession: engineer check against a DC of 20 and twenty hours of overseeing the work.  If the check succeeds the laborers construct a trench system capable of giving soldiers total cover and provides no hindrance to movement in the trenches.  The trench complex spans a total area of one hundred square feet, comprising of several trenches intersecting each other.  Trenches of this kind are as much as ten feet deep in some places, footholds to allow soldiers to climb over the top without difficulty, drainage trenches and room in the back for troop quarters.  Climbing over the walls of a dirt trench requires a DC of 15.

The construction of basic fortifications is a similar task.  The check requires success against a DC of 25, forty hours of work and enough stone, concrete, wood and other materials needed.  The finished fortification is thirty square feet in the interior, stands ten feet above the ground on which it was built and is a simple cube with doors, windows and ceilings.  The fortification can grant as much as full cover to twenty five men within it, the walls have a hardness of 5 if they are wood, 8 if they are stone and 10 if they are reinforced concrete.  The walls of the fortress may take 70 points of damage before being destroyed.  The fort may take a total of 150 points of damage before collapsing.  In lieu of a basic fortress, an engineer may construct a wall 120 feet in length and ten feet in height, or any wall with a total area of 1200 square feet.  These walls have a hardness of 5 if they are wood, 8 if stone and 10 if reinforced concrete.  Each ten-foot section of wall may take as much as 70 points of damage before collapsing.  These walls are built to hinder attempts to penetrate the trenches.  Wood walls impose a DC of 20 to climb checks, stonewalls have a DC of 22 and concrete walls have a DC of 25.

An engineer may also oversee the construction of a tunnel.  Tunnels require a base DC of five for the first twenty feet.  The DC increases by 1 for every ten feet beyond the first.  The resulting tunnel is large enough for one man to crawl through at a speed of five feet per round.  The size of the tunnel can be increased to accommodate more men, though this increases the DC by 1 for every ten feet for every extra man.  Designing a tunnel that would allow one man to walk hunched at a speed of 10 feet per round through the tunnel carries the same penalties as a tunnel that would allow two men to crawl.  Tunnels that allow one man to stand and walk at a normal pace carry the same penalties as tunnels designed for four men to crawl.  Ten feet can be dug every hour of work.  If the check fails then part of the tunnel will collapse.  If the check fails by more than five points, then the tunnel was too fragile and will collapse when a person is halfway through the tunnel.  If the check fails by less than five points then the tunnel is mostly good.  When completed the tunnel will collapse at the exit or the entrance as soon as two people enter it.

The skill profession: engineer only covers the design and plans of the structure.  It is like a tactic, it is merely a series of instructions.  A successful leadership check is required to transmit the instructions to the laborers.  If the check fails then the engineer’s instructions are not understood and the construction will be delayed.  The above statistics refer to structures built by teams of 25 men, thus the base leadership check is 15.  The leadership check need not be made by the engineer himself, but might be done by anyone to whom the engineer explains his plan.

Retry:  There is usually no retries allowed for the skill profession: engineer.  If a structure is not satisfactory then it must be rebuilt from scratch.

Special:  Multiple engineers may collaborate on the same project.  One engineer is chosen to be the project leader, and he makes the engineering check to build the structure.  Each engineer makes a wisdom check against a DC of 15.  Each successful check grants a bonus of +2 to the project leader’s engineering roll.

The use of the engineer feat depended upon the medium used.  The above examples use soft soil as their medium, but engineers must often work in less than ideal conditions.  Digging tunnels and trenches is more difficult in cold earth; this imposes a –2 penalty.  Digging tunnels and trenches through clay imposes a –4 penalty.  Finally, digging in stone imposes a penalty of –6.  Building fortifications is easier when the medium is hard, the benefits of a hard medium balance out the penalties.  The DC of the engineering check increases when the laborers lack the appropriate tools.  Digging a trench or a tunnel requires the use of shovels for each laborer.  If the laborers lack digging tools the DC of the check increases by 4, and the work takes twice as long to complete.  Fortifications cannot be created without appropriate materials.  The statistics for the trench and fortification structures are based on projects with twenty-five laborers.  The DC of any check is lowered by 2 for every ten extra men that the engineer can muster.  For every twenty-five men at work, the time required drops by one half.  Tunnels only require ten men to work in shifts.  Extra men cannot speed the construction of a single tunnel.

Requisitioning men and equipment can be difficult.  Requisitioning twenty-five laborers and equipment for digging a tunnel or a trench carries a DC of 20.  The DC increases by 2 for every ten additional men.  These men will be 1st level conscripts.  Requisitioning an engineer carries a DC of ten plus the level of the engineer.  Each engineer must be requisitioned individually.  Requisitioning equipment for building a fortification modifiers the DC by 5, or carries its own DC of 10.  Requisitioning the material for a wood fortification or a wooden wall carries a DC of 15.  The DC increases to 20 for a stone fortification or wall.  Finally, the DC increases by 10 for requisitions for the material to build a reinforced concrete wall.

The examples above are only a few of the possible tasks an engineer might accomplish.  The Field Marshal is free to allow engineers to design and build almost any kind of structure or device.

Untrained:  Characters may attempt to use this skill untrained.  Given the difficulty of the check, it is doubtful that untrained characters would succeed at anything except wasting time and money.

Profession: Medicine (Wiz):  Doctors are in great demand all over the world, but no place more so than a war zone.  This profession governs the skill checks by trained physicians to help heal their patients, as well as making surgical procedures.

Checks:  The use of this skill is detailed in the Combat: Healing and Wounds section.

Retry:  Retries are normally not allowed for profession: medicine checks, though the doctor may make other checks latter at the appropriate times.

Special:  The skill profession: medicine governs the use of surgery checks.  However, characters may not attempt a surgery check without at least 5 ranks in profession: medicine, the feat Educational degree: profession: medicine and Educational degree: surgery.  Surgery and normal medicine are different subjects, though they share the same skill.  The benefits of the feat skill focus: profession (medicine) do not apply to a surgery check, nor do the benefits of the feat educational degree: medicine.

Profession: psychology (wiz):  The science of psychology has advanced considerably from its humble beginnings.  The archaic practices of the 1890s have given way to the experienced, scientific approaches of modern psychology.  Characters with this skill have the ability to assist others in overcoming the effects of madness.

Check:  Psychologists can diagnose character’s suffering from the effects of madness.  The psychologist spends thirty minutes speaking with the patient and makes a check against either 15 if the subject is willing to be diagnosed, or the subject’s bluff check if the patient is trying to deceive the psychologist.  If the psychologist succeeds, he can determine whether or not the character is suffering from the effects of madness or horror.  If this check succeeds by more than two, he can determine the severity of the madness or horror, whether it is minor, moderate or major.  If the check succeeds by 5 or more he discerns what madness effect from which the patient suffers.  If the check fails by five or more, the psychologist believes that the patient suffers from some form of madness, randomly selected by the Field Marshal.

The psychologist requires at least two one hours to perform psychotherapy.   In these hours of therapy the psychologist makes a profession check against the DC of the patient’s madness check. If the check succeeds, the patient regains ability points as though he himself just succeeded at a recovery check.  If the check fails, the victim regains no points, but may still make his own recovery check as normal.  Only one session of psychotherapy can affect a patient in one week.  Psychotherapy checks require quite and sanitary surroundings, or else all checks suffer a –5 penalty.

This skill can be used to help characters recover from the effects of horror as well.  The psychologist spends two hours and makes his check against the DC of the horror save.  If the check succeeds, the patient is cured of the horror effects.  If the save fails, the patient continues to suffer.  This variety of psychotherapy cannot be attempted more than once a week.

Untrained:  This skill cannot be used untrained.

Special:  A character with five ranks in profession: medicine and knowledge: pharmaceuticals the character receives a +2 synergy bonus.

Profession: Teamster (Wiz):  It’s a long way between a factory and the front lines.  With the speed by which soldiers consume ammunition, food and other supplies it is critical that good be moved over long distances quickly.  The profession: teamster skill represents the ability of a character to transport goods and equipment and to operate some forms of machinery.  The teamster skill is also used to move equipment over short distances, such as turning a field gun to face another direction.

Check:  The skill profession: teamster can be used whenever a character needs to move goods.  This may be something as quick as unloading crates off of a truck or it might be as long as towing a howitzer with a truck down to the front lines.  Whenever an object must be moved by machine, such as crates with a crane or moving a field gun into a new direction, a teamster check must be used.  Moving goods requires insight into machines, the space taken up by the goods, and timing.  A character with the teamster skill can direct laborers to perform tasks such as loading or unloading a truck.  Loading or unloading a heavy truck with the assistance of two assistants requires a DC of 15.  Should the check succeed the task takes only one hour and the truck can hold an amount of goods equal to its maximum weight allowance.  If the check fails then the task is misdirected, takes two hours and only three quarters of the maximum weight load may be used.  For every two points above the DC that the check succeeds five minutes may be cut from the time required to load.  For every three points that the check fails the time increases by 10 minutes.

Using a tractor, truck or team of horses to turn a piece of artillery in another direction requires ten minutes a successful check against a DC of 15.  This check may be tried and retried until it succeeds.  A teamster can hitch a trailer to the back of a truck or tractor with ten minutes and a successful check against a DC of 15.

The Difficulty classes seem high for such mundane tasks, but the time required for each check is small.  A very experienced teamster can accomplish his work with great speed, while inexperienced teamsters must try and retry their checks over several rounds to succeed.

Retry:  Retries are allowed for all checks except to load or unload goods.  Another check to load or unload goods is impossible because by the end of the first check the goods are already loaded or unloaded.
New Skills

Artillery (Int):  While the man on the ground is armed with rifles and pistols, the major weapon of the Great War were large cannons, capable of firing huge shells long distances.  Whether they were aboard ships or on the land these guns work relatively the same.  A great variety of large guns were used in the war, including field guns, howitzers, mortars, and antiaircraft guns.  An artillery piece is defined as any weapon that is to heavy to be classified as a light arm, which is any weapon that an infantryman could not fire from hand or shoulder.   Although the machine gun fits this description the machine gun works in such a manner that allows it to be used with conventional attack rules.  The artillery skill represents the ability of a character to operate artillery weapons, whether they are on land, ship or even a tank.

Check:  The use of this skill is explained in detail in the combat section of the document.

Special:  Artillery cannons are too complex to operate without at least some training.  Without this skill any fire from the gun will be counted as a failed aim check.  Reloading a cannon can be done without the artillery skill by a successful intelligence check.

Cryptography (int):  The best place to hide something is in plain view.  Messages in code are excellent for security in the military, since the message can be transferred by telegraph, radio and handled by dozens of people without betraying the secretes in the message.  However, no matter how complex the code it is always possible to decipher it.  The Cryptography ability allows a character to recognize the patterns of language within coded script.  This skill can also be used to decipher coded speech, but it cannot decipher innuendo.

Check:  The skill Cryptography is used whenever a character studies a coded message and attempts to break the code.  This is a slow process; the base time to break a code and decipher the message is thirty minuets of concentration for each page of message or for each minute of conversation.  After studying the whole message the character makes the Cryptography check.  There are three types of codes used, simple codes, complex codes and master codes.  Simple codes are basic codes, such as turning each letter in the alphabet into the corresponding number.  These codes may be deciphered after making a cryptography check against a DC of 15.  Complex codes use multiple simple codes varying at regular intervals.  These codes take ten times the base amount of time to decipher the message.  Breaking the code and deciphering the message require a cryptography check against a DC of 25.  Master codes are the most complex of all codes; no two master codes are even remotely the same.  Breaking a master code and deciphering the message requires one hundred times the base time.  Breaking the code and deciphering the message requires a cryptography check against a DC of 35.

Simple codes may be created by anyone with a grasp of language.  Complex and master codes require much more proficiency.  A character may make a cryptography check against a DC of 20 to devise a complex code.  The creation of a master code requires a successful check against a DC of 25.  A character that devises a code may then write the key to the code, which can be used to writing in code.  Writing a message or speaking a message in code with the use of the key requires only a cryptography check against a DC of ten.

Breaking a code and deciphering a message are really two different things.  If a cryptography check fails by less than five then the character has still cracked the code, but has failed to correctly decipher the message.  The cryptographer may attempt to decipher the message again, but only requires a check against a DC of ten, since he has already devised the key.

If a cryptography check fails, the message remains gibberish.  If a cryptography check fails by more than ten the message gives false information.  Failing to create a code from scratch merely creates indecipherable gibberish.

Retry:  A character may try and retry to decipher an encrypted message however many times he wants.  However the character may not get the change to retry.  The character must have a written version of the message to make a retry, or have someone slowly repeat the spoken message for them.  If a character attempts to recall a written message or a coded conversation he must make an intelligence check against a DC 15, which increases by 2 for each page of information beyond the first, or by 2 for each minute of coded conversation beyond the first.  Rather then remember the message, a character could instead write out a transcript of the message.  Such quick work requires one minute of writing for each page or one minute of writing for each minute of speech.

Special:  A character with the speed-reader feat only requires one tenth of the required time.

Untrained:  Creating a code and writing in a simple code requires only a successful intelligence check against a DC of 10.  This action can be undertaken by anyone, even those without ranks in cryptography.  Codes created in this manner may be deciphered by anyone who has been instructed in the code used.  Learning such a key from instructions and using it requires only an intelligence check against a DC of 10 and thirty minutes time for each page.
The kind of systematic analysis made by a cryptography check cannot be attempted untrained.  Thus, breaking a code without the key is impossible without ranks in the cryptography skill.

Demolitions (Int):  There is no shortage of work for a character that possesses expertise in demolitions.  This skill represents a characters knowledge and experience with explosives.

Check:  Demolition checks are made to arm explosives, to disarm explosives and to place explosives in the appropriate place.  Demolition checks are also made to handle volatile explosives like nitroglycerine.

Setting a charge carried a base DC of 10.  This involves attaching an explosive, such as dynamite to a fuse of some kind.  This fuse will then trigger the chemical reaction that will detonate the explosive.  In lieu of a fuse, electrical wire may be used to detonate the explosive.  Fuses burn at a set rate of one two inches per round, while electrical wire must be attached to a detonator which will send the current across the wire and ignite the explosives.  Timing a burning fuse correctly requires a successful demolition check against a DC of 12.  Setting charges requires the appropriate equipment, such as fuse, wire, detonators, wire cutters, pressure plates, and the explosives themselves.  When setting multiple explosives to be detonated by the same fuse the DC of the check to set the explosive increases by 2 for each explosive beyond the first.  To safely set a charge, the demolitionist must spend at least one minute of work before making the demolition check.  By not taking this minute the work is rushed and the demolition check suffers a –2 penalty.

Some explosives need only to have their fuses removed before they are disarmed, but some explosives are more complex.  Disarming explosives can be a dangerous affair.  Land mines and booby traps are temperamental, and can be accidentally detonated by the character attempting to disarm the explosive.  When a character attempts to disarm a complex explosive he must make an opposed demolition check against the check of the setter of the explosive.  Most often, this will be 15.  If the check fails by five or more points, then the explosive accidentally detonates.  When a demolitionist accidentally detonates an explosive he was disarming, he receives no reflex save against the damage.  An explosive could possible be rigged to explode if the device is diffused.  Such rigging would require a DC of 20 to be properly set.  If a trapped device is disarmed, the explosive will detonate.  However, a character disarming a trapped device is allowed a spot check against a DC 15 to notice the trap.  If such a trap is noticed, then the trap may be disarmed by a successful demolition check against a DC of 15.  Once the trap is disarmed, the rest of the trap may be undone.

Explosives can be used to destroy large structures by placing the device in a vital location.  Once an explosive devise is placed in the appropriate spot, the destruction can be incredible.  The better the explosive’s position, the greater the structural damage.  Finding the appropriate place for an explosive requires a demolition check against a DC of 15.  Finding the appropriate place requires at least ten minutes of study of the structure, of either the structure or detailed plans of the building.  If the check succeeds the explosive is more successful, once placed in the appropriate spot.  For every three points above the DC that the demolition check succeeds, the explosive deals 1 more point of damage for each damage die.  On the other hand, for every three points below the DC that the check fails the damage is reduced by 1 for every damage die.  Thus, the position of an explosive can be more important than the actual explosive.

Untrained:  Certain activities can be undertaken by an untrained demolitionist.  Simple explosives can be disarmed by untrained characters as easily as by trained demolitionists.  It takes little skill to cut electrical wire with a bayoneted.  Complex explosives like land mines may not be disarmed by untrained characters.  All checks automatically fail and the explosive has a 50% chance of detonating.

Untrained characters may also place explosives.  Characters with the skill Profession: engineer may replace their untrained demolition roll with a profession: engineer check to place the explosive.  Untrained characters may set charges, though they suffer a penalty of –4 to their check.  As explained above, if a check fails by more than five points the explosives detonate.  Characters untrained in demolitions are often ill prepared for the individual quirks of the many different types of explosives.  Should an untrained character accidentally trigger an explosive while setting or disarming it receive no saving throw and automatically take full damage from the blast.  It is dangerous indeed for untrained characters to fiddle with lethal explosives.
First Aid (Int):  First aid is a critical skill for characters on the front lines.  The skill first aid allows a character to perform a wide variety of important procedures that can help save lives and reduce damage.

Check:  The use of this skill is detailed in the Combat: Healing and Wounds section.

Retry:  Retries may not be used when using first aid.

Untrained:  Characters may not make first aid checks untrained.

Leadership (cha):  In the age of industrial warfare, the ability to communicate is critical.  It is not enough to simply shout an order; the subconscious mind must be ready to treat the words with the proper gravity.  The leadership skill represents a character’s ability to give orders, shout warnings and coordinate a plan.  With the use of the leadership skill, a group may act as if a single entity.  Without this ability, a character can only speak words that carry little weight.

Check:  Characters with the leadership skill may make a check to coordinate the actions of others.  The base DC of a leadership check is 10 and it increases by 1 for every five individuals that are chosen to be affected by the skill.  The character using the leadership skill then spends one full round giving orders.  If the check succeeds, every individual understands the orders given and may act upon them.  If the check fails, then they may or may not understand what is expected of them.  For each point that the check fails, five men do not understand the plan.

For example, a British lieutenant barks orders to his men to emerge from the trenches, crawl over the barbed wire and run for the cover of a ditch.  The lieutenant commands forty men, and his leadership check results in 17.  Thirty-five men do as the lieutenant commands, but five do not.  These five men get lost in the confusion, refuse to leave the trench, or stand up and fire at the enemy while everyone else runs for the ditch.

Mesmerism (cha):  The skill of mesmerism has advanced little since its legitimate introduction to the field of psychology.  With this skill, a charismatic individual can place a patient into a relaxed state known as a trance.  While in a trance, the hypnotist can explore the subconscious mind of the patient, revealing information that the patient could not consciously recall. The main use of mesmerism is for gathering information and offering psychological therapy.

Check:  The first step in mesmerism is placing the patient into a trance.  This requires that the patient is completely at ease and is pliant to the mesmerist.  Willing subjects offer no resistance, but patients that do not wish to be hypnotized must be tricked into their trance.  This requires an opposed bluff check against the patient’s sense motive roll and the mesmerism check suffers a –5 penalty.  If the bluff check succeeds, the mesmerist may attempt to place the patient in a trance.  Placing a character in a trance requires ten minutes and a mesmerism check against a DC of 15.

Once in the trance, the patient is effectively asleep, except that they can be questioned and will answer questions to the best of their ability.  The responses of the mesmerized patient can be extremely detailed; the mesmerist can learn anything that the patient could possibly have perceived.  Interrogations require that the mesmerist convince the patient that it is safe to reveal the information.  This requires a successful bluff check against the patient’s sense motive check, though the mesmerist gains a +5 bonus since he can convince the patient that a trusted friend is questioning him.  The patient remains in the trance until forcefully awakened or for a maximum of ten minutes and ten more for every point by which the check succeeded.

Characters suffering from the effects of madness or horror can be cured of their illnesses by therapy with mesmerism.  Such therapy requires one mesmerism session each week, but no more than one session can affect the patient that week.  In that session, the mesmerist makes a hypnosis check against the same DC as the madness or horror check.  If the check succeeds, the patient recovers ability damage as though he just passed madness save to reduce the damage himself.  Success indicates that the ability scores heal by one point, brining the patient that much closer to removing the madness effect.  In the case of horror, a successful mesmerism check removes the whole horror effect.  Failure on either check simply means that the patient has not been cured.

Hypnosis is a dangerous form of therapy for insanity.  Should a hypnotherapy check fail by five or more, the madness worsens.  The patient suffers 1 point of temporary ability damage in wisdom from the mental strain caused by the session.

Untrained:  untrained characters cannot attempt the mesmerism skill.

Special:  A character with five ranks in the skill profession: medicine and possesses five ranks in the skill knowledge: medicine may use special trance inducing drugs, granting all mesmerism checks a +2 synergy bonus on all checks made on a patient under the influence of the drugs.

Mysticism (Wiz):  Though the modern age has wiped away most of the superstitions of the old world, there are still those who believe in forces beyond science.  These are the mystics, those men and women who have learned to use their second sight.  These mystics understand that the physical world and the spiritual world are the one and the same, that the spirit of every person is inextricably linked to the physical world.  With special techniques, a mystic can examine the physical world to gain insight into the spirit of a certain person.

Check:  A character to learn something about an individual can use the mysticism skill.  Before making a check, the mystic must first have something physically connected to the character.  This could be as simple as a portrait, a photograph or even a very detailed sketch of the individual.  The mystic could also use an object that the individual handled, or visit a place where the individual visited.  Alternately, the mystic could sue a personal possession of the individual, such as a button from a coat, a hair or a toenail.  If such a personal object is used, the subsequent mysticism check is made at a +2 bonus.

Once the mystic has the object, he can perform some mystical ritual to learn information.  The mystic could examine the stars, cast specially made bones, read tealeaves or consult tarot cards.  After spending ten minutes in this mystical ritual, the mystic makes the skill check to learn some information.

The mystic can make a check against a DC of 15 to learn the character level of the individual.  On a successful check, he learns if the individual is inexperienced (levels 1-5), distinguished (levels 5-10), renowned (levels 10-15) or legendary (levels 15+).  The mystic does not learn the exact level; instead he gains the basic classification of the individual’s character level.  On a failed check, the mystic learns nothing.

The mystic could make a check against a DC of 17 to learn the subject’s ethical alignment.  This can determine if the individual is lawful, chaotic or neutral.  On a failed check, the mystic leans nothing.

The mystic can also estimate the abilities of the individual.  The mystic must decide whether he will determine physical abilities or mental abilities.  If the mystic chooses physical, he makes a check against a DC of 20.  Success indicates that he discerns the total of all of the modifiers granted by high or low strength, dexterity and constitution.  The mystic cannot discern which ability has which modifier, only the sum of the modifiers.  For example, if a mystic discerns the physical abilities of a character with 13 strength, 8 dexterity and 12 constitution, the mystic would discern the number +1.  Determining the mental abilities works in the same manner, except that the mystic learns the sum of the modifiers for intelligence, wisdom and charisma.

Finally, a mystic can discern if an individual suffers from a curse.  The requires a successful check against a DC of 15.  If the check succeeds by 2, the mystic can determine what level of curse from which the individual suffers.  If the check succeeds by more than five, the mystic learns the conditions of the curse, but not its origin

Retry:  Mystics can retry their rituals, but each retry requires ten minutes and another ten minutes for every mysticism check failed that day.

Untrained:  This skill cannot be used untrained.  Further more, this skill is restricted to characters of the adept, apothecary, and qabalsist class.  An expert can feasibly choose this as a class skill and thus take ranks in it, but under no circumstances can any character takes this skill as a cross class skill.

Navigation (Int):  It is difficult to fight the horrors of the Red Death when you don’t even know where you are.  The skill navigation represents the ability of a character to use maps and land marks to determine a path to take a person from one place to another.  Warriors in the trenches have little need for navigation, but infantry in Africa and Turkey have great need for able navigators.  Navigators can be found on the seas and in the air, the cavalry and scouting units also make use of this skill.

Check:  A character makes a navigation check when ever he tries to devise a path from one point to another.  This check requires a map or a familiarity with the area.  The navigator takes into account the speed and distance and can create a rough approximation of the estimated time of arrival. If using a map the character makes a check against a DC of 15.  This DC is increased by 5 if the map used is drawn to too large a scale or lacks important features.  Sea maps without islands or landmasses lack such features, and so use the base DC for these maps is 20.  If the navigator lacks a true map, but possesses knowledge of landmarks then the DC is 20 as well.  If the check succeeds, then the path used leads to the desired location.  If the check fails, then the navigator’s course is off.

Following a course created by a navigation check also requires a successful check.  The base DC for this check is 20.  This DC increases by 5 if a map is not used while following the path.  The DC also increases by 5 if there are no landmarks available by which to navigate.  The DC may decrease by 5 if the follower of the path uses a map with the path itself detailed on the map.  The navigation check to follow the map suffers a circumstantial penalty of –2 if the follower of the path is caught in a rainstorm, fog, sandstorm, snowstorm or is under enemy fire.

  For every 2 points that either check fails, the distance traversed will vary by 5% of the true distance.  Thus a 200-mile trek with a 10% variance in distance will result in the followers of the path reaching a location 20 miles from their destination.  The Field Marshal rolls the D8 and determines the location of the travelers in reference to their destination.  On a roll of one the travelers are traveling directly towards the destination.  On a roll of 2 they are 45 degrees off of the axis (the strait line between their point of origin and destination) to the West.  On a roll of three they are due west of the point of destination and on a roll of four they have traveled beyond the destination and are 45 degrees off of the axis to the West.  On a roll of five the travelers have somehow traveled in a curve and are directly behind the destination, and on a roll of six they are beyond the destination and are 45 degrees off of the axis to the East.  On a roll of seven the travelers are due East of their destination and on a roll of eight they are in front of their destination 45 degrees off of the axis to the East.  For the purpose of determining the variance both failures stack.  For example, an Arabian cavalryman plots the path for his troop from a map.  The path itself is a 100 mile trek due north through a detailed mountain terrain.  His check to devise the path fails by 2.  While following his path he fails his check by 2 once more.  His total variance is 10% of distance and rolls a six on the D8.  The Field Marshal determines that he varies from his course to the east and has stopped short.  Thus, the cavalry unit is ten miles South East of their destination.  The Field Marshal thus knows that the cavalry will have to travel directly North West for ten miles to reach their destination.

A character may make a navigation check to determine where he is within a given area.  This check is made against a DC of 20.  A successful intuit direction skill check against a DC of 15 will lower the DC to 15.

Untrained:  A character may use this skill untrained.

Special:  A successful use of the skill intuit direction against a DC of 15 will allow a character an insight bonus of +2 to any check to follow a navigated path.

Pilot: Any (Dex):  The piloting skill represents a character’s ability to drive a particular form of vehicle.  Airplanes, automobiles, horse carts, small boats, tanks and zeppelins are all vehicles to which a piloting skill could be devoted.

Checks:  The use of the piloting skill is explained latter in Air Combat section of the document.  

Untrained:  Piloting skills may be used untrained.  Given the dangers of vehicular combat only trained characters should be in control of a vehicle during a battle.

Research (Int):  This skill allows a character to sift through vast amounts of data to find specific information.  Researching is an important part of planning.  With a decent source of written material a research check can yield critical information.

Check:  When a character makes a research check he must work for at least three hours reading written material.  During these three hours the character looks through the book, examining each chapter, looking through indexes, studying diagrams and looking for key words and phrases.  At the end of the three hours the character makes his research check.  The success of a research check may be used to replace a knowledge check regarding the subject researched.  Research checks require that the character possess at least one book that might contain pertinent information.  For example, a character that researches vampires must have access to a book based upon the occult, superstition or folklore.  For every two pertinent books beyond the first the character may add a +1 circumstantial bonus to the check, however reading those books require three additional hours for each book.  A character may decide to skim very quickly through the books, and thus needs only one third the required time to make the research check.  However, any research check made by skimming carries a –3 penalty for every book used to make the check.  Unless the character has access to a quite place where reading is accommodated the research check suffers a –5 penalty.

The research skill works almost exactly like the knowledge check.  Uncovering very general knowledge requires success against a DC of 10.  Discovering the answer to an easy question requires success against a DC of 15.  Very specific questions require success against a DC of 20.  Tougher questions carry difficulty classes varying from 25 to thirty.

Retry:  The research skill may be retried, but a retry requires four hours spent for each book.

Tactics (Int):  While modern warfare is much more chaotic than chess, the need for ingenious strategy remains the same.  The tactics skill represents the ability for a character to devise clever plans that will allow one armed force to gain advantage over another force.  The tactics check may be applied to land, sea and air combat.

Check:  The tactic check is an opposed check between the leaders of two opposing forces.  These forces might be two squads scrimmaging, two armies squaring off, or even a handful of guerillas ambushing a larger force.  The leaders of the two forces make opposed tactics checks.  In lieu of a clear leader to oppose a tactic, the check is made against a DC of 20.  The winner of the check gains a bonus difference between the two checks.  For every three points above the loser’s check, the winner may apply a +1 insight bonus to the force under his command.  This bonus may be applied to one of the following actions:  melee attack rolls, ranged attack rolls, melee damage rolls, one type of skill check or one type of saving throw.  This desired effect must be chosen before the check is made.  This bonus lasts for the duration of the operation, which lasts until the mission is successful or until the troops engaged in the operation retreat or are destroyed.  The maximum duration of the bonus is eight hours.  

For example, a French General decides to maneuver his artillery so that they might have a better chance of destroying a German convoy.  The French commander makes an opposed tactics check against the German officer leading the convoy.  The French commander check results in a 20, while the German’s check is 12.  The artillery thus gains a +1 insight bonus on all aiming checks to strike the convoy.  The bonus lasts until either the convoy is destroyed, the French cannons halt their attack or until eight hours pass.

Furthermore, the Field Marshal may require that a character actually devise a plan of action, perhaps even granting a +2 circumstantial bonus to the tactics check if the plan is sounds especially reasonable.  Each soldier must be under the effects of a successful leadership check to receive the insight bonus.  Tactics must be communicated to soldiers for combatants to gain the bonus.  Often this means that the tactic must be planned before the battle begins.  While ships have radios, infantry and airmen do not.  Airmen must be instructed in the strategy before takeoff, since there is no way to communicate such complex orders in the air.  Infantry and cavalry might be instructed in tactics if they can gather around the leader within a 60 radius.  Instructing soldiers in this manner requires a successful leadership check.  The leader of an especially large force can transmit his plan to all members of the armed force by making a successful leadership check to transmit the plan to a group of officers.  These officers may then make leadership checks to transmit the plan to the soldiers, though this check suffers a penalty of –4.

Untrained:  The tactics check can be used by untrained characters, though they may not transmit the benefits of the check through officers to soldiers.

Modified Feats

Rapid Shot: The PC has the ability to fire a particular firearm rapidly each round.  In Gothic Earth, this feat usually only applies to firearms.  Some individuals trained in primitive weapons may apply this feat to antiquated missile weapons.

Requirements:  Point Blank Shot, Dexterity 13

Benefit: The PC chooses one firearm with a magazine of more than one.  Each round in which the PC uses the rapid-fire option with that weapon, the PC can choose to fan that weapon. The PC can then fire once more in that round, with the extra attack at the highest base attack bonus.  All attacks in the round in which the PC makes a Rapid Shot suffer a –2 penalty to attack.

New Feats
Basic Training:  When a nation hears the call of war the demand for skilled laborers skyrockets.  Men must be able to do more than march and shoot, they must be able to clean guns, to fix engines, to spot for artillery and to accomplish many other skills that require training.  The Basic training feat allows character to take on specific tasks with some level of proficiency.  While the feat does not apply to all of the specific tasks controlled by the skill, it allows characters to carry out simple, but important tasks.

Prerequisite:  The character may only choose this feat after receiving one month of training at a boot camp or some other institution.

Benefit:  When this feat is taken the player must select one skill that covers a variety of different tasks.  Possible choices include the ability to clean guns from the skill craft: gunsmith, or to use the leadership skill to use a phone or telegraph to “spot” for an artillery crew or to diffuse explosives with the demolition skill.  Other possibilities include the mechanic skill applying only to a specific machine, such as auto mechanics, or tank mechanics or using the intimidate skill to attempt a “shock attack”.  Once a skill and its related task is chosen, the character may attempt such skill checks as though he possessed five ranks in that skill.  This counts as training for the purpose of checks that cannot be attempt untrained.

Special:  These benefits do not apply to any of the other related tasks covered by that skill, nor does the benefit stack with real ranks taken in that skill.  Bonuses granted by skill focuses or high ability scores do, however stack with the basic training.

Code Breaker:  Some individuals possess the amazing knack for spotting patterns of language hidden within an encoded message.  These individuals are called code breakers or ciphers, and these individuals are in great demand all over Gothic Earth.

Prerequisite:  Int. 14+, 4 ranks in the cryptography skill.

Benefit:  A character with this feat is especially proficient in breaking codes and deciphering messages.  The code breaker feat grants a +2 insight bonus to all cryptography checks.  This bonus stacks with the bonus from the skill focus feat. 

Connections:  Some people have a knack for making friends; others have a way of bending people to their will.  Through some effort the character has cultivated relationships with other people.  These relations are developed to the point where the character can actually ask and receive favors from these connections.  These connections can be used for a variety of purposes, depending on the contact’s abilities.

Prerequisite:  PC must maintain good relations with his/her contacts.

Benefit:  This feat covers a maximum of 1D6 individuals plus the PC’s charisma modifier.  These individuals are friendly to the PC and will go out of their way to assist the PC.  The first contact must be determined when the PC earns this feat.  More individuals can be added as the game progresses, but only up to the maximum number of contacts.  If the PC breaks friendly or intimidating contact with a contact for an extended period of time the contact is lost and may not be regained until the contact feat is taken again.  Lost contacts do not count against the maximum number of contacts.  An NPC may be declared a contact after a successful bluff, diplomacy or intimidation check against a DC 10 plus the NPC’s character level. The base time that an NPC remains a contact is six months.  For every one point over the DC that the bluff, diplomacy or intimidation check succeeds the contact will remain a contact for two additional months.  NPCs may not be deliberately dropped as a contact.

NPCs that are contacts are more pliant to the character’s will.  All subsequent bluff, intimidate or diplomacy checks gain a +4 bonus when used by the character on a contact.  Further more, contacts are instinctively willing to speak to the character, which increases the possibility of a character getting in contact with the contact. The feat can be taken multiple times.
Deadly Aim:  A character with this ability has a trained himself in aiming for the weak points on the human body.  It takes only a small amount of time for a character to learn the vulnerable points on a nonhuman body, thus this skill may be used on humanoids and non-humanoids without penalty.

Prerequisite:  Dex 12+, Base attack bonus +5, proficiency with the firearm used.

Benefit:  A character may use this feat to take a full attack action to aim the firearm and fire one shot.  The target may be within three range increments of the weapon, at any range beyond that this feat will not apply.  The  character firing may then choose to suffer a penalty to his ranged attack roll.  If the hit succeeds against the target the attack gains a damage bonus equal to the penalty taken.  The character may not take a penalty greater than his base attack bonus.

Dragoon:  The skill of mounted archery is long since dead on Gothic Earth.  However, the ability to use a pistol while riding remains an important ability.  The Dragoon feat allows a character to aim a pistol while riding.

Prerequisite:  Dex 12+, Ride skill 4 ranks, mounted combat.

Benefit:  The penalty for firing a pistol from horseback is halved.  Thus the penalty is –2 instead of –4.  When the mount makes a double move the penalty becomes –4.

Normal:  The usual penalty for firing a missile weapon while riding horseback is –4 and –8 while the horse is making a double move.

Drive By Shooter:  Firing from a moving vehicle is a difficult task, the terrific speed forces a shooter to aim much too fast for accuracy.  Characters with this feat are experienced with fast movement and can fire from moving vehicles with much less difficulty.

Prerequisite:  Dex 13+

Benefit:  A character with this feat can fire ranged weapons with much more accuracy while moving.  The penalty to the attack roll to attack from a moving object is reduced by a maximum of 4.  This reduction cannot result in a bonus to the attack roll; it can only reduce the penalty to a minimum of zero.

Educational Degree:  The PC possesses an official degree from an accredited institute of higher learning.

Prerequisite:  The PC must have attended an accredited institute of higher learning for a number of years.  This period of learning takes up eight months of the year, and at least eight hours of work each day of those months.  An intelligence of 12 is also required, as is wisdom of at least 9.  Except in special circumstances, a significant cost must also be paid for tuition, as well as books, room and board.

Benefit:  Each time the PC acquires this feat, he/she must choose and area of knowledge such as archeology, applied physics (electronics), biology, botany, chemistry, engineering, history, law, medicine, physics, or any other subject at the DM’s discretion.  This feat adds a +2 bonus to craft, knowledge, profession or research skill checks based upon that subject.  An official degree also confers other bonuses.  The degree will allow a +2 bonus on charisma checks to interaction with educated individuals whom hold degrees in the same subjects.  Although an officer could possess a degree in tactics, this degree does not actually assist that officer in tactics checks.  Strategy and leadership cannot be taught from textbooks and lecture, they must be learned by experience.

Special:  This bonus stacks with bonuses from the skill focus feat.

First Approximation:  The PC has acquired the ability to make quick calculations by making quick and easy approximations of values.  This allows the PC to make accurate estimates without difficulty.

Prerequisite:  The PC must have minimum intelligence and wisdom bonuses of +1.

Benefit:  The PC can make calculations without the need for calculating tools.  These calculations are accurate to a significant degree and can be made in a short period of time.  The feat gives allows a player to take ten on a knowledge check where calculations are necessary, even when calculation tools are not accessible or the situation is stressful.

Guerilla Fighter:  In war there are few constants, but one such enduring factor is the advantage of superior numbers.  An advantage in numbers often results in a greater possibility of victory, at least in classical warfare.  The guerilla fighter uses unorthodox warfare, specializing in leading smaller forces of armed men against larger forces.  The feat Guerilla fighter allows a character to better use the tactics skill to fight large forces.

Prerequisite:  Int. 12+

Benefit:  The benefits of this feat only apply when the character with this feat devises a tactic against a force that outnumbers the characters forces by two to one.  This feat allows a character an insight bonus equal to +4 to the tactics check against the larger force.

Iron Man:  The human bone structure can be a fragile thing, subject to breakage from almost any blow.  Some characters are especially solidly built, their bones have grown thicker and harder than those of the common man.  Characters with this feat are naturally resistant to bone breakage.

Prerequisite:  Con 13+, the character must choose this feat at first level or at any level where he uses the ability score increase from high level to permanently raise his constitution score.

Benefit:  A character with this feat gains a +6 bonus to his fortitude save to avoid breaking a bone.  Should the character break a bone, his fortitude saves to avoid subdual damage from a broken bone are made at a +2 bonus.

Man of Steel:  When bullets and shrapnel strike, they rarely exit the body as quickly as a character would prefer.  Twisted bits of flying metal can slice through flesh, tear muscle and jam themselves into bones and vital organs.  Some men seem to be made of steel, their body shrugs off such penetrations.  A character with this feat is less susceptible to the effects of penetration.

Prerequisite:  Con 13+, toughness, the character must choose this feat at first level or at any level where he uses the ability score increase from high level to permanently raise his constitution score.

Benefit:  A character with this feat is resistant to the penetration injury.  Shrapnel and bullets still enter the body, but the projectiles are severely slowed by the character’s thick skin and diverted into locations where they cause no harm.  While bullets and other debris lodge themselves in the character’s flesh, they cause no negative effects.  The character gains a +6 circumstantial bonus on fort saves to avoid 

Mechanical Focus:  While the skill of spotting damage and replacing parts is universal, nothing beats experience with a particular breed of machine.  Most mechanics never work outside of their field of specialization, though they might expand their field with experience.  Mechanical focus represents expertise with a particular type of machine, machines such as airplanes, automobiles, large guns, ship engines, and even tanks.

Prerequisites:  None.

Benefit:  Should a character choose this feat he or she must chose a type of machine with which he is specialized.  When working with a machine with which the character possesses mechanical focus, he gains a bonus of +2 to all craft: mechanic skill checks.  This bonus may stack with the bonus from skill focus (craft: mechanic).

Part Mule:  Some characters have an innate ability to lug large amounts of gear.  These individuals are solidly built, with thick muscles and great endurance.  A character with this feat can carry more weight without suffering ill effects.

Prerequisite:  Str 12+

Benefit:  When determining encumbrance, a character determines his light, medium and heavy loads as though he has two extra strength points.  This bonus counts towards the max press and the lift/drag weight of a character.

Shaken, Not Stirred:  Some humans are tougher than others.  While they may not be able to sustain massive amounts of damage, their bodies are better suited to survive internal injuries.  A character with this feat is a marvel of biology.  While his bones can break and his skin be slashed, his internal organs are unfazed by the most massive damage.

Prerequisites:  Con 13+, the character must choose this feat either when at first level or at a level where the character chose to increase his constitution score.

Benefit:  A character with this feat gains a +4 bonus to his fortitude saves to resist internal injuries.  This +4 bonus also applies to any check made to resist the effects of such an internal injury

Speed Reader:  The PC has the ability to read written text at an amazing speed.  This is an amazing skill that anyone might develop with a little practice.  The real trick to speed reading is not reading quickly, but rather instantly understanding written text.

Prerequisite:  There are no prerequisites for this feat.

Benefit:  A PC with this ability may read and retain knowledge from written text with an amazing speed.  If the PC so much as glimpses written text he may make an intelligence check against a DC of 15.  If the check is successful then the character has read and comprehended the entire page in only a split second.  A PC with this ability takes only half the normal time to make a research check.  Also the PC may take 10 on a research check even during stressful conditions.

Speedy Reload:  A character with this feat has developed a talent for reloading a weapon.  In the heat of battle a soldier tries to bring every bullet to bear against his enemy.

Prerequisite:  Dex 13+

Benefit:  A character with this feat can reload a weapon much more quickly then a normal character.  With this feat, a character may reload six bullets into a revolver with only a move equivalent action.  Reloading a rifle or a pistol with a clip may done as a free action once in a single round.  Finally, three bullets can be loaded into a firearm with an internal magazine using only a move equivalent action.

Normal:  Filling a revolver with three individual bullets requires a move equivalent action.  Reloading six bullets into such a weapon takes one full round.  A double-barreled shotgun can be reloaded as a revolver, though a maximum of two shells can be loaded into the gun.  Rifles with stripper clips or semiautomatic pistols are much easier than reloading a pistol.  Loading a rifle or a pistol with a clip from a pocket or pouch requires one move equivalent action.  Civilian rifles and repeating shotguns use internal magazines, which make reloading difficult.  Reloading a firearm with an internal magazine requires a full round action to load a maximum of three bullets.  

Street Fighter:  The trenches and the deserts are not the only location of conflict in the Great War.  The urban jungle can be transformed into a battleground just as easily as the wilderness.  The urban environment holds a host of opportunities for one fighting force to gain an advantage; a good tactician can turn a city street into a slaughterhouse provided he has experience with street fighting.  The character instinctively notices helpful features of a cityscape and is familiar with using these features to their fullest.  Examples might include pushing carts into alleyways for use as a blockade, sniping from windows, or ensnaring enemies in a cull-de-sac.

Prerequisite:  Int. 12+, Tactics skill 4 ranks, at least one experience with urban combat.

Benefit:  A character that possesses this feat has experience with fighting in an urban environment.  When making a tactics check regarding combat in an urban environment the character receives a +4 insight bonus to his check.  The benefits of street fighting are limited.  Officers may not transmit the bonus derived from a successful tactics check to soldiers; the strategy may only be transmitted directly by the character to soldiers by his own leadership check.

Swift Kick:  Repairing a machine can be a long and tedious chore.  There are times when any mechanic would rather give up and kick the object of his attention until it either begins to work or just collapses into a heap.  For a character with this feat, a simple swift kick may be just what the machine needed.  Though it might sound silly, the act of kicking the machine may prove surprisingly effective.  By applying a jarring force the moving parts of the machine are encouraged to fall into a more natural position.  This might actually result in new parts falling into place, broken parts being bent back into shape and the machine brought back into working order.

Prerequisites:  Str. 12+, four ranks in the skill Craft: mechanic.

Benefit:  A mechanic who fails a craft: mechanic check may reattempt the check by applying a swift kick to the machine.  When a check fails by five points or less the check can be retried instantly by applying a strong blow to the machine.  After the blow is struck the Field Marshal re-rolls the mechanic’s last craft: mechanic check to repair the machine.  This blow must be delivered no less than one half hour after the last check to repair the machine.  One mechanic, to allow another mechanic to re-roll their repair check, may apply a swift kick.  If the re-roll succeeds, then the machine is repaired.  If the re-roll fails then the machine remains inoperable.  A machine may not be receptive to more than one swift kick in any single 24-hour period, no matter how many different mechanics attempt to kick the machine.

Thick Blooded:  Most people are, what medics commonly refer to as, “bleeders”.  A lucky few soldiers do not bleed so easily.  A character with this feat is blessed with the unique trait of fast coagulating blood.  They have much less to fear from bleeding wounds.

Prerequisites:  Con 12+, toughness, great fortitude, the character must chose this feat at first level or at a level where he uses his ability increase to raise his constitution.

Benefit:  A character with this feat gains a +4 bonus on his fortitude save to avoid external bleeding.  A character with this feat looses blood at half the normal rate, the effects of bleeding are spread out amongst one hour instead of one half hour.  Bleeding wounds require only half of the base time to heal.

Two Pistol Shooting:  This feat grants a character some proficiency in shooting two pistols at the same time.

Prerequisites:  Dex 13+, ambidexterity

Benefit:  Feats such as two weapon fighting only apply to melee weapons.  This feat allows character to use two pistols in both hands.  While using this feat the penalties to the attack rolls for firing with both hands are reduced by two.  Thus with this feat and ambidexterity the character may make two attacks with a penalty of only –2 to both attacks.

Normal:  Without any feats a character may fire two pistols with a penalty of –4 for the first hand and –8 with the off hand.  With the ambidexterity feat the penalties for both hands are -4.

Life in the Military

The Field Marshal must understand that running a military campaign is different from a normal campaign.  Characters who are in the military are subject to different laws and regulations than their civilian counterparts.  Characters with military rank are also granted special powers.  Field Marshals should familiarize themselves with the information in this section.  While military regulations are far from action packed, they might prove to be an interesting role-playing opportunity.

Conventions of War:  In truth, war is a chaotic hell storm of violence and mayhem.  Each day of warfare, hundreds die needlessly for little or no purpose.  The wounded crowd the muddied trenches, moaning as the life force bleeds out of them.  Yet above the gory truth of war, there is a veneer of civility.  Either side in the war wants to appear to have the moral high ground, and to that end they agree to conventions of warfare.  These conventions are like the rules to war, they are rules that soldiers are expected to follow so that war can be a simple, civilized affair.  These “rules” aren’t really enforced and so they do not apply to soldiers in the field.  However, when a high-ranking officer is out to have someone court-martialed, these conventions prove to be a useful asset to sully the offending soldier’s record.

Chemical Weapons:  By convention, chemical weapons are considered to be dishonorable forms of weapons.

Civilians:  Military convention prohibits harming civilians during the course of a war.  Civilian property is to be respected by enemy soldiers.  Civilians may be detained as under the effects of marshal law.

Interrogations and Torture:  By convention, captured soldiers are not to be interrogated neither are they to be tortured.  Captured soldiers are to be held as prisoners of war and treated well.

Prisoners of War:  Prisoners of war are to be fed, watered, given shelter, clothing when necessary, items necessary to maintaining hygiene and allowed to observe religious customs.  Prisoners may be forced to labor to the benefit of the captures but they are allowed access to medical healing.  While prisoners, military discipline is to be enforced over prisoners by the prisoners.

Spies:  Any officer found out of uniform behind enemy lines is considered to be a spy.  These spies may be arrested, tried and then executed.

Surrenders:  Soldiers are expected to accept enemy surrenders.  When an enemy surrenders, he is to be stripped of his weapons and equipment, but allowed to keep personal items and any valuables on his person.

Discipline:  In the military, discipline has always been important.  In the age of machineguns and artillery cannons, discipline in the ranks is absolutely critical.  Any breach of discipline can be met with extreme force and even execution.

Conduct Unbefitting an Officer:  Soldiers in the military are required to behave themselves in a disciplined manner.  Soldiers must always salute superior officers, speak in a respectful tones, stand in good posture and general behave himself in a polite, unemotional state.  Soldiers who cannot behave themselves in this manner may be punished, at the discretion of their commanding officer.  This requirement is the least enforced of all rules in the trenches, but habitual offenders are punished with heavy labor, extra duty shifts and even the loss of leave privileges. 

Cowardice:  Fear is not an option.  Soldiers are not allowed to retreat or refuse an order to attack.  Soldiers who are suffering from a fear check might be charged with cowardice.  Cowardice is punished severely in the military, resulting in loss of pay and harsh labor.  Cowardice in the face of the enemy is punishable with death.

Dereliction of Duty:  All soldiers are charged with certain responsibilities during war.  Most often, this involves standing guard in one spot for prolonged periods of time.  Other times this could involve writing reports and keeping records.  Soldiers who neglect their duties are punished.  Most often this involves loss of pay and hard labor.  When a soldier’s dereliction results in disastrous consequences, the soldier can be charged with gross dereliction of duty.  This offense is punishable by imprisonment and even death. 
Hygiene:  Personal hygiene is required of all soldiers.  Though this is not often enforced in the trenches, soldiers who are not stationed in the trenches are expected to have their hair and nails cut, to appear cleanly, and to bathe regularly.

Orders:  Following orders is a critical component to military discipline.  A soldier must follow the orders of his commanding officer, what ever those orders may be.  Disobeying an order from a commanding officer is a court marshal offense.  Disobeying the orders of a superior officer whom is not in command of the offender is a lesser offence, also punishable should the military choose to prosecute.  Punishments for disobedience range from dishonorable discharge, to loss of pay, to imprisonment.  Disobedience in the face of the enemy can be punished with death.

Uniform:  Soldiers are required to maintain their uniform.  This involves keeping the uniform free of mud and grime, polishing buttons, shining boots, and anything else that might be required to keep the uniform in perfect appearance.  Soldiers are required to be in complete uniform when on duty.  Failure to wear or maintain the uniform can be punished with loss of pay or harsh labor.  As with hygiene, this element is not often enforced in the trenches.

Court marshal:  Soldiers who break civilian laws or break discipline risk court marshal.  In a court marshal, the solider is brought before e General who presides over the court. The burden of proof is upon the defendant to prove that the allegations are false.  Court marshals are reserved for serious offences since their punishment range from dishonorable discharge, to long-term imprisonment, to death.

Drumhead:  Drumhead trials are short and simple affairs, usually carried out while the judge sits upon the head of an oil drum.  If, during the course of a battle, a soldier disobeys orders he is taken to a high-ranking officer.  This officer’s time is precious, so he takes only a little amount of time to make his judgment.  Unless the accused is a personal friend of the judge or a person of great importance, he is usually found guilty and summarily executed on the spot.  Soldiers who come to a drumhead trial are doomed.

Rank:  The military is a strict hierarchy, run from the generals and down.  As characters advance in level, they too might advance in rank.  Advancing in rank requires the sponsorship of an officer above the rank to which the character would advance.  Such advancement requires a great deal of red tape and paperwork.  The greater the character’s rank, the greater the responsibility.

Commissioned Officers:  Commissioned officers are the true officers of the military.  These men require special education at military academies before they earn their rank.  Soldiers with commissions are responsible for leading men into battle, planning strategies, organizing the distribution of supplies and keeping proper records.  Behind all of the paperwork and discipline, advancement is just a matter of politics.  The highest-ranking officers are often aristocrats, rather than characters with the officer class.

2nd Lieutenant:  This is the lowest rank for an officer.  Officer characters in the military begin as a 2nd lieutenant.  2nd lieutenants are technically above all enlisted men, but they are almost always inexperienced.  Advancing to 2nd lieutenant requires only the successful completion of training in a military academy.  2nd lieutenants are often found behind desks pushing papers, they are the smallest cogs in the bureaucratic machine.  In this vocation, they are considered little better than the secretaries they command.

1st Lieutenant:  This is the second rank available for a commissioned officer.  A 1st lieutenant is the liaison between the soldiers and the higher-ranking officers.  These men lead the men into the field, fighting as much as their noncommissioned subordinates.  Lieutenants must write reports to their captain, describing the activities of the platoon and ay information gathered in the field.  2nd lieutenants may advance to the rank of 1st lieutenant with the sponsorship of a captain.

Captain:  The rank of captain is the 6th highest commissioned rank.  Captains are given command of companies.  These men are responsible for the requisition of food, ammunition and supplies for his soldiers.  Captains keep the records for the company, as well as sift through the reports of their lieutenants.  1st lieutenants may be promoted to the rank of captain with the sponsorship of a major.

Major:  The rank of major is the 5th highest rank.  The major assists the Colonel above him in the administration of the battalion or regiment.  Majors can be found working under generals, administering to batteries of artillery, motor pools or the air units.

Lieutenant Colonel:  Lieutenant Colonels are the 4th highest-ranking officers.  These officers are placed in command of battalions.

Colonel:  Colonels are the 3rd highest-ranking soldiers in an army.  These officers command battalions, though they have more responsibilities than lieutenant colonels.  Colonels are often placed in charge where their battalion will be cut off from the rest of the command structure.

General:  Generals are placed in charge of divisions.  These generals are responsible for reading the reports of the colonels and for over seeing the administration of the battalions below him, as well as the batteries, motor pools, air units and every other special units.  General make the strategy for entire armies.  Within the rank of generals there are levels of rank.  The highest-ranking General is known simply as General, with a lieutenant General being the next highest in rank.  Below the lieutenant General is the Major General followed by the brigadier.

Field Marshal:  The Field Marshal is the highest rank in the military.  This rank is granted to a high-ranking General who will over see all of a nation’s efforts in a war.  Each nation has only one Field Marshal; all generals below him are subordinate.  The civilian leadership of a nation always chooses Field Marshals, though the majority of the highest-ranking generals must also support them.  

Enlisted Men:  Enlisted men are the backbone of the army.  These men are not the leaders of the army, they are the grunts.  Enlisted men are forever at the command of the officers, even when they are more experienced.  There are different ranks for enlisted men.

Private:  This is the lowest rank for enlisted men.  Any military volunteer or conscript automatically becomes a private.  Privates must follow the orders of every soldier of higher rank.

Corporal:  Corporal is the next highest rank.  Privates who distinguish themselves in the field become corporals.  Corporals are given a limited leadership position, they often lead groups of green privates and assist the commanding lieutenant.

Sergeant:  Sergeants are the leaders of the privates, they are the liaison between officers and enlisted men.  Sergeants are found training newly recruited privates, commanding tanks or leading squads of men into battle.

Organization:  The army divides the massive numbers of soldiers up so that it can better organize its efforts.  Soldiers usually spend their entire careers within the same units, but from time to time soldiers are traded back and forth.

Infantry:  Infantry requires the most subdivisions, due to the huge number of soldiers within the infantry.

Squad:  The squad is the smallest unit of organization.  A squad is made up of ten infantrymen, led by a sergeant.

Platoon:  Platoons are the next unit of organization.  A platoon is made up of three squads led by a 1st lieutenant.  The lieutenant is assisted by a small group of 2nd lieutenants who assist in maintaining the equipment and paperwork for the entire platoon.  These platoons are responsible for requisitioning their own food and equipment from the stores held by the division.

Company:  Companies are made up of three platoons.  Captains command companies, with the assistance of several 2nd lieutenants.  Three of four lieutenants make up the captain’s headquarters group.  This headquarters group is responsible for analyzing reports, passing along requisitions and keeping records.

Battalion:  Battalions are made up of three companies, led by a colonel.  These colonels are assisted by a headquarters group, which is made up of several 2nd lieutenants.

Brigade:  The brigade is an unusual unit of organization; its size depends on the situation.  Most often a brigade is made up of two or more companies.  Brigades are temporary units commanded by a colonel, whom is henceforth referred to as a Brigadier.  Brigades are formed as temporary units; this allows an army to quickly adapt to changing battlefields by splitting up the divisions and placing them under a single command.  This allows mere colonels to assume command of whole divisions with only a word from the general.  Since the adoption of this unit, armies have become much more adaptable and less dependent upon their generals.

Division:  Above the battalion is the division.  Divisions are made up of three battalions and are commanded by Generals and a headquarters group.  Divisions incorporate cavalry, artillery, engineering units, hospital units and air units under their organization.  Certain dedicated factories and farms serve individual divisions.  The General is responsible for contracting these farms and factories, though civilian leadership has the power to overrule these contracts before they are finalized.

Artillery:  The use of artillery has grown geometrically since the beginning of the Great War.  Fortunately for military organization, artillery in some form has been in use for more than a century.  Artillery is organized in smaller units than infantry.

Battery:  A battery is made up of two or more artillery pieces.  The actual size of the battery depends on the circumstances.  In conflicts where enemy fortifications must be knocked out artillery batteries can be huge, but where the mission requires much less force the batteries are small.  Each gun in a battery has its own crew, consisting of spotters, loaders and gunners.  The spotters designate the targets and announce the coordinates of the target, the gunners aim the artillery piece and fire it, and the loaders move the next shell into place. 

Battalion:  Each battalion is made up of two batteries and a headquarters battery.  A 1st lieutenant, whom is responsible for the entire battalion, personally oversees this headquarters battery.

Artillery Division:  The artillery division is the upper organization of all battalions within a division.  The colonel commanding the artillery division reports directly to the general in command of the division.

Aircraft:  The numbers of aircraft are miniscule compared to infantry, thus they are divided up into less forms of organization.

Wing:  A wing is made up of two aircraft.  Any two pilots, ranging from aces to green recruits, pilot these aircraft.  Wings are usually made up of two fighters, or one recognizance plane and a fighter, or one bomber and a fighter.  Wings are often sent on recognizance missions or on patrol.

Flying Circus:  Flying circuses are colorfully named units of three wings.  A pilot of a minimum rank of sergeant leads these units.  Flying circuses are only sent on important missions such as bombing raids or critical recognizance missions.

Paperwork:  Paperwork is a very real part of an officer’s duty.  While the Field Marshal may want to skip over this detail, the necessity of paperwork should not be completely forgotten.  In times of war, the army is blind to the actions of the enemy.  While spies and aircraft account for a great deal of information, the reports of officers give the General a better picture of the battlefield.  Every casualty, every engagement, every expense and every other significant detail noticed by an officer must be documented.  While most reports are never read, they are required to be sent into the bureaucratic machine.  Pensile pushing 2nd lieutenants have a reputation for spotting these oversights and plunging good officers into hot water.  Sergeants are the only enlisted men that are required to accomplish paper work.  All field officers are required to accomplish paperwork, though low ranking officers may be required to assist their commanders in this work.  In effect, each day of active duty requires the writing of a report.  This report requires one hour of time.  A successful profession: bureaucracy check against a DC of 15 reduces this time by ten minutes for every two points by which the check succeeds.  On a failed check the paperwork takes more time, requiring ten more minutes for every point by which the check fails.

Unwritten Rules:  Any soldier in the field must learn the unwritten rules of war.  These rules are very important to enlisted men, though they may contradict the official rules.  Failure to obey these rules alienates the characters from the other enlisted men.

Take No Prisoners:  There are occasions where surrenders are not accepted.  Usually this occurs when the enemy commits some recent atrocity, such as the torpedoing of a hospital ship.  On these occasions, surrendering soldiers are shot on sight 

To the victor:  After a hard won victory, soldiers often help themselves to the remaining weapons, supplies and other valuables.  This involves a certain amount of looting, theft, and the smuggling of contraband.  Mauser rifles are often the subject to this looting, as is gold and luxury food items like chocolate.

Wall of Silence:  Soldiers who neglect their duties are often hidden from the prying eyes of the commanding officers.  The army forms a special bond between soldiers, and so they are unwilling to abandon their comrades to the cruel treatment of military law.  Soldiers who infrequently drink, hide personal items, loot the enemy or fall asleep on duty can expect a certain amount of protection. 

Places in Gothic Earth

Australia:  Australia is a continent, roughly the size of the United States.  The Western half of the continent is a desert wasteland known as “the outback”.  The Eastern half is much more fertile, and supports a substantial population.  Australia is a former British colony, gaining independence from British rule. 

History:  Australia makes significant contributions to the British war effort.  Of 330,000 Australians mobilized, 60,000 will be killed.  Australian troops occupy German New Guinea, and the Australian ship, the Sydney, sinks the German cruiser Emden near the Cocos Islands on November 4th, 1914.  The Australia and New Zealand Army Corps become famous for their part in the Dardanelles campaign of 1915.  The landing at Gallipoli, April 25th, becomes a day of reverence for Australians when the amphibious assault planned by Winston Churchill goes horribly awry.  Australian light horse and cavalry corps contributes to the fight against Turkey in Palestine.

William Morris Hughes replaces Fisher as the Labour government's prime minister in October 1915.  His advocation of conscription is defeated, and Australia's army is consists only of volunteers throughout the war. 

Austria-Hungary:  Austria-Hungary is the last remains of a once mighty empire.  It was not long ago that Austria-Hungary warred with Germany over contentious territory.  None the less, Austria has maintained friendly relations with its younger neighbour.  Austria has been a major player in the Balkan region; it has developed a rivalry with Serbia and her ally Russia.  Austria-Hungary drags Germany into the war, as the monarch of Austria uses the assassination of his nephew as justification to seize Serbia once and for all. 

History:  Austria-Hungary nearly came to blows with Serbia before.  Over disputes resulting from the Balkan Wars of 1912-13, Austria-Hungary contemplated war, but had no guarantee of support from Germany or Italy.  Also, there have been Slav-German tensions in the empire for some time.  With the assassination of Archduke Ferdinand and the mobilization of Russia, Austria-Hungary gains the support it needs.  However, it soon finds its conflict subordinated to Germany's goals.  The Austrian military command lacks clear plans and competence, and support for the war comes from the German population of Austria.  Czechs were openly opposed to the war.

Belgium:  Belgian is a small but highly industrial nation.  The Belgian people represent an even mixture of German and French cultures.

History:  Belgium starts out in the war completely neutral, but refuses to let Germany cross its borders to attack France.  Germany's response is the invasion of August 4th.  During the War, the Belgian government operates from Le Havre, France.  King Albert I is in command of the Belgian army, so he remains with the troops in unoccupied Belgium behind the Yser in west Flanders.  Germany attempts to widen Flemish-Walloon division in the country, and supports Flemish Activists.  However, most of the Flemish people remain bitterly opposed, and won't recognize the German-backed Council of Flanders and University of Ghent.

Canada:  The Royal Dominion of Canada is a colony of Britain, still in the process of becoming its own nation.  The nation of Canada stretches from the Atlantic, to the Pacific to the Arctic.  Despite its massive size, Canada is scarcely populated.  The nation is made up of an English speaking majority and a large French Canadian minority.  While the French Canadians have no attachment to ancestral France, the English majority is fiercely loyal to Great Britain.  Canada is governed by a parliamentary system similar to the British government, and claims the British monarch as its symbolic head of state.  Throughout the war Canada will devote its small army, its growing industry and its vast natural resources to assisting the Allies.  Canadian soldiers are regarded as woefully undisciplined by their British officers but have earned a reputation as fearless shock troops.

History:  Canada draws its roots to French fur trading colonies nurtured by Louis the Fourteenth.  The small colony was conquered by the British, and would serve as a sanctuary for fleeing English loyalists after the American Revolution.  The nation of Canada grew slowly, first encompassing two small colonies and grew through the middle of the nineteenth century.  Under confederation, Canada became free to govern itself, though Britain has always been a major presence.  By 1914 Canadian foreign policy was still officially set by Great Britain, thus the fledgling nation was automatically amongst in the Allies.

Forbidden Lore:  Canada is a nation of vastly unexplored wilderness, haunted by all manner of beasts.  The mostly empty nation will host research and testing laboratories for the Allies arsenal of experimental weapons.  As one of Britain’s major sources of resources any conspiracy against Britain will surly involve sabotaging Canada.

East Europe:  Eastern Europe is the crossroads of empires and a patchwork of small independent states.  Eastern Europe is a scene of massive change before, during, and after the War.

History:  The outbreak of the War lies in the Balkan states.  Some of the nations in the Great War had previously been involved in the Balkan Wars in 1912-13 against the Ottoman Empire.  After these wars, Austria insists on concessions from Serbia and Montenegro to form Albania.  Bosnian Serbs backed by secret society Mlada Bosnia (Young Bosnia) are responsible for assassinating Archduke Ferdinand.  Serbia held up against Austria-Hungary until a typhus epidemic weakened their army to such an extent that they would be forced to retreat in October 1915 with the help of the Allies.  The government works from exile on Corfu.  Slovenia, Bosnia, Herzegovina, and Croatia start the war under Austria-Hungary.  In the 14th of October 1915 Bulgaria joins the Central Powers by declaring war on Serbia.  Romania joins the Allies in 1916, but the results of Brest-Litovsk cut them off from Allied supplies, forcing them to make peace in May 1918.  Farther north, in Poland, work for independence from Russia proceeds with rival leaders Pilsudski and Dmowski appealing to both the Central Powers and the Allies, respectively.  The United States also declares support for an independent Poland on entering the War.  Brest-Litovsk cedes the Baltic States, at first ruled by Russia, to Germany, and the Balts start organizing independent states.  These start as German puppets, but manage true independence by 1922.

France:  France is the ally of Russia and Britain and scene of many of the bloodiest battles of the war.  In the process of unification, Germany seized the territory of Alsace Lorain from France during the Franco-Prussian War.  The French people have never forgot the shame of their defeat, and are overjoyed at the possibility of avenging their honour.  Throughout the war France will face a grim struggle.

History:  France's president during the period is Raymond Poincaré.  Poincaré had earlier replaced Caillaux as prime minister after Caillaux had tried appeasing Germany over an incident in Morocco by surrendering a piece of the Congo.  During the course of the war, France goes through a number of prime ministers and commanders-in-chief.  General Joseph Joffre is in command in 1914, but Robert Nivelle replaces him in late 1916, and is in turn replaced by Phillipe Petain, the hero of the Battle of Verdun, in May 1917.  In November 1917, 76-year old Georges Clemenceau replaces Paul Painlevé as prime minister; Clemenceau replaces Petain with Ferdinand Foch the next March.  The constant change of leadership mirrors discontent among the French people.  Patriotism is high, even among radical parties, at the beginning of the war, but soon it becomes clear that the war won’t be as short as the French expected.  Economic problems and the harsh realities of the military campaign come to weigh on the people (1.3 million of the 8 million men fielded by France are killed), who constantly look for leaders who will more quickly win the war.

Germany:  Germany is a relatively young nation, only recently unified under the Prussian throne.  With the arrival of Wilhelm the Second, the Kaiser has ushered off Germany to war to fulfill his imperial aspirations.  

History:  General Helmuth von Moltke commands the German military, attempting to carry out a plan earlier composed by the late General Alfred Von Schlieffen for a two-front war.  This plan calls for a quick victory over France so that Germany could then rally against Russia.  When the Germans are stopped at the Battle of the Marne in September, the plan begins to collapse.  Paul von Hindenberg is brought out of retirement and sent with Major General Erich Ludendorff against the Russians, and they gain an unexpected victory over two large armies at the Battle of Tannenberg in the August of 1914.  With Italy and Romania’s entrance into the war, enemies surround Germany.  More than 11 million men, 18% of the German population, are mobilized.  Germany has few advantages in the war, but their soldiers are generally better lead and better equipped than their Allied counterparts.  The Germans have created the biggest cannons in the war, the best varieties of tanks and are never shy to use unorthodox weapons.

Forbidden Lore:  The Kaiser is no stranger to the realm of the bizarre; he maintains a qabal beneath him.  The fiercely patriotic scientists for the Kaiser Wilhelm Institute for science produce all manner of bizarre weapons, including the first chemical weapons and an electrical projecting cannon.  The Kaiser maintains a staff of accomplished qabalists, who put their arcane skills to gathering intelligence.  South of Hamburg, the German military is training a new breed of super soldiers.  The agents of the Kaiser are currently searching Switzerland for the communist leader Vladimir Lenin, who will be taken through Germany and sent back into Russia to start a revolution that will cripple the Russians.  Recently U-Boats have discovered the amazing ruins of a technologically advanced civilization beneath the Atlantic Ocean.  Salvage teams are being organized to scour the ruins for new technology.

Great Britain:  Great Britain is an advanced industrial nation, often described by intellectuals as fifty years ahead of the continental nations.  Britain is a progressive democratic society, governed by a constitutional monarchy.  The 'Ruler of the Waves' possesses the greatest navy Gothic Earth has ever seen, and through its navy it controls the largest empire in the world.  Britain's entry into the War brings it to a truly global scale as her many colonies are called to contribute their soldiers.

History:  Britain's commitment to protecting Belgium is the catalyst for its entering the

War.  After Germany opens their westward offensive by invading Belgium on the night of August 3rd, the British quickly declare war the next day, solidifying their alliances with Russia and France.  George V reigns as monarch during this period of time; in 1914 the United Kingdom is under Prime Minister Henry Asquith.  Asquith’s Coalition government's support is steadily undermined by perceived lack of progress in the war and strong disagreements between the ministers.  Asquith resigns in December 1916 and is replaced by Lloyd George.  The new government and Lloyd George's new 'war cabinet' seek to carry out the war more determinedly.  The United Kingdom also sees social reforms during the war.  Several acts in 1918 expand voting rights, including to some women over thirty, with women over twenty-one eligible for election to the House of Commons.  Irish Home Rule, promised by the Liberals before the War, is postponed until after its end.  Confusion and discontent over the postponement lead to the Easter Rebellion of 1916.  Throughout the war the king supports Field Marshal Haigh, though Haigh has no abilities aside from being the King’s personal friend.

Forbidden Lore:  Within the heart of the British aristocracy is the qabal known as PRIME. This qabal hopes to manipulate the war effort so that Great Britain will conquer the   Central Powers and retain their territory as her own.  A small qabal of enchanters loyal to German interests seeks to subtly exacerbate the differences among Asquith's cabinet ministers and hinder the war effort.  A coven of fiendish hags leads a militant strain of suffragists, hoping to ultimately organize a matriarchal coup.  While the hag use blackmail and enchantment to further their goals, the rakshasa once known as the criminal genius Professor Moriarty stands to thwart their efforts.

Italy:  Ancient Italy, once the home of the Empire of Rome, formerly a confused collection of disorganized states, and unified in the nineteenth century by the Prime Minister Cavor.

History:  Italy maintains its neutrality at the beginning of the war, but does enter into negotiations with both sides.  The Entente finally sways Antonio Salandra’s government.  The secret Treaty of London, made in April 1915, promises Italy control of several territories, such as Trentino, South Tyrol, Trieste, and Northern Dalmatia.  Some of these areas are in the Balkans.  Italy declares war against the Central Powers in May.  The majority of Parliament and the population oppose Italy's involvement.  The war's main supporters are either conservatives such as those in Salandra's cabinet, or radicals, including the Socialist parties and Benito Mussolini, at this time a newspaper editor for a Socialist party.  Early military failures force Salandra to resign in June 1916.  Paolo Boselli replaces him but does little better; bread riots shake Turin in August 1917, and a disastrous loss at Caporetto forces his resignation.  Vittorio Emmanuele Orlando becomes prime minister in November, and Armando Diaz the new army commander.  Diaz pursues a more defensive campaign until August 1918, when a decisive victory at the Battle of Vittorio Veneto turns the tide in Italy's favour.

The Ottoman Empire:  The Ottoman Empire is the strongest Islamic nation in the world, it is the last remains of the great civilization that once conquered the Byzantine Empire and defeated the barbaric Christians during the crusades.  By 1914 the Ottoman Empire is crumbling.  Over the centuries the Ottomans have lost territory to Europeans and their influence has steadily shrunk.  The Ottoman Empire was destined to become a target in the Great War; it was merely a trick of fate that the strongest foreign influence in the Empire was Germany.

History:  Turkey's suffered many losses in recent years, including the loss of territory and influence in much of the Balkans.  The Ottomans lost Egypt to Britain in 1882, and Tripoli in North Egypt to Italy in 1912.  The Ottoman Empire's hatred of Russia and confidence over early German victories motivates the Ottomans it initiate a bombardment of Russian Black Sea ports on October 29th, after which the Entente declares war on the Ottomans.  The Ottoman forces fight throughout the Middle East and parts of Europe, in areas such as eastern Asia Minor, Palestine, Syria, Mesopotamia, and the Dardanelles.  The Turkish government seeks to attack its own internal problems by ending Lebanon's autonomous status and executing Arab nationalists in Damascus in August 1915 and May 1916, as well as massacring and deporting Armenians to prevent domestic Christian support for Russia's tsar.  After 1915, the Ottomans suffer massive army desertions, which are c0mpounded by the surrender of Bulgaria on September 28th 1918.  The surrender cuts off support from Germany and leaves the Ottomans completely isolated.  The CUP cabinet resigns on October 7th, replaced by a government under Ahmed Izzet Pasa.  The Ottomans sign the Armistice of Mudros on October 30th.  Despite their domination of Transcaucasia in September 1918, they still lose much of the Fertile Crescent after the war.

Forbidden Lore:  The decay of the Ottoman Empire is represented in the collapse of its ruling family.  The current ruler of the Empire is in truth the illegitimate son of the last Sultan, inserted in the place of his brother decades previously.  The current ruler is haunted by the memories of his half brother, a brazen young man who constantly challenged his father’s rule and was obsessed with expanding industry.  This lost heir to the throne was put into exile in 1876, when it was discovered that he was forcing convicts and peasants to labour in brutally unsafe factories.  Rumours have whispered of the emergence of a “Sultan of Steel”, a brutal industrialist commanding an army of warriors in the Syrian region.  The current Sultan has become terribly paranoid that this powerful newcomer is the true heir to the Empire, and will soon lead an army of mercenaries to seize Turkey.  

Russia:  Stretching from Poland to the Pacific Ocean, the Russian Empire likewise finds itself during the War caught between two ages, fighting the Central Powers, its own past, and finally itself.  Russia is severely outclassed by Germany, for while Russia has hordes of infantry, they cannot match Germany’s superior weapons.  The Russian Czar, Nicholas the second, has lost the confidence of his people and will be inevitably overthrown.  Before the war is over, the indomitable Vladimir Lenin will lead his Bolsheviks to seize the nation in a Marxist revolution.

History:  Russia finds itself weakened in Europe.  Seeking to protect its standing, Russia is obliged to support Serbia against the Central Powers.  In August 1914, Russia attempts an invasion of Prussia, but the Russians are hopelessly outclassed against the Germans.  Despite massive losses, this act of aggression forces Germany to split their forces, easing the burden on the French and English forces in the West.  1915 sees several military reversals and economic woes due to German initiatives and the Ottoman Empire's cutting off of supplies from the Allies.  A Progressive Bloc in the Duma attempts reforms that are cut off by Premier Ivan Loginovich Goremykin and the Czar.  In August, Nicholas II moves to Belorussia to take direct command of the military. Despite military victories in 1916, the worsening economy leads to massive unrest and the control of Petrograd by a locally organized soviet (council) in January 1917.  General revolution breaks out by February (March, new style), and Nicholas abdicates at Pskov on March 2 (15, new calendar).  The new provisional government headed by Prince Georgi Yevgenevich Lvov is largely ineffective and is overthrown by the Bolsheviks in the industrial areas on October 25th (November 7th), who soon concede to the harsh Brest-Litovsk treaty in March 1918.  Civil war continues until 1921, during which allied troops from Britain, America, Japan, and other nations are in Russia to bring aid to the White Army.  This aid will be doomed to failure, since the White army is disorganized and poorly led while the smaller Red Army is unified under the command of Trotsky.

Forbidden Lore:  Rasputin's influence with the Czar is indeed supernatural.  Several royalist supporters learn of his true nature and conspire to kill the insane mystic to return credibility to the throne.  After the Bolsheviks see to the murders of the imperial family, their ghosts remain.  It is said that one is in Moscow, seeking to drive the Communist leaders into insanity.  Two members of the Russian royal family are believed to have survived the massacre, though their whereabouts are unknown.
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Chronology of First World War

Depending on how the Field Marshal wishes to run his campaign, the Great war may or may not follow the chronology below.  The following list of events follows the most probable course of the war.

1914

June:

28th; Archduke Ferdinand and his wife are assassinated in Sarajevo.

July:

23rd;Austra-Hungary demands that Serbia arrest leaders of the Black Hand.

24th; Serbia appeals to Russia for help.

28th; Austria-Hungary declares war on Serbia. 

August:

1st; Germany declares war on Russia.

3rd; Germany declares war on France.

4th; Moltke orders the Schlieffen Plan to proceed; German troops enter Belgium to attack France.

4th; Great Britain declares war on Germany.

6th; Soldiers of the British Empire enter Togoland.

13th; Austro-Hungarian troops invade Serbia. 

14th; The battle of the “Frontiers” begins as French troops enter Alsace-Lorraine. 

17th; Russian soldiers invade East Prussia.

19th; Germans defeated by Russians in East Prussia.

20th; The battle of the “Frontiers” ends.

22nd; British Expeditionary Force arrives in France. 

23rd; Battle of Mons begins, German soldiers are halted.

26th; Battle of Tannenberg begins between the German and Russian forces.

26th; Austro-Hungarians defeated at Lemberg.

28th; Battle of Heligoland. 

29th; Russians defeated by Germans at Tannenberg.

September:

5th; Battle of the Marne begins with German attack.

9th; Germans halted at Marne.

13th; French troops attack German Army at the River Aisne.

18th; “The Race to the Sea” begins, the line of trenches is established on the western front.

25th; Battle of Albert. 

October:

1st; Battle of Arras.

15th; First Battle of Ypres begins. 

16th; Canadian troops arrive in Britain.

29th; Turkey joins Central Powers and attacks Russia and Britain.

November:

1st; Naval battle of Coronel (Chile).

2nd; German Navy bombards Norfolk coast.

11th; Russians defeated at Lodz (Poland).

21st; Anglo-Indian invasion of Mesopotamia.

December:

8th; Naval battle of the Falklands.

21st; Farman MF-11 carries out first night bombing raid. 

25th; Christmas Truce on the Western Front.

1915

January:

1st; Russians begin offensive in the Carpathians.

14th; South African forces occupy Swakopmund. 

24th; Battle of Dogger Bank.

February:

4th; Germany declares British waters a “War Zone”.

7th; Germans begin offensive at Masurian Lakes.

16th; France begins offensive in Champagne.

19th The British Expeditionary Force attacks at Neuve Chapelle.  Allies begin bombardment of Dardanelles.

March:

13th; British offensive in Neuve Chapelle ends.

18th; Allied naval attack on the Dardanelles ends.

30th; France ends offensive on Champagne.

April:

1st; Roland Garros uses deflector plates.

1st; Carpathian offensive.

19th; Germany launches first Zeppelin attack on Britain.

22nd; Germany begins the 2nd battle of Ypres and employs Chlorine gas for the first time.

25th; Allied landings at Gallipoli 

May:

2nd; Germany victorious at Gorlice -Tarnow (Galicia).

7th; Sinking of the Lusitania. 

9th; France begins offensives in Artois and Champagne. 

15th; British offensives in Belgium at Festubert and Aubers Ridge.

23rd; Italy declares war on Austria-Hungary.

24th; Germany ends the second offensive and the 2nd Battle of Ypres ends.  Italy declares war on all central powers.

25th; Germany abandons Ypres offensive.

25th; Asquith forms coalition government. 

27th; Britain ends offensives in Festubert and Aubers Ridge.

31st; First Zeppelin raid on London .

June:

18th; France ends offensives in Artois and Champagne.

23rd Isonzo Offensive begins.

July:

7th; Italy ends the offensive at Isonzo Sector.

August:

6th; British land and begins the Suvla Bay Offensive at Gallipoli.

9th; British forces advance towards Kut.

September:

5th; Grand Duke Nikolai sacked as Commander-in-Chief.

9th; Austro-German offensive in Vilna (Russia) begins.

11th; First tank demonstrated to British military leaders.

25th; Anglo-French Offensive at Artois-Loos on the Western Front.

28th; British forces take positions at Kut.

October:  

5th; Allied troops land at Salonika.

6th; Serbia begins to fall to the Central Powers.

14th; Bulgaria declares war on the Central Powers.

15th; Austro-German offensive in Vilna (Russia) ends.

November:

11th; British forces advance up the Euphrates river.

22nd; British end the advance on the Euphrates in Mesopotamia.

25th; Turks begin the counter attack in Mesopotamia.

December:

6th; Allied war leaders meet in Chantilly.

8th; Turks end the counter attack in Mesopotamia and begin the siege of Kut.

15th; Serbia completely conquered by the Central Powers.

18th; Allies begin evacuation of Gallipoli.

1916
January:

1st; Russia begins offensive in Vilna.

9th; Gallipoli is evacuated.

February:

2nd; Britain introduces conscription. 

21st; Germans begin the Verdun Offensive.

25th; German army captures Fort Douaumont in Verdun.

March:

9th; Germany declares war on Portugal.

April:

12th; Russia ends Vilna offensive.

24th; Easter Rising begins in Dublin. 

29th; Kut falls to Turkish forces.

30th; Easter Rising is quelled.

May:

15th; Austro-Hungaria begins the offensive in Northern Italy.

31st; Naval Battle of Jutland.

June:

1st; Arab Revolt begins.

4th; Russian Brusilov Offensive begins, ends on September 7th..

5th; Lord Kitchener killed at sea.

9th; German forces capture Fort Vaux in Verdun.

19th; Austro Hungaria ends offensive in Northern Italy.

July:

1st; Start of Anglo-French Somme Offensive 

August:

9th; Italian Gorizia Offensive.

27th; Romania declares war on the Central powers, begins offensive in Transylvania.

29th; Hindenburg becomes German Chief of Staff.

September:

15th; First use of British tanks at Flers-Courcelette.

18th; Romanian offensive in Transylvania ends.

October:

24th; French recapture Douaumont Fort at Verdun.

November:

18th; Somme Offensive ends.

21st; Emperor Franz Joseph dies and is succeeded by Emperor Karl.

29th; Beatty replaces Jellicoe as Commander-in-Chief of Grand Fleet. 

December:

6th; Lloyd George becomes British Prime Minister, Romanian capital Bucharest falls.

12th; Nivelle becomes French Western Front C-in-C, Britain begins offensive into Mesopotamia.

15th; Battle of Verdun ends.

1917

January:

1st; British advance into Palestine (Mesopotamia).

19th; Zimmermann Telegram intercepted by Britain 

February:

1st; Germany declares an unrestricted U-boat campaign, threatening American ships.

3rd; US severs diplomatic relations with Germany.

23rd; Germans withdraw to the Hindenburg Line (the Western Front).

March:

9th; Food riots explode in Petrograd (Russia).

11th; British forces capture Baghdad.

15th; Tsar Nicholas abdicates the throne of Russia.

26th; Battle of Gaza begins, ends in November 7th.

April:

6th; United States declares war on Germany.

8th; With German assistance Lenin travels from Switzerland to Petrograd. 

9th; Start of Nivelle Offensive.

9th; Britain starts offensive at Arras and Vimmy Ridge. 

12th; Canadian Army captures Vimmy Ridge.

16th; 2nd Battle of the Aisne begins, French begin an offensive in Nevelle.

May:

3rd; Mutinies breakout in the French ranks, British forces end offensive at Vimmy ridge.

9th; French forces end the offensive at Nevelle.

10th; Britain introduces Naval convoys.

16th; Maria Bochkareva forms the Women's Battalion. 

19th; John Pershing given command of AEF.

June:

7th; British attack the Messines ridge in Belgium.

13th; First Gotha bomber raid on London.

25th; United States troops arrive in France. 

29th; Greece declares war on the Central Powers. 

July:

31st; British offensive, the third battle of Ypres (Passchendaele).

August:

21st; Germans begin an offensive at Galicia.

October:

12th; British Offensive at Passchendaele.

24th; The Italian forces meet defeat after their Caproretto Offensive, Germans end their offensive at Galicia.

November:

5th; Allies set up the Supreme War Council after the Rapallo Conference.

7th; Bolshevik revolution breaks out in Russia.

12th; British forces end the offensive at Passchendaele.

18th; Sir Frederick Maude dies in Mesopotamia 

20th; Britain makes a massed tank attack at Cambrai 

21st; Bolshevik government disbands Women's Battalion 

December:

9th; British forces capture Jerusalem.

12th; Armistice signed between Romania and the Central powers.

15th; Armistice signed between Russia and the Central powers.

1918

January:

8th; Wilson announces 14 Points Peace Programme. 

March:

3rd; Treat of Brest-Litovsk signed, ending war between Russia and the Central powers.

21st; Start of German Spring Offensive on the Western front.

April:

9th; Germans raid Lys sector (France).

22nd; British launch a sea borne attack at Zeebrugge (Belgium).

May:

19th; Last Gotha raid made on Britain.

27th; 3rd Battle of the Aisne begins, Germans begin an offensive in Soissons-Reims (France).

July:

4th; Battle of Le Hamel 

9th; Germans begin offensive in the Battle of Maltz (France).

15th; Allies counter attack the Germans in the 2nd Battle of the Marne, Austro-Hungarian offensive begins.

20th; German retreat at the Marne 

August:

8th; Allies counter attack in France with the Amiens Offensive.

10th; Allies counter attack in Bapaume (France).

21st; Allied breakthrough at Albert.

September:

1st; RAF begins raids on German Cities.

12th; United States St Mihiel Offensive.

15th; Allies begin an offensive at Salonika.

19th; British forces win the Battle of Megiddo (Palestine).

26th; The USA begins the Meuse-Argonne Offensive. 

27th; Allied forces begin Offensives in Canal du Nord, Maubeuge (France) and push toward Ghent (Belgium).

29th; Armistice signed between Bulgaria and the Allied powers.

30th; British forces seize Damascus (Syria).

October:

3rd; Max von Baden appointed Chancellor of Germany. 

5th; Allied forces capture the Hindenburg Line. 

23rd; Italian Vittorio Veneto Offensive.

30th; Armistice signed between Turkey and Allied powers.

30th; Italians victorious in the Battle of Vittorio Veneto 

November:

4th; Armistice signed between Austria-Hungary and Allied forces.

9th; Revolution breaks out in Berlin, Kaiser Wilhelm II of Germany abdicates the throne.

11th; Armistice signed by Germany. 

1919

January:

12th; Paris Peace Conference.

June: 

28th; Treaty of Versailles signed, the Great War officially ends. 

Colonial and Japanese Campaigns

1914

August:

7th; British and French forces invade Togoland.

20th; British forces invade Cameroons.

23rd; Tsingtao is bombarded by the Japanese.

26th; Togoland is captured.

29th; Forces from New Zealand capture Western Somoa.

September:  Japanese forces occupy all German islands North of the Equator.

17th; Australian forces capture Northern New Guinea.

October: 

9th; Rebellion breaks out in South Africa.

November: 

7th; Tsingtao captured by Japan.

1915  
January:  Throughout the year British and German forces engage in border raids in East Africa.

February:

3rd; Rebellion in South Africa is quashed.

May:

12th; Forces of the Union of South Africa capture Windhuk in German South Africa.

July: 

9th; All Germans in German South Africa surrenders to the Allies.

1916

January: 

1st; British forces capture Yuande, Germany’s base in Cameroons.

March:

5th; Belgium, Britain and Portugal begin the invasion of German East Africa. 

1917

November:

28th; Allies capture half off the German forces in East Africa.

December:

1st; Allies occupy all of German East Africa.

1918
November:

25th; Last German garrison in East Africa surrenders to British forces in Rhodesia.

Combat

Artillery

Operating Artillery:  The use of artillery in the game is completely dependent on the skill Artillery.  This single skill covers everything involved in using a heavy weapon, including both aiming and reloading.  The use of such a gun is not as simple as firing a pistol or a rifle, for such weapons aim is more of a figure of speech.  The real target of an artillery piece is an area, a space of land, sea or sky, not an object itself.  The artillery skill is not used in combat since the operation of such a weapon has more in common with the use of a factory machine than it does with a firearm.  Any use of the artillery skill requires a full round action.  The operation of an artillery weapon is divided up into different actions, these actions are drawing a bead, aiming, firing and reloading.  Each artillery piece has at least one man devoted to spotting, aiming, reloading and firing the artillery piece.  Not every task can be accomplished at the same time, but two tasks can be accomplished in one round.  The gun can thus be aimed and fired in one round or instead reloaded and fired in one round.  Guns stay aimed unless purposely aimed in a different direction, thus they can be used to constantly bombard one area.  The results of the aim check remain the same until the gun is re-aimed.

Drawing a Bead:  This is the first step in firing the artillery weapon.  When targeting a moving object it is difficult to determine what area to target with the gun.  The crew must somehow place their shell into an area at the exact moment that the object enters that area.  When attacking a stationary object the artillery crew need not draw a bead, the crew can go straight to the aiming phase.  To draw a bead the spotter of the artillery crew chooses an area to target.  The spotter watches the object and chooses a series of coordinates that the aimer of the crew will then target.  The crew spotter makes an artillery skill check against a DC of 10.  If the check succeeds then the crew leader has picked the appropriate area.  The moving object will actually pass through the area just as the artillery fire hits the area.  If the check fails then the artillery will miss target completely, regardless if the subsequent aiming checks succeed.

There are a number of modifiers to the check to draw a bead.  The faster the target the quicker the spotter must work, and thus the more haphazard is estimate.  The check to draw a bead suffers a –1 penalty for every ten miles per hour of velocity.  If the artillery piece is moving in the exact same direction, then the penalty is determined by the difference between the velocity of the target and the velocity of the artillery piece.  Next, distance modifiers apply.  Just as with a regular ranged weapon, for every range increment beyond the first the check to draw a bead suffers a –2 penalty.

An artillery crew firing a field gun, mortar or a howitzer need not actually see their target.  Instead, they can receive from coordinates from a distant spotter who can see the target.  The drawing a bead phase can also be used for a spotter to allow his crew to hit a target that is not visible to the crew.  This can only be accomplished for targets that are stationary, it is simply too difficult to draw beads on moving targets that are not within a line of sight.  The spotter must be able to see the target, and must either be in speaking range of the crew or be speaking over a telephone to the crew, or communicate via a wireless telegraph.  The spotter need not make an artillery check to draw a bead on the stationary object, but the spotter must first make both a navigation check against a DC of 15 and also make a leadership check against a DC of 15.  The navigation check allows the spotter to determine the location of the target, so that he can describe the coordinates to the artillery crew.  The leadership check is used to explain the coordinates to the artillery crew so that they understand the instructions and can attempt to target the area indicated.  If both pass the artillery crew may aim at the target area as if they could see the target.  If either check fails then any subsequent checks to aim will automatically fail.  Despite the efforts of a spotter, a field gun cannot overcome its very limited capacity to fire over an arc.  Field guns can fire down from elevated positions onto unseen targets, but otherwise they cannot fire in this manner.
Aiming:  The aimer of the artillery crew targets the area designated by the spotter.  The aiming of a gun becomes more and more difficult depending on the size of the target area and the range.  Each gun has a range increment, which determines a penalty on the artillery skill check as though the skill check was an attack roll.

The size of the target also affects the skill check.  Targeting an area within a circle of a 100-foot radius imposes no penalty.  For every ten feet that the radius of the circle decreases, the aiming check incurs a penalty of –1.  For example, aiming a howitzer at a ten-foot by ten-foot shed would incur a penalty of –9.  The DC for aiming the gun within one round is 15.  Spending additional rounds to aim can reduce this DC.  The DC of the aiming check lowers by 1 for each round beyond the first that is spent aiming, to a minimum of 10.

Firing:  Firing the artillery piece requires no check.  Artillery pieces have chords, triggers, and buttons to allow easy firing.  During the firing phase the shell is lobed into the air and begins to fall to earth, hopefully onto the target.  No matter how good the shot, the shell is bound to veer slightly off course.

If an aiming check succeeds then the fired shell hits randomly within the target area.  The fired shell heads toward the center of the targeted area, but deviated slightly.  The Field Marshal rolls the D100; the number rolled determines the percent of the radius by which the shot deviates.  For example, a shell fired at an area with a twenty-foot radius results in a deviation roll of 50%.  The shell thus deviates from the center by 10 feet.  The percent of deviation can be lowered by the success aiming check.  For every two points above the DC that the aiming check succeeded, the deviation roll is lowered by 10%, to a minimum of 0%.

The Field Marshal determines the direction of the deviation by rolling a D8.  The straight line between the artillery piece and the center of the target area serves as an axis.  On a roll of 1, the shot deviates along that axis, the shell lands behind the target.  On a roll of two the shell lands behind the target, 45 degrees to the right.  On a roll of three the shell lands to the right of the target, on a roll of four the shot lands in front of the target, 45 degrees to the right.  On a roll of five the shot lands directly in front of the target, on a roll of six the shell lands in front and 45 degrees to the left.  On a roll of seven, the shell hits directly to the left of the target and on a roll of eight the shell lands behind the target, 45 degrees to the left.

For example, a German crew fires a howitzer at a French bunker.  The crew succeeds in its aim check to hit an area of 40 feet radius; their total check was a 21.  The deviation roll is 50%, but since their aim roll succeeded by two points this percentage is reduced by 10%.  Thus the shot will deviate from the center by 40% of the target area’s radius, that being 16 feet.  The scatter roll results in a 6, the shot will be to the front left of the target.  The German crew sees their shell hit the ground 16 feet away from the center of the target area; the shell hits in front of the bunker somewhat to the left of the center.

This scatter effect can be important when attacking a vehicle.  Once the Field Marshal has determined the scatter roll and the deviation, he can decide if the shell hits.  For zeppelins, long automobiles and trucks, small deviations can still result in hits.  In these cases, the Field Marshal compares the length of the vehicle to the deviation.  If the shot deviates by only half of the length of the vehicle, it hits.  If it deviates by more than half, the shot lands in front of or behind the vehicle.  For airplanes the wingspan can also place a plane at risk.  Biplanes with the wings in the center are vulnerable when the scatter roll sends the shell to the direct left or right on rolls of 3 and 7.  Planes with wings in the front of the craft can be hit on short deviations to the front left and front right, rolls of 2 and 8.  Finally, planes with wings located in the back can be hit on scatter rolls of 4 and 6.  The Field Marshal can determine if the shell hits by comparing the deviation to the listed wingspan.  Misses like these mean very little to ground weapons, since the blast radius might still encompass the target.  However, antiaircraft shells only explode on impact, thus when they are fired into the air they will only explode if they hit.

For example, a mortar is fired at a moving armored truck that is twenty feet long.  The mortar crew successful fires into a circle with a thirty-foot radius.  The shot deviates by only 7 feet from the center.  The total length of the truck is 20, half of that is ten.  Thus the shell will hit the truck in the front or back, but only if the scatter roll results in a 1 or a 5.  Otherwise the mortar misses.

Should an aiming check fail the shell goes wild and misses its target.  The D100 is still rolled, but the target area radius used is two hundred feet.  The scatter roll is used as well; the shot is still centered on the target.  It is still possible to hit the target, but it is incredibly unlikely.  The Field Marshal is free to determine if the shot simply misses or if it hits some other target, be it friend or foe.  Field Marshals must remember that the gun is fired at an area, not an object.  Thus, even if an artillery crew were to hit the proper area, there is no guarantee that it hits an object that the characters would have wanted to hit.

Reloading:  Loading and reloading a big gun requires an artillery check of DC 10.  Should such a check fail the gun cannot be reloaded that turn.  If the check succeeds then the gun is loaded and can be fired.  Different guns have different rates by which they might be reloaded.  Should an artillery piece fire beyond its listed rate the cannon will heat up and jam as though it misfired from lack of cleaning.

Types of Artillery Pieces:  Each species of artillery pieces has special limitations based on their design.

Antiaircraft Guns:  These guns are similar to huge machineguns planted on rotating platforms and set at a high angle.  These guns can be aimed at ground targets as well as air targets.  These guns are designed for maximum mobility, and as such have no minimum range and a wide firing arcs. 

Field Guns:  Field guns are huge long barreled cannons that fire at a relatively flat angle.  Field guns are huge and unwieldy; they are not designed to be aiming in different directions.  These guns cannot be aimed at any target not within a 30-degree aiming arc, whether that is to the left, right, up or down.  This means that the gun will only be able to shoot forward, making its minimum range huge.  Field guns can fire at distant aircraft, but only if they are outside of the minimum range and within the firing arc.  Turning a field gun requires a special rotating platform or twenty minutes of effort by the crew and the use of a team of horses, a truck or a tractor to physically move the gun into the new position.  Large guns cannot be fired every round, this represents the difficulty in moving heavier shells into place as well as the time required to cool the gun.  Over the course of the war several huge guns will be built, cannons capable of targeting cities from the front lines.  These weapons are also utilized by the rules for operating artillery.

Howitzers:  Howitzers are short-barreled cannons that fire at high angles.  The shells of a howitzer are thrown high into the air at a high angle and are drawn back to earth by gravity.  These big guns can actually fire over hills and other obstacles and fire from behind cover.  The short-barreled howitzer can be turned with greater ease; the short barrel offers greater freedom of movement.  Howitzers have a firing arc of 90-degrees to the left and to the right.  Howitzers cannot be used to attack aircraft, unless the aircraft is still on the ground.  Turning a howitzer requires a special rotating platform or ten minutes of effort by the crew and the use of a team of horses, a truck or a tractor to physically move the howitzer into the new position.  Howitzers can fire extremely large shells relative to the size of the gun, thus they can cause more damage.

Mortars:  Mortars are like small howitzers; they are short-barreled cannons that fire explosive shells at high angles.  Mortars have the ability to fire at extremely high angles, giving them a very small minimum range as well as the ability to fire over hills, obstacles and from behind shelter.  These weapons are made up of three major components, pusher plates, tripods and tubes.  The tube is the barrel of the mortar; the tripod holds the mortar upright and the pusher plate cushion the recoil.  Mortars can be disassembled and reassembled relatively quickly and carried by an artillery crew.  While mortars are not yet small enough for one man to carry, a crew of five can lug the individual components through trenches to gain a better position.  Because of their small size mortars can be aimed at any target within a 90-degree firing arc.  Turning a mortar completely around requires a full round action and the cooperation of the whole crew.

Detonation:  Artillery shells are very different from regular munitions; they explode rather than impact on a body.  When an artillery shell explodes a number of different things can happen.  With special tinkering, artillery shells can be used for a variety of different purposes.

Airbursts:  When shells are fired into a forest they stand the risk of striking a treetop and exploding before they hit the ground.  This is in actuality very bad news for infantry, since the force of the explosion rains down upon them from the air, rather than from the ground.  The trees cover the soldiers from a small portion of the blast, but the explosion crashes down like a wave, reducing the ability of soldiers to escape the blast.  When a shell explodes in a forest, the base probability of air busting is thirty percent, increased to 40% in medium forests and 60% in heavy forests.  When a shell airbursts, it gains a –1 penalty to damage for every damage die, and any reflex save to reduce damage is made at a –2 penalty.
Screaming Mimis:  When a shell comes crashing to earth it can make an ungodly shriek as it tears through the air.  When a shell fired by a howitzer or a mortar enters a character’s range of hearing, he may make a listen check against a DC 15 to hear the shell.  This check only applies to howitzer and mortar shells, since field gun shells and antiaircraft shells move too fast to be detected in this manner.  If the check succeeds, the character hears the incoming shell before it hits the ground or explodes.  If the check succeeds by more than two points, he can determine the size of the shell and if it is a mortar shell or a howitzer shell.  If the check succeeds by more than five, he can determine where the shell is going to land, relative to him position.  Should a character hear the sound of an incoming shell, he can accurately time his own efforts to coincide with the explosion.  If he knows where the shell is going to land and believes that he will be in the area of effect, he can gain a +1 bonus to his reflex save for every two points by which the listen check succeeded.  A character that hears the sound of an incoming shell can attempt to warn others and convey this bonus to their reflex saves.  Such a warning requires more than yelling “incoming”, it requires that the listeners instinctively understand the warning and obey without question.  To make such a warning, the character must make a leadership check determined by the number of soldiers he attempts to warn.

Shrapnel:  While the shell is designed to carry explosive, the metal casing of the shell can be almost as deadly.  Whenever a field gun, howitzer or mortar shell explodes, it sends out lethal bits of twisted metal and stones.  Everything within the stun radius of the explosion must make a reflex throw against a DC of 10 or take 1D10 slashing and piercing damage from the shrapnel.
Grenade Weapons

Throwing a Grenade:  The term “grenade” refers to any incendiary or explosive that is thrown by hand.  These weapons differ from other thrown weapons, because they do not actually hit the target.  Instead, they are meant to land on or near the target so that when they explode the target is within the blast radius.  Grenades are thrown by making a ranged attack roll against an AC of 15.  This roll determines how close the grenade lands in respect to the target.  Throwing a grenade requires a standard attack action, while pulling the pin requires a move equivalent action.  Lighting a stick of dynamite, an improvised grenade or a Molotov cocktail requires a move equivalent action and a standard attack action to throw them.  In this action the character pulls out the pin and throws the grenade in an arc.  All explosives thrown in this manner have a range increment of 15 feet.

Bypassing Cover:  Occasionally a character may find it useful to throw a grenade through some opening.  Whether it be through a window or into an open topped truck carriage, throwing a grenade through an opening is difficult.  The Armour class modifier for the opening modifies the attack roll made to throw the grenade.  For example, a small opening like a window offers a –1 penalty.   If the size armor class modifier is negative, then no penalty is applied to the roll to throw the grenade.  A negative armor class modifier does not confer a bonus to the attack roll.  Throwing a grenade over a wall would apply no penalty to the roll, though there would be no guarantee that the real targets of the grenade will be behind that wall.

Collision Detonators:  Some grenades are set with special fuses that only activate on a collision.  Also, volatile explosives like nitroglycerine explode with violent impacts.  After the pin is pulled forth, the grenade will detonate as soon as it hits something hard.  In open air this is no problem, but in an enclosed area a collision detonator can be very dangerous.  If the attack roll fails by more than five points while in an enclosed space, the grenade hits a wall, a ceiling or an outcropping at a random distance along the range of the throw.  The Field Marshal who rolls a D100 and determines the percentage of the total distance along the range that the grenade goes before it contacts the wall, ceiling or outcropping.  For every two points by which the attack roll failed, the percent of the range is reduced by 10% to a minimum of 10%.

For example, an Australian conscript is hidden in a warehouse when three Germans walk in.  The Australian throws a grenade forty feet towards the Germans, making a total attack roll of 10.  The Field Marshal rolls the D100, resulting in only 30%.  Since the attack roll failed by five points, 20% is deducted from the roll.  Thus the grenade will only travel 10% of the distance between the Australian and his target.  The grenade only travels a measly four feet before it hits a girder and explodes.  The unfortunate Australian is about to learn the lesson of his lifetime.

Deviation:  Close only counts in horseshoes and hand grenades.  When a character throws a grenade, it is bound to deviate slightly from its path.  For every two points that the attack roll fails, the grenade will miss the target by 10% of the distance the grenade was thrown.  The Field Marshal rolls a D8 and determines the direction from the target that the grenade lands.  The roll of the D8 is handled in the same manner as the artillery scatter roll.

For example, a second level German conscript throws a stick grenade fifty feet towards a British trench, hoping to catch an officer in the blast.  The German makes a ranged attack roll of 10, modified by attack bonus, dexterity and range for a total of eight (10 + 2 - 4 = 8).  The roll has failed by 7 points, which means that the grenade lands 15 feet away from the British officer.  The roll of the D8 is a 5, indicating that the grenade lands behind the British officer.  Though the distance is great, the blast radius may be large enough to strike the targeted officer.

Timed Explosives:  Some grenades are fused to detonated on impact; others are set on timed fuses.  Sticks of dynamite or improvised grenades lit with a burning fuse are also on a timed charge, exploding when the fuse burns down.  The Field Marshal must determine the number of rounds that the fuse requires to run down.  As soon as the fuse is lit or the pin is pulled this time begins to run down.  In the beginning of the round where the time runs out the grenade explodes on the same initiative as the character that threw the grenade.  A character trained in demolitions may attempt to disarm a grenade, though his time is very limited.  Alternately, a character my opt to pick the fallen grenade up and throw it right back.  The Field Marshal should recall that throwing the grenade is a full attack action, thus any character that must make more than a five-foot step to reach the grenade must wait another turn after reaching it before he can throw the explosive.  Tossing a thrown grenade is the ultimate gamble, with winner taking all.

Falling on a Grenade:  Some heroic individuals throw themselves onto grenades to protect their brothers at arms.  Anyone who spots a grenade can throw himself upon it with a dexterity check against a DC 12.  By falling on the grenade, the soldier offers complete cover to everyone that was in the blast range.  The character takes full damage from the grenade, and effectively absorbs as much damage as he has hit points.
Light Arms

Penetration:  It bears noting that by 1914, all forms of armor are obsolete.  Throughout the ages, master armor smiths sought to create an armor plating that could deflect and cushion blows.  Armor technology advanced considerably through the centuries, but the invention of the bullet ended the usefulness of armor.  Bullets and other light arms pierce right through metallic plates; they cannot be deflected in the same way that melee weapons are deflected.  Bullets and other light arms complete ignore the effects of normal armor; they strike as though they were ranged touch attacks.  While traditional armor might apply to normal melee attacks, they cannot protect against bullets.

Automatic Weapons:  The Great War is not the first battleground for fully automatic weapons but few other wars were as influenced by the machinegun as the Great War.  Machineguns are capable of raining down a hail of bullets, withering the ranks of the enemy like a blight of burning lead.  The fire of these weapons will kill millions, they will appear on every battleground of the Great War.  While machineguns are by no definition light arms, they have much more in common with traditional rifles than they do with artillery.  There are a number of rules and new attack options that reflect the qualities of automatic weapons.

Burst:  Machineguns normally fire in bursts, each pull of the trigger releases many bullets instead of one.  Every attack with a machinegun fires not one, but five bullets.  The character using the machinegun makes one attack roll.  A successful attack indicates that one bullet has hit the target.  For every two points by which the check succeeds another bullet hits the target, up to a maximum of five.  For the purposes of damage reduction, all of the bullets fired in the same burst count as part of the same attack.
Cleaning the Gun:  Machine guns must be cleaned, just as rifles must be cleaned.  Machineguns are designed such that they can fire one hundred rounds before needing to be cleaned.  After six hundred rounds, the base probability of misfire is 5%, and increases by 5% for every six hundred rounds beyond the first. Cleaning a machinegun is a more complex affair then cleaning a light firearm.  The DC to the gunsmith check to clean a machinegun is 12, and the task requires fifteen minutes, modified by the success of the check.

Heavy Weapon:  Machineguns are far too heavy to be carried and used by infantry.  A machinegun simply cannot be fired while being carried by hand.  Any attempt to fire a machinegun requires some way to hold the gun while the gunner fires it.  The best solution is a tripod, three metal legs that hold up the barrel.  These tripods allow a gun to pivot a maximum of 45 degrees in either direction; any greater turn requires the gunner to get up and move the gun to face a new direction.

Rather than use a tripod the gunnery crew could improvise a stand for the gun.  They might lay the gun over some crates, push it through a hole in a wall, or even support the barrel on one of their backs.  These improvised stands impose a –2 circumstantial penalty to the attack roll of the gunner.

Overheating:  Machineguns are tough instruments, but they have limits of their own.  As countless rounds of ammunition are expended the temperature builds up until the metal expands and breaks.  Machineguns use water to cool the gun, but even this cooling system cannot completely negate the heat generated by the gun.  A machinegun cannot be fired more than three rounds in succession before it runs the risk of overheating.  The gunner must give the gun a full round to cool off before firing again to fully reduce the risk overheating the gun.  For every round of constant fire beyond the third the Field Marshal rolls the D100 to determine if the gun overheats.  The machine gun gains a 10% probability of overheating for every round beyond the third.

Cooling a machinegun takes more time if the gun was fired for an extended period of time.  The probability of overheating drops by 20% for every round that the gun is allowed to cool.  While cooling the gun must not be fired, but it could be moved or aimed into a new direction.  If the gun overheats it becomes jammed and cannot fire.  Overheating a gun is a serious mistake because the gun becomes severely damaged.  An overheated gun requires new parts, which requires a craft: mechanic check against a DC of 20 to install the parts.  An overheated machinegun may not be mended without new parts, the old pieces are simply too damaged to be mended.

Reloading:  Machineguns are fed with belts of ammunition, which are inserted by a loader.  When a gun uses up its ammunition, the loader may make an artillery check against a DC of 10 to insert the next belt.  The loader must feed the belts of ammunition as they are expended, or the belts must be carefully folded and stacked so as to allow the gun to pull the belt in, fire the bullets and push the belt out without jamming.  Feeding the gun requires an artillery check against a DC of ten but folding and stacking ammunition belts requires ten rounds for every belt.  If the belt is incorrectly fed or stacked, then the gun jams and requires a craft: mechanic check of DC 10 and five rounds of work to un-jam the gun.

Spraying an Area:  The greatest benefit of a machinegun is its ability to rapidly spray bullets over an area.  By holding the trigger and releasing multiple bursts a machinegun can cover a wide area with fire, decimating exposed enemy soldiers.  As a full attack action a character with a machinegun may chose an area to “hose down”.  The attack creates a cone of effect starting at the gun and extending to a range and width of the gunner’s choice.  The character designates the width of the cone at its end and for every five feet of width the gunner will have to expend five rounds.  The limits of a machinegun will not allow it to fire beyond a maximum of sixty bullets in a single round, thus the maximum width of a cone attacked in this manner is sixty feet.    The distance of the cone is important, since the terminus of the cone modifies the attack roll just as the distance of the target modifies the attack roll of a character firing a regular ranged weapon.  The gunner makes a ranged attack roll modified by the range of the cone.  Further more, this attack roll suffers a penalty of –1 for every five feet of the cone’s width beyond the first.  All characters within the cone of effect must make a reflex save against a DC equal to the gunner’s attack roll or else be hit by at least one bullet.  For every five points that a character fails the reflex save, another bullet hits.  Cover and concealment effects also modify these attacks, applying to the attack roll and thus reducing the DC of the save.

A character could decide to fire into a very narrow cone, attacking the targets within that much more effectively.  Since the gunner is not bothering to aim, he can make as many spray attacks in a round as he desires, so long as he does not fire more than 60 bullets a round and he fires five rounds for every five feet of width in the cone.  This ability allows a machinegun to easily decimate enemies who are funneled into a narrow area.

For example, a German machinegun crew spots a wave of French infantry leave their trenches.  The trench stretches for miles, but Germans are focusing their attention on the French in the immediate vicinity.  The French trenches are also 500 feet away, within the second range increment of the German gun.  The gunner, a 3rd level conscript, decides to aim at the area above the trenches, spraying into a cone twenty feet wide and 500 feet long.  He makes his attack roll and rolls a twelve, which is modified by attack bonus, cone width and range.  The DC of the reflex save becomes 10.  Every French soldier must make a reflex save against 9 or suffer the damage from at least one bullet.

Lewis Gun:  The Lewis gun is a unique form of automatic weapon; it can be carried by hand and fired by infantry without the use of a tripod.  Lewis guns can fire single rounds, just like an ordinary firearm or fire in bursts or spray down an area.  Lewis guns are fed by circular magazines and so do not need to be fed ammunition belts.  Lewis guns are air-cooled machineguns and so they cannot be fired for more than two subsequent rounds or else run the risk of overheating.  Lewis guns gain a 10% probability of overheating every round of constant fire beyond the second.  A Lewis gun drops in probability of overheating by 10% for each round of cooling.

Missed Fire:  What goes up must come down, and what is fired from a gun must come to a stop.  Bullets that miss their target can find their way into other targets, including walls, vehicles and even people.  Most of the time this doesn’t come into play, a missed bullet hits a wall or the mud.  However, when a target of a ranged attack is in melee or is close to another character, the Field Marshal may wish to determine if the bullet hits someone else.  Anything standing between the attacking character and the target, or is standing beside the target or behind the target stands a chance of being hit.  When an attack misses its target, the Field Marshal decides what object in the line of fire may have been accidentally shot.  The Field Marshal rolls the D20 and makes a check against the armor class of the target, which is modified by the dexterity of the object if it is moving.  This check is like an attack roll, except that range and attack bonuses are not factored into the roll.  If the D20 rolls over the armor class, then the bullet has accidentally hit the object.   If the missed attack is a burst of some kind, then which ever object that is accidentally hit by the missed fire may be hit by more than one bullet.  For every two points that the “attack roll” succeeds against the object’s armor class the character will take another bullet.  In the case of a burst, objects in front of, behind and around the target must all be targeted by “attack rolls” until they have all avoided the stray bullets, or every bullet has hit a target.

The field Marshal should recall that firing into melee carries a penalty to the attack roll.  This same penalty translates into a bonus for the “attack roll” to hit other objects that were in the melee.  Furthermore, the presence of other people can grant a form of cover.  For example, a character holding a hostage in a choke hold might get as much as 3/4ths cover from the hostage, at least in regards to attacks made from the front.

Precision Fire:  Characters with telescopic scopes can fire rifles with surprising accuracy.  This kind of precision requires special concentration and the devotion of some time.  Before a sniper can even aim he must find his target.  This requires a successful spot check against that range.  If the shooter is looking for a very specific target in a crowd or in cover, the shooter must make a search check against a DC of 15 plus 1 for every ten feet beyond the character’s base visual range.  While making this search check, the character is using the riflescope to scan the crowd or cover, seeking out that individual target.  He can continue to try and retry this check until he finds his target or gives up.  Of course, while he is making these checks, the target might go somewhere else and slip through the shooter’s fingers.

When a character has spotted a target, he may make a full round action to aim with the scope.  On the following round he makes a concentration check against a DC of 15 plus 1 for every range increment of the rifle between the shooter and the target.  If this check succeeds, the character may make an attack with the rifle in that round.  If the check fails he has not yet lined up the shot and any attack made that round will fail.  The shooter has the option of holding his fire until the next round and attempting another concentration check.  The concentration check gains a bonus of +1 for every round spent concentrating.  For every two points that the concentration check succeeds the character gains a bonus of +1 to his attack roll.  The actual attack is made normally, using the penalties for range as normal.  With patience and concentration, a character can use the scope to strike a target that would normally be all but impossible to hit.  The down side to this strategy is that a target may simply walk away and unwittingly escape the line of sight of the shooter.

Reloading:  Reloading a weapon is a tedious but necessary chore.  The various designs of weapons and the position of the ammunition can make reloading a difficult affair.  If ammunition is stored in a pocket or a pouch, reloading the gun can take some time.  If the ammunition is in a bandolier or in hand then the process is sped up considerably.

Reloading a revolver is a difficult chore, the chambers must be exposed and each bullet placed inside.  Filling a revolver with three individual bullets requires a move equivalent action.  Reloading six bullets into such a weapon takes one full round.  A double-barreled shotgun can be reloaded as a revolver, though a maximum of two shells can be loaded into the gun.  Rifles with stripper clips or semiautomatic pistols are much easier than reloading a pistol.  Loading a rifle or a pistol with a clip from a pocket or pouch requires one move equivalent action.  Civilian rifles and repeating shotguns use internal magazines, which make reloading difficult.  Reloading a firearm with an internal magazine requires a full round action to load a maximum of three bullets.  Soldiers in combat are well advised to carry their ammunition on their person.  Pulling bullets or clips out of a packsack requires one full round of concentration to find the ammunition and pull it out of the bag.  After they are withdrawn from the bag, all bullets and clips can be laid within easy reach and are then treated as though they were taken from a pocket.

Semiautomatic Weapons:  Infantrymen were not limited to simple bolt-action rifles; they could also be armed with semiautomatic weapons.  Soldiers in the field had access to semiautomatic pistols, weapons that were fed by clips of ammunition and could fire in rapid bursts as well as single shots.  When making a burst a character fires three shots with a single attack, if the attack succeeds then every bullet hits, if the attack fails then every bullet misses.  Bursts require some concentration to hold the aim of the gun against the recoil and allow each bullet to be fired, thus characters cannot make burst attacks unless he is making a full attack action.  Characters with base attack bonuses high enough to gain multiple attacks may make multiple bursts, provided they are making a full attack.  Semi automatics cannot be used to spray an area.

Combat Conditions

Battle Field Conditions:  Neither rain, nor sun, nor dark of night will keep Generals from sending their soldiers off to die.  Every battlefield has its own combination of unique conditions.  Whenever a character leaves the safety of his trenches he must overcome several varying conditions or else fail in his mission.  Under standard conditions, characters can hear perfectly with a range of 100 feet and see objects as far as a distance of 200 feet on the ground.  Anything beyond this range requires a spot or listen check against a base DC of 5 modified by 1 for every ten feet.   These checks become more difficult depending on the circumstances.
Artillery Fire:  Artillery crews rarely aim at particular characters; instead they fire into a general area hoping to cover no man’s land in fire.  While crossing no man’s land under bombardment, a character stands the chance of being caught in a blast.  The probability of being hit by artillery fire is listed in the random encounter section.  Where there is artillery landing or being fired, the range of hearing becomes twenty feet.

Barbed Wire:  When the Field Marshal designs a battleground, he has the option of placing barbed wire.  Most trenches are protected by barbed wire, often many yards thick.  Through the Great War, barbed wire will prove to be a wonderful defense.  The wire is stretched out like a metal spider web.  In almost no time the web is filled with tangled soldiers, who are then perfect targets for machinegun fire.  Barbed wire slows characters down to a base movement rate of 1 foot per round.  Each round that the character is in the wire he must make an escape artist check against a DC of 15 or take one point of slashing damage and be stopped in his tracks.  It is often faster to cut one’s way through wire, though this requires a character to use some cutting tool.  Even with a cutting tool, the character can only move through 1 foot per round.

In the end, it is a better idea to blast barbed wire with artillery.  Barbed wire is divided into ten foot by ten-foot sections.  Installing barbed wire requires ten minutes of work, but afterwards the wire installation has a total hit points of 20, a hardness of 2, and is immune to all piercing damage.  Wire cutters can cut a one-foot section automatically, but all other attempts to destroy it require a successful attack and damage roll.

Cover:  Various levels of cover differing amounts of protection to characters behind the covering barrier.  Whenever the Field Marshal decides that a character has cover, that cover will protect him from a certain amount of damage.  This damage doesn’t apply to bullets or melee damage; instead it applies to damage caused by area effect explosions.  Whenever a character would be within an explosion’s area of effect, but is behind cover, the damage deal to him is reduced by an amount equal to the amount of coverage.  In some cases, the explosion is powerful enough to destroy the cover.  In these cases, the character behind cover takes his reduced amount of damage and an additional amount of damage equal to the amount of damage that was in excess of destroying the wall.

For example, an Arab conscript is kneeling behinds a fallen brick wall when a German mortar shell lands ten feet away.  The mortar shell deals 25 points of damage and the Arab has 3/4th cover.  Thus the Arabian conscript suffers 6 points of damage.  The wall has a hardness of 8 but only ten hit points left.  The wall absorbs 18 hit points, eight from hardness and ten from its hit points.  The rest of the damage is dealt to the conscript behind the wall.  Thus the Arab conscript suffers a total of 13 points of damage.  A nasty wound to be sure, but only half as much as he would have suffered without cover.
Darkness:  The night time raid has been a staple of war for longer than man has walked upright.  When complete darkness falls visibility is reduced to zero.  Moonlight allows sight, but the base sight is reduced to sixty feet.  Faint moonlight reduces the base range for sight to 30 feet.

Dust Storm:  While rainstorms are a danger on the European front, dust storms threaten the drier desert battlegrounds of the Great War.  Dust storms can last for minutes or for days, and in their duration burry the landscape under yards of sand.  Dust storms severely reduce the range of sight and sound.  The range of sight is reduced to thirty feet, spot checks are made at a –5 penalty and everything beyond that range gains 80% concealment.  Everything within visual range still has 20% concealment.  The sound of shrieking wind makes normal speech impossible.  All leadership checks suffer a –5, and characters cannot hear any sound beyond a range of sixty feet.  Characters wearing goggles may see at a range of sixty feet, but all spot checks are made at a -2 penalty and anything beyond the sixty-foot range gains 80% concealment.  Despite the goggles, everything within the increased visual range still has 20% concealment.

Forested Areas:  Forests don’t stay forested when the Great War spills into them.  Nonetheless, from time to time characters will engage the enemy in a forested location.  Forests offer cover, since they are by definition filled with trees.  There are varying levels of forest density, usually dependent upon their location.

Light forests are found on savannahs, mountain ranges and tundra.  A light forest is filled with tin trees that can offer 3/4th cover to those kneeling by them and 1/4ths cover to those standing.  Within a light forest a character is never more than fifteen feet from a tree.  Trees in a light forest have fifty hit points, a hardness of 2.  When reduced to zero hit points, they collapse dealing 2D6 damage crushing to anything beneath them that does not succeed in a reflex save against a DC of 10.  The base sight and hearing range within a forest is reduced by 20 feet.  Spot checks and listen checks are required beyond this range, and suffer a –1 penalty for every ten feet out of the range.

Medium forests are found throughout the world.  They are in swamps, mountain foothills, and all over Europe.  Within a medium forest, a character is never more than ten feet from a tree, which can offer up to 9/10ths cover to characters kneeling behind the base, and one half cover to those standing.  Trees in a medium forest have seventy hit points, a hardness of 4.  When reduced to zero hit points, they collapse dealing 5D6 crushing damage to anything beneath them that does not succeed in a reflex save against a DC of 12.  The sight and hearing range within a medium forest is reduced by 40 feet.  Spot checks and listen checks are required beyond this range, and suffer a –1 penalty for every ten feet out of the range.  Medium forests count as enclosed spaces for the purposes of collision detonators.

Heavy forests represent the densest wooded regions.  These regions are rainforests, the heart of old growth forests, and any area considered to be a jungle.  While in a heavy forest a character is never more than five feet from a tree, which can offer full cover to a character standing or kneeling.  Trees in a heavy forest have ninety hit points, a hardness of 6.  When reduced to zero hit points, they collapse dealing 7D6 crushing damage to anything beneath them that does not succeed in a reflex save against a DC of 12.    The sight and hearing range within a heavy forest is reduced by 60 feet.  Spot checks and listen checks are required beyond this range, and suffer a –1 penalty for every ten feet out of the range.  Medium forests count as enclosed spaces for the purposes of collision detonators.  The density of a heavy forest imposes a –10% penalty for determining the percent of the range the grenade flies before detonating.

Foxholes:  Foxholes are simple holes cut into the ground, they are dug large enough for a grown man to lie within.  These makeshift shelters are cramped and dirty, but they are a cheap and efficient way to protect soldiers who are away from their trenches.  A character inside of a foxhole gains 9/10th cover while prone, and 1/2 cover while kneeling.  Foxholes can be dug with a shovel in fifteen minutes time and a strength check against a DC of 15.  For every 2 points that this check succeeds the foxhole is dug in 1 less minute.  For every 2 points that the check fails, the foxhole requires one more minute to be dug.  This check is modified by a –5 penalty if the ground is frozen.  Foxholes can be made out of the craters left by artillery fire, though only heavy shells leave craters large enough to be used in this manner.
Mine Fields:  Minefields are a deadly introduction to the battlefield.  Minefields can be made up of antitank mines or antipersonnel mines.  Antitank mines pose no threat to walking characters, but antipersonnel mines can be dangerous.  Spotting antipersonnel mines requires a spot or search check against a DC of 20 -1 for every additional ten square feet of mines beyond the first.  The Field Marshal must decide on the density of the minefield.  As a base, a minefield with one mine for every ten square feet has a density of one.  The density increases in number, by the number of mines in a ten-foot section.  When a character walks through a minefield, he stands a chance of detonating a mine.  Characters moving through a minefield make a balance check against a DC of 8 plus the density score for the minefield.  Success means that the character avoids detonating a mine in that 10 square foot area.  Failure indicates that a mine has been detonated.  A character that makes a search check against a DC of 20 minus the density of the field can notice every mine and gain a +4 insight bonus to his balance check.  This bonus is only granted if the character walks through the field, the bonus is lost if the character takes a double move.  Some minefields are trapped with trip wire, rather than using pressure sensitive mines.  Trip wire can be spotted on a spot or search check of DC 20 minus the density of the field.  Trip wire is much more reactive than the pressure sensor of a mine.  Any character walking through a tripwire must make an escape artist check against a DC 10 plus the density of the field.  Success means that the character has avoided the wire; failure means that a trip wire was activated.  This check suffers a –4 penalty if the character was taking a double move.  Should a character stroll unawares through a field of tripwire mines, he makes this check using only his dexterity modifier, not his ranks in escape artist.

A character with the demolitions skill can arm mines and also disarm mines.  Arming a mine requires only the pulling of a pin, and perhaps burring it is a light coating of dirt.  If the character wants to create a trip line to trigger the mine, he also requires wire and at least two small steaks by which to string the trip wire.  Disarming a mine requires that the character make the required search check to find the mine.  Once it is found, the demolitionist may make a disarm check against a DC of 15.  If the check succeeds, the mine is disarmed.  If the check fails then the mine remains active, and if the check fails by more than five points the mine will detonate.  Each disarm check requires at least ten minutes, reduced by 1 minute for every two points above the DC that the check succeeded.  Rather than disarming a mine, a character may opt to detonate a mine by hitting it with a stick, by tripping wire or by throwing a grenade into the field.  Mines can be detonated by only 5 points of damage from an explosion or a bludgeoning weapon.
Mud and Movement:  The front lines of the Great War are a blasted wasteland.  The artillery fire from both sides withers the forests and the plants, leaving the ground bare of protection.  Without the roots to hold the earth together, no man’s land becomes a sea of muck for at least a week after a rain.  Some areas are naturally swamps, and are muddy all year round.  Muddy terrain lowers the base movement of characters by 10 feet.  Characters that make a double move action must make a balance check against a DC of 15 or else slip or sink in the mud.  Characters who slip or sink cannot move that round and must get up before moving again.  Some areas of muddy terrain are actually flooded with water.  The Field Marshal decides where the water is pooled and how deep it becomes.  Knee-deep water slows movement as mud.  Characters trudging through water more than knee deep are slowed to a base movement rate of ten feet per round.

A muddy battleground is a horrible place to be wounded.  Swimming or trudging through water requires more than a partial action, thus characters with broken limbs are doomed to sink and drowned unless they can be rescued or could drag themselves out through some means.  The mud of the battlefield is swimming with harmful diseases.  Muddy terrain imposes a –2 penalty to any checks against infection made while moving through muddy terrain.  Hot and humid, muddied areas impose another –2 penalty, since the area is a breeding ground for disease.  Finally, contact with water or mud reduces the lifespan of bandages by one half.  If the bandages are not dried, they stop functioning.  Bandages that were wet but latter dried can function for the whole of their duration.  At the end of their modified duration, wet bandages are destroyed and cannot be dried.

Precipitation:  Rain, sleet, and snow all have detrimental effects on the range of vision and hearing.  Precipitation can occur at almost any time and last for weeks on end.  Light precipitation occurs at the beginning and end of a storm, while medium precipitation makes up the majority of a storm.  Heavy precipitation only occurs during the most severe storms, and only then after light and medium precipitation.  During light precipitation the base range of visibility and sound is reduced by 10 feet.  During medium precipitation the base range of visibility and sound is reduced by 20 feet.  Finally, in heavy precipitation the base range of visibility and sound is reduced by 40 feet.  Heavy rain transforms regular earth into mud in only 6 hours, while light precipitation requires 48 hours, and medium precipitation requires 24.

Light sleet deals 1D6 subdual damage every two hours to characters unprotected from the falling ice.  Medium sleet deals 1D6 subdual damage each hour to characters unprotected from the hail.  Heavy sleet is much more dangerous, the falling hailstones deal 1D6 subdual damage every ten minutes to unprotected characters.

Medium snowfall counts as an area below 40 degrees Fahrenheit for the purposes of cold damage.  Heavy snowfall, if a blizzard, lowers the temperature of an area below zero degrees Fahrenheit.

Trenches and Fortifications:  Trenches and fortifications are found all over the front lines.  Trenches and other fortifications offer varying degrees of cover can absorb damage and sometimes protect soldiers from the elements.  Trenches are usually seven feet deep, allowing soldiers within to enjoy total cover from explosions and enemy fire.  Trenches made in the dirt can absorb an infinite amount of damage from explosions, since it is made out of earth.  The fronts of the trenches are equipped with stepladders to allow soldiers to climb over the top with ease.  The other side of trenches however, requires a successful climb check against a DC of 15.  Trenches intersect each other, allowing soldiers to walk to other areas without climbing over a wall.

Sand bags are a quick way to construct cover.  Ten sand bags weigh two hundred pounds, form a wall five feet wide, three feet high and one foot deep, and cover enough area to grant a standing man 1/4th cover, a kneeling man 9/10ths cover and a prone man total cover.  Sand bags have a harness of 8 and have twenty hit points for every foot of depth.

Man made barriers can be divided up into ten-foot wide sections.  The following statistics represent sections of barriers that are ten feet wide.  The destruction of one section of barrier reduces the total hit points of adjacent areas by one half.  Brick or stonewalls have a hardness of 8 and have 90 hit points, and offer a DC of 15 to climb checks to climb over them.  Concrete walls have a hardness of 10, 100 hit points and have a DC of 20 to climb checks.  Heavy wooden barriers have a hardness of 5 and can take fifty hit points of damage before collapsing; they require a climb check against a DC of 15 to climb over the barrier.   Light wooden fences have a hardness of 3, 25 hit points and a climb check of ten.

Health Conditions:  Enemy bullets are not the only threat to an army.  The conditions of the environment can prove devastating to any army that is not prepared.  The Field Marshal should familiarize himself with the conditions below, for they are frequent threats to an army.

Cold Climate:  When the mercury drops, soldiers follow.  The arrival of winter heralds death for the unprepared.  When the temperature drops below 40 degrees Fahrenheit the human body begins to take damage from the loss of heat.  Areas that are this cold are not difficult to find.  These conditions are found in the subtropics in an unusually cold winter, temperate climates in winter, and lower mountain ranges.  Each hour that a character is not sheltered from the cold must make a fortitude save against a DC of 15 plus 1 for every hour in the cold beyond the first.  Failure means that the character suffers 1D6 points of subdual damage.  This subdual damage does not begin to heal until the character is sheltered from the cold.  Once a character is rendered unconscious he begins to take normal damage from the cold.

The more frigid the climate, the higher the rate of damage.  When the temperature drops below 0 degrees Fahrenheit the rate of damage increases by a factor of six.  Climates this cold are hard to come by, they include the top of mountain peaks, Arctic and Antarctic terrain, Tundra and temperate climates in a blizzard or unusually cold winter.  Exposed characters in such a climate must make fortitude saves every ten minutes, rather than every hour.

Should a character ever be caught in wet clothing in a cold climate he suffers from the cold as though he were in a climate below 0 Fahrenheit.  If the character is already in such a climate, he must make his fortitude save every minute.

Whenever a character suffers subdual damage from the cold, he is considered to be “fatigued” until all of the cold induced subdual damage is healed.  While fatigued a character suffers a temporary penalty of –2 to strength and dexterity and cannot run or charge.  A character in full winter gear is immune to the effects of cold above 0 Fahrenheit.  Characters in winter gear are still threatened by climates below 0 Fahrenheit, but while in their winter gear they need only make fortitude saves every hour.

Hot and Dry Climates:  Some climates are particularly dry and hot.  Most often these are deserts, but temperate and tropical areas in a drought also qualify.  Insulated suits also create environments similar to these climates.  When the temperature grows above 90 degrees Fahrenheit and water is in short supply a character must make a fortitude save against a DC of 15 plus 1 for every hour of exposure to the hot climate without access to water.  If the check fails, the character suffers 1D6 points of subdual damage.  This subdual damage cannot begin to heal until the character becomes sheltered from the heat or intakes cold water.  A character wearing a hat and special desert fatigues is immune to the negative effects of a hot and dry climate.

Rain and Water:  In every soldier’s life, a little rain must fall.  Precipitation can severely hamper military movements, as well as causing sickness.  While rain on its own is not dangerous, the cold water forces the body to expend vital energy to keep itself warm.  With the body so engaged, the immune system is left vulnerable to infection.  Rain is the major source of this threat, but should a character spend a prolonged period of time in a body of cold water he is at risk.  For every hour that a character is exposed to rain or some other form of cold water, he must make a fortitude save against a DC of 10 plus one for every hour of exposure to the rain or cold water.  Failure on this save indicates that the character contracts a disease.

The base disease is a very weak for of sickness, an acute cold.  This cold has an incubation time of 1 day, has a DC of 12, and deals no ability damage.  Instead, a character is fatigued until he can throw off the disease.  Further more, if a character is well fed and given water he gains a +1 bonus to his save to throw off the effects of the virus for every day spent with the virus.

If the fortitude save to avoid disease fails by more than five points but by less than ten points, the character develops a painful bloating in one or more of his extremities.  The soldiers know this disease as “the bloat”.  The bloat has an incubation time of 1 day, a DC of 13 but deals no damage.  The bloat causes an extremity that was exposed to water to grow to large proportions and loose all sensitivity.  The effected limb behaves as though the limb was broken, with bloated hands having the effects of a broken arm and bloated feet as having the effects of a broken leg.  The bloated limb does not deal subdual damage as a broken bone would, but the ability penalties and the movement penalties still apply.  When a character finally throws off the effects of the disease, the limbs painfully shrink down to normal size over the course of a day.  While this is happening, the bloated limb behaves exactly like a broken bone in that area, causing penalties to abilities, movement and dealing subdual damage.  At the end of the day, the character is healed fully and no longer suffers ill effects.

If the fortitude save to avoid disease fails by more than ten points, the character contracts pneumonia.  Pneumonia has an incubation time of 1 day, a DC of 15 and deals 1D3 points of strength, dexterity and constitution damage.

A character cannot contract multiple colds or multiple pneumonias.  Characters can also suffer from multiple bloats, though only one bloat can affect any one limb.  A character can however suffer from a cold, bloats, and pneumonia at the same time.  Should a character spend a lengthy period of time in water, he must make fortitude saves until he either leaves the water or contracts all of the diseases.  Characters dressed in a trench coat, boots and a hat or helmet are immune to the disease effects of rain for twenty-four hours.  Wet boots and coats offer no protection until they are dried for at least one hour.  While standing in a body of water, boots can slow the effects of the water.  While wearing boots while standing in a body of water the character need only make fortitude saves every two hours, rather than every one-hour.

Starvation and Thirst:  Armies without regular access to food and water are in serious danger.  To remain healthy, a character needs to imbue at least one gallon of fluid and at least one pound of foodstuffs.  The contents of any ration pack easily satisfy this requirement.  In hot, dry climates a character requires three gallons of water every day, which is still within the reach of the average ration pack.  A character can go without water for one day plus a number of hours equal to his constitution score.  Beyond that, he must make a fortitude save against a DC of 15 or suffer 1D6 subdual damage.  The DC of the check is increased by 1 for every hour the character goes without water after the first day and the number of hours equal to the character’s constitution score.  This subdual damage cannot be healed until the character imbues at least one gallon of water.

A character can go without food for three days before suffering from ill effects.  After the third day, the character must make a fortitude save against a DC of 15 plus 1 for every day of starvation beyond the third.  If the check fails, the character suffers 1D6 points of subdual damage.  This damage cannot heal until the character consumes at least one pound of foodstuffs.

Whenever a character takes subdual damage from thirst or hunger he becomes fatigued.  The character remains fatigued until all of the subdual damage incurred from thirst or hunger is healed.  When subdual damage of this kind reduces a character to 0 hit points, the character become unconscious.  From that point on, the character begins to suffer normal damage instead of subdual damage.

Healing and Wounds

Damage:  Life is a fragile thing; it is all too easy to snuff it out.  The Great War is not a place for legendary warriors or epic fighters.  The trenches are the home of mortal heroes, men who bleed, starve and die fighting for a civilization gone mad.  High-level heroes cannot stand and take bullet after bullet without penalty.  Even the most experienced soldier can possibly die from the most meaningless injury. There are several modifications to the rules to account for the change in setting.  Field Marshals will not the similarity and the differences between the rules presented below and the rules on page 129 in the player’s handbook.  To avoid complications, a Field Marshal may decide to replace the damage rules in the player’s handbook with these rules.  All of these rules are optional, and should a Field Marshal wish to play a more traditional game, every one of them can be ignored.  The rules are only meant to be used for living beings; aberrations, elementals, oozes, outsiders and undead are immune to these effects, unless the Field Marshal decides otherwise.  Broken bones, external bleeding and penetration are all wounds that are resolved by the same mechanic and by a similar saving throw.  Field Marshals may recall that broken bones are incurred from bludgeoning damage and gun shots, bleeding is caused by slashing and piercing, penetration is caused by piercing projectiles.  With so many bullets flying through the air, the Field Marshal decide to determine all three injuries caused by bullets with a single fortitude save against a Dc of 15 plus 1 for every five damage incurred beyond the first.  The field Marshal would then roll a D6 to determine which of the three injuries the bullet causes.  Furthermore, Field Marshals hoping to speed up combat can allow characters to “take ten” on a saving throw roll to avoid injury.  Taking ten is not normally allowable for saving throws, but is permissible in regards to injuries to make the process simpler.  Internal injuries and infection are a different kind of injury than broken bones and bleeding.  Field Marshals should not allow characters to “take ten” on saving throws to avoid these injuries.

Broken Bones:  Characters have a very real risk of breaking a bone while in combat.  A broken bone is a painful and debilitating injury, and while it may allow a conscript to escape to the safety of a military hospital they can paralyze a character and bring an adventure to a screeching halt.  Whenever a character takes more than five damage from a bludgeoning weapon, a collision, an explosion, or a fall he faces a risk of breaking a bone.  Characters also risk breaking a bone when shot by a firearm.  The character must make a fortitude save against a DC of 14 plus 1 for every five points of damage dealt by the attack.  If the check succeeds, then the character has avoided breaking a bone.  If the check fails, then a bone has been broken.

The Field Marshal is at his discretion to determine where the bone breaks, but in cases where the position is less than obvious he may roll the D20 to determine the location.  On a roll of 1 through 4, the character has broken several ribs.  On a roll of 5 or 8 the character’s collarbone has been broken.  On a roll of 9 or 12 one of the character’s arms breaks, while on a roll of 13 or 16 one of the character’s legs break.  Finally, on a roll of 17 or 20 the character’s skull is fractured.

The position of the bone broken determines the detrimental effects.  A broken leg can effectively paralyze a character, but a broken rib is merely painful.  Broken ribs cause great pain with almost every movement.  Any round in which the character makes more than a partial action he must succeed at a Fortitude save against a DC of 10 or takes 1D6 subdual damage from the pain.  A broken collarbone is extremely painful and limits a character’s movements.  All spot checks are made at a –2 penalty since the character cannot move his head freely, and in any round where a character makes more than a partial action he must make a fortitude save against a DC of 10 or else take 1D8 subdual damage from the pain.  Broken arms severely limit a character’s actions.  The arm becomes immobile; the character’s strength modifier is reduced by 4.  The character cannot use two-handed weapons, and in every round where he makes more than a partial action he must make a fortitude save against a DC of 15 or suffer 1D8 subdual damage.

A broken limb leaves a character terribly hobbled.  First, the dexterity modifier of the character is reduced by 4.  Next, the movement rate of the character drops to one third of the original movement rate.  The character cannot attempt a double move action, nor can he run.  Every time the character makes a move action or takes more than a partial action that character must make a fortitude save against a DC of 20 or else suffer 1D8 subdual damage.  A fractured skull is a very dangerous wound.  The character is severely dazed and disorientated; the charisma, intelligence and wisdom modifiers are all reduced by 4.  The swelling of the skull is very painful, every round in which the character makes any action but a partial action he must make a fort save against a DC of 20 or else suffer 1D12 subdual damage.  If the character is rendered unconscious from this subdual damage, he stands a risk of dying from a concussion.  Every round that he is unconscious, he must make a fortitude save against a DC of 20 or else take 1D12 points or real damage.

The effects of a broken bone remain until the character has healed.  This requires a great deal of time devoted to rest, preferably in a hospital.  Broken bones heal themselves in a number of days equal to the DC of the check to avoid breaking the bone.  Healing a broken bone requires first that the bone be set by a successful first aid check, that it be put into a bandages, a splint or a cast, and that the character rest.  Complete bed rest does not speed up the healing of the bone, but the administrations of a doctor might speed up the process.  While healing a broken bone, certain muscles begin to atrophy from the prolonged lack of use.  For every five days that a character heals a broken bone, he takes 1 point of temporary ability damage.  Unlike normal ability damage, this atrophy cannot begin to heal until the character has healed the broken bone.  Damage to the collarbone, ribs or skull do not cause atrophy, but broken arms cause strength damage and broken legs cause dexterity damage.

External Bleeding:  Whenever a character suffers damage from a slashing or piercing weapon he begins to bleed.  When damage is inflicted with a bludgeoning weapon or a cut is small, the bleeding is limited to a simple cut that can coagulate and heal in minutes.  In other cases the bleeding is much more serious.  Whenever a character suffers more than five points of slashing or piercing damage he must make a fortitude save against a DC of 14 plus 1 for every five points of damage dealt by the attack.  If this save succeeds then the character is fortunate, the wound has missed any veins or arteries and the loss of blood is too slow to cause more damage.  However, if the save fails then the bleeding is much more serious.  For every two points by which the check fails the character will take 1 point of temporary constitution damage every thirty minutes after having taken the wound.  This damage is evenly spaced out over time, so should the character be taking 3 points of con damage the character will take one point every ten minutes.  Should a character fail his save by only one point, he still takes 1 point of temporary constitution damage for every thirty minutes.

For example, a 1st level Turkish soldier takes a shot in the chest from a British Lee Enfield rifle.  The shot is severe and deals him 11 points of piercing damage; the DC of the save is thus 14.  The soldier attempts his fort save, which results in a total of 10.  The check failed by four points, thus the soldier will take 2 points of temporary con damage spaced out evenly every half hour, thus he will take one point every fifteen minutes until the bleeding stops.

The constitution damage caused by multiple wounds stacks.  Characters that are shot often are in serious danger from bleeding to death.  The effects of a bleeding wound remain until they are completely healed.  The human body is fragile, but not without an ability to repair itself.  Bleeding wounds heal themselves after a number of hours equal to the DC of the fortitude save to avoid the bleeding wound.  From the above example, the DC to avoid bleeding was 16.  Thus the Turkish soldier would need 16 hours for his wound to coagulate and heal.  Lost hit points and constitution damage is not healed in this way, the wound merely stops bleeding and the constitution damage stops accumulating.  Temporary constitution damage heals by one point for every day of rest and two points for every day of complete bed rest.

Field Marshals may wish to keep track of the number of external wounds and their locations for the purpose of first aid and amputation checks.
Infection:  The world is a dirty place, especially the trenches.  The slightest wound stands the chance of becoming infected from the countless species of microorganisms that infest the septic trenches of Europe.  When a character has an exposed wound, such as an externally bleeding wound or a broken limb, and is in a filthy area such as a trench or swamp, he stands the risk of infection.  The character must make a fortitude save every hour against a DC of 12 or else contract filth fever, as described in the Dungeon Master’s Handbook.  Filth fever has a DC of 12, an incubation time of 1D3 days and deals ability damage of 1D3 dex and 1D3 con.  The temporary ability damage occurs every day after the incubation period unless the character makes a successful saving throw against the DC.  A character can only contract filth fever once, but multiple wounds may be infected.  

The Field Marshal may wish to keep track of the number of infected wounds and their location for the purpose of a profession: medicine amputation check.  The Field Marshal should remember that ability damage heals by one point in any one ability for each day of rest and by two points for complete bed rest.

Internal Injury:  The human body is a fragile instrument.  Just as the exterior can be cut, broken and burned, so too can the inside.  Whenever a character takes a large amount of damage from a single attack, he risks serious internal injury.  Should a character take ten points of damage from a single source, that character must make a fortitude save against a DC of 14 plus 1 for every five points of damage dealt beyond the first ten.  If this check succeeds, the character has avoided internal injury.  If the check fails, then the character has taken internal injuries and is in serious danger.  Internal injuries can come in many forms; they could be brain trauma, swelling around vital areas, internal bleeding or internal burns.  Whatever the form, all internal injuries cause the same effect.

As soon as a character suffers an internal injury he begins to die.  Every round after taking the injury the character must make a fortitude save against a DC equal to the DC of the check to avoid internal injury.  If the check fails then the character suffers one point of damage.  If the check succeeds, then the character avoids losing another hit point.  The character must continue making saving throws until the character is either succeeds in his saves to resist the injury twice in a row, or is stabilized by a surgical procedure.  The success of a medic’s first aid check can stabilize a character, but the internal injury continues to be a threat until the character receives surgery or heals by making two saving throws.  Internal injuries can be brought on by the trauma of numerous small wounds.  If a character is brought below zero hit points, he automatically suffers an internal injury and begins to die.  This internal injury can be stopped by the same methods for ending other internal injuries.

Penetration:  All manner of debris can feasible imbed itself into the human body, including glass, rocks, bullets, and shrapnel.  Whenever a character takes more than five points of damage from a hit with a piercing projectile he must make a fortitude save against a DC of 14 +1 for every five points of damage dealt by the attack.  If this check succeeds, the projectile either passes through the body or it has imbedded itself in such a manner that it will do no harm.  If the check fails then the projectile has imbedded itself into the body and is causing damage.  While a projectile penetrates a character’s body, a surgery check to stabilize is impossible, the surgeon must remove the penetrating item and then attempt his stabilization procedure.  Further more, unless the projectile is fine or smaller, it is protruding from the character’s body.  In such a case the projectile mimics the effects of a broken bone in that area until the projectile is removed.  Bullets are fine projectiles, so victims shot by a gun are saved from this nasty effect.

Stun:  Explosions are a common occurrence during the Great War.  Explosions deal fire damage in a given radius, but they also send out shock waves through the air.  This shock wave is less deadly than the actual explosion; it deals a certain amount of subdual damage.  Whenever a character suffers subdual damage from an explosion he is stunned for the next round.  A stunned character cannot act and loses his dexterity bonus to his AC.  Furthermore, any attacks made on a stunned character suffer a +2 bonus.  The effects of a stun begin in the round when the explosion occurs, and last until after the character would take his action in the next round.  The character cannot act, but spends his action regaining his composure.  After the character would have otherwise acted, he is no longer stunned, unless some other explosion detonated in that round.

Modern Medicine:  At the time of the Great War, modern medicine had advanced quite considerably.  Every military organization has its own pool of trained medical physicians to help save lives as heal wounded soldiers.  The following actions are based around the skills first aid and the Profession: medicine.

First Aid:  As soon as a character is injured, first aid can be applied.  First aid represents the immediate attention of a trained medical technician.  First aid involves simple procedures to stop bleeding, disinfect wounds, and stabilize dying characters.  Any character may make only one first aid check to administer to a single wound.  After that first check no more checks may be successful.  When first aid fails, surgery may be the only answer.  

Bandage Wounds:  Perhaps the most important skill in first aid, the ability to stop the flow of blood can help save lives.  The character administering first aid must have access to bandages, rages, sutures or some other material to bind the wound.  The medic makes a first aid check against a DC of 15.  If the check succeeds, all bleeding from that wound is stopped for one hour and for another hour for every 2 points by which the check succeeded.  If the check fails, then the bandage is less than adequate to stop the bleeding.  If the check fails by less than five points, then the bleeding is still reduced by one point for every half hour.  If the check fails by 5 or more than the bleeding continues unabated.  The life of bandages may be extended with the cooperation of the wounded character.  If the wounded character does nothing but rest the bandage will last for twice the amount of time

Cauterize Wound:  When a character is suffering from a wound that cannot be bandaged, cauterizing the wound may be the only answer.  By successful cauterizing a wound the flow of blood is halted and the wound is cleaned, protecting the character from infection.  This first aid check requires a clean metal object, heated to a temperature great enough to burn flesh.  This check usually requires that a fire of some kind be burning near by, so as to keep the cauterizing metal hot.  The medic uses the burning metal and applies it to the wound, inflicting 1D4 subdual damage each round.  The medic makes a first aid check against a DC of 15.  If the check succeeds, then the wound is cauterized in one round.  For every point by which the check fails, the wound takes another round to cauterize.  Thus cauterizing a wound is a risky affair that often causes as much damage as it prevents.  Bandages are still the first, best option for a medic.

Inject Morphine:  A medic may use a syringe to inject a wounded character with morphine.  This requires one full round action from the medic, and a first aid check against a DC of 10.  The medic may take a minute to “take ten” on this check. Should the check fail be more than five, the syringe breaks.

Disinfect Wounds:  A medic may use the first aid skill to wash a wound and reduce the threat of infection.  A medic can use alcohol, iodine or some other disinfectant to stave off infection.  The medic attends to the wound for one minute, and makes a first aid check.  Whenever the wounded character makes a check against infection from that wound, he uses the medic’s check in place of his own save, unless his saving throw is better.

Remove Projectile:  A medic may use the first aid skill to remove a stone, a bullet, a shard of glass or some other projectile from a body.  This action requires one minute of concentration and the appropriate tools, located in a medic kit, a doctor’s bag, or a hospital stock.  The medic makes a first aid check against a DC equal to 15.  For every two points that this check succeeds, the required time is lowered by one round, to a maximum of one round.  For every point that this check fails the removal requires one more round.  For every round that the medic is removing the bullet, the character makes a fortitude save against a DC of 15 plus one for every round that the medic has spent removing the projectile.  If the patient fails this fortitude save, he suffers 1D6 points of subdual damage.

Stabilize the Dying:  First Aid training allows a medic to stabilize a dying character.  This stabilization takes a number of forms, it might be mouth-to-mouth resuscitation, it might be positioning the body to reduce swelling, or it might be simple CPR.  A medic can use this skill to protect a wounded character from damage from a fractured skull or internal injuries.  The medic makes a first aid check against a DC equal to the DC of the character’s fortitude save to avoid taking damage from internal injuries, or the DC to avoid subdual damage from a fractured skull.  If the check succeeds, the internal injuries are slowed.  The injury only deals damage every ten minutes, rather than every round. So long as the wounded character does nothing but lay on the ground or a stretcher the injuries begin to deal damage at their original speed.  Thus, should the character take more than a partial action, he begins to suffer from the injury once more.

Set Broken Limb:  Broken ribs, arms, legs and collarbones can be set and bound with a successful first aid check.  By using bandages on ribs or collarbones, and a splint on arms and legs, the wounds can be addressed so that the character is allowed some motion without risk.  By spending five minutes with bandages or with a splint a medic may make a check against a DC of 15.  If the check succeeds, then the character is allowed more motion.  The character still suffers the debilitating effects of the break, but no longer risks subdual damage for taking actions greater than a partial action.  If the check fails, then the bandages or splint are inadequate.  Should the check fail by more than five points, then the character must make a save against subdual damage as though he had just taken more than a partial action and failed the fortitude save.  Splints and bandages used for this purpose do not last for long.  A splint or a series of bandages only function for one hour plus one half hour for every two points above the DC that the check to apply the splint or bandages succeeds.  For example, if a medic applies a splint to a broken leg and makes a check of 19, the splint will be effective for two hours.  If a character remains completely immobile, the splint or bandage will last for twice the amount of time.

Treat Poison:  A medic can assist a character escape the effects of poison.  A medic may bleed the patient, induce vomiting, or apply compounds to counteract the effects of the poison.  Treating poison works in a similar manner as treating disease; the patient may use the medic’s first aid check in place of their fortitude save.  However before making a first aid check, a successful knowledge: toxicology check is required against a DC of 10.  For every five points by which the knowledge toxicology check succeeds, the subsequent profession: medicine check gains an insight bonus of +2.  The use of anti-poison drugs gives a circumstantial bonus of +2 to the check.

Professional Care:  First aid treatment is the first step in healing the wounded, professional care is the next.  Professional care is used to treat patients with injuries to severe or too deep to be helped by first aid.  Professional care allows a doctor to diagnose problems, increase the speed of healing, and help patients throw off the effects of disease.  The skill profession: medicine is used for all of these tasks, as well as for surgical procedures.  Without professional care, a character heals at a slow rate.  Characters regain 1 hit point for every character level for every day of rest, and 150% of that every day of bed rest.  Characters can throw off a disease by making a fort save against a DC equal to the disease’s DC.  Each day of rest a character may heal one point of temporary ability damage in one ability, and two points to be divided amongst the abilities by the Field Marshal for every day of bed rest.

The Field Marshal should note the difference between a nurse and a doctor.  For the purpose of profession: medicine checks, both are “physicians”.  A doctor always performs surgery, and doctors administer some treatments.  Sadly, the demand greatly outnumbers the amount of doctors.  Thus, nurses are recruited to perform the tasks that doctors cannot, or simply prefer not to do themselves.  Nurses possess ranks in profession: medicine, but do not possess the feat educational degree: medicine.  Doctors outrank nurses, these men instruct the nurses to give certain patients certain treatments.  In short, the nurse becomes the “physician”, but she will only perform the treatments allowed by the doctor.  Some nurses are just as, if not more, knowledgeable in medicine than the doctors who instruct them.  Nonetheless, they are still under the command of their male counterparts, and must obey them or else risk dismissal.

Amputation:  Bleeding wounds stand a fair chance of becoming infected in the Great War, and with infection comes death.  Doctors in the Great War are more concerned with saving lives than saving limbs.  If a patient’s limb becomes gangrene, then it will have to go.  When a patient is suffering from a disease brought on by a bleeding wound, the doctor has the ability to end the disease by surgically removing the infected area.  The “physician” takes one hour and surgically removes the infected limb.  This surgery check is made against a DC of 15.  This check is modified by all of the modifiers described below.  Surgeons must be careful to tie up every vein and artery, or else the patient will begin to bleed.  Should the check fail be more than 2 points, the character will suffer from an external wound as if he was dealt 5 points of slashing damage.  For every two points below the DC that the check resulted, the external wounds behaves as though it was brought on by 5 more points of damage.  For example, a surgeon makes an amputation check of 8, failing the DC by seven points.  Thus the victim will bleed as though he had suffered 20 points of damage.  The patient must now make a fort save against a DC 18 or begin to bleed.  If the amputation check is successful, the limb has been removed.  Any disease that entered the body through a bleeding wound on that limb will now subside.  Field Marshals should recall that a proper diagnosis check is needed before such a surgical operation.  There is the grim potential that the surgeon failed this check, and actually hacks off the wrong limb.
Applying a Cast:  Splints and bandages are short-term solutions for broken limbs.  A cast is a solid piece of a paper-mache like substance.  This cast holds the set broken limb in a position to maximize healing.  Unlike a splint, a caster remains effective for days.  The physician makes a profession: medicine check against a DC of 15.  If the check succeeds, the cast is effective for fifteen days.  For every two points that the check fails, the time that the cast is effective is reduced by 1 day.  For every two points by which the check succeeds, the cast is effective for another day.  At the end of the cast’s effectiveness, it cracks noticeably.  Standard procedure is to replace casts after fourteen days, but in crowded front line hospitals, this is not always the case.  While in a cast, the character still suffers the debilitating effects of a break, but may take more than partial actions without having to make a check against subdual damage.

Applying a cast requires the equipment found in a military or civilian hospital, half an hour of time, and that the limb has been set by a successful first aid check.  Casts have a hardness of 2 and can withstand 10 points of damage before being cracked.  While in a cast, a character may be directed to perform physical therapy so as to heal the atrophy damage as it accumulates.

Diagnosis:  Before a doctor can begin to make profession: medicine checks, he must understand the whole problem.  This requires a profession: medicine check against a DC of 15.  If the check fails, all subsequent attempts to heal the character are doomed to failure.  If the check succeeds, the doctor understands the nature of the problem and can begin to assist the patient.  For every five points by which the check succeeds, the doctor gains a +1 insight bonus into profession: medicine checks to help heal that wound or disease.

Long Term Care:  When a character is seriously wounded, long-term care is the best option for healing.  Characters normally heal 1 hit point for every character level for every day of rest, and 150% of that amount when the character gets complete bed rest.  The supervision of a trained physician or nurse improves the rate of healing.  The use of medicine, physical therapy and a variety of treatments are covered by long-term care.

A doctor must spend one hour of time each day with the patient to improve the rate of healing, at the end of the hour the doctor makes a profession medicine check against a DC of 15.  If the check succeeds, the patient regains 1 more hit point each day of rest for every five points by which the check succeeded.  The doctor can only make a long term care check once per day, but can decrease the difficulty class of the check by one point for every hour after the first spent administering to the patient.  The doctor may not take ten on this check.  It is a rare occurrence for any doctor in a hospital, especially a field hospital, to pay so much attention to any single person.  Private doctors may devote this level of care, but needless to say this private care is very expensive.  Multiple doctors may attempt medicine checks, but the rate of healing cannot be increased beyond the first successful check.

Pharmaceuticals:  The creation of specialized medications makes a physician’s job much easier.  Well-designed pharmaceuticals supplement a body’s natural healing process, allowing the body to rebuild itself much more quickly.  A doctor that has access to a wide variety of drugs may gain a +2 to all profession: medicine checks to assist in long term healing, disease treatment, physical therapy and poison treatments.  To gain the bonus, the doctor must expend one dose of antibiotic, painkiller, antidotes or muscle building drugs.  The field Marshal might want to keep track of drug expenditures in cases where supplies are limited.

Physical Therapy:  Physical therapy is in its infancy, but it is gaining popularity in hospitals far behind the enemy lines.  Physical therapy is made up of many different forms of exercises designed to rebuild damaged muscles.  Temporary ability damage naturally returns to characters at a rate of one ability point for each day of rest, and two points for every day of bed rest.  If a physician spends five hours each day overseeing a wounded character’s physical therapy, the physician may make a profession: medicine check against a DC 15 +1 for every point of temporary ability damage that the character has not yet healed.  If this check succeeds, then the character may heal one extra point in strength or dexterity.  For every five points by which the physician’s check succeeds, the time required to oversee therapy drops by one half hour.  If the check fails then the character heals only at the normal rate.

Remove Projectile:  A trained surgeon may use the profession: medicine skill to remove a stone, a bullet, a shard of glass or some other projectile from a body.  This action requires one minute of concentration and the appropriate tools, located in a medic kit, a doctor’s bag, or a hospital stock.  The surgeon makes a profession: medicine check against a DC equal to 15.  For every two points that this check succeeds, the required time is lowered by one round, to a maximum of one round.  For every point that this check fails the removal requires one more round.  For every round that the medic is removing the bullet, the character makes a fortitude save against a DC of 15 plus one for every round that the medic has spent removing the projectile.  If the patient fails this fortitude save, he suffers 1D6 points of subdual damage.
Stabilize the Dying:  Once first aid becomes impossible, surgery is the only option available to a modern medical practitioner.  If a character is suffering from an internal injury a successful surgery check will stabilize the character.  The actions involved in a surgery check include the removal of bullets, the application of surgical staples, sutures and stitches and the amputation of certain organs.  A surgery check can only be preformed by a doctor with at least 5 ranks in profession: medicine and a feat devoted to Educational Degree: Medicine and one feat devoted to Educational Degree: Surgery.  The bonuses of these two feats do not stack.

Most surgery patients are those who were stabilized by first aid, and are brought by stretcher to the surgeon’s table.  In a battle, hospitals are swamped and so the wait may be extremely long.  Once a character is prepped for surgery, the physician must diagnose the problem.  If the diagnosis check fails, then all subsequent surgery check will automatically fail.  Just as described above, for every five points by which the diagnosis succeeds, the subsequent checks gain a +1 insight bonus.

  Surgery requires at least one hour of work before the surgeon may make the check.  The difficulty class of the check is equal to the DC of the wounded character’s fortitude save to avoid the internal injury.  Should the character be suffering from internal injuries sustained from being dropped to 0 hit points; the DC is 10 + 1 for every negative hit point.  Thus, treating a character who was stabilized at –6 hit points, has a DC of 16.  The surgeon may increase the probability of success by spending more time in surgery.  For every hour after the first the surgeon may reduce the difficulty class of the check by 2.  This is a risky decision, for a dying character may not have the time for the doctor’s patience.  Surgery often aggravates the wounds, thus for every hour of surgery the surgeon must make one profession medicine check to avoid causing one point of damage.  This damage does not destabilize a character, but it might be enough to kill a severely wounded character.  Further more, in a battle most doctors will never spend extra time on a patient.  This is the essence of triage; a doctor rations his time with cold-hearted logic.

  The surgery procedure requires a number of tools, such as forceps, scalpels, clamps, sutures, surgical staples, and stitching thread.  Without the proper tools, the surgeon may not be able to operate.  The tools contained within a doctor’s bag, or a military hospital stock would suffice as proper tools for these purposes.  The Field Marshal may rule that a surgeon may improvise tools, but this increases the DC of the surgery check by 5.  Surgery checks also require proper lighting, clean conditions, ample space, peace and quiet, and many other factors.  Without these important factors, the DC of the surgery check increases by 5.  Surgery often requires the use of assistants to the surgeon.  The presence of assistants decreases the DC by 2.  If all of the assistants are trained in profession: medicine, they offer an additional +2 bonus to the surgery check.

After surgery is complete, the patient suffers a very real risk of infection.  The patient must make a fortitude save with a base difficulty class of 5.  The difficulty class of this check increases by 5 if the tools were not sterilized before surgery.  The DC increases by another 5 if the tools were not even washed before surgery.   If the conditions of the location of the operation were not sterile, the difficulty class increases by 5; if the conditions were not even clean the DC increases by another 5 points.  If the patient fails the save, then he contracts a disease.  The base disease resembles filth fever, as described in the Dungeon Master’s guide.  This disease has an incubation time of 1D3 days and does 1D3 ability damage to Dexterity and to Constitution.  The Field Marshal may change the disease, depending on the circumstances.

Transfusions:  Temporary constitution damage caused by bleeding can be healed by a transfusion of blood.  A physician with access to stores of fresh blood can spend fifteen minutes to arrange a transfusion of blood into a wounded character.  The physician makes a profession: medicine check against a DC of 15.  If the check succeeds, then the transfusion is successful.  If the check fails, then the transfusion will function properly, the blood will back up, was injected into the wrong spot or be rejected by the body.  If the check succeeds, then the character will regain 1 constitution point for every pint of blood transfused.  The constitution damage is not instantly healed; the body needs time to adjust.  This healing resulting from the transfusion occurs only after fifteen hours.  A doctor can make the exact same check to drain an equal amount of blood from a patient.  This drain deals one point of constitution damage for each pint of blood drained.  This blood can be stored for three days in a hospital before it spoils.

Treat Disease:  Physicians can assist their patients in throwing off the effects of a disease.  A character with the skill profession: medicine may make a treatment check.  The patient may use the profession: medicine checks in place of his own fortitude save to avoid ability damage from the disease.  After two successful saves in a row, the patient becomes cured of the disease.  If the practitioner of medicine has access to modern pharmaceuticals, the profession check receives a +2 bonus to allow the patient to recover.

Treat Poison:  A physician can assist a character escape the effects of poison.  A physician may bleed the patient, induce vomiting, or apply compounds to counteract the effects of the poison.  Treating poison works in a similar manner as treating disease; the patient may use the doctor’s profession medicine check in place of their fortitude save.  However before making a medicine check, a successful knowledge: toxicology check is required against a DC of 10.  For every five points by which the knowledge toxicology check succeeds, the subsequent profession: medicine check gains an insight bonus of +2.  The use of anti-poison drugs grants a +2 bonus to this check.

Scaling Combat

Mass Combat:  Armies, not by individuals, fought The Great War.  This simple fact makes the Field Marshal’s job that much more difficult.  The rules of the D20 system are not well suited for combat between huge groups of soldiers.  There are also other problems when a Field Marshal must resolve the actions of many different NPCs against an individual.  The rules of mass combat are designed to help a Field Marshal resolve these problems and thus allow his players to enjoy a wide range of role-play, extending from single combat to mass combat.

Grouping:  The first part of mass combat is the grouping.  A Field Marshal must decide how he is going to organize the large numbers of NPCs.  A Field Marshal may decide to group men into units of fives, tens, twenties, and so on.  It is important for a Field Marshal to be consistent in his grouping; it is unfair to pit five groups of five against a single, unwieldy group of twenty-five.  In mass combat against individuals, this grouping should be kept to a minimal.  NPCs cannot be grouped together if they are different from one another.  Small numbers of soldiers could be grouped with large numbers of conscripts, but officers are never grouped with any other classes.  To be grouped together, these individuals must be close together, no more than fifteen feet apart at any time.  When soldiers are spread to far apart, they must fight as individuals against groups.

Lost in the Crowd:  The group will act as though only one entity, it can take only those actions that the majority may take.  When the groupings are formed, the Field Marshal determines what skills and feats the group possesses.  The group will only be able to use those skills that at least 75% of the NPCs possess.  The ranks of these skills are averaged out.  The modifiers for ability scores are to be ignored unless a minimum of 75% of the group possesses the same modifier or greater.  Saving throws and attack bonuses are averaged out.  The hit points of the group are averaged out.

Casualties:  The Field Marshal plays the NPC groups, as though were individuals.  The groups can move, fire, swim and climb, and perform any skill that the majority of the group possesses.  When a group attacks, the Field Marshal rolls one D20 and uses the averaged ranged attack bonus to resolve the action.  When a group’s averaged hit points run out, the group is broken.  This means that most of the soldiers within are dead, dying, or wounded.  The group cannot act in combat, they are effectively scattered to the wind.  The Field Marshal can ignore injury rolls for groups, for the sake of simplicity.

Shepherds and Sheep:  Mass combat is the domain of officers and natural leaders.  An officer is never treated as part of a group, unless he is grouped together with officers of similar levels.  Officers use the leadership skill to move the groups around.  In short, the groups would tend to stay in one place and only fire when fired upon unless they are under the command of an officer.  The officers make the decisions, give the orders and oversee the results.  Only one officer commands any single group, but he might be commanded in turn by a higher-ranking officer.  Through this, whole armies may be granted the benefits of a winning strategy.  When making a leadership check to apply strategy bonuses to a large group

One Man Army:  While the above rules allow a Field Marshal to easily govern combat between armies, it remains difficult to allow groups to target individuals.  There are many cases where individual PCs will be attacked by too many NPCs for the Field Marshal to resolve the combat normally.  Examples might include an ace being attacked by antiaircraft fire, or a scout being caught in the middle of no man’s land.  This often only applies to ranged combat, since the size of human targets limits the amount of melee attackers.  Ranged combat between individuals and groups is the only suitable scenario for these rules.

Fire at Will:  When an individual attacks a group, he is severely disadvantaged.  The individual must take aim and fire at individual soldiers, though the rules for stray bullets still apply.  Even a miss can prove as effective as a hit.  The attacks of the group are handled differently.  The group makes its averaged attack roll, with a +1 modifier for every five individuals in the group that can accomplish that act.  The position of the group may limit this, a line of soldiers twenty med wide and four deep can really only bring a fraction of the guns to bear.  As a general rule, on level ground only three lines of men can fire, with the first line prone, the second kneeling and the third standing.  More men can fire on a slope, if they spread themselves out and the slope is long enough to accommodate all of the shooters.  What ever the number of attackers, for every 2 points by which the attack roll succeeds one more attack is successful up to a maximum of one attack for every attacker.

When an individual commits an attack that would cause a reflex save, the individuals of the group caught in the area of effect make their own saving throws.  For actions where the majority of the group must make a saving throw, the whole group makes its collective saving throw.  In some cases, the effects will seem almost implausible.  For example, if a group rolls a saving throw against a machinegun’s spray attack and rolls so poorly that they take multiple bullets, the number of soldiers hit might appear to out number the bullets fired.  In this case, the Field Marshal should recall that powerful explosions and projectiles can pass right over and through human bodies and strike more targets than might seem possible.

For example, a German machinegun crew catches a unit of thirty French conscripts crawling through a narrow hole in a barbed wire complex.  The gunner sprays the area; with all modifiers added his roll is a 15.  The conscripts are all simple 1st level conscripts, so their reflex save bonus is 0.  The French group rolls its saving throw, and they roll a 3.  The average hit point total of the conscripts is 5 and the machinegun deals far more damage than the troops have hit points.  The group is broken, whether this means they are all dead, all wounded, or even just scattered is up to the Field Marshal.

Artillery Batteries:  The attacks of massed artillery batteries are carried out in the same manner as group attack against individuals.  The artillery crew all makes spotting checks as one, and then draw beads, and aims as one.  Each of these check gains a +1 bonus for every artillery crew involved beyond the first.  A successful aiming check allows a single artillery piece to hit the target.  During the aiming check, for every two points by which the check succeeds one more shot is successfully aimed. Each shot makes the same deviation roll, but the scatter roll is made for each shot.  Thus, each shot misses the target by the same distance, but they each might land at a different position relative to the target.

For example, a French monoplane flies over a German encampment and takes fire from eight antiaircraft guns manned by conscripts.  The Field Marshal could easily resolve the attacks of four guns but eight is too many, he decides to speed things up.  The spot check is made once, and the crews spot the aircraft within their fourth range increment, however the crews take their time and wait for the plane to get closer.  The crews draw a bead on the airplane; the plane is flying a 20 miles per hour and is within 2 range increments.  The spotters roll a 14, modified by –2 for speed, -2 for range, +4 for their ranks in spot, and +4 for their numbers.  The total is 18, more than enough for successful bead.  They aim into a thirty-foot radius circle; they roll an 18, modified by -2 for range, 4 for ranks, 4 for the number of crews and –7 for the small radius of the circle for a total of 17.  Two crews hit the target, and their subsequent deviation roll is made with a -10% bonus.  The Field Marshal rolls a 40%, modified into a 30%.  Each of the shots will miss the center of the target by roughly nine feet.  The Field Marshal rolls the scatter rolls, resulting in a 1 and a 6.  One shell strikes the plane in the front, the other strikes behind and to the right of the plane.  One shot misses but the other strikes the plane right in the nose.  The French pilot had better have a parachute handy.

Encounters in No Man’s Land

No Man’s Land:  When a soldier steps out of the safety of the trenches there is no guarantee what he will encounter.  Field Marshals should plan the encounters ahead of time, he should already know where barbed wire, minefields and machineguns are placed before the party enters the battlefield.  Nonetheless, a Field Marshal might find it useful to use a random encounter table to create encounters on the fly.  The encounters need not necessarily be scaled to fit the party level.  Even a first level conscript can ruin a mission with a single gunshot.  Each encounter lists the threat encountered and the distance.  In conditions like darkness or rain the encounters may occur at ranges too great for either side to notice one another.  In such a case the Field Marshal must keep track of where either group is moving, so that he knows when they will encounter each other.  The field Marshal rolls for a random encounter for every 200 feet of distance traveled.  Often this will mean that the players will only encounter one random encounter, except when they roll 100 on their D100 roll.

1%-5%:  Five 1st level conscripts and one 1st level field officer.  Distance = D20 * 30 feet.

6%-10%:  Twenty-five 1st level conscripts and one 3rd level field officer. Distance = D20 * 30 feet.

11%-15%:  Fifteen 3rd level veteran conscripts and one fifth level field officer.  Distance = D20 * 3o feet.

16%-20%:  Machinegun crew of 5 first level conscripts.  Distance = 2D20 * 30 feet.

21%-25%:  Mortar crew of 5 first level conscripts and one 3rd level field officer with binoculars.  Distance = 5D20 * 30 feet.

26%-30%:  Five 3rd level scout soldiers.  Distance = D20 * 30 feet.

31%-35%:  Ten 3rd level marines soldiers.  Distance = D20 * 30 feet.

36%-40%:  Fifteen 3rd level cavalry soldiers and one fifth level field officer.  Distance = 2D20 * 30 feet. 

41%-45%:  Twenty 3rd level shock troops.  Distance = D20*30 feet.

46%-50%:  Barbed wire fence, 5D20 * 10 feet wide, 1D10 * 10 feet deep.

51%-55%:  Barbed wire fence, 5D20 * 10 feet wide, 1D10 * 10 feet deep.  One hole in center of fence twenty feet wide, filled with mines.  Mine field density 5.

56%-60%:  Barbed wire fence, 5D20 * 10 feet wide, 1D10 * 10 feet deep.  One hole in center of fence twenty feet wide, filled with mines.  Mine field density 10.

61%-65%:  Minefield, 2D10*10 feet wide, 1d10 * 10 feet deep, density 4.

66%-70%:  Minefield, 2D10*10 feet wide, 1d10 * 10 feet deep, density 4, machine gun crew of three 1st level conscripts 2D10*10 feet behind the minefield.

71%-75%:  Light howitzer or field gun shell impacts 2D10*5 feet away.

76%-80%:  Medium howitzer or field gun shell impacts 2D10*5 feet away.

81%-85%:  Heavy howitzer or field gun shell impacts 2D10*5 feet away.

86%-90%:  Twenty five 1st level conscripts, five 3rd level soldiers armed with flamethrowers or Lewis guns, one fifth level field officer.

91%-95%:  One enemy tank.

96%-99%:  Roll twice on encounter table.

100%:  Full on enemy assault.  Roll encounter table 5 times.

Attacking a Structure

Attacking a Structure:  People are not the only target of an army.  The fortifications, the bridges, the rails and the roads of the enemy army are all targets of an attacker.  Attacking an inanimate structure is more difficult than it might appear at first.  The hardness of most building materials makes bullets and blades worthless tools for a saboteur.  Dynamite and nitroglycerine make excellent tools to destroy structures, as do artillery shells.

Attacks on structures should be divided up amongst ten-foot sections of the structure.  Damage dealt to a wall applies to the ten-foot area caught in the attack.  When a ten-foot area is destroyed, that section of the structure falls, reducing the hit points of adjacent walls by one half.  Attacking key areas, such as pillars, beams, or other forms of structural support, can bring down objects like bridges.  The Field Marshal should keep in mind that a building is engineered to depend on certain structural supports, when these supports are destroyed the building collapses.

Different building materials have different hardness.  This harness is deducted from the damage dealt by light arms, machineguns, melee weapons and explosions.  Dirt and sand mounds have a hardness of 0, as does plaster.  Frozen earth has a harness of 2, wood has a harness of 5, stone and brick has a hardness of 8, concrete has a hardness of 10 and steel has a harness of 12.  For every foot of thickness, a structure or structural component can absorb a certain amount of hit points worth of damage before collapsing.  Plaster has ten hit points for every foot, sand and earth has twenty hit points for every foot of thickness.  Wood can absorb 50 hit points for each foot, stone and brick can absorb 70, concrete can absorb 85 for each foot of thickness, and steel can absorb a maximum of 100.  Most walls, ceilings and floors are only half a foot thick, thus each ten square foot section has only half of the hit points listed.

When a structure loses 50% of its hit points, a hole developed inside of the structure.  This hole is usually five feet wide, and grows by one foot in diameter for every 10% of the hit points that the structure loses.  Sand and earth do not develop holes since the small particles fall into the gap.  Instead the height of the mound drops by five feet plus one foot for every 10% of the hit points lost afterwards.  Big dunes of sand, hills or other geographical features are far to thick be destroyed by small arms or artillery fire.  Field Marshals should not bother to keep track of the hit points of such huge objects. 

Fallen Structures:  Large structures must be broken up into multiple components.  Large buildings may have East wings, west wings, towers, and other buildings attached upon a central structure.  When a structure collapses, it deals damage to everything it falls upon.  As a general rule, whenever a floor or wall falls it deals an amount of damage equal to one quarter of its original hit point total to everything it falls upon.  A successful reflex save against a DC 15 can reduce this damage to half if the character was beneath a collapsing wall or ceiling.  This save can reduce the damage to zero if the structure was small enough to dodge, such as a falling tree or pillar, or if the character was standing near a door, window, or some other exist.  Character’s who suffer bludgeoning damage from the collapsed structure are partially buried in the rubble.  Escape from the rubble requires a strength check against a DC of 10 plus 1 for every point that the reflex save failed.  Character’s buried in this manner are pinned by the rubble and cannot move until they, or someone else, lifts the rubble.  

Vehicular Combat

Vehicles in Combat:  World war one is the first war where motorized vehicles played a roll.  It is in the battlefields of Europe that Gothic Earth is introduced to the armored car and the tank.  Massive zeppelins and speedy airplanes crisscross the skies of Gothic earth while gigantic ships of war plough the seas.  Vehicles will feature prominently in the Great War; they will be a common sight to soldiers in the field.  Field Marshals will notice that the rules are somewhat complex.  The use of a vehicle is certainly not as involved as the rules would suggest, it would be ludicrous for a Field Marshal to force a trained character to make every single check during a quiet drive down a road, or a routine take off.  It is suggested that Field Marshals only use these rules during actual combat, when a character makes an untrained check, or when there are extenuating circumstances.  For example, if a character is making a peaceful patrol and then announces that he is going to land his aircraft in a grassy field, the Field Marshal should merely decide how long the task should take and allow the character to land without a check.  On the other hand, if the player attempted to land while a wing of enemy fighters were attacking him, the Field Marshal should insist on the character making the checks.

The Basics:  The Field Marshal should try to think of vehicular combat as being very similar to normal combat.  Everything in normal, ground based combat is seen in vehicular combat.  The difference comes in the movement rates and the options available to characters inside vehicles.  The skill pilot will be responsible for the majority of actions in vehicular combat.  Characters without ranks in pilot should hesitate from entering vehicular combat, since the penalties for a failed check can be extremely severe.

Pilot:  Every vehicle has requires a pilot.  The vehicle moves and performs maneuvers on the pilot’s initiative.  On large vehicles the passengers can perform tasks.  In most vehicles the extent of a passenger’s participation is firing a weapon mounted on the vehicle, though copilots often help in navigation and spotting.
Speed:  For very five miles per hour of speed, a vehicle moves 44 feet in a round.  This makes fast moving automobile and aircraft so much faster than infantry that ranged combat is the only real option.  Fast moving objects are difficult to hit with melee and ranged weapons, even if the vehicle is within range.  Piloting the vehicle across a distance requires a move equivalent action on the part of the driver, since the driver must keep control of the vehicle.  This simple action does not require a pilot check except in extenuating circumstance.

Moving vehicles are harder to hit than stationary objects.  While accelerating or decelerating, a vehicle gains an AC bonus of 1 to attacks from stationary attackers for every twenty miles per hour of speed.  Attacking is also more difficult from moving vehicles; attack rolls made from the vehicle against stationary targets suffer a –1 penalty for every twenty miles per hour of speed.  These penalties to attacking apply to stationary targets, and the AC bonus for high speed applies to attacks from stationary targets.  For example, an American motorcyclist spots an Austrian soldier on the road, and charges towards him at fifty miles per hour.  The Austrian makes his attacks on the motorcyclist with no penalty, but the AC of the American increases by 2.  The American’s own attacks suffer a –2 penalty, but the Austrian’s armor class remains the same.

The AC bonus and attack penalties are derived from relative velocities.  This means that if two vehicles are moving in the same direction at the same speed, attacks from either vehicle are treated as though the vehicles were stationary.  When two such vehicles are moving at differing speeds the armor class bonuses and the hit penalties are decided by the difference in the velocities.  For example a German ace is following a British recognizance plane.  The British pilot is moving at 60 miles per hour and the German is moving at forty miles per hour.  The difference in velocity is 20 miles per hour, thus the British plane receives an AC bonus of +1 and the German suffers a penalty of –1 to his attack rolls on the British plane.

Changing Speed:  Accelerating and decelerating are critical components to driving a vehicle.  A character can take a move equivalent action to accelerate a vehicle by one half of its cruising speed in one round without making a check.  The driver can decide to make a piloting check against a DC of 10 to increase the speed of a vehicle by its cruising speed in a single round.  The driver can decide to accelerate one more multiple of the cruising speed, adding 5 for each multiple beyond the first.  Decelerating is done in the same manner.  The character can use a move equivalent action to decrease the vehicle’s speed by half its cruising speed without a check, or he may make a check against a DC of ten to decrease it by its cruising speed, and may increase the drop in speed by one multiple of the cruising speed by increasing the DC of the check by 5.  In a round where the vehicle changes speed the vehicle moves a distance of 44 feet for every mile per hour of speed at which the vehicle was moving at the end of the round.  Thus a vehicle moving at 40 miles per hour that decelerates to 20 miles per hour, only moves 880 feet during that round.

When a check fails, the vehicle still accelerates or decelerates, but not to the extent that the character wanted.  For example, if a check to accelerate by double the cruising speed fail by five points or less the vehicle would only accelerate by one multiple of the cruising speed.  For every five points, the acceleration or deceleration is carried out by one less multiple of the cruising speed.  On a failure, the least that the vehicle decelerates or accelerates is one half of the cruising speed.

While accelerating or decelerating, a vehicle gains an AC bonus of 1 to attacks from stationary attackers for every ten miles per hour of acceleration/deceleration.  Attacking is also more difficult; attack rolls made from the vehicle against stationary targets suffer a –1 penalty for every twenty miles per hour of acceleration/deceleration.  These AC bonuses and attack penalties stack with those from speed.  However, for the purpose of the speed related attack penalty or AC bonus, the penalty/bonus is derived from the vehicle’s speed at the end of the acceleration/deceleration.

A vehicle climbing a hill must accelerate the speed by at least one multiple of the cruising speed to continue moving at that speed.  Failure to accelerate up the hill results in the vehicle slowing by one multiple of the cruising speed.  Similarly, a vehicle driving down a hill must make a deceleration of at least one multiple of the cruising speed to avoid accelerating by one multiple.

Aircraft such as airplanes have a unique problem when it comes to acceleration and deceleration.  While an aviator can always speed up by increasing the throttle, he has no breaks with which to slow down.  With the set to a speed lower than its current velocity, an airplane naturally slows down by one half of the cruising speed each round.  Thus with some patience, a pilot can slow his aircraft to a very slow speed by setting the throttle to a low speed and waiting for friction to do the work for him.  Except for making an upward turn, a pilot has no other way to slow down.  While letting the air slow the craft, the pilot need not make checks to decelerate.  Aircraft move through a very viscous material, increasing the throttle has only a minimal effect.  An aircraft can accelerate no more than one half of the cruising speed in one round.  Putting the plane into a dive can increase this acceleration, though an upward turn still slows the plane.

Turning:  Turning a vehicle is an important action.  Turning a vehicle by 15 degrees requires a move equivalent action and a piloting check against a DC of 5.  Turning a vehicle by thirty degrees in one round requires only a move equivalent action and a piloting check against a DC of 10.  Turning a vehicle by 60 degrees in a single round requires a piloting check against a DC of 12.  Turning a vehicle by 90-degrees in a single round requires a check against a DC of 15.  The speed of a vehicle makes turning more difficult.  The DC of the turning check is increased by 2 for every multiple of the cruising speed at which the vehicle was moving at the end of the last round.  Thus, a driver who was moving at three times his cruising speed makes his check to turn 60 degrees in a single turn.  The DC of the piloting would thus be 18.

When turning, a vehicle remains moving at the same speed at which it was moving at the end of the previous round.  The change in direction allows a vehicle to increase its relative velocity to vehicles that were following behind it.  A vehicle that makes a quick turn gains the AC bonus from high speed and imposes the attack penalty from high speed on the following vehicle.  In a round where the vehicle changes direction the vehicle moves a certain distance in the original direction and a certain amount of distance in the new direction.  The vehicle moves a total distance of 44 feet for each mile per hour of speed at which the vehicle moves at the end of the round.  Half of the total distance is moved in the same direction as the vehicle was facing at the beginning of the round, while the other half of the movement takes place in the direction in which the vehicle faces at the end of the round.  For example, a motorcycle is moving at twenty miles per hour North and makes a ninety-degree turn to the East.  The total distance is 880 feet, thus in that round the motorcycle travels 440 feet north and 440 feet to the East.

Tracked vehicles like tanks must decelerate to a stop before turning.  The DC for turning an aircraft such as an airplanes increases by 5, and the maximum that an aircraft can turn in a single round is sixty degrees.  Air vehicles can turn to the left, to the right, up or down with a single turn check.  When an aircraft makes a downward turn of 15 degrees, it accelerates by one half the multiple of the cruising speed.  When it dives by 30 degrees, it accelerates by one multiple of the cruising speed, and when it dives by sixty degrees it accelerates by two multiples of the cruising speed.  This dive can allow an aircraft to move faster than its maximum speed, though this causes the engine to stall.

Field Marshals should recall that an aircraft that goes above its “ceiling” stalls, and one that drops below ten feet in altitude crashes.  Thus, when a pilot decides to turn his plane up or down the Field Marshal must keep track of the change in altitude each round.

Special Maneuvers:  A character piloting a vehicle can perform special maneuvers.  These maneuvers allow a vehicle to take advantage of high speed and driving conditions to protect the vehicle and navigate around obstacles.

Accelerate/decelerate and turn:  At the same time a driver may make a turn while accelerating or decelerating.  This is a difficult maneuver since it requires the driver make two actions at the same time while still in motion.  This maneuver allows a driver to accomplish both tasks by making a pilot check against a base DC equal to the DC of the turn, modified by 5 for every multiple of the cruising speed that the pilot accelerates or decelerates.  Should this check fail the automobile will skid in the direction it was moving pervious to the turn.  If this check fails by more than 10 points the vehicle will overturn.  Tanks cannot make this maneuver.  While making this maneuver the vehicle will move the same distance, as it would have had it accelerated or decelerated, but this movement is divided between the two directions.

Antitank Mines:  Antitank mines are a lethal threat to vehicles in the Great War.  Whenever a vehicle drives through a ten square foot area that is designated as a minefield, the Field Marshal rolls a D20.  If the roll of the D20 is greater than 10 plus the minefield density, then the vehicle moves through without problem.  If the roll is less than the 10 plus the density, the tank sets off any antitank and antipersonnel mines in the space.  The vehicle takes damage to its undercarriage armor and risks a flat tire or an explosion.

Bootlegger’s Reverse:  This maneuver allows a vehicle to make a complete 180-degree turn while stopping.  The pilot makes a driver check against a DC of 16 plus 2 for every multiple of the cruising speed at which the vehicle was moving at the end of the last round.  If the check succeeds, the vehicle skids over the ground, slows to a complete stop and turns to face the exact opposite direction that it was facing the round before.  If this check fails the vehicle skids, slows to a stop, and faces a direction 90-degrees to the direction it faced the round before.   If the check fails by more than five points the vehicle overturns.  This maneuver cannot be made by aircraft or by tanks.  While making this maneuver the vehicle moves a distance of 22 feet for every mile per hour of speed that the vehicle was moving at the beginning of the round.

Climb/Dive and Veer:  Aircraft have the unique ability to move in three dimensions, they can move to their left, right, up and down as well as forward.  A pilot must always be moving forward but he can attempt to turn in two directions at the same time.  Making a downward turn or an upward turn while turning left or right requires the pilot to make a regular turn check but with a DC modifier of +5.  This extra difficulty represents the stress placed on the plane from the maneuver.   On a successful maneuver the aircraft begins moving downward or upward and to the right or left, moving in this diagonal direction at a speed equal to the velocity of the aircraft at the beginning of the round. This speed is modified by the acceleration/deceleration from a downward or upward turn.  During this maneuver the aircraft moves a total distance of 44 feet for every mile per hour of velocity at which the aircraft was moving at the beginning of the round.  The aircraft moves half of this distance in the direction that the airplane was facing at the beginning of the round, and the remainder of the distance in the direction of the turn.

Grabbing the Wheel:  From time to time a driver might find the need to assume control of the vehicle while it is still in motion.  When assuming control of a vehicle, the driver must be in the driver’s seat or be close enough to operate the steering mechanisms.  Assuming control requires a piloting check against a DC of 5.  If this check succeeds, the vehicle comes under the control of the driver.  If the check fails then the vehicle remains uncontrolled.
Landing and Take Off:  Before a pilot can perform any aerial maneuver, he must get his vehicle into the air.  Conversely, no aircraft can stay in the air indefinitely.  Any character that wishes to pilot an aircraft must learn the twin arts of landings and take offs.  Before attempting a take off an aircraft must be accelerated to a minimum of fifty miles per hour.  This requires a great deal of runway space, to cover the distance taken up as the plane accelerates.  When the plane reaches fifty miles per hour, the pilot makes a pilot check against a DC of 10.  If this succeeds, the plane becomes airborne at an altitude of twenty feet.  If the check fails then the plane does not lift off and the pilot must attempt another take off or abandon his efforts.  If the check fails by more than five points, the plane becomes airborne but at an altitude of only ten feet.  Failure by more than ten points indicates that the plane leaves the ground but then drops again, crashing into the runway.  Landings require that the pilot reach an altitude of twenty feet before making his check.  The pilot makes a check against a DC of 10 plus 1 for every ten miles per hour of speed at which the plane was moving at the beginning of the round.  If the check succeeds, then the plane lands and will begin to decelerate as soon as the pilot turns the throttle off.  Failure indicates that the pilot has missed the landing strip and must attempt to land again.  Failure by more than five points indicates that the plane has crashed into the ground. 

Overrun:  Large vehicles have the advantage of driving right over obstacles.  In practice, only tracked vehicles such as tanks can drive over obstacles, though under some conditions a wheeled vehicle might be able to perform an over run.  A tracked vehicle can climb over another object if it first crashes into it.  After crashing into the obstacle, the pilot of the vehicle makes a piloting check against a DC equal to the DC of a climb check that would be required for a character to climb over the vehicle.  If this check is successful, the tank does not take crash damage but instead plows right over the obstacle.  If the check fails then the tank crashes as normal.  While a tank overruns an object, it deals crushing damage equal to 1D10 for every two hundred and fifty pounds of weight.

Parasite Landings:  Not long after the beginning of the war, the Germans developed a special mount that allowed zeppelins to carry aircraft.  These “parasite mounts” allowed vehicles to be launched from the airship while in flight, as well as allowing the planes to land once more.  Landing on a parasite mount is quite challenging.  The pilot’s aircraft must be accelerated to match the exact same speed of the airship; the craft must be lined up with the mount and then be gently coaxed into position directly below the parasite mount.  This requires a successful piloting check against a base DC of 15 and ten minutes of time.  This time is reduced by one minute for every two points by which the check is successful, or the time is increased by one minute for every two points by which the check failed.  After the aircraft is aligned with the mount the pilot elevates the aircraft so that it’s parasite attachments insert themselves into the mount.  This requires a piloting check against a base DC of 15.  On a successful check the aircraft becomes locked into position and the pilot may attempt to disembark.  If the check fails, the aircraft is not locked in and must reattempt to dock.  For every two points by which a docking check fails, the upper body of the aircraft suffers 1D6 points of bludgeoning damage.

Parasite Takeoff:  Releasing a plane from a parasite mount is in many ways much easier than a normal take off.  At the time of take off, the plane is already moving at the same velocity as the zeppelin upon which it was mounted.  Thus if a parasite craft was on a zeppelin moving at 50 miles per hour, the plane would be ready to fly as soon as the engine is activated.  Once free of the parasite mount the plane might decelerate if the engine is not activated.

Ramming:  Ramming a vehicle is nothing more than the pilot deliberately crashing his vehicle into some other object.  Purposely ramming an object into an object requires a piloting check against a DC of 15.  If the object is a vehicle, the DC of the piloting check is modified by the AC bonus of the vehicle granted by the speed.  For every two points by which the ramming check succeeds, the pilot’s vehicle deals one more point of damage for every damage die.  For every two points by which a ram check fails the pilot’s vehicle suffers 1 more point of damage for every damage die.

Slide:  A driver can turn his vehicle slightly to allow it to slide over while still facing the same direction.  This is similar to changing lanes on a city street; the pilot makes a slight turn, moves his vehicle over to the other side, and then turns his vehicle to face the same direction he was facing before.  A pilot can make this maneuver by making a pilot check against a DC of 10 plus 2 for every five feet from the original path that the car slides in that round.  A vehicle can slide a maximum of fifteen feet, beyond that the vehicle must make a proper turn.  While making a slide the vehicle moves 44 feet for every mile per hour of speed at which the vehicle was moving at the beginning of the round, as well as the distance slid in the direction of the slide.

Zigzag:  A vehicle can make itself a very difficult target by rapidly changing direction.  Though the vehicle continues to move in the same direction, it forces following attackers to make attacks against the vehicle as though the defending vehicle was not moving in the same direction.  The vehicle requires at least fifteen feet of horizontal space beyond the width of the vehicle to perform this maneuver.  While making this maneuver the vehicle decelerates by one multiple of the cruising speed due to the increased friction and the increased distance driven over the same space.  This deceleration means that the vehicle will cross less distance than it would have otherwise.  Successfully performing a zigzag requires a check against a DC of 15.  If the check fails, the zigzag does not grant the benefits.  If the check fails by more than five points, the vehicle skids and comes to a stop.  If the check fails by more than ten points the vehicle flips over.

Driving Surfaces:  While an aircraft has but one medium in which to travel, a land vehicle must be capable of moving upon a wide variety of different surfaces.

Dirt Path:  Dirt paths are the most common driving surface for drivers in the Great War.  Dirt roads offer no penalty to piloting checks.  
Forests:  Forests are hazardous surfaces for driving.  While in a light forest, a driver must constantly maneuver around trees or else crash.  In a light forest this requires making a zigzag maneuver, though in light and heavy forests driving requires constant crashes.

Grass:  Grasslands are a rare sight in the Great War.  While driving a wheeled vehicle on such a surface, all piloting checks receive –1 circumstantial penalty. 

Mud and Sand:  Mud and sand are difficult surfaces upon which to drive.  While on mud or sand all driving checks suffer a  –2 circumstantial penalty.  Furthermore, when driving on such surfaces the driver must make a piloting check against a DC of 15 whenever he drives up a hill, skids or spins out.  If this check fails, the vehicle becomes stuck in the mud or sand.  While stuck, the wheels spin and the vehicle is stopped.  The vehicle must be dug out.  One or more characters spending at least five minutes and making a strength check against a DC of 15 can accomplish this task.  Once dug out the vehicle may continue on its way.

Paved Road:  Paved roads are the ideal surface for driving.  These roads are smooth and offer good friction for wheeled and tracked vehicles.  While driving on a dry paved road, all checks gain a +1 bonus, since the conditions are familiar and completely ideal. Paved roads are often no more then twenty feet wide and comprise of two lanes.

Conditions:  Drivers must contend with a variety of different driving conditions.  In the Great War, the conditions are almost never ideal.  The Field Marshal should familiarize himself with the different conditions.

Altitude:    Altitude is critical to an aircraft.  When an aircraft exceeds its maximum altitude, the aircraft’s engine automatically stalls.  If an aircraft drops below an altitude of twenty feet the pilot must make a piloting check against a DC of 20 or else crash into some tall obstacle, which for the purposes of damage counts as the ground.  When an airplane drops below ten feet in altitude the vehicle automatically strikes some object and crashes into the ground.

Bumpy Road:  Bumpy roads pose a difficult challenge to land vehicles and aircrafts that are landing or taking off.  For game purposes, these are not merely bumpy; they are covered in jagged rocks or pitted with deep holes.  While on a bumpy road a driver must make a piloting check against a DC of 15 or else the vehicle suffers 1D6 damage to its underside.  If this check fails by more than ten points, the vehicle automatically develops a flat tire.
Slick Surfaces: Slick surfaces can be found all over Gothic Earth.  While on a slick surface, all piloting checks receive a –5 penalty.

Mounted Weapons:  Aircraft and land vehicles offer soldiers a mobile platform from which they can launch attacks.  Weapons mounted onto vehicles can prove to be a lethal surprise for the enemy.  However, weapons mounted onto a moving vehicle cannot be fired like their normal counterparts.

Bombs:  Aircraft in the Great War have the ability to drop bombs upon the enemy.  These bombs function exactly like field gun shells; they weigh the same weight but are set to detonate when they hit the ground.  The lightest weigh only twenty pounds, the largest weigh 550 pounds, and each deals damage equal to the explosion caused by that same class of shell.  These bombs are often stored inside special compartments, but on lighter planes the bombs are installed on special racks, which are wired to toggles inside of the cockpit.  Making an attack with bombs is more difficult than using a direct fire weapon.  To actually hit the target, the bomber must pilot the vehicle directly over the target on the same round that the bomber makes his attack.  Dropping a bomb is made with a piloting check against a DC of 15, modified by the range between the aircraft and the target.  For this purpose, the range increment of a bomb is 600 feet.  If the check succeeds then the bombs fall on directly target.  If the check fails, the bombs veer off by a distance equal to 25% of the altitude of the plane.  A roll of the D8 determines the direction of this miss.  When dropping a bomb on a moving target, the AC bonus granted by high speeds is added to the DC of the piloting check.  In cases where a crewman on a large aircraft can dedicate a full round action to dropping the bombs, the bombing check gains a +2 bonus, provided he has some means of looking directly downward on the target. 

Cannons:  Big guns are not bound to the ground, they can be found mounted onto tanks and even on large aircraft.  Portable cannons are the nightmare of infantry and airmen alike; these mighty weapons can slice through the hardened armor and strike with point blank accuracy.  Portable cannons like these are made up on antiaircraft cannons and light field guns.  Firing an antiaircraft cannon mounted on a moving aircraft is different than firing a similar cannon from the ground.  In this case, the gunner aims and fires using a ranged attack roll instead of an artillery check.  Firing a field gun from a moving tank imposes upon the aiming check a penalty equal to the attack penalty for firing from a moving vehicle.

Machinegun:  Tanks, motorcycles and armored cars are often armed with machineguns.  These machineguns are mounted on the vehicle at different locations, allowing a gunner to cover a wide firing arc on one side of the vehicle.  Tanks are built using special armored mounts, allowing a tank crew to fire the machineguns while enjoying total cover from the armor of the tank.  Firing a machinegun while in motion imposes the penalty for firing from a moving vehicle.

Strafing:  Firing a machinegun mounted on an airplane is more difficult than one might imagine.  A pilot cannot take the time to aim the gun; he can only aim the aircraft itself at the target and pull the trigger.  Some aircraft are designed such that a copilot can fire a machinegun mounted on the rear.  In such cases, the gunner fires as normal.  However, in the case where the pilot must strafe, the pilot uses his piloting skill to attack.  The base DC to strafe is 15, modified by the armor class of the target and the penalties for firing from a moving vehicle.  The major difficulty of this check is due to the placement of the machinegun.  To avoid damaging the propeller, the machinegun is placed on the wings rather than on the nose.  Aircraft that use deflector plates on the propeller can mount the gun on the nose.  The benefit to the plates is that bullets that hit the propeller are harmlessly deflected away.  The base DC of the strafe check is reduced to 12 when using a deflector plate.  Not long into the war, the German army developed the synchronized machinegun.  This gun is designed to synchronize the machinegun’s fire to coincide with the propeller’s movements.  The result is a gun that can fire without a chance of hitting the propeller.  When firing with a synchronized machinegun the base DC to strafe is 10.

While strafing, a pilot can make burst attacks and spraying attacks.

Results of Failure:  Whenever a piloting check fails the vehicle suffers some sort of mishap.  This can range from skidding on the driving surface or even a lethal crash.

Crash:  Vehicles are terribly heavy and move at high speeds, when they crash the force created can be extreme.  Whenever a vehicle crashes, it is deal an amount of damage equal to 1d10 for every twenty miles per hour of speed multiplied by the weight of the vehicle divided by two hundred and fifty pounds.  This damage is dealt to anything it strikes.  When two vehicles crash head on, both vehicles deal damage to each other.  When a vehicle strikes an inanimate object the object deals an amount of damage to the vehicle equal to 1D10 for every 20 miles of speed at which the vehicle was moving, multiplied by the object’s weight divided by two hundred and fifty pounds.  When a vehicle strikes the ground or a colossal obstacle, such as a mountain, the weight is equal to the vehicle’s weight.  Striking a hard surface causes more damage, while soft surfaces are more forgiving.  Soft earth and water reduces the damage by one point for every damage die to a minimum of 1.  Rock, concrete or metal increases the damage by one point for every damage die.  Should a vehicle strike something that weighs less than two hundred and fifty pounds, the vehicle suffers only superficial damage.  Passengers inside of the vehicle suffer one fifth of the damage deal to the vehicle, they may reduce this damage to one tenth on a successful reflex save against a DC of 15.

For example, a 4000 pound armored lorry moving fifty miles per hour crashed into a ten-foot section of wooden fence, weighing two hundred and fifty pounds.  The lorry deals 16D10 damage to the fence, and the fence deals 2D10 to the front of the lorry. The driver and his passengers suffer one fifth of the 2D10 damage.

When a wheeled or tracked vehicle deals enough damage on a crash to destroy an inanimate object the vehicle ploughs right over or through the object.  Any crash reduces the speed of the vehicle to zero.

Damaged Tail:  When an airplane suffers damage to the tail section equal to one quarter of the aircraft’s total hit points, the machinery within fails.  The vehicle goes into a tailspin.  All further piloting checks receive a –10 penalty and the vehicle can no longer take turning actions.

Damaged Wing:  When an aircraft takes damage to a wing section equal to one quarter of the vehicle’s hit points the wing is shredded off.  The aircraft enters a tailspin and all further piloting checks suffer a –10 penalty.

Engine Stall:  When an aircraft flies above its maximum altitude the engine stalls.  The vehicle decelerates by one half of the cursing speed each round, when it reaches a speed of the plane begins to drop at a speed of fifty feet each round.  While the plane is dropping the pilot may struggle with the controls to restart the engine.  The pilot makes a piloting check against a DC of 20. If successful, the engine restarts.  If the check fails, the vehicle remains stalled.  A skilled pilot never panics when his engine stalls.  By placing the aircraft into a dive he can accelerate the aircraft and increase the amount of time he needs to restart the engine.

Flat Tire:  A flat tire is the end of a wheeled vehicle’s usefulness.  When the undercarriage of a wheeled vehicle suffers damage equal to one tenth of the vehicle’s total hit points one wheel goes flat.  Each flat wheel imposes a –5 penalty to all driving checks and reduces the maximum speed of a vehicle by 10 miles per hour.

Lose Control:  Whenever a pilot is incapacitated, or removed from the controls the vehicle becomes out of control.  The vehicle moves in a strait line, decelerating by one half of its cruising speed each round.  Any piloting check fail by a margin of five until the vehicle is brought under control.

Overturn:  When a land vehicle fails a check by a large enough margin, the vehicle overturns.  When overturned the vehicle suffers damage equal to 1D10 for every two hundred and fifty pounds of vehicle weight.  As with a crash, passengers suffer one fifth of this damage, and only one tenth on a successful reflex save against a DC of 15.  This damage is suffered to the side or top of the vehicle.  Righting an overturned vehicle requires characters to lift half of the vehicle’s weight.  Tracked vehicles are immune to turn over, since their low center of gravity makes an overturn almost impossible.

Skid:  When a land vehicle makes a minor failure, it skids.  When a vehicle skids, it moves a distance equal to 11 feet for every mile per hour of speed it was moving at the beginning of the round.  At the end of the skid the vehicle is slowed to a complete stop.  The direction of the skid is the same direction in which the vehicle was moving at the beginning of the round.  When a vehicle skids while making a turn, the vehicle has turned to face the direction in which it was turning.

Spinout:  A spin out occurs mostly on slick surfaces.  While spinning, the vehicle continues to move in the direction it was last moving, but the vehicle spins like a propeller.  When a vehicle spins out it moves a distance equal to 22 feet for every mile per hour of speed it was moving at the beginning of the round.  At the end of the spin the vehicle is slowed to a complete stop.  The direction of the spinning motion is the same direction in which the vehicle was moving at the beginning of the round.  When a vehicle skids while making a turn, the vehicle has turned to face the direction determined by the roll of a D8, with a roll of one indicating the vehicle faces to opposite of its last direction, a 2 facing the back left, with a three facing directly to the left, a four facing the same direction it was last moving and off to the left, a five facing the direction the vehicle last faced, and so on.

Tail Spin:  When an aircraft enters a tailspin it begins to spin like a top.  Without the control of the rear rudders the aircraft cannot be steered and instead spirals into the ground at a speed of 44 feet each round for every mile per hour of speed at which the aircraft was moving before entering the tailspin.  This speed increases by one multiple of the airplane’s cruising speed each round, due to the pull of gravity.

Tread Damage:  When a tank takes damage to its under carriage equal to one quarter of its total hit points, one track is destroyed.  When the track is inoperable, the vehicle begins to spin in circles and will not move forward until the track is replaced.

Bailing Out:  Sometimes it proves prudent to exit a vehicle while it is till in motion.  For aircraft and large vehicles, falling damage applies.  However, extra damage is dealt when a character hits the ground while still moving with great speed.  For every ten miles per hour of speed at which the vehicle was moving when the character dove out, the character takes an extra 1D6 points of falling damage.  While falling, the forward velocity of the character naturally drops by 10 miles per hour each round, due to air resistance.  A character that falls from an aircraft accelerates towards the ground at a rate of 10 miles per hour each round, due to gravity.  The total damage of the fall is calculated by adding the speed caused by gravity to the forward speed at the moment the character reaches an altitude of zero.

A character exiting an airborne vehicle may use a parachute to reduce this damage.  A character using a parachute decelerates in motion by 10 miles an hour each round that the chute is deployed, to a minimum speed of 66 feet each round.  Parachutes do not necessarily reduce forward momentum, but by the time a character actually lands the speed has most likely dropped to zero.  Despite the deceleration of the parachute the character still hits the ground at a dangerous speed.  When a character lands he must make a successful reflex save against a DC of 15 or else suffer 1D8 subdual damage from the fall.
Encumbrance:  Every vehicle has a listed strength score.  This strength score is used to determine its encumbrance weight and its lift/drag weights.  When a vehicle is at light encumbrance it acts as normal, but the vehicle suffers negative effects when it takes on more weight.  When at medium encumbrance, all piloting checks suffer a –3 penalty and the maximum speed drops by ten miles per hour.  When at heavy encumbrance the vehicle suffers a –6 penalty and the maximum speed drops by twenty miles per hour.  This carrying capacity is modified by the size of the vehicle.

Equipment

The Great War is a total war; each nation dedicates all of its resources to the war effort.  Fire arms, uniforms, artillery, military rations, these are all produced in massive amounts to supply a fighting force.  This list of equipment does not cover every piece of equipment, but it does set the guidelines for generic versions of these items.  Many of the items listed saw little use in the Great War; others only appeared part way through.  Field Marshals should feel free to stray from history by calculated degrees.

Artillery:  

Antiaircraft Guns:  These weapons are commonly mounted on trucks or rotating platforms, allowing them the mobility they require to fight aircraft.  Antiaircraft come in one variety, a large sized gun capable of firing shells one every two rounds.  Antiaircraft cannons have a range increment of 900 feet and no minimal range.  The cannon fires an explosive shell that deals 3D10 points of fire damage in a fifteen-foot radius, and 3D10 sub dual damage in a radius of twenty feet.  A successful reflex save against a DC of 15 reduces this to half damage, and any character that suffers from the subdual damage is stunned for one round.  While mounted on a truck an antiaircraft cannon can fire in an eighty-degree arc up and to both sides and twenty degrees downward.  While mounted on a rotating mount the cannon can fire in a 360-degree arc to the sides, eighty degrees upward and twenty degrees downward.

Field Guns:  Field guns come in a vast variety of sizes but all work on the same basic principles.  The field gun resembles the cannons of wars gone past; they fire explosive shells towards the enemy with great speed.  Field guns are long and fire at a flat angle; they have a maximum firing arc of thirty degrees up, down and to either side.  These guns can hurl massive shells over vast distances but cannot fire within their minimal range.  Though there are a plethora of different varieties of field guns, for simplicity they can be grouped together by size.

Light Field Guns:  Light field guns represent the class of smaller, more transportable field guns.  The guns weigh roughly 2500 pounds and fire twenty-pound shells.  The range increment of a light field gun is 600 feet and the minimum range of these cannons is 200 hundred feet.  The shells fired by a light field gun deal 4D10 points of fire damage in a ten foot radius and 3D10 subdual damage in a twenty foot radius.  A reflex save against a DC of 15 can reduce the damage from both sources to half.  Any character that takes subdual damage is stunned for one round.  Light field guns can fire every three rounds.  Light field guns can be towed behind trucks or horse carriages, provided the towing vehicle can pull that weight.

Medium Field Guns:  Medium field guns are the average sized field gun.  These cannons weigh roughly 8500 pounds and fire one hundred-pound shells.  The range increment for a medium field gun is 1000 feet; the minimum range for these cannons is six hundred feet.  Each shell fired by a medium field gun deals 8D10 points of fire damage in a fifteen foot radius and 3D10 subdual damage in a twenty-five foot radius.  A reflex save against a DC of 15 can reduce the damage from both sources to half.  Any character that takes subdual damage is stunned for one round.  Medium field guns can fire once every ten rounds.  Medium field guns can be towed behind trucks or horse carriages, provided the towing vehicle can pull that weight.

Heavy Field Guns:  Heavy field guns are truly massive weapons, found more commonly on warships than on land.  Heavy field cannons have a range increment of 2000 feet and a minimum range of six hundred feet.  These gargantuan weapons weigh roughly forty thousand pounds and fire two-hundred-pound shells.  Each shell deals 12D10 points of fire damage in a twenty-foot radius and 3D10 subdual damage in a thirty-foot radius.  A reflex save against a DC of 15 can reduce the damage from both sources to half.  Any character that takes subdual damage is stunned for one round.  Heavy field guns can fire every twenty minutes.

These canons cannot be transported by truck unless they are disassembled and later reassembled.  Disassembly and reassembly both require seven hours and a mechanic check against a DC of 15, with the time required reduced by one half hour for every two points by which the check succeeds.

Super Heavy Field Guns:  Super heavy field guns are extraordinary cannons, so heavy that they push the limited of modern engineering.  The recoil from super heavy shells is so massive that the only guns that can safely fire are placed on ships or rails.  These guns can weigh as much as 13500 pounds and their shells weigh 550 pounds.  Super heavy guns use a range increment of 3000 feet.  The shells from a super heavy field gun deal 15D10 points of fire damage in a thirty-foot radius and 3D10 subdual damage in a forty-foot radius.  A reflex save against a DC of 15 can reduce the damage from both sources to half.  Any character that takes subdual damage is stunned for one round.  Super heavy field guns can fire twice every hour.

Field guns need heavy cushioning force to keep the gun from tearing itself to pieces.  Super heavy field guns must be mounted on rails or based on a sea craft; otherwise the recoil of the first shot destroys the machinery.  Super heavy cannons must be disassembled for transport and reassembled on its rails or ship.  This requires five hours, a crew of fifty men, at least one crane and a mechanic check against a DC of 15, with the time required reduced by one half hour for every two points by which eh check succeeds.

Colossal Field Guns:  These field guns are the pinnacle of achievement in direct fire weapons.  These guns weigh over one hundred tones and fire shells weighing more than two thousand pounds.  These mighty cannons use a range increment of 6000 feet.  The shells from a colossal field gun deal 20D10 points of fire damage in a fifty-foot radius and 3D10 subdual damage in a sixty-foot radius.  A reflex save against a DC of 15 can reduce the damage from both sources to half.  Any character that takes subdual damage is stunned for one round.  Super heavy field guns can fire once every hour.

Field guns of this size need extremely heavy cushioning force to keep the gun from tearing itself to pieces.  Colossal field guns must be mounted on massive rails or based on a specially designed sea craft; otherwise the recoil of the first shot destroys the machinery.  Colossal cannons must be disassembled for transport and reassembled on its rails or ship.  This requires ten hours, a crew of two hundred, at least one crane and a mechanic check against a DC of 15, with the time required reduced by one half hour for every two points by which the check succeeds.

Howitzers:  While field guns remain the main artillery weapon of an army, it cannot overcome the limitations of direct fire.  For firing a large shell over cover, nothing can compete with a howitzer.  Lighter breeds of howitzers are very similar to field guns, say that they can fire at higher angles and in great arcing trajectories.  Bigger howitzers resemble gigantic, long barreled mortars.  Howitzers are capable of firing extremely heavy shells in arcs big enough to fly over the highest cover.  These cannons are designed to fire at high angles, as much as fifty degrees upward, and with little effort they can be turned to fire in an arc of fifteen degrees to either side.  This indirect fire allows them to fire without necessarily seeing the target.  Howitzers are never far from the trust wireless, for their crews are forever ready to lob a shell into the unseen enemy.

Light Howitzers:  Light howitzers resemble field guns of the same class. These guns lob twenty-five-pound shells and weigh 2500 pounds.  Light howitzers have a range increment of 500 feet and a minimal range of 300 feet.  These guns lob shells in long arcs, which allow them to hit targets that are behind cover.  When a light howitzer shell hits, it deals 4D10 points of fire damage in a ten-foot radius and 3D10 subdual damage in a twenty-foot radius.  A reflex save against a DC of 15 can reduce the damage from both sources to half.  Any character that takes subdual damage is stunned for one round.

Light field guns can fire every three rounds.  Light howitzers can be towed behind trucks or horse carriages, provided the towing vehicle can pull that weight.  These guns can fire once every three rounds.

Medium Howitzers:  Medium howitzers resemble short, thick-barrelled field guns of the same class. These guns lob one hundred-pound shells and weigh 8500 pounds.  Medium howitzers have a range increment of 800 feet and a minimal range of 300 feet.  These guns lob shells in long arcs, which allow them to hit targets that are behind cover.  When a medium howitzer shell hits, it deals 7D10 points of fire damage in a fifteen-foot radius and 3D10 subdual damage in a twenty-five-foot radius.  A reflex save against a DC of 15 can reduce the damage from both sources to half.  Any character that takes subdual damage is stunned for one round.  Medium howitzers can fire once every ten rounds.  The se cannons can be towed behind trucks or horse carriages provided the towing vehicle could pull that weight.  These guns can fire once every three rounds.

Heavy Howitzers:  Heavy howitzers resemble huge mortars with extended barrels. These guns lob 250-pound shells and weigh 40 000 pounds.  Heavy howitzers have a range increment of 1100 feet and a minimal range of 500 feet.  These guns lob shells in long arcs, which allow them to hit targets that are behind cover.  When a heavy howitzer shell hits, it deals 10D10 points of fire damage in a twenty-foot radius and 3D10 subdual damage in a thirty-foot radius.  A reflex save against a DC of 15 can reduce the damage from both sources to half.  Any character that takes subdual damage is stunned for one round.  Medium howitzers can fire once every ten rounds.  These cannons cannot be towed vehicles; they must be disassembled and brought to the front lines.  Disassembly and reassembly both require seven hours and a mechanic check against a DC of 15, with the time required reduced by one half hour for every two points by which the check succeeds.  These guns can fire once every twenty minutes.

Super Heavy Howitzers:  The recoil from super heavy shells is so massive that the only guns that can safely fire are placed on ships or rails.  Super heavy howitzers resemble colossal mortars with extended barrels. These mighty cannons weigh 13500 pounds and their shells weigh 550 pounds.    Super heavy howitzers have a range increment of 1100 feet and a minimal range of 500 feet.  These guns lob shells in long arcs, which allow them to hit targets that are behind cover.  When a super heavy howitzer shell hits, it deals 12D10 points of fire damage in a twenty-foot radius and 3D10 subdual damage in a thirty-foot radius.  A reflex save against a DC of 15 can reduce the damage from both sources to half.  Any character that takes subdual damage is stunned for one round.  Medium howitzers can fire once every ten rounds.  These cannons cannot be towed vehicles; they must be disassembled and brought to the front lines.  Disassembly and reassembly both require twenty hours and a mechanic check against a DC of 15, with the time required reduced by one half hour for every two points by which the check succeeds.  These guns can fire once every forty minutes.

Colossal Howitzer:  These titanic guns are the result of a competition between the central powers and the allies to create the mightiest weapon on earth.  These guns weigh well over one hundred tones and fire shells weighing more than two thousand pounds.  These great howitzers use a range increment of 5000 feet.  The shells from a colossal field gun deal 20D10 points of fire damage in a fifty-foot radius and 3D10 subdual damage in a sixty-foot radius.  A reflex save against a DC of 15 can reduce the damage from both sources to half.  Any character that takes subdual damage is stunned for one round.  Super heavy field guns can fire once every hour.

Guns of this size need extremely heavy cushioning force to keep the gun from tearing itself to pieces.  Colossal howitzers must be mounted on massive rails, sea craft or specially designed shock-absorbing bases.  Without these precautions the recoil of the first shot destroys the machinery.  Colossal howitzers must be disassembled for transport and reassembled on its rails or ship.  This requires ten hours, a crew of two hundred, at least one crane and a mechanic check against a DC of 15, with the time required reduced by one half hour for every two points by which the check succeeds.
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 Big Bertha, a colossal howitzer
Mortars:  Mortars are the next step beyond howitzers in the field of indirect fire.  Mortars do not have the same range or deal as much damage as bigger cannons, but what they lack in power the more than make up in maneuverability.  The beauty of a mortar is that it can be disassembled, carried to a new location and reassembled without a single truck or horse.  This allows mortars to be constructed and fired from within the trenches, without ever exposing a man to enemy fire.  Mortars are built in two sizes, but both resemble each other.

Light Mortars:  Light mortars are medium sized artillery weapons, when assembled they weigh one hundred pounds and fire twenty-five-pound shells.  Light mortars are made of three components; the tube, the back plate and the tripod.  The tube contains the firing mechanisms, while the tripod hold the tube upright and the back plate absorbs the recoil and transfers it into the ground.  Light mortars use a range increment of 400 feet and a minimal range of one hundred feet.  Mortar shells deal 4D10 points of fire damage in a ten-foot radius and 3D10 subdual damage in a twenty-foot radius.  A reflex save against a DC of 15 can reduce the damage from both sources to half.  Any character that takes subdual damage is stunned for one round.  A light mortar can fire once every three rounds.

Light mortars fire at amazingly high angles, eighty degrees at its highest.  These weapons can easily fire over any cover and be used for indirect fire.  The mortar is so light that it can be turned to face any direction with the effort of an aiming check.  Light mortars can be disassembled into the three parts each weighing thirty-three pounds.  These parts can be easily carried by soldiers and then reassembled with a successful craft: mechanic check against a DC of 15 and ten minutes of time.  For every two points by which the check succeeds, the time is reduced by thirty seconds.

Heavy Mortars:  Heavy mortars are large sized artillery weapons, when assembled they weigh four hundred and fifty pounds and fire fifty-pound shells.  Heavy mortars resemble small, squat howitzers.  These mortars use a range increment of 800 feet and a minimal range of two hundred feet.  Heavy mortar shells deal 7D10 points of fire damage in a ten-foot radius and 3D10 subdual damage in a twenty-foot radius.  A reflex save against a DC of 15 can reduce the damage from both sources to half.  Any character that takes subdual damage is stunned for one round.  A heavy mortar can fire once every two minutes.

Heavy mortars fire at high angles, eighty degrees at its highest.  These weapons can easily fire over any cover and be used for indirect fire.  The mortar is light enough that it can be turned to face any direction with the effort of the whole crew making a single aiming check.  Heavy mortars can be disassembled into the nine parts each weighing fifty pounds.  These parts can be easily carried by soldiers and then reassembled with a successful craft: mechanic check against a DC of 15 and twenty minutes of time.  For every two points by which the check succeeds, the time is reduced by thirty seconds.

Explosives:  Man cannot kill with bullets alone.  The Great War saw the use of all manner of explosives.  Many of these were fired from artillery pieces, but others were thrown by infantry or planted by engineers.  Characters caught in the Great War are bound to see their share of explosives.  Field Marshals should gain some familiarity with the different varieties of explosives. 

Dynamite:  Dynamite is the most common form of explosive.  Dynamite is, in actuality, nitroglycerine absorbed into a stick of stabilizing material.  The dynamite will not react until it has been ignited with a flame or a blasting cap.  When reacted, the dynamite explodes dealing 1D12 points of fire damage for every stick of dynamite in a radius of twenty feet.  The explosion deals 1D12 points of subdual damage to anything within a thirty-foot radius.  Both the fire and the subdual damage can be reduced to half damage with a successful reflex save against a DC of 15.  Characters who suffer subdual damage from this explosion are stunned for one round.

  Dynamite can be set to explode under ground, firing rocks and debris outward like shrapnel.  This requires a demolition check against a DC of 15.  Once detonated, the blast deals 1D12 points of slashing and piercing damage for every stick of dynamite used, to a maximum of 5D12.  For every two points by which the demolition check succeeded, the debris deals 1 more point of damage.  This damage is dealt in a 20 foot burst radius, and is reduced to half damage by a reflex save against a DC of 15.

The radius of all of the above explosions increases outwards by five feet for every two sticks of dynamite used beyond the first.

Dynamite can be set with blasting caps or a fuse.  Blasting caps are used when the dynamite is to be detonated with a plunger, and fuses allow the dynamite to explode as a timed fuse.  One inch of fuse burns in two rounds, the fuse can be cut and inserted into the dynamite with a demolition check against a DC of 10.  Each stick of dynamite weight one half of a pound.  Dynamite can be accidentally ignited by flame.  A stick of dynamite subject to fire makes an ignition check equal to 2 for every point of fire damage.  If the check fails, the dynamite explodes.

For example, a British scout detonates a gas can above a crate of dynamite.  The can deals 15 points of fire damage, but the crate in which the dynamite is stacked offers 80% cover and absorbs all of the damage it covered.  The dynamite takes three points of fire damage, and the Field Marshal rolls an ignition check against a DC of 6.  The roll comes up as 8 and the dynamite does not explode.  Sadly for the Germans, the crate might still ignite from the fire and subject the explosives to even more damage.

Dynamite can be bundled and thrown as a grenade weapon with a timed fuse.  When used in this manner, dynamite is a martial weapon.

Grenades:  Grenades come in many different forms and can perform different tasks.  The combat section discusses the procedure for throwing grenades and the effects of collision detonators and timed detonators.  All grenades and thrown explosives have range increments of 15 feet.

Explosive Grenades:  Explosive grenades are simple explosives contained in a spherical shell.  When the explosive grenade detonates it deals 4D6 fire damage to everything in a ten-foot radius.  A successful reflex save against a DC of 15 allows a character to take only half damage.  This blast has a stun radius of thirty feet.  Everything within the stun radius makes a fortitude save against a DC of 20 or else be stunned for one round, plus one more round for every two points by which the check fails.  Explosives set with a timed fuse explode after five rounds, but a demolition check against a DC 10 and a move equivalent action can reduce this time to a minimum of 1 round.  Explosive grenades weigh 2 pounds.

Grenade, Fragmentation:  Fragmentation grenades are designed to cause maximum damage to human targets.  When a fragmentation grenade explodes it sends out lethal shrapnel instead of dealing fire damage.  When a fragmentation detonates, everything within a twenty-foot radius must make a reflex save against a DC of 15.  Failure indicates the target takes 3D6 slashing and piecing damage from shrapnel, success indicates that the character takes only half damage.  A fragmentation grenade on a timed fuse explodes after five rounds, but a demolition check against a DC 10 and a move equivalent action can reduce this time to a minimum of 1 round.  Fragmentation grenades weigh 2 pounds.

Improvised Grenade:  Improvised grenades are popular amongst British soldiers.  These grenades are glass bottles filled with explosives and glass shards.  The improvised grenade works on a timed fuse, burning for one round for every quarter inch of fuse inserted into the bottle.  When the grenade detonates, the explosives deal 2D6 fire damage to anything within a ten-foot radius, but a reflex save against a DC of 15 reduces this to half damage.  The glass shards around the explosives fire outwards striking target in a blast radius of twenty feet.  These shards deal 2D8 slashing damage to everything in the radius, though a reflex save against a DC of 15 reduces this to half damage.  Improvised grenades weigh 2 pounds.

Molotov Cocktail:  Molotov cocktails are not yet known by that name, but still exist.  The Molotov cocktail is a simple glass bottle filled with a highly flammable liquid and corked with a burning rag.  Once thrown the cocktail acts like an impact detonation grenade, exploding into flame.  Everything within a radius of ten feet of the bottle must make a reflex save against a DC of 12 or else suffer 2D6 fire damage.  A successful save indicated that the target takes only half damage.  This fire can ignite any combustibles within the radius of effect.  Molotov cocktails are unwieldy weapons; they have a range increment of ten feet.  Lighting a Molotov cocktail counts as a move equivalent action, but throwing a cocktail requires only a standard attack action.  Cocktails stay lighted for 3 rounds, and the end of the third round the burning rag burns down into the bottle and detonates the contents, whether the cocktail has been thrown or not.  Finally, lighting a cocktail requires a match or a lighter.  Molotov cocktails weigh 2 pounds.
Land Mines:  Landmines are a new addition to the battlefield.  These explosives are usually small metal containers of explosives set with pressure plates.  These mines can be buried under several inches of dirt or sand and detonate when a set amount of weight depresses the plate.  Mines prove to be a useful barrier to enemy units, forcing advancing soldiers to expend precious time disarming the mines or funneling them through cleared kill zones.

Antipersonnel:  Antipersonnel mines were invented for a single purpose, to protect antitank mines.  The smaller antipersonnel mines were originally placed around the bigger antitank mines so to protect them from being carried away by infantry.  After proving their usefulness, antipersonnel mines became weapons in their own right.  Antipersonnel are small mines set to explode when their pressure plate is depressed by at least 100 pounds of weight.  Antipersonnel mines weight twenty pounds each and deal 2D10 fire damage to anything above them.  A successful reflex save against a DC of 15 will reduce this damage by half.  It should be noted that the mine deals damage only in the miniscule diameter.  This is an important feature, since it allows minefields to be dense without risking the detonation of the entire field at the first explosion.

Antitank:  Antitank mines were the first mines used in war.  While gunfire could not pierce the steel hulls of tanks, antitank mines split the metal armor like the rind of a ripe piece of fruit.  Anti tank mines weight fifty pounds and detonate when more than two hundred and fifty pounds depresses the pressure plates.  Antitank mines deal 6D10 damage to anything directly above them.  The special design of the mine allows it to deliver maximum force through armor.  The hardness of metal is reduced in regards to the explosion of antitank mines.  When an antitank mine detonated, the hardness of metal is reduced to half in regard to reducing damage from the explosion.  The number of antitank mines in a ten square foot area is added to the density of land mines to determine the total density of the field.

Nitroglycerine:  Nitroglycerine is a volatile explosive liquid.  Nitroglycerine is a thick, oily fluid that detonates when it is bumped, dropped or a current is passed through it.  Each jar of nitroglycerine weighs one half of a pound and deals 1D12 points of fire damage when it explodes.  The explosion occurs in a radius of twenty feet, and a successful reflex save against a DC of 15 can reduce this to half damage.  The explosion sends out a shock wave, dealing 1D12 subdual damage to everything within a thirty-foot radius.  A successful reflex save against a DC of 15 reduces this to half damage, but anyone who suffers subdual damage from the explosion is stunned for one round.  For every two vials used in such an explosion the radius increases by five feet.  Jars of nitro can be thrown and act as grenade weapons with impact detonators.  Nitroglycerine is very volatile liquid.  When ever a character carrying nitro makes a reflex save, is caught in an explosion, takes a double move or falls the nitroglycerine must make an ignition check.  The Field Marshal rolls an ignition check, with a base DC equal to the damage deal by the fall, the DC of the reflex save made by the character, or 15 for a double move or taking damage.  If the check fails, the nitro explodes and the character carrying it automatically fails any reflex save to reduce the damage.

Nitroglycerine can be set with to be detonated with a plunger, and used to create a blast of stones and shrapnel, just as dynamite.  Nitroglycerine is a fluid and can be poured into a space that dynamite would not fit.  Using nitroglycerine grants a +2 bonus to a demolitionists check to place explosives to deal more damage.

Oil:  Black gold, Texas tea, petroleum distillate; oil is the grease that keeps mankind’s war machine up and running.  There are thousands of varieties of oil each with different properties.  For the purposes of the game, oil refers to gasoline, industrial lubricants and any other petroleum product.  Oil on its own is flammable; it instantly ignites on exposure to flame and deals 1D6 fire damage to anything touching the oil and ignites other combustibles.  Oil spilt on a character burns for five rounds or until a character succeeds in a reflex save against a DC of 15 to put out the flames.  One can of oil weighs thirty pounds and can cover an area of forty square feet.  Cans of oil are small and made of sturdy metal, thus they have an AC of 14 and a hardness of 1.  One full barrel of oil weighs two hundred pounds and can cover a maximum area of one hundred square feet.  Barrels of oil are made of thick metal; they have a hardness of 4.  Containers have no hit points, should they take even a single point of normal damage they begin to leak or ignite.

The vapors of oil are highly flammable; any container of oil that allows space for such vapors can become a deadly explosive.  Whenever a can or barrel of oil is exposed to an explosion, a flame or a bullet the Field Marshal rolls an ignition check.  The DC of the ignition check is equal to 1 for every 10% of the barrel that is empty.  If the check fails, then the oil explodes.  The ignition check is modified by a penalty of –1 for every five points of damage suffered by the container.  The resulting explosion deals 1D10 points of fire damage to anything in a radius of fifteen feet and 1D10 points of subdual damage to anything in a range of twenty feet.  This damage increases by one damage die for every two points that the ignition check failed.  A successful reflex save against a DC of 15 reduces this to half damage.  Any character that suffers subdual damage from the explosion is stunned.

For example, a British scout takes aim at an oilcan sitting on top of a crate of dynamite in a German munitions dump.  He hits the can and deals 11 damage to the can, which was three quarters, 75%, empty.  The Field Marshal rolls the ignition check, the DC is 7, 1 for every 10% empty, and is modified by the 1 for every five points of damage.  The total DC is thus 9.  The Field Marshal rolls an seven, the damage is thus 2D10 fire damage and 2D10 subdual damage.

Unexploded Artillery Shells:  Artillery shells are designed to explode, though generally not meant to detonate while still on the ground.  The casing of an artillery shell is made of solid metal and has an armor class of 15 and a harness of 3.  A shell can take up to 20 points of damage before being rendered inactive.  Every time a shell is struck by fire, a bullet or an explosion the shell must make an ignition check against a DC equal to the number of hit points it has lost.  When an artillery shell explodes, it becomes the center of an explosion identical to the explosion caused as if that shell had been fired.

General Equipment:  There is more to war than armor and arms.  Below is a list of many of the items that a soldier might encounter during the Great War.  Several of the items are known as general issue.  This means that they are given out to soldiers regularly, they require no diplomacy or bureaucratic skills to gain access to them.

Backpacks:  Backpacks allow characters to distribute the weight of their gear across their back, allowing them to carry gear and keep both hands free.  A backpack can hold up to sixty pounds of gear, provided that no piece takes up too much space.  Backpacks weigh roughly five pounds, but their weight is not counted against the gear weight for the purpose of encumbrance.  Removing an item from a backpack requires a full round action, this comprises of removing the pack, opening it and removing the item.  Backpacks are general issue to all conscripts and soldiers.
Bandoliers:  Bandoliers are belts or harnesses worn by a character.  These belts can hold bullets, clips or shotgun shells.  These handy ammunition belts allow a character to carry accessible ammunition while leaving his pockets free to hold other equipment.  Each bandolier weighs one-quarter pound but do not count against a character’s gear weight for the purposes of encumbrance.  Bandoliers are general issue equipment.

Binoculars:  Binoculars are critically useful devices for strategists and artillery spotters.  While using binoculars a character’s range of vision can be magnified several times over.  A cheap set of binoculars allows a character’s base range of vision to be increased to 200 feet.  A better set magnifies the base range of sight to 300 feet, and the highest quality binoculars increase the range of sight to 600 feet.  Making a spot check while using binoculars requires a full round action.  Binoculars are light instruments, weighing only two pounds.  Binoculars are general issue to officers and artillery crews.

Canteen:  Canteens are useful containers of water.  Each canteen is made of strong and light aluminum and can contain one gallon of water.  Canteens are standard issue equipment, since clean water is not always available.  A full canteen weighs two pounds.

Cigarettes:  Cigarettes are commonly issued with rations, but they are more form of currency than food items.  Cigarettes, when used in careful moderation, can help make the Great War less unbearable.  Most soldiers enjoy a smoke every now and then, and will happily accept more cigarettes.  This makes them excellent grease for the bureaucratic machine.  Whenever a character offers cigarettes to a conscript, soldier or field officer he receives a +1 bonus to the next diplomacy check made on that conscript, soldier or officer.  On pack of ten cigarettes weighs a quarter pound.

Gas Fans:  Chemical weapons are as lethal as bullets but they are much more difficult to aim than a rifle.  Gas fans can propel chemical weapons towards the enemy, and while they lack the power of the wind they can still push poison gas with excellent speed.  Gas fans are large instruments, they weigh fifty pounds each

Gun Cleaning Kit:  This kit consists of a cleaning brush, a small bottle of cleaning oil and an instruction booklet.  This kit allows any character to clean a pistol, a rifle or a machinegun with the skill craft: gunsmith, or craft: mechanic in the case of the machinegun.  A cleaning kit weighs one pound and is general issue.
Gunsmith Tools:  Gunsmith tools are stored in heavy metal toolboxes, which weigh as much as twenty-five pounds when full.  Gunsmith tools comprise of files, saws, screws and screwdrivers, pliers, clamps and all manner of instruments useful in cleaning, repairing and refitting firearms.  Gunsmith tools also contain the tools required for a craft: mechanic check to work with machineguns.  The tools contained in a gunsmith’s toolkit can allow for any mechanic check, but at a –2 penalty unless the mechanic check is made on a machinegun.

Matches:  Matches are valuable tools to anyone who has a reason to set something on fire.  Matches come in boxes of one hundred, which weigh only a quarter of a pound.  Scraping the matched on any rough surface can light these matches, though matchboxes come with a strip of material to allow easy lighting.  Matches can last indefinitely, but must be kept dry or else be rendered completely useless.

Mechanic Tools:  Mechanic tools are stored in metal cases and comprise of different adjustable wrenches, screwdrivers, tape, a small jack, wire cutters, tire irons and many other useful tools.  Mechanic tools also contain equipment specific to a certain mechanical device.  For example, tools devoted to artillery have telescopic brushes and cleaning oil.   Mechanic tools such as these are standard issue to soldiers who are devoted to repairing one that type of machine.  While new toolboxes contain only tools any kit that has been used for any length of time accumulates a number of spare parts.  Bolts, nuts, screws, lengths of wire, sparkplugs and gears are just a few of the many items that can be found inside of an experienced mechanic’s toolbox.

Shovels:  Shovels are simple digging tools.  These are general issue to conscripts who are not being sent to a trench complex.  Shovels weigh six pounds and can be used as improvised weapons.

Telescopic Scopes:  Telescopic scopes are delicate attachments that are inserted onto rifles.  With a scope, a rifleman may attempt to make very precise shots from great distances.  A character with such a scope may use the weapon to spot just as he would with a telescope.  This spotting is a critical part of a sniper’s operation, since he cannot even begin to aim at a person he has not spotted.  Telescopic scopes come in the same varieties and have the same effects as a pair of binoculars, except that they are attached to a rifle and the allow for precision shooting as described in the combat: light arms section.

Tripod, light:  Tripods are used to hold machineguns into position.  Machineguns are heavy weapons and are unsuitable to fire without some form of stabilization.  Tripods allow machineguns to fire without penalty in a 45% arc above, below and to either side.  Tripods weigh only five pounds, so they can be lifted with the weapon, so that the gun can fire in another direction.  Tripods come part and parcel with any issued automatic weapon, except those that are specially requisitioned for a vehicle.  Tripods give machineguns a wide range of movement, but they also limit the firing arc.  While firing a spray attack from a tripod a machine gun can spray into a cone with a maximum width of thirty feet in the first range increment, and sixty in the second and beyond.

Weapon Mount, Armored:  A tripod is all well and good, but a dead gunner can’t fire.  When a machinegun is to be positioned in an area without cover, an armored weapon mount is an asset.  Armored weapon mounts are heavy steel shields through which the machinegun’s barrel is pushed.  The gunner can see over the top of the shield, while everything below his shoulders is protected by the armor.  The narrow opening in the shield allows the machinegun a limited firing arc, spray attacks are limited to width of a maximum fifteen feet within the first range increment, thirty in the second, forty five in the third and so on.   Armored mounts often have wheels, thus with a full round move they can be turned to face a new direction by the crew.  The gunner behind the machinegun receives three quarters cover.  The shield itself has a hardness of 6, an armor class of 13 and can absorb a maximum of thirty-five points of damage before it is shattered.  Armored weapon mounts weigh fifty pounds.

Wire Cutters:  Wire cutters are useful tools for the man in the field.  These sharp cutters slice through barbed wire with ease, allowing a character to clear one foot of wire each round.  These items are not normally general issue, but conscripts and soldiers are issued them before attacking an installation protected by barbed wire.

Medical Equipment:  It is a difficult chore to heal the wounded without special medical equipment.  The following is a list of the equipment that doctors, medics, nurses, and surgeons all need to perform their duty.

Bandages:  Bandages are issues in rolls of gauzy material, they can be found in any first aid kit, doctor’s bag and hospital.  Each roll of bandages weighs half of a pound and can be used to bind up at least ten wounds before the roll runs out.  Bandages are excellent absorbers of fluid, they are excellent at binding wounds but are useless if they get wet.

Disinfectant, Alcohol:  Bleeding wounds are an invitation to disease.  To protect soldiers from infections, disinfectants are issued to medics with their medical kit.  Alcohol is relatively harmless to humans, but is lethal to the microorganisms that infest bleeding wounds.  One bottle of disinfectant weighs one half of a pound and can be used to treat thirty wounds.  Disinfectant is stored in first aid kits, doctor’s bags, and hospital stocks but should a medic find himself out of disinfectant he can improvise some ordinary liquor with no penalty to his first aid check to disinfect.

Doctor’s Bag:  Doctors don’t often make house calls to the trenches, but it has been known to happen.  A doctor’s bag carries everything that a doctor could need to heal the sick and wounded while away from a hospital.  A doctor’s bag is a black leather handbag that weighs three pounds.  Inside the bag are two rolls of bandages, one bottle of disinfectant, sterilized surgical tools, three syringes, one bottle of morphine, four doses of antibiotics, two doses of muscle building drugs, one dose of an anti-poison drug and a transfusion kit.  Doctor’s bags are general issue to characters 

First Aid Kit:  First aid kits are general issue to medics.  These kits are stored in small metal boxes and weigh five pounds.  Inside of a first aid kit are four rolls of bandages, two bottles of disinfectant, four syringes, one bottle of morphine, two doses of antibiotics, one dose of an anti-poison drug and a splint.

Military Hospital Stock:  There is no place better equipped to heal the wounded than a hospital.  Military hospitals can be small affairs, comprised of a single tent, or they can be large buildings filled with beds and operating rooms.  The stores of a military hospital offer a wide selection of pharmaceuticals, surgical tools, and any other medical equipment.  Hospital stocks are refilled regularly, so the Field Marshal may decide that a character may find whatever he wants in the hospital stock.  Hospitals stock bandages, casts, disinfectants, fresh blood, morphine, pharmaceuticals of all kinds, stretchers, surgical tools, transfusion kits, syringes, as well as reserve rations, cleaning equipment and spare beds. 

Morphine:  Morphine is an effective painkiller, delivered by syringe into a wounded character.  A syringe of morphine allows a character’s sense of pain to be numbed for two hours.  While under these effects the character is overtaken by a warm and sleepy feeling of wellness.  The patient still continues to take damage while under the effects of morphine, though he remains unaware of the damage.  Any first aid checks made to set bones, cauterize wounds, and remove projectiles gains a +1 circumstantial bonus, since the patient is neither screaming in pain nor is he thrashing in agony.  Surgery checks to amputate, remove projectile, and to stabilize gain the +1 bonus as well.  On bottle of morphine weighs half a pound and can fill twenty syringes.

Splint:  Splints are simple items, merely two thick sticks of wood bound together with bandages.  These splints can be used hold broken bones in place after being set.  Splints weigh one pound each.

Stretcher:  Stretchers are useful items that can allow stretcher-bearers to carry the wounded to safety.  Stretchers are made of two strong poles seven feet in length bound with thick canvas.  The wounded lies on the canvas and two stretcher-bearers hold either end of the stretcher.  While carrying a man by stretcher, either bearer need only bare one half of the man’s total weight.  A single stretcher-bearer can drag a man by binding him to the stretcher and lifting one end.
Protective Gear:  Bullets and bombs are not the only threat to soldiers in the field.  There is a wide variety of equipment designed to protect military personnel, with each piece of equipment specialized to protect the user against the dangerous conditions of life in the field.  The protective gear is usually issued by the military without any slowdown, though supplies may be limited.

Boots:  Footwear is critical to a soldier’s gear.  Without them, he can scarcely march without sustaining injury to his feet.  Boots stand above other footwear because they offer complete mobility and protection from the elements.  Boots offer protection from the rain, when combined with a trench coat, as well as offering protection from the effects of standing in cold water.  The character need only make checks against disease once every two hours when he is standing in cold water while wearing boots.  One pair of boots weigh 2 pounds

Desert Fatigues:  In the African theater of operation, desert gear is more valuable than trench coats.  Desert fatigues are comprised of light, heat-insulated clothing with protective headgear that minimizes exposure to the sun and loss of water.  Desert fatigues add seven pounds to the gear weight of a character.

Insulated Clothing:  The terrible heat generated by a flamethrower possess a risk to the soldiers who use them.  Insulated clothing encompass the whole body from head to foot with insulating material.  A character that is completely encased in insulated clothing gains fire resistance 10.  If a character take more than ten points of slashing damage the suit is torn and fails to function.  Insulated clothing is heavy, weighing twenty pounds.

Gas Mask:  Gas masks filter the air that a character breathes, protecting their nose, lungs and face from the harmful effects of chemical weapons.  Gas masks are made with goggles to protect a character’s eyes as well.  Gas masks weigh two pounds.  While wearing a gas mask, all spot checks and charisma-based skills suffer a –2 penalty.
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  A soldier is instructed in the use of a gas mask.
Goggles:  Goggles offer protection to a character’s eyes.  During a dust storm goggles allow a character to see much better that he would without them.  Goggles weigh one pound.

Helmet, Steel:  Steel helmets are important additions to a soldier’s equipment.  While helmets can still be penetrated by hits from bullets and other attacks, glancing blows are deflected.  Characters gain a bonus of +2 to any reflex saves to avoid damage from shrapnel, fragmentation grenade projectiles, spray fire from machineguns or other storms of projectiles.  While wearing a helmet and some form of coat a character is immune to the effects of sleet.  Steel helmets weigh five pounds.

Trench Coat:  Polished military uniforms are fine for a parade, but useless when the weather turns sour.  A trench coat offers protection against the effects of rain, allowing characters to avoid making checks against disease incurred from the rain.  Trench coats offer no protection from bodies of cold water, however.  The weight of a trench coat is so evenly distributed across the body, that it does not count against the total weight of the character’s gear.

Winter Clothing:  Winter clothing is a critical tool during long campaigns in any area but the tropics.  Winter gear consists of a thick coat with a hood, gloves, insulating trousers, socks, underwear, and thick socks.  With this gear a character is better able to withstand cold temperatures, as described in the combat section.  Winter gear weighs a total of ten pounds.

Rations:  A starved soldier is a poor soldier indeed.  To fight effectively soldiers need food and water, roughly three square meals a day.  Though men can survive on much less sustenance, their ability to work is compromised.  Rations are issued to soldiers to provide them with enough food to keep them fit and healthy.  Each ration is designed for a different assignment, with the sustenance within the ration deliberately chosen to meet the special requirements of that assignment.

Reserve Ration:  These ration packages were designed to be used by soldiers when regular sources of food were unavailable.  These ration packages weighed nearly 3 pounds and were contained in a metal cylinder.  Reserve rations contain enough food to sustain a man for one day, and were described by soldiers as being more than satisfying.  The contents of the reserve ration cylinder are one pound of canned meat, 16 ounces of bread, 2.5 ounces of sugar, 1.12 ounces of coffee and 0.16 ounces of salt.  While these rations were well received they are inefficient and impractical to manufacture.
Emergency Ration:  These rations are reserved for use when soldiers are cut off from all other sources of food.  These rations are designed to be light and easy to carry, and though they contain enough food to sustain a man for one day they the circumstances in which they are usually used require that they sustain a life for several days.  These rations are rarely issued to infantry, but would be found amongst sailors, airmen, and even long range scouting parties.  The rations way 12 ounces and are contained in oval shaped metal containers.  Emergency rations consist of three one ounce chocolate bars and three cakes of made of beef powder and wheat, each cake weighing three ounces.

Trench Ration:  These rations are designed to be utilized by soldiers fighting in the trenches.  While a soldier may not have enough time to sneak off to a mess tent, he might have the opportunity to crack open a tin and gulp down a quick meal during a break in the fighting.  Trench rations were stored in large containers of galvanized metal to protect them from rain, snow and poison gas.  Such containers stored enough trench rations to supply twenty-five men with enough food for one day.  The individual tins of canned meat and hard bread can be removed from the container and carried with soldiers who plan to “eat out”.  An individual series of meals consists of several loose tins of meat and bread weighing a total of three and a quarter pounds and can sustain a man for one day.  These rations are less efficient and less nutritious than reserve rations as individual meals, but in their original container they were more than adequate. 

Weapons:

Melee Weapons:  Since mankind first wielded weapons, he has strived to find some way to attack while staying farther from his enemy.  Despite his efforts, men are still forced to engage in close combat.  The following is a list of many of the melee weapons a character will encounter.

Axe:  Centuries ago the axe was a weapon of war.  By the time of the Great War it is a weapon of convenience.  Axes are too unwieldy for regular combat, but they remain useful tools.  When caught without a better weapon an axe can be improvised as a melee weapon.  By the time of the Great War few humans still understand the nuisances of combat with this weapon. Some axes are two-handed weapons, thus they grant a damage bonus equal to 1.5 times a characters strength modifier, rather than just the strength bonus.  Two-handed axes are large sized weapons, weight six pounds and deal 1D8 slashing damage on a successful hit.  There are also hatchets that are one-handed medium sized axes, these weapons deal 1D6 slashing damage and weigh three pounds apiece.  Hatchets can be thrown as melee weapons, with a range increment of 10 feet.  The critical threat range of both the two handed axe and the hatchet are 20/*3.  All axes are considered to be exotic weapons, and so impose a –4 penalty to attack rolls.

Baton:  The baton is a simple club carried by police forces and some officers.  Batons care often made of hardened wood, but some metal varieties also exist.  Batons are medium sized clubs, weigh 2 pounds and deal 1D4 damage with a successful hit.  The critical range of a baton is 19-20/*20.  Batons are simple weapons.

Bayonet:  The bayonet is a knife that can be mounted upon the barrel of a rifle.  A bayonet thus mounted transforms a rifle into a deadly spear.  When not mounted a bayonet is a simple combat knife, but when mounted on a rifle the bayonet becomes even more dangerous.  A rifle with a bayonet acts like a large weapon with reach allowing it to threaten enemies ten feet away, and even capable of striking adjacent foes.  A bayonet mounted rifle deals 1D6 piercing damage on a successful strike.  The threat range of a bayonet is 19-20/*2.  Bayoneting tactics train soldiers to charge in with a bayonet, piercing the body with great force.  Rifle mounted bayonets deal double damage when making a charge attack.  Bayonets are martial weapons, when used as combat knifes and when mounted on rifles.  Though rifles carry bayonet mounts, they are imperfect spears.  Each time that a character uses a bayonet mounted on a rifle, the rifle stands a chance of being bent.  Each strike carries a 5% chance of being bent; the strength modifier of the character wielding it modifies this probability.  Thus a character with 15 strength would have a total of 7% probability of bending the rifle.  If a rifle becomes bent the gun automatically misfires on every shot and must be repaired by replacing the barrel.

Club, metal:  When danger strikes without warning, men must pick their weapons when they find them   Metal clubs represent metal pipes, posts, broken rifles or even twisted pieces of metal.  When a metal club weights only 2 pounds, it acts as a baton.  Anything heavier acts as a metal club.  A metal club is 10 pounds on average and is a large weapon.  Metal clubs deal 1D8 bludgeoning damage and threaten a critical range of 20/*3.  Metal clubs are treated as simple weapons.  Using a rifle as a club is a dangerous affair.  Each time the rifle strikes it carries a 10% chance of bending, modified by the strength modifier of the character wielding it and the hardness of the target.  For example, a character with a strength of 14 hits a wooden door with a hardness of 5.  The total probability of bending the rifle barrel with each hit becomes 18%.  It should be noted that the total modifier for strength is +3 because the metal club is a two handed weapon, ands as such applies 150% of the characters strength modifier.

Club, wood:  Just like with the metal club, the wooden club is an improvised weapon.  When a wooden club is less than four feet long it is treated as a baton, everything larger is a wooden club.  Large wooden clubs consist of wood posts, axe handles and tree branches.  Wooden clubs weigh 6 pounds on average and are large weapons.  These clubs deal 1D6 bludgeoning damage on a successful hit and threaten a critical range of 20/*2.  Wooden clubs are considered simple weapons.

Combat Knife:  Combat knives come in many different varieties, but they all function is the same manner.  Combat knives are tiny weapons that weight two pounds.  Combat knives deal 1D4 slashing and piercing damage and threaten a critical range of 19-20/*2.  Combat knifes can be thrown with a range increment of 10 feet.  Combat knives are simple weapons, but a thrown combat knife is considered an exotic weapon.

Garrote:  The garrote is a favored weapon of spies for eliminating victims silently.  The garrote is a simple length of strong, thin wire.  Often garrotes are built with wooden handles to allow a character to put his strength into the attack.  Garrotes cannot be used in melee combat unless the target is flatfooted or is flanked by the attacker.  In essence, when ever the target could be hit by a sneak attack from the character, that character could use a garrote.  A successful attack roll against a victim’s AC allows the character to place the garrote over the victim’s throat and begin choking the victim.  Garrotes deal 1D6 damage; any victim garroted is considered to be grappled by the character with the garrote.  For every round that the victim is thus grappled he takes another 1D6 damage.  The grapple is resolves as any other grapple, with the garroting character gaining a +2 circumstantial bonus to his rolls.  Normal garrotes deny attackers their damage bonus from strength, gripping the wire too tightly is dangerous since the wire is so thin.  If the garrote is built with wooden handles then the character wielding it may add his strength modifier to the damage dealt.  Garrotes threaten a critical range of 18-20/*3.

The first attack with the garrote allows a character to apply sneak attack damage, but any subsequent rounds of dealing damage with the garrote on that same character does not gain the sneak attack damage.  Characters being garroted cannot speak scream or shout until they are freed from the grapple.  Characters wearing a form of special neck-armor are completely protected from garrote attacks.  Garrotes are considered exotic weapons, for while their use is simple, it is difficult to loop the wire around a victim’s neck.

Hammer:  Like the axe, war hammer has been long abandoned as a weapon of war.  Nonetheless, when the danger strikes beggars can’t be choosers.  Hammers come in different sizes, and are wielded in different ways.  Regular hammers are mere tools, far better at hammering a nail than bashing skulls.  These items are small hand weapons that weight one pound.  They may deal 1D4 bludgeoning damage with a successful hit and threaten a critical range of 20/*2.  Hand hammers may be thrown with a range increment of 10 feet.  Mallets are large items; they are of medium size and function as batons.  Sledgehammers are large weapons, weighing 12 pounds.  Sledges deal 1D8 bludgeoning damage with each hit; they threaten a critical range of 20/*3.  All hammers are exotic weapons, thus they impose a –4 nonproficiency penalty to anyone wielding them.

Pistol Butt:  Though the barrel of a pistol is usually the business end, there are occasions where the handle of a gun is a useful weapon.  Pistols lack the weight of a rifle, thus they are even less effective than the butt of a rifle.  Pistol buttes deal 1D2 damage and threaten a critical range of 20/*2.  Pistol butts are exotic weapons.

Rapier:  Rapiers are found through Europe, though they have long since bee abandoned by armies as weapons of war.  These blades are long and thin, designed for stabbing rather than slashing.  Rapiers weigh five pounds, deal 1D6 piercing damage with each hit and threaten a critical range of 18-20/*2.  These weapons are medium weapons.

Rifle Butt:  The butt of a rifle makes a good improvised weapon.  Rather than wield the rifle as a club, the character lifted the rifle and brings its narrow butt down onto the victim.  Rifle butts deal 1D4 bludgeoning damage and threaten a critical range of 20/*2.  All rifles possess a butt that can be used in this manner.  Basic training often requires soldiers to use the butt of a gun, thus the butt is a martial weapon.  Rifle butts are solid pieces of wood or metal.  While they deal less damage then a rifle wielded as a club, they suffer no possibility of bending the barrel.

Saber:   By the time of the Great War the saber nears its end as a weapon of war.  The saber is an efficient weapon, a curved blade used for centuries by cavalrymen.  Officers in the infantry regularly carry these weapons, though they find little use for them.  Most sabers not carried by cavalrymen are actually ornamental weapons, can do no damage and break on the first successful hit.  Sabers are medium sized melee weapons that can deal 1D8 slashing damage on a successful hit and threaten a critical range of 18-20/*2.  Sabers also offer a +1 circumstantial bonus to damage rolls made by mounted characters to attack unmounted foes, this is in addition to the +1 bonus to hit unmounted foes granted by the high ground.  Sabers weight three pounds and are martial weapons.

Scimitar:  In the Ottoman Empire the scimitar is a symbolic weapon, just as the saber is to Western nations.  The scimitar is used in war as a melee weapon, though it is rarely seen amongst armies with an adequate supply of bullets and rifles.  The scimitar is a long curving blade that looks very similar to a saber.  The blade deals 1D6 slashing damage and threatens a critical range of 18-20/*2.  These blades weigh 4 pounds.  Scimitars are medium sized weapons.

Shovel:  The shovel is a far cry from a weapon of war, but in a moment of crisis a steel shovel can still split flesh as easily as soil.  Shovels are large weapons, weighing six pounds.  These items deal 1D6 bludgeoning and slashing damage on a successful hit and threatens a critical range of 20/*2.  Shovels are two-handed weapons, thus the strength modifier to damage is increased to 150%.  Shovels are unwieldy weapons; they are considered exotic weapons and impose the nonproficiency penalty to attack rolls. 

Pistols:  Pistols fill the role of sidearm for soldiers.  These weapons are given out to soldiers for use when a rifle is unavailable.  Pistols can be deadly weapons up close, when accuracy is not an issue.  Pistols are short ranged weapons; they cannot hit any target beyond three multiples of their range increment.  Semiautomatics can fire with lethal rapidity, but they are rarely issued to men in the trenches.  Pistols and their ammunition are conserved by the military, they are usually only issued only to officers and cavalrymen.  As a general rule, semiautomatics are martial weapons and the more basic revolvers are simple weapons.  Clips of pistol ammunition weigh one-half pound and six loose bullets weigh one-quarter pound.

Civilian Pistol:  Civilian pistols are all basically the same, despite individual features and brand names.  Civilian pistols are 2 pound revolvers that have a ranged increment of 30 feet and accept six 0.30 bullets.  Each successful hit deals 1D8 piercing damage and threatens a critical range of 20/*3.

Colt 1911:  The Colt 1911 is a sturdy piece of American engineering.  This semiautomatic pistol weighs 2.5 pounds and is fed by a detachable clip magazine that holds seven .45 bullets.  The Colt is a prolific item, even though the demand is greater than the supply.  Colt 1911 pistols have a range increment of 30 feet.  The Colt carries significant stopping power; each bullet deals 1D10 piercing damage and threatens a critical range of 20/*3.  The Colt 1911 is a martial weapon.

Colt, single action .45:  This predecessor of the Colt 1911 is a simple, but effective revolver.  The colt single action has a range increment of 30 feet and weights two pounds.  This weapon has a capacity to hold six .45 bullets.  Colt .45’s are powerful weapons, each bullet deals 1D10 piercing damage and threatens a critical range of 20/*3.  The single action Colt is a simple weapon.  

Luger P08:  The luger is the main sidearm for every branch in the German military.  The luger is the signature weapon of Germany; its unorthodox shape holds no small amount of charm to firearm enthusiasts.  The luger is a semiautomatic pistol, has a range increment of 30 feet and carries a magazine capable of holding eight 9mm bullets.  The luger P08 weighs only two pounds; each bullet deals 1D12 points of damage and threatens a critical range of 20/*3.  Luger pistols are martial weapons.
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  Luger P08
Webly Mark IV:  The Webly mark IV has been a trusty revolver found in service as a side arm for Britain and her colonies since 1887.  The newer Webly Mark IV is replacing the older Mark I in the trenches, but many of the soldiers conscripted early in the war received a Mark I, which is practically identical.  The Webly has a range increment of 30 feet and weights two pounds.  This weapon has a capacity to hold six .38 bullets.  Webly Mark I’s are moderately powerful weapons; each bullet deals 1D10 piercing damage and threatens a critical range of 20/*3.  The Webly is a simple weapon.
Rifles:  Rifles are the main weapons of any infantryman.  These guns have a longer range than pistols and have greater stopping power.  The majority of rifles in the field are bolt-action rifles, weapons that combine relatively rapid fire with ease of reloading.  The use of telescopic sights and bayonets make rifles adaptable weapons.  Clips of rifle ammunition weigh one half of a pound, six loose bullets weigh one-quarter pound, and two shotgun shells weigh one half of a pound.

Civilian Rifle:  The civilian rifle represents the many varieties of hunting rifles available to civilians.  The basic civilian rifle is the Winchester repeating rifle.  The lever action rifle weighs eight pounds, has a range increment of 150 feet, and carries an internal magazine of eight .30 rounds.  Each successful shot deals 1D8 piercing damage and threatens a critical range of 20/*3.  Civilian rifles are considered martial weapons, but proficiency in one brand of civilian rifle counts as proficiency in all civilian rifles.

Lebel M1886:  The Lebel has served as the main rifle of the French army since 1886.  At the time the weapon was the first modern, mass produced weapon.  Throughout the Great War more modern rifles will slowly replace the Lebel, but in the interim the Lebel provides France’s soldiers with a useful tool.  Lebels are bolt action rifles, weigh nine pounds, have a range increment of 150 feet, and accept stripper clips of seven .30 rifle rounds.  Each successful shot deals 1D0 piercing damage and threaten a critical range of 20/*3.  Lebel rifles are martial weapons.

Lee Enfield Mark III:  The Lee Enfield is known around the world as the best overall battle rifle.  While the Enfield lacks the accuracy of the German Mauser rifle, it combines stopping power with range.  The large ammunition capacity allows soldiers to fire rapidly into oncoming enemies, minimizing the time expended by reloading and maximizing their time devoted to firing.  The Enfield is a bolt action rifle that weighs nine pounds, has a range increment of 200 feet and uses stripper clips of ten 0.303 bullets.  Each successful hit deals 1D12 piercing damage and threatens a critical range of 20/*3.  Enfields are to be considered martial weapons.  Repair checks to clean or repair an Enfield receive a +2 circumstantial bonus.
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Lee Enfield Rifle
Mauser:  The Mauser has earned the admiration of the Central Powers and the grudging respect of the allied forces.  This bolt-action rifle represents the most accurate rifle available to soldiers in the Great War.  Captured Mausers and their ammunition are quickly pressed into service by the allies, despite standing orders to turn the Mausers over to officials.  Mauser rifles weigh eight pounds, have a range increment of 200 feet and accept stripper clips of 5 rounds of 7.92 mm caliber.  Each successful hit deals 1D12 piercing damage and threatens a critical range of 19-20/*3.  This threat range is double that of other rifles, making it just that much more deadly.  Mausers are considered to be martial weapons.
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Mauser rifle
Ross Rifle:  When political patronage and the military collide, the results can be disastrous.  When the Dominion of Canada prepared to send forces to the British Expeditionary force the nation equipped its soldiers with the Ross Rifle, a weapon manufactured in Canada.  The Ross Rifle was intended to be used as a sharpshooters weapon, allowing the allies to pick the enemy off with sniper tactics.  In reality the Ross Rifle is a poor weapon, unable to compete with the more efficient Enfield, Mauser or Spring Field.  Despite complaints from officers, Canadian forces were often denied better weapons.  Excess Ross Rifles flooded the bureaucracy of the Allies; these rifles were then diverted to the front lines where they were distributed to allied soldiers from all nations.  Perhaps the only saving grace of the Ross Rifle is that it uses the same ammunition as the Mauser rifle.  Soldiers who capture enemy rifles quickly make the upgrade and use their treasured Mausers for as long as they can hide them from their officers.  Ross Rifles are bolt action rifles that weigh ten pounds, have a range increment of 200 feet and accept stripper clips of five 7.92 mm rounds.  Each shot deals 1D8 damage and threatens a critical range of 20/*3.  Ross rifles are considered martial weapons.  Ross Rifles are poorly designed for trench warfare.  They are fragile and are easily jammed with mud.  A Ross Rifle imposes a -4 circumstantial penalty to all craft: gunsmith checks to clean repair or modify the rifle.

Spring Field 1903:  The Spring Field 1903 rifle represents the same high standards in craftsmanship expected from American gun manufacturers.  The Spring Field is a bolt action rifle weighing eight pounds, has a range increment of 175 feet and accepts a clip of five 7.92 bullets.  The Spring Field deals 1D10 piercing damage with each successful hit and threatens a critical range of 20/*3.  Spring fields are designed to be sturdy and easily modified and repaired, they grant a +2 circumstantial bonus to all craft: gunsmith checks to clean repair or modify the rifle.

Support Weapons:  As useful as rifles can be, they lack power.  Support weapons are designed to assist troop movements by threatening large areas or by dealing massive damage to a single target.  Support weapons differ significantly from artillery; they can be used by infantry and carried with them without difficulty.  Support weapons are often difficult to procure, but massive troop movements might hinge on the use of these irregular weapons. 

Cannons:  Cannons, despite their name, are a relatively new addition to the battlefield.  These weapons combine the explosive rounds of an artillery gun with the rapid fire of a machinegun.  These weapons can fire several times in a minute, with each shot throwing a small explosive round towards the target.  These weapons are fired in a manner similar to a machinegun, though spray attacks are impossible due to the lower rate of fire.  Cannons come in two different varieties, based on the size of the shell fired.  Cannons can be found as secondary weapons on tanks and on primary weapons on aircrafts and specially built armored cars.  Cannons fired from weapon mounts are martial weapons.  Cannons of all kinds can be reloaded with an artillery check against a DC of 5.  Failure on this check jams the gun, just as a machinegun when unsuccessfully loaded.

Light:  Light cannons fire rounds of 20-millimeter caliber.  These guns weigh one hundred pounds and are fed by belts of fifty shells.  Light cannons can fire in bursts of four shells, with a successful shot striking with one more shell for every five points by which the attack succeeds.  Each round from a light cannon deals 3D6 fire damage to the target.  Light cannons threaten a critical range of 20/*3.  These guns have a range increment of 400 feet.  Infantry can carry light cannons but when a cannon is fired without a stabilizing tripod it is considered to be an exotic weapon.  The shells fired by light cannons each weigh one half of a pound.

Medium:  Medium cannons fire explosive rounds of 50-milimeter caliber.  These guns weigh two hundred and fifty pounds and are fed by belts of fifty shells.  Medium cannons can fire in bursts of three shells, with a successful shot striking with one more shell for every five points by which the attack succeeds.  Each round from a medium cannon deals 4D6 fire damage to the target.  Medium cannons threaten a critical range of 20/*3.  These guns have a range increment of 600 feet.  Medium cannons are too medium to be fired from tripods but they can be mounted on trucks, towers, tanks or airplanes.  The shells fired by medium cannons each weigh one pound.

Heavy:  Heavy cannons are very different from the other varieties of cannons.  These cannons are breach loaded, they can only fire twice every minute and require reloading with a successful artillery check against a DC of 5.  Heavy cannons fire 75-milimeter shells with a range increment of 800 feet.  Each shell deals 5D6 points of fire damage to the point of impact.  These rounds threaten a critical range of 20/*3.  Heavy cannons weigh five hundred pounds and fire six-pound shells.  These massive weapons can be found mounted on defense turrets and tanks.

Flamethrowers:  Flamethrowers are new weapons with a long history.  Ancient man used torches and burning arrows and fire projectors were used by the Greeks to attack enemy ships.  The flamethrower is an improvement over the old versions; these weapons propel a stream of burning fuel and are carried with heavy back mounted tanks.  The flamethrower can ignite combustibles, set fire to structures, and even bypass the armor protects tanks.  Flamethrowers are comprised of two components, the hose and the tank.  The tank represents the two tanks held on the back of the user, which hold both the fuel and the propellant.  The hose refer to the wand from which the fuel is projected and the hose that connects the wand to the tank.  The whole assembly weights forty pounds.

It takes a little time for the stream of fuel to reach its target; any attack with a flamethrower must be part of a full attack action.  The weapon has a range increment and a maximum range of thirty feet.  The character using the flamethrower makes a ranged touch attack against the target, and deals 1D12 damage on a successful hit.  The napalm projected by the flamethrower is sticky, thus can remain on a target and cause damage even if the target itself does not ignite.  Any target that is struck by the flamethrower must make a reflex save against a DC of 15 + 1 for every shot of flame that struck the target.  If the save fails, then the target takes 1D6 damage each round until the fire is put out by a full round action after which the character makes a reflex save against the same DC.  This damage is heat damage, thus the hardness of metal or wood cannot reduce the damage.  Furthermore, for each round that the target is on fire any combustible on the target may be ignited.  Each flamethrower holds only enough fuel and propellant for a maximum of sixty shots.  The flamethrower may be used to “Spray an Area” or make a burst attack.  Burst attacks with the flamethrower utilize four shots of flame.

The tank itself is vulnerable.  The tank portion has a hardness of 6 and an armor class of 15.  The tank may suffer as much as twenty points of damage before rupturing and spilling napalm.  Should a firearm be used to destroy the tank, the napalm igniters and the tank explodes.  The tank becomes the center of a burst fifteen feet in diameter.  Everything within the burst area takes 5D6 fire damage, and half that on a successful reflex save against a DC of 15.  The flamethrower threatens a critical range of 20/*2.  The tank itself is fire-retardant; it possesses a fire resistance of 15.  Using a flamethrower can be dangerous.  For every shot that a character makes with a flamethrower, he takes 1D10 fire damage from the intense heat.  Insulated clothing offers complete protection from this damage.

Lewis Gun:  Lewis guns are light machineguns manufactured by Britain and used as a support weapon throughout the far. Lewis guns are smaller than normal machineguns; they deal less damage and can fire fewer rounds.  The Lewis gun does have one advantage that no other machinegun can claim; it can be carried into battle by infantry.  The Lewis gun is the first practical air-cooled machinegun, it is a large and bulky compared to a rifle.  A circular magazine feeds the gun from on the top of the gun; this magazine carries a maximum of forty-seven bullets.  Lewis guns have a range increment of 75 feet; they only accept magazines specially manufactured for Lewis guns and fire 0.303-inch rounds.  These guns are very light for machineguns; they weight only 26 pounds.  Each successful shot deals 1D12 damage to the target.  Lewis guns threaten a critical range of 20/*3.  These guns are specially designed to be adaptable, with any attack action a character may chose to fire a single shot, a burst, or make a full attack to spray an area.  Despite their size, Lewis Guns were still designed to be tripod mounted.  While on a tripod or some other weapon mount they are considered martial weapons.  Firing a Lewis gun without a tripod is much more difficult to teach.  Lewis guns are considered to be exotic weapons when fired without the benefit of a tripod.  The French and the Americans manufacture a similar weapon known as the Chauchat, and the Germans produce their own light machinegun named the Muskete.  Both the Chauchat and the Muskete function exactly like the Lewis gun.  Magazines of ammunition weigh fifteen pounds.
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Lewis Machine Gun
Shotguns:  Shotguns are primarily hunting weapons, but they can easily be used to take out human prey.  Shotguns come in a wide variety of different models, there are repeating shotguns, double-barreled shotguns, and sawed-off shotguns of both types.  All types of shotguns are martial weapons.  Repeating shotguns use internal magazines capable of storing eight shells, they are operated by handle levers or by pump action.  Double-barreled shotguns may carry two shots, but must be reloaded after both shots are fired.  A double-barreled shotgun might fire the shells as two different attacks or fire both shells with one attack.  Both repeating shotguns and double-barreled shotguns have range increments of ten feet.  Sawed off shotguns function as either double-barreled or repeating shotguns but use a range increment of five feet.

Shotgun shells do not function in the same way as regular bullets.  Shells cannot reach beyond the fifth multiple of the range increment.  Thus, a shell from a repeating shotgun cannot hit any target farther than fifty feet.  Shells fire sprays of buckshot that expand in a conical shape, making it easier to hit targets.  Attacks against targets within the first range increment gain a +1 bonus, while attacks on targets within the second receive a +2 bonus, targets within the third receive a +3 bonus and a +4 bonus is applied to attacks against targets within the fourth increment.  The base damage for a shotgun shell is 4D6, but this damage reduces as the shells disperse.  Hits made against targets within the first increment deal full damage, but for each range increment beyond the first the damage lessens by one dice.  For example, a target forty-five feet from a repeating shotgun suffers 1D6 damage.  Shotgun shells threaten a critical range of 20/*3.

Shotguns can be loaded with special rounds known as slugs.  These slugs function much like normal bullets, they do not expand like buckshot.  Slugs deal 5D6 damage and can be fired beyond the fifth ranged increment, just like a normal bullet.  Sawed off shotguns are not issued by any military; they must be specially made by a gunsmith.  The DC of the check to correctly modify a shotgun into a sawed off gun is 10.

Machineguns:  Machineguns are found in every theater of operation throughout the Great War.  These machines are horribly efficient in their task of taking lives; they represent the triumph of modern industry over traditional weapons.  All machineguns are martial weapons.  Every one hundred machinegun bullets weighs fifty pounds.

American Colt:  When the United States moves off to war, they bring with them the American Colt machinegun.  Colts fire .30-inch rounds, fired from belts of ammunition.  American colts weigh 36 pounds and are fed by belts of two hundred and fifty bullets.  The bullets from an American Colt deal 1D10 points of piercing damage and threaten a critical range of 20/*3.  The Colt uses a range increment of 330 feet.  American colts are solidly built and utilizes a revolutionary air-cooling system that functions as well as the traditional water-cooling system.  Working with these weapons grants a gunsmith a circumstantial bonus of +2 to any craft: gunsmith checks.
Hotchkiss:  The Hotchkiss is the machinegun of choice of the French army.  The Hotchkiss weighs 52 pounds, fires 8mm caliber bullets and is fed with a system of stripper clips, rather than a belt.  The Hotchkiss uses a range increment of 300 feet and each bullet from a Hotchkiss deals 1D10 piercing damage and threatens a critical range of 20/*3.  The clips fired by a Hotchkiss hold only one hundred bullets each, but two can be loaded at one time.  The simplicity of the clip design allows a bonus of +4 to the reload check.

Maxim MG 08:  The maxim machinegun is the pride of German military, claiming more confirmed kills than any other weapon on the front.  The maxim weighs 33 pounds, fires 7.92 mm caliber bullets and is fed by belts of 250 bullets.  The maxim machinegun uses a range increment of 360 feet; each bullet deals 1D12 piercing damage and threatens a critical range of 20/*3.
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  Maxim MG 08 machine gun
Maxim Sokolov:  The Sokolov is the Russian equivalent of the German maxim.  Sadly, the poorly managed Russian war effort allowed multiple flaws to creep into the machine.  The Sokolov weighs 41 pounds, fires a 7.62 mm calibre round and is fed by belts of two hundred rounds.  The Sokolov uses a range increment of 300 feet; each bullet fired from the gun deals 1D10 piercing damage and threatens a critical range of 20/*3.  The sokolov is a poorly built machine; it imposes a –2 penalty to any gunsmith check.

Schwarzlose:  The schwarzlose is the Austrian answer to the British Vickers.  This machinegun can be found all over South East Europe, used by both Austria and her enemies.  The schwarzlose weighs 44 pounds, fires .44 calibre bullets and is fed by belts of 250 rounds.  The schwarzlose uses a range increment of 330 feet; each bullet deals 1D8 damage and threatens a critical range of 20/*3.
Vickers:  The British made Vickers is the star of the Allied arsenal.  Britain, her colonies and former colonies use the Vickers gun as well as lending their excess out to the other allies.  The Vickers weighs 35 pounds, fires a .303 caliber bullets and is fed by belts of 300 rounds. The Vickers machine gun uses a range increment of 360 feet; each bullet deals 1D12 points of piercing damage and threatens a critical range of 20/*3.  The Vickers was specially designed to make transportation simple.  With a successful craft: mechanic or craft: gunsmith check against a DC of 12 a Vickers can be split into two parts in only five minutes, with thirty seconds reduced from this time for every two points by which the check succeeds.  The gun can then be distributed in two pieces weighing 20 pounds each.  Another craft: mechanic or craft: gunsmith check against a DC 12 reassembles the gun in five minutes, with thirty seconds reduced from this time for every two points by which the check succeeds.
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  British soldiers firing a Vickers machinegun
Weapons, Chemical:  Early in the war, the use of chemical weapons was thought to be preposterous.  No one believed that the conventions of war could be so flagrantly disregarded by the use of such a brutal and cowardly weapon.  The terrible deadlock of trench warfare forced the hand of man, and before long each side would use gas as regularly as explosives.  Chemical weapons were first released from canisters, but they were soon adapted to be released from shells.  When a gas is released the Field Marshal must decide the area that the gas will cover.  This area is subject to 50% concealment from the thick misty fog that is the gas.  Soldiers watching a gas attack for the first time must make a fear check against a DC of 12.  There are hundreds of specific varieties of chemical weapons, but all of them can be classified as one of the three agents.

Chemical weapons can be measured out in the total area they will encompass before they dissipate.  Each container of a gas contains enough gas to cover a one hundred square foot area.  These clouds of gas extend ten feet into the air and sinks to the lowest level.  The gas moves in the direction of the wind at a speed of 20 feet per round.  This speed can be increased by the use of fans.  Each canister of gas weighs twenty pounds.  Every twenty fans increase the speed of a 200 square foot area by 5 feet per round.  Shells fired by field guns and howitzers also can deliver chemical weapons.  Each shell delivers enough gas to fill a forty square foot area.  Each variety of gas has an amount of time before the gas dissipates; this time is halved if the wind is strong.  The time is quartered if it rains before the gas dissipates.

Asphyxiating Agent:  While machineguns slaughtered millions, poison gas was much more horrifying.  It is a terrible spectacle to watch a Chlorine gas attack, to see the huge cloud of green gas sweep silently over the land and to hear the horrible sounds as men die horribly.  Chlorine gas kills by using the water inside of lung tissue to create hydrochloric acid.  The lungs are dissolved in acid while the victim still lives.  For every minute of exposure to an asphyxiating agent a character must make a Fort save against a DC of 15.  If the check fails then the character suffers 1D6 acid damage and 1D4 points of temporary constitution damage.  If the check fails by more than five points then the character instead takes 1D6 acid damage 1D4 permanent constitution damage.

Anyone whose constitution score is lowered to zero dies of asphyxiation.  A character unused to chlorine gas but who is exposed to the gas for one round might make a knowledge chemistry check against a DC of 15 to realize that the gas is acidic.  With that knowledge the character may take precautions, such as wearing a wet rag over the face.  With such a rag, a character gains a +2 circumstantial bonus to the fort save.  By making another knowledge: chemistry check against a DC 15 to recall that human urine is alkaline, and can neutralize the acid.  While wearing a rag soaked in urine a character gains a +4 circumstantial bonus to the fort save.  Finally, characters wearing a gasmask are immune to the effects of the chlorine gas.  Asphyxiating agents remain for three hours before they dissipate.  The effects of chlorine gas are hideous to watch.  The first time a character watches a victim die of an asphyxiating agent he must make a horror save against a DC of 15.
Blistering Agent:  Blistering agents, also known as mustard gas, were the most dangerous of all chemical weapons used in the war.  This chemical causes terribly burns to exposed skin, chocked soldiers who breathed it into their lungs and caused blindness to exposed eyes.  Blistering agents dissipated slowly, foxholes and trenches could store blistering agents for up to 24 hours.  In open air the gas remains for three hours.  When this gas contacts moist skin, the agent causes horrible burns.  These burns usually occur in the armpit, eyes, lungs, groin and nose.  Every ten rounds, one minute, of exposure to blistering agents a character must make a fort save against a DC of 15.  Success means that the character takes no damage, but failure results in 1D6 acid damage.  If a character is completely encased in protective clothing, including gloves, goggles, and a mask then he receives a +4 circumstantial bonus to the fort save.  Characters without gasmasks must also make a save against asphyxiation.  Each minute of inhalation of the gas requires that a character make a fort save against a DC of 15 or take one point of temporary constitution damage.  Finally, characters with unprotected eyes must also save against blindness.  Each minute that the blistering agent has contact with the character’s unprotected eyes the character must make a save against a DC of 15 or be blinded for four hours.

Tearing agent:  Tearing agents, or tear gas, cause blindness and pain.  While these are nonlethal, they can be just as dangerous.  Tearing agents are used to drive soldiers out of the trenches so that they can be killed with ease.  Each minute of exposure a character whose eyes are unprotected must make a fort save against a DC of 15 or become blinded for half of an hour.  Each minute that a character inhales a tearing agent the character must make a fort save against a DC of 15 or suffer 1 point of temporary constitution damage.  Character reduced to zero constitution by a tearing agent die of asphyxiation.  Tearing gas remains for one hour before dissipating.

Vehicles

Vehicle Profiles, Land:  A plethora of ground vehicles were used throughout the Great War by both sides.  Aside from tanks, most of these vehicles are terribly out of place in no man’s land.  Nonetheless, the Field Marshal should find these statistics useful should the players leave the trenches.  Vehicles have a hit point total.  When the vehicle is reduced to 50% of its hit points the vehicle is inoperative and slows to a halt.  A mechanic check is required before it functions again.  The DC of the check is at least 15 plus 2 for every ten percent of the hit points lost.  When the vehicle is reduced to 0 hit points, the vehicle is hopelessly damaged.  A vehicle damaged to this extent would require so many new parts that the mechanic would have an easier time building a new car from scratch.

Automobile, large:  By 1914 advances in the internal combustion engine allowed automobiles to reach large sizes.  These large vehicles could move faster and carry heavier loads than their smaller counterparts.  The military found much use for larger models of automobiles, mostly as troop transport.  These machines are roughly twelve feet long, six feet wide, and weigh 1700 pounds.  These vehicles have maximum speed of 60 miles per hour and a cruising speed of twenty miles per hour.  Automobiles of this variety have a Strength score of 29 and are considered to be large sized.  The armor on a large automobile is thin, the front, rear, sides and undercarriage of the automobile have an armor class of 12 and a hardness of 4.  The sides and front offer a maximum of 50% cover, but the rear offers no cover.  The top of the vehicle has no armor of which to speak, their armor class is ten and they have a hardness of zero.  A large automobile has a total of 120 hit points.  The maximum range of a large automobile is two miles without refueling.
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 Large automobile
Automobile, small:

Model T Patrol Car:  When war first broke out, the Allied forces realized the need for mobility.  Henry Ford was initially reluctant to produce weapons of war, but eventually gave in and designed the Model T Patrol Car.  Model T Patrol Cars are roughly six feet wide; 9 feet long weigh 1200 pounds.  The four cylinder engines and lightweight body give the vehicle excellent maneuverability and speed.  The Model T has a maximum speed of 70 miles an hour and a cruising speed of twenty-five miles per hour.  The model T Patrol Car is lightly armored, the front rear and both sides have a hardness of 4 and an armor class of 12.  The undercarriage and the top are unarmored; they have a hardness of zero and an armor class of 10.  The model T has a total hit points of 100.  Passengers inside of the cab are offered a maximum of fifty percent cover from the front and sides and total cover from the rear.  Passengers in the rear are offered total cover from the front, one-third cover from the sides and no cover from the rear.  Model T’s have a strength score of 27 and are large sized.  A model T has a maximum range of two hundred miles before refueling.  Model T patrol cars are not designed to hold any specific weapon, but the rear is often loaded with an armored weapon mount carrying a machinegun or a light cannon. 
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 Model T automobile.
Motorcycle, basic:  The basic motorcycle is a medium sized two-seated cycle.  Motorcycles have no armor; the bicycle has an armor class of 12 and a hardness of 1.  The basic motorcycle offers no cover from either sides or from the rear, by it does offer half cover from the front.  Passengers riding on the back offer the driver full over from the rear, while the driver offers passengers total cover from the front.  A basic motorcycle is medium sized and has a strength score of 28.  Motorcycles are lightweight vehicles; they weight only five hundred pounds.  The total hit points of a motorcycle are 60.  Motorcycles are fast and maneuverable, they have a maximum speed of sixty miles per hour and a cruising speed of twenty-five miles per hour.  Motorcycles have a maximum range of 80 miles before refueling.

Motorcycle, sidecar:  This vehicle is a basic motorcycle with an armored sidecar attacked.  With the addition of the sidecar, the strength score of the motorcycle becomes 29 though it still remains medium sized.  The sidecar is armored; on the front rear and side it has an AC of 14 and a hardness of 3.  The sidecar offers the passenger within it half cover from the side and rear, and total cover from the front.  The sidecar’s passenger also offers the driver half cover to the side, but the driver has no cover from the rear.  The sidecar of the cycle is armed with a machinegun or a light cannon.  This weapon mount allows the gun to turn in a firing arc of thirty degrees to either side.  The gun can be fired, but motion imposes the penalties for high speed.  With the heavy sidecar, the cruising speed of the cycle becomes 20 miles per hour and its maximum speed drops to 50 miles per hour.  A motorcycle with a sidecar has total hit points of 70.  A motorcycle with a sidecar weights seven hundred pounds, not counting passengers or a machinegun.
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British motorcycles armed with Vickers machineguns

Tank:  The name “tank” came about as an accident.  When shipped across the English Channel, the armored vehicles were stored in boxes marked Tank, so as to appear as plumbing parts rather than new weapons.  The use of tanks in war was hotly debated, as conservatively minded military officials doubted their usefulness.  Quickly into the war, the Allies began to envision a mobile armor that could protect soldiers while in No Man’s Land.  The tank has proven itself to be a lethal addition to the battlefield.  Since the first tanks arrived, both sides have been frantically building new battle tanks.  At any moment, either side could adopt any variety of tanks, since disabled tanks were salvaged and commissioned by the other side.  Tanks are massive armored vehicles driven by treads rather than wheels.  These mighty weapons of war offer their crew total cover, though reduced visibility causes a penalty of –5 to all spot checks and listen checks made while inside the tank.  All tanks have hatches from which the crew may exit.   A crewman sticking his head out of a hatch to see gains only 9/10ths cover from the tank’s armor.  Tanks have wide bodies, low centers of gravity and stable treads, thus they are immune to skidding, spinouts and flipping over.  Tanks are somewhat clumsy on the battlefield; they must come to a stop before turning.  All tanks are considered to be huge for the purposes of determining encumbrance.

Char Schneider:  The Char Schneider is a relatively ugly looking tank, it looks like nothing so much as a rusted battleship placed onto treads.  The sheinder weighs 14 tones, stands eight feet high, nine feet wide and eleven feet long.  The tank can move at a maximum speed of 5 miles per hour, with a cruising speed of 2 miles per hour.  The armour of the Schneider is dangerously thin.  The top, front, rear and sides of the tank have a hardness of 8 and an armor class of 14.  The undercarriage is relatively unarmored; it has an AC of 12 and a hardness of 4.  Schneider have a total hit points of 140.  Schneider tanks are crewed by teams of six men who are armed with two Hotchkiss machineguns mounted on the sides and one large cannon mounted to face the front.  These tanks have a strength score of 26 and a range of 50 miles.
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  Char Schneider tank.
Little Willy:  “Little Willy” is a box-like tank that appeared early in the war.  This tank weighs 14 tons and is 12 feet long and eight feet wide.  The top, front, rear and sides of the tank have a hardness of 9 and an armor class of 14.  The undercarriage is relatively unarmored; it has an AC of 12 and a hardness of 5.  These tanks have a total of 150 hit points.  These tanks have a maximum speed of 3 miles per hour and a cruising speed of one half mile per hour.  Willys are armed with one light cannon and 6 machine guns.  The front is armed with two medium cannons, the sides armed with one Vickers machineguns apiece.  The Willy is crewed by a driver, a commander, a navigator, two loaders for the cannon and guns, and four gunners.  Willys are huge sized and have a strength of 22.  These tanks have a range of 50 miles before refueling.
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  Little Willy.
Leichter Kampfwagon II:  The kampfwagon is among the best tanks in the Great War.  The Kampfwagon II is 16 feet long, 7 feet wide, and weighs 8.7 tones.  The armour of the kamfwagon is strong.  The top, front, rear and sides of the tank have a hardness of 10 and an armor class of 14.  The undercarriage is relatively unarmored; it has an AC of 12 and a hardness of 5.  This tank has a total hit points of 160.  This tank has a maximum speed of 8 miles per hour and a cruising speed of 4 miles per hour.  The tank was crewed by 6 men, and was armed with a single medium cannon.  The kampfwagon is huge sized, has a strength score of 25 and a range of sixty miles.
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 Leichter Kampfwagon.
French Renault light tanks:  Early in the war the French and the British agreed to split the task of building tanks; the English would build the heavy tanks and the French would build the light tanks.  The Renault is one of the lightest tanks in the Great War.  The Renault is 9 feet long, 6 feet wide, and weighs 6.5 tones.  The armour of the Renault is strong of its size.  The top, front, rear and sides of the tank have a hardness of 7 and an armor class of 14.  The undercarriage is relatively powerful; it has an AC of 12 and a hardness of 7.  The total hit points of the Renault is 110.  This tank has a maximum speed of 6 miles per hour and a cruising speed of 3 miles per hour.  The tank was crewed by 2 men, and was armed with a single Hotchkiss machinegun.  The Renault is large sized, has a strength score of 25 and a range of sixty miles.
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 French Renault light tanks.
Schwerer Kampfwagen A7V:  The A7V is a primitive, but effective tank.  This tank weighs 32 tons and is 14 feet long and ten feet wide.  The top, front, rear and sides of the tank have a hardness of 10 and an armor class of 14.  The undercarriage is relatively unarmored; it has an AC of 12 and a hardness of 5.  The A7V has total hit points of 150.  These tanks have a maximum speed of 8 miles per hour and a cruising speed of four miles per hour.  A7Vs are armed with one light cannon and 6 maxim machine guns.  The front is armed with one machinegun and the cannon, the sides armed with three machineguns apiece.  The AV7 is crewed by a driver, a commander, a navigator, two loaders for the cannon and guns, seven gunners, a mechanic and three spotters.  A7Vs are huge sized and have a strength of 25.  These tanks have a range of 50 miles before refueling.
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 Schwerer Kampfwagen A7V
Mark I:  The Mark I, nicknamed “Mother”, is the first of a series of tanks produced by the British during the Great War.  The Mark I is a primitive, but effective tank.  This tank weighs 28 tons and is 26 feet long and 9 feet wide.  The top, front, rear and sides of the tank have a hardness of 8 and an armor class of 14.  The undercarriage is relatively unarmored; it has an AC of 12 and a hardness of 5.  The Mother has a total hit point of 160.  These tanks have a maximum speed of 4 miles per hour and a cruising speed of two miles per hour.  Mark I’s are armed with two heavy cannons and 4 Vickers machine guns.  The cannons are amounted on the sides but can fire in a ninety-degree arc towards the front.  Two machineguns are mounted on the front and the other two are mounted on the back.  The Mark I is crewed by a driver, a commander, a gunner and a loader for each cannon, and two gunners for the machineguns.  Mark I’s are huge sized and have a strength of 25.  These tanks have a range of 50 miles before refueling.
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 Mark I.
Mark V:  The Mark V is the among the best tanks in the Great War.  This tank weighs 28 tons and is 30 feet long and 9 feet wide.  The top, front, rear and sides of the tank have a hardness of 10 and an armor class of 14.  The undercarriage is relatively unarmored; it has an AC of 12 and a hardness of 5.  Mark V’s have a total hit points of 170.  These tanks have a maximum speed of 4 miles per hour and a cruising speed of two miles per hour.  Mark V’s are armed with two heavy cannons and 4 Vickers machine guns.  The cannons are amounted on the sides but can fire in a ninety-degree arc towards the front.  Two machineguns are mounted on the front and the other two are mounted on the back.  The Mark I is crewed by a driver, a commander, a gunner and a loader for each cannon, and two gunners for the machineguns.  Mark I’s are huge sized and have a strength of 25.  These tanks have a range of 50 miles before refueling.
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British Mark V tank

Mark VIII:  The Mark VIII is the latest breed of heavy tanks produced by the British.  This tank weighs 37 tons and is 34 feet long and 9 feet wide.  The top, front, rear and sides of the tank have a hardness of 12 and an armor class of 14.  The undercarriage is relatively unarmored; it has an AC of 12 and a hardness of 7.  Mark V’s have a total hit points of 180.  These tanks have a maximum speed of 6 miles per hour and a cruising speed of two miles per hour.  Mark V’s are armed with two heavy cannons and 4 Vickers machine guns.  The cannons are amounted on the sides but can fire in a ninety-degree arc towards the front and a twenty-degree arc to the back.  Two machineguns are mounted on the front and the other two are mounted on the back, all of which are on the pod on the top of the tank.  The Mark VIII is crewed by a driver, a commander, a gunner and a loader for each cannon, and two gunners for the machineguns.  Mark VIII’s are huge sized and have a strength of 26.  These tanks have a range of 50 miles before refueling.
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 Mark VIII.
Whippet:  The Whippet is one of the fastest tanks in the Great War.  The whippet is 16 feet long, 7 feet wide, and weighs 14 tones.  The armour of the Whippet is strong of its size.  The top, front, rear and sides of the tank have a hardness of 8 and an armor class of 14.  The undercarriage is relatively powerful; it has an AC of 12 and a hardness of 7.  The total hit points of the Renault is 130.  This tank has a maximum speed of 8 miles per hour and a cruising speed of 3 miles per hour.  The tank was crewed by 2 men, and was armed with three Vickers machineguns machinegun, with one mounted on the front and each side.  The Whippet is huge sized, has a strength score of 23 and a range of sixty miles.
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 British Whippet tank.
Truck, Heavy:  Heavy trucks will be in use throughout the Great War, carrying cargo of all kinds.  These trucks represent the heaviest types of automobiles.

Military Motor Bus:  The military motorbus is simply a city bus converted to the purpose of carrying soldiers.  Buses of this kind are thirteen feet high, nineteen feet long and weigh seven tones.  These vehicles are unarmored; the vehicle has a harness of 3 and an AC of 12.  The whole vehicle has a total hit points of 60 and offers a maximum of one half cover to its passengers.  These vehicles are huge sized and have strength scores of 25.  Motor Busses have a maximum speed of 50 miles per hour and a cruising speed of 10 miles per hour.  A motorbus of this kind can comfortably carry thirty-five men and have a range of 80 miles before refueling.  These busses cannot mount weapons, but the soldiers within can bring their own arms to bear.
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 Motorbus.
Armored Lorry:  Armored lorries are large trucks plated in protective metal Armour.  These vehicles weigh five tones and are fifteen feet long and six feet wide.  Armored lorries have a hardness of 7 and AC of 14 on the front, top, sides and rear, but only an AC of 12 and a hardness of 4 on the undercarriage.  These vehicles have a total hit points of 60, but all passengers are offered total cover from all sides.  Armored cars have a maximum speed of 50 miles per hour and a cruising speed of ten miles per hour.  These vehicles have a range of 80 miles before refueling.  Armored lorries are built to carry heavy equipment such as antiaircraft guns, cannons, or machineguns.  These vehicles are huge sized and have a strength score of 26.  These vehicles can mount weapons on the back, but no weapons on the front or sides.  
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Armored Lorry carrying an antiaircraft cannon.
Truck, Light:  Light trucks are more common than their heavier cousins.  These trucks are used like pack mules, to carry equipment rather than as a means of speedy transportation.  Light trucks are a rare sight in no man’s land, since they have no armor and can support no weapons.

Commer Ambulance:  The comer ambulance was commissioned as a method of transporting stretchers, medics, supplies and horses to and from the front lines.  These vehicles are twelve feet long and seven feet wide.  These lories have a hardness of 5 and an armor class of 12.  These ambulances have a total hit points of 70.  Passengers inside the lorry have total cover, but the driving crew has only half cover from the front and sides.  These lorries are huge vehicles and have a strength score of twenty-two.  Ambulances have a maximum speed of 55 miles per hour, a cruising speed of 20 miles per hour and range of 100 miles before refueling.  The rear carriage of the ambulance can hold almost twenty men or two horses.
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 Ambulance.
Dennis Military Lorry:  The military lorry was commissioned as a method of transporting soldiers, weapons, equipment and supplies to and from the front lines.  These vehicles are twelve feet long and seven feet wide.  These lories have a hardness of 6 and an armor class of 12.  These trucks have a total hit points of 80.  Passengers inside the lorry have total cover, but the driving crew has only half cover from the front and sides.  These lorries are huge vehicles and have a strength score of twenty-three.  Dennis Lorries have a maximum speed of 55 miles per hour, a cruising speed of 20 miles per hour and range of 100 miles before refueling.  The rear carriage of the ambulance can hold almost twenty men or two horses.
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 Military Lorry.
Profiles, Aircraft:  In the Great War aircraft are found throughout the skies of Europe, gathering information, dropping deadly bombs and fighting amongst each other.  There are a vast number of aircraft available to pilots.  All aircraft offer nine tenths cover to the crew from the sides and top, and full cover from below.  The following is a general list of some of the aircraft that a character might encounter.  The width of the tails and fuselages of the various aircraft are universally five feet, but the wingspan varies.

Airco D.H.2:  The Airco is a primitive pusher plane.  The Airco is an excellent biplane built for speed and maneuverability.  The Airco is manned by the pilot and is armed with a Vickers machinegun.  The large sized plane weighs 1500 pounds and has a strength score of 25.  The wingspan is 28 feet and the length is 25 feet.  The wings are mounted in the center of the aircraft.  The Airco has a max speed of 90 miles per hour, a cruising speed of twenty miles per hour, a maximum altitude of 14 000 feet and a range of 500 miles before refueling.  The airco has an AC of 12 and a total hit points of 40.

[image: image28.jpg]


Airco DH2

Albatross:  The German albatross is an excellent aircraft, its enlistment made the British pusher planes obsolete.  The albatross is a biplane built with the wings in the center of the plane.  The albatross is manned by the pilot and is armed with two synchronized Muskete machineguns, fired by the same trigger.  The large sized plane weighs 2100 pounds and has a strength score of 25.  The wingspan is 30 feet and the length is 24 feet.  The wings are mounted in the center of the aircraft.  The albatross has a max speed of 114 miles per hour, a cruising speed of twenty five miles per hour, a maximum altitude of 18 700 feet and a range of 600 miles before refueling.  The albatross has a hardness of 2, an AC of 12 and total hit points of 50.

[image: image29.jpg]


  German albatross
Armstrong FK8:  The Armstrong was designed by Great Britain to be used as a fighter-bomber.  The Armstrong is a biplane built with the wings in the center of the plane.  The pilot and copilot man the aircraft; the plane is armed with one Lewis machinegun on the front and a light cannon on the tail.  This aircraft uses deflector plates to assists in forward fire.  The huge sized plane weighs 2780 pounds and has a strength score of 25.  The wingspan is 43 feet and the length is 32 feet.  The wings are mounted in the center of the aircraft.  The Armstrong has a max speed of 100 miles per hour, a cruising speed of twenty five miles per hour, a maximum altitude of 18 000 feet and a range of 600 miles before refueling.  The Armstrong has a hardness of 2, an AC of 12 and total hit points of 60.
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 Armstrong FK8

Aviatic:  The Aviatic is the first German recognizance plane to see action.  The aviatic is a biplane built with the wings in the front of the plane.  The aviatic is manned by the pilot and a copilot and is completely unarmed.  The large sized plane weight 2400 pounds and has a strength score of 22.  The wingspan is 46 feet and the length is 24 feet.  The wings are mounted in the center of the aircraft.  The aviatic has a max speed of 60 miles per hour, a cruising speed of twenty five miles per hour, a maximum altitude of 18 700 feet and a range of 600 miles before refueling.  The aviatic has a hardness of 0, an AC of 12 and total hit points of 40.
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  Early aviatics taking off
Breguet 14: The French Belgians, and Americans used this biplane of French design throughout the war.  The breguet is manned by the pilot and copilot and is armed with a Hotchkiss machinegun on the back and a Chauchat on the front.   These planes used deflector plates to allow for better fire.  The huge sized plane weight 3800 pounds and has a strength score of 25.  The wingspan is 47 feet and the length is 29 feet.  The wings are mounted in the front of the aircraft.  The Breguet has a max speed of 110 miles per hour, a cruising speed of twenty miles per hour, a maximum altitude of 19 000 feet and a range of 500 miles before refueling.  The breguet has an AC of 12 and a total hit points of 40.  The breguet can carry up to 6 medium bombs.
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  Breguet 14 taking off.

Bristol M1:  The Bristol is a British monoplane designed to be a scout and a fighter.  The Bristol is manned by the pilot and is armed with a Lewis machinegun.  These planes mount the machinegun on the wing of the aircraft.  The large sized plane weighs 1350 pounds and has a strength score of 25.  The wingspan is 30 feet and the length is 20 feet.  The wings are mounted in the front of the aircraft.  The Bristol has a max speed of 130 miles per hour, a cruising speed of twenty miles per hour, a maximum altitude of 20 000 feet and a range of 500 miles before refueling.  The Bristol has an AC of 12 and a total hit points of 40.
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 Bristol M1 before take off
Fokker DR1:  The Fokker DR 1 is one of the first triplanes to see action.  The Fokker DR1 is manned by the pilot and is armed with two synchronized Muskete machineguns.  The huge sized plane weighs 893 pounds and has a strength score of 25.  The wingspan is 24 feet and the length is 18 feet.  The wings are mounted in the front of the aircraft.  The fokker has a max speed of 103 miles per hour, a cruising speed of twenty five miles per hour, a maximum altitude of 20 000 feet and a range of 600 miles before refueling.  The Fokker has a hardness of 0, an AC of 12 and total hit points of 50.  These planes can be fitted with bomb racks so that they could carry four light bombs.
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 Fokker DR1.

Fokker E.I:  The Fokker E.I is a primitive German monoplane that saw action early in the Great War.  The Fokker is manned by the pilot and is armed with one synchronized Muskete machineguns.  The large sized plane weighs 1300 pounds and has a strength score of 25.  The wingspan is 31 feet and the length is 23 feet.  The wings are mounted in the center of the aircraft.  The fokker has a max speed of 88 miles per hour, a cruising speed of twenty five miles per hour, a maximum altitude of 11 500 feet and a range of 600 miles before refueling.  The Fokker has a hardness of 0, an AC of 12 and total hit points of 40.
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 Fokker E.I
Fokker D.VII: the Red Baron himself championed The Fokker D.VIII when he tested the prototypes.  These aircraft have a reputation for turning a mediocre pilot into an ace.  The Fokker is manned by the pilot and is armed with two synchronized Muskete machineguns.  The large sized plane weighs 1939 pounds and has a strength score of 25.  The wingspan is 29 feet and the length is 23 feet.  The wings are mounted in the center of the aircraft.  The fokker has a max speed of 124 miles per hour, a cruising speed of twenty five miles per hour, a maximum altitude of 21 000 feet and a range of 600 miles before refueling.  The Fokker has a hardness of 0, an AC of 12 and total hit points of 50.
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  Fokker DVII landing
Junkers J.I:  This plane was a heavy German recognizance plane, designed to stand up to heavy punishment from enemy fire.  The pilot and a copilot man the Junker; the plane is armed with one synchronized Muskete machinegun on the front and one maxim mounted on the tail.  The huge sized plane weighs 3893 pounds and has a strength score of 25.  The wingspan is 52 feet and the length is 29 feet.  The wings are mounted on the front of the aircraft.  The Junker has a max speed of 96 miles per hour, a cruising speed of twenty five miles per hour, a maximum altitude of 16 400 feet and a range of 600 miles before refueling.  The Junker has a hardness of 4, an AC of 12 and total hit points of 60.
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  Junker J.I.
L.V.G:  This plane was a light bomber primarily used for recognizance.  The pilot and a copilot man the LVG; the plane is armed with one synchronized Muskete machinegun on the front and one mounted on the tail.  The huge sized plane weighs 3100 pounds and has a strength score of 25.  The wingspan is 42 feet and the length is 26 feet.  The wings are mounted on the front of the aircraft.  The LVG has a max speed of 80 miles per hour, a cruising speed of twenty five miles per hour, a maximum altitude of 16 400 feet and a range of 600 miles before refueling.  The LVG has a hardness of 0, an AC of 12 and total hit points of 60.  An LVG can carry four medium bombs.
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 LVG in flight

Martinsyde G100:  The Martinsyde “elephant” was a heavy and ungainly bomber built by the British.  The pilot mans the Martinsyde; the plane is armed with one synchronized Lewis machinegun on the front and one on the tail.  The huge sized plane weighs 2425 pounds and has a strength score of 25.  The wingspan is 38 feet and the length is 26 feet.  The wings are mounted on the front of the aircraft.  The Martinsyde has a max speed of 104 miles per hour, a cruising speed of twenty miles per hour, a maximum altitude of 16400 feet and a range of 600 miles before refueling.  The Martinsyde has a hardness of 0, an AC of 12 and total hit points of 50.  A Martinsyde can carry 3 medium bombs.
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  Martinsyde G100
Nieuport 27: The American Air Service used this French airplane extensively throughout the Great War.  The pilot mans the Nieuprt; the plane is armed with one synchronized Chauchat machinegun on the front.  The gun on this plane is mounted on the wing; it does not use deflector plates.  The huge sized plane weighs 1290 pounds and has a strength score of 25.  The wingspan is 26 feet and the length is 19 feet.  The wings are mounted on the front of the aircraft.  The Nieuport has a max speed of 116 miles per hour, a cruising speed of twenty five miles per hour, a maximum altitude of 18 200 feet and a range of 600 miles before refueling.  The Nieuport has a hardness of 0, an AC of 12 and total hit points of 60.
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  Nieuport 27 on a landing strip.

Sopwith Camel:  The sopwith camel is one of the best planes produced during the Great War.  The pilot mans the camel; the plane is armed with two synchronized Vickers machineguns on the front.  The huge sized plane weighs 1422 pounds and has a strength score of 25.  The wingspan is 28 feet and the length is 19 feet.  The wings are mounted on the middle of the aircraft.  The camel has a max speed of 118 miles per hour, a cruising speed of twenty five miles per hour, a maximum altitude of 19 000 feet and a range of 600 miles before refueling.  The Sopwith Camel has a hardness of 0, an AC of 12 and total hit points of 60.
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 Sopwith camel
Maintaining Equipment

Cleaning a Gun:  Regular cleaning of a firearm or artillery piece is required.  A firearm must be cleaned after the discharge of fifty rounds.  If the gun is not cleaned, then each subsequent shot carries a 5% chance of misfiring.  After every multiple of twenty-five beyond the first fifty, the chance increases by 5%.  The Field Marshal rolls the D100 each time the character fires the weapon.  If the result of the roll is low enough to be within the misfire probability the weapon misfires.  On such a misfire the gun does not fire, instead it jams and cannot be fired again until it is repaired.  Cleaning a firearm requires a successful craft: gunsmith check against a DC of 10 plus 1 for every twenty-five rounds fired since it was last cleaned.  Cleaning a firearm requires oil, and a special brush.  The base time to clean the weapon is fifteen minutes, but for every two points above the DC that the check succeeds, the time required to clean is reduced by one minute.  During cleaning, the gun is completely disassembled and reassembled as it is cleaned.  If the check is successful, the misfire percentage is lowered to zero, if the check fails then the probability of misfire remains the same.

Machine guns and cannons must be cleaned, just as rifles must be cleaned.  Machineguns and cannons are designed such that they can fire one hundred rounds before needing to be cleaned.  After six hundred rounds, the base probability of misfire is 5%, and increases by 5% for every six hundred rounds beyond the first. Cleaning a cannon or a machinegun is a more complex affair then cleaning a light firearm.  The DC to the gunsmith check to clean a machinegun or a cannon is 12, and the task requires fifteen minutes, modified by the success of the check.

Artillery weapons also require cleaning, though their needs are much more urgent than light arms.  For every five shots a gun must be cleaned or else the machine begins to risk a misfire.  After five shots an artillery weapon must be cleaned or else each subsequent shot carries a misfire probability of 5%.  Every five shots afterward increase the probability of misfire by 5%.  Each time the gun is fired, the Field Marshal rolls the D100.  On a misfire the shell jams inside of the artillery piece.  The gun will not fire until a mechanic makes a craft: mechanic check against a DC of 20 to dislodge the shell.  Should the weapon misfire there is a probability that the shell explodes inside of the gun.  For every 5% of probability of misfire, the chance for explosion increases by 1%.  Whenever Field Marshal rolls a misfire check, if the roll is so low that it falls within the explosion probability then the shell explodes inside the gun.  For example, a Field gun has fired 20 shots without cleaning.  The chance for misfire on the next shot is 20%, while the chance for explosion is 4%.  The Field Marshal rolls the D100 and comes up with a 03.  Thus the shell becomes caught in the gun and explodes.  When a shell explodes inside of a gun the entire artillery weapon is destroyed.  The force of the blast reduces the gun to scrap metal, the gun cannot be repaired and anything left is just scrap parts.  The area around the artillery piece is subject to an explosion as an identical shell had landed right on the artillery piece.  Cleaning an artillery piece requires twenty minutes of time, a brush large enough to reach through the entire barrel and some cleaning oil.  The check to clean an artillery piece is accomplished with the skill craft: mechanic.  The check to clean the weapon is made against a DC of 12+1 for every five shells fired.  For every two points above the require DC that the check succeeds, the time required drops by one minute.  A successful mechanic check reduces the probability of misfire and explosion to 0%.  A failed check does not lower the probabilities.

Science in Gothic Earth

By the time of the Great War mankind’s understanding of science has grown to an impressive level.  Knowledge of biology, chemistry, and physics has reached an unprecedented high; automobiles and assembly lines are quickly replacing man with machine.  Every nation vies to produce more and more aircraft, machine guns, howitzers and tanks.  With the success of industrial weapons over traditional tactics each nation has ample motivation to gain the technological advantage in the war.  Far behind the front lines, scientists from all fields are sequestered in secrete military complexes where they labor intensely to discover the ultimate weapon.

Scientific devices can accomplish nearly anything a player and his Field Marshal can imagine.  A new invention is designed whenever a character wants to build some item that has never before been created.  Inventions can be chemical compounds, cultured diseases, electronics, machines, medical procedures, specially bred plants, structures, vehicles, or even weapons.  There is no limit to what science can accomplish, though there might be a limit as to what a scientist can actually accomplish.  The process of inventing an item is a long and grueling task for a character, but it is simple for the Field Marshal to govern.  Skills such as craft, knowledge and profession are usually all that is needed to envision, design and construct a device.  The actual use of a device might be more complex, but their use is still governed by the rules for attack rolls, skill checks and other D20 mechanics.

Scientific devices are different from magic.  While magic functions through the mastery of extra planar energies, science is based completely upon the physical rules of the prime material plane.  Scientific devices do not require magic users, once built they can be operated by almost any individual.  Perhaps the greatest trait of science is reproducibility, once a device is properly designed that same design can be used to create an unlimited number of devices.  The successful design of a new invention can proliferate as fast as a disease and quickly tip the scales of the war.  The only limit is mankind’s ability to think.  Inventing is not limited to spindly men in lab coats and rubber gloves.  Anyone with intelligence, creativity, training and experience can possibly create an original device.  These men might be mechanics investing their spare time between oil changes into the design of a new engine, they may be crack-pot inventors in basement laboratories dreaming up weapons of mass destruction or they could be a spy creating some bizarre code cracking machine.

Field Marshals are cautioned not to allow the more advanced forms of science to appear to prominently in a campaign.  While it might be acceptable to send a group of players to destroy an experimental German mega-tank it is unacceptable to send such a group to storm a trench defended by fifty Germans with laser-rifles.  Discretion is the key to scientific devices.  Powerful devices should have limiting factors tailored by the Field Marshal.  Huge death rays might require massive sources of power, while chemical compounds might carry dangerous side effects on the user.

Designing Devices:  The actual effectiveness of these devices are left to the DM to decide, though the difficulty of the checks and the expense of building the devices should be counterbalanced with increased effectiveness.  Under these rules, devices can be objects, chemical compounds, surgical procedures and even mathematic equations.

Skill Checks:  Making a skill check is not without some risk.  When a character makes a check that fails by more than five points, he or she has failed, but does not realize their failure.  The character continues on from that point, unaware that their attempts are doomed to failure.  At every other point in the process, such as related knowledge or profession checks, the character may make another skill check for the failed skill, at the same DC.  If that roll succeeds by more than 2, then the character realizes their error.

  The exact consequences of a failed roll are left to the DM.  Sometimes the error is correctable, with simple adjustments.  In other cases, the error is realized too late and the entire process must be started again, from scratch.

Theory:  When designing a new device, a prospective inventor must develop a theory.  This theory covers a few different topics.  First, a correct theory allows the inventor to determine what the device must to in order to fulfill its purpose. The theory check is made by a related knowledge check against a DC of 20.  Devices that cover more than one discipline of science require more than one theory check.

For example, an artificial ear must be able to detect sound and transform the sonic energy into nerve impulses.  A successful theory check would allow the inventor to imagine a way to artificially transmit sound into nerve impulses.  For the artificial ear, a theory check using knowledge: medicine is required for the interaction of the machine to the body, and an additional theory check using knowledge: physics check is also required to allow the mechanical ear to pick up the sound waves.

Design:  Once the theory has been developed, it is time to design the actual device.  Designing a device involves determining the material needed, the drawing of diagrams and plans, and other tasks involved in the proper planning of the project.  Designing a device requires another related knowledge check, though it may be a different skill than the skill used to develop the theory.  If a device used more than one discipline in its theory check, it may require more than one designing check.  A design check is made against a DC of 20.

For example, a character may use the knowledge: toxicology check to theorize a new poison gas but the actual design check required would be knowledge: chemistry check.  This relates to the required knowledge of the chemical properties at work, such as the stability of the antidote inside of a pill form.

The design phase ends with the construction of a blueprint, a series of plans, a chemical equation or a proposal for an experiment.

Materials:  The construction of a new device requires the proper materials.  The actual collection of the materials may be difficult, since many of the materials may be expensive, exotic, or perhaps illegal to procure.  The actual materials needed are determined by the design check, and are left up to the DM as to how they should be collected.  Often new technologies require components that have never before been built.  In these cases the character must theorize, design and construct these parts, or contact another individual to have such an item created.

Construction:  The construction of a device is a complicated affair.  The DM, based on applicable factors, should determine the time required for the building of a device.  A device the size of a house should probably take longer to build than a handheld instrument.  The skill used in this check varies with the device.  The construction of a chemical compound requires the use of the skill profession: chemist.  The building of a small phonograph device would require the use of the craft: invention skill.  The construction of a large structure would require the use of a profession: engineer check.  Devices that cover more than one discipline may require more than one check in construction.

For example, an artificial ear would require a craft: invention to build the device and a surgery check made by the skill profession: medicine would be required to install the device.  The base difficulty class for the construction check is 25.  Not all devices need be constructed.  Mathematic equations skip this phase, as does any “device” which is not an actual object.  The construction of a device can be assisted by the presence of custom-made tools.  These tools must be masterwork quality tools, costing at least five times the regular cost.  When using such tools to construct a device, the constructor gains a +2 circumstantial bonus.

For those in the military, the profession: bureaucrat can be of extreme use.  The military is an almost unlimited source of workers and resources, a character with skill in the bureaucracy can have complete access to the wealth of a nation.  As a basic guideline the components of a device may be requisitioned by a successful profession: bureaucracy check against a DC of 15 modified by the level of technology.  A requisition for masterwork tools requires a DC of 10, or modifies a current requisition for materials by 5.

Collaboration:  It is rare that any one individual completes every phase of the construction process. Sometimes one individual completes the theory phase, and publishes this theory.  Another individual may take this theory and then complete the design phase.  That character then sends the blueprints on to others whom collect the materials and then send them to a final individual whom actually constructs the device.  In these cases, each character makes their own checks.  In the event that any roll fails by five, no one is aware that an error was made but the next individual in line automatically attempts the check to realize the error.

Using Devices:  The rules that govern the use of a device vary with the type of device.  A vehicle requires the use of a skill such as pilot: automobile.  A device that is fired like a gun would require an attack roll and a proficiency in a similar type of weapon.  For example, an electro-cathode ray would require an attack roll as made with a rifle.  A surgical procedure or a psychological technique would require the use of a skill such as profession: medicine or profession: psychology.  When a character must use a device as a weapon, the weapon uses the base attack bonus of the character using it.  Such a weapon might be considered an exotic weapon if it is exceedingly strange, such as a mechanical tentacle.  

Modifiers:  There are a variety of modifiers that apply to knowledge checks and to the process of designing and building devices.  The constraints of modern knowledge make skill checks more difficult.

Obsolete Technology:  When a character makes a skill check to work with “obsolete technology”, such as phrenology or coal burning steam engines, the DC of profession checks and knowledge checks are increased by 2.

Modern technology: Modern technology is simple to use for a trained scientist.  When working with technology that is in common use during the 1900’s and with knowledge that is well established in the 1900’s, the DC remains unmodified.  Internal combustion engines and telephones are examples of modern technology.

Cutting Edge technology:  There are often problems when a scientist tries to use “cutting edge technology”.  When a character makes a check involving technology or knowledge that is new to the 1900’s but is still based upon well-established knowledge, the DC increases by 5.  An example of this would be devising chemical weapons, which were new to Gothic Earth in the Great War.  The DM may decide that such a device would require the successful creation of a new mathematic equation before the character can attempt the theory or design checks. Such an equation would be considered cutting edge technology for the purposes of its DC modifier.

Futuristic Technology: “Futuristic technology” is nearly impossible to work with.  This scientific knowledge often bends or exceeds the rules of conventional knowledge.  When a character makes a check involving science that is based upon knowledge as yet unknown, the DC increases by 10.  An example of this would be the creation of an electro-cathode ray or a self guided missile.  A DM may further rule that the character must devise an original mathematic equation, using the skill knowledge: mathematics before they can even begin making knowledge checks or profession checks regarding the theory check and design check in the creation of such advanced devices.  Such an equation is considered futuristic technology for the purposes of Difficulty class modifiers.

Improbable Technology:  “Improbably technology” breaks the rules of modern knowledge.  This classification covers technology and science that would be impossible under the known rules of science; they represent leaps forward in man’s knowledge.  Working with “improbable technology” increases the DC of skill checks by 15.  Examples of such technology would be invisibility serums, electrical scrying devices or a hypno-cannon capable of controlling minds.  As with futuristic technology, the DM may rule that an original mathematic equation is necessary before attempting the theory and design checks.  Such an equation would be considered improbable technology for the purposes of difficulty class modifiers.

Fantastic Technology: “Fantastic Technology” not only breaks the rules of science, they also shatter mankind’s image of the universe.  This classification covers technology and science that defy and contradict scientific knowledge.  Fantastic technology blurs the line between science and magic, these devices are operated by scientific principles but actually tap into the potent extra planar universe to invoke their effects. Working with “fantastic technology” increases the DC of skill checks by 20.  Examples of such technology would be anti-gravity ships, dimensional portals or even electrical thinking machines.  As with futuristic technology, the DM may rule that an original mathematic equation is necessary before attempting the theory and design checks.  Such an equation would be considered fantastic technology for the purposes of difficulty class modifiers.

The Disciplines of Scientific Knowledge:  For the purposes of skill checks, science is divided up amongst as series of disciplines.  This reflects the nature if a character’s knowledge and education.  The same rules that govern chemistry also govern biology and physics, mathematics apply to nearly every discipline of learning.  The separate disciplines are merely convenient ways to divide up the massive amount of knowledge mankind has amassed.  It is easiest to study the disciplines separately, and learning the individual applications of universal principles.  Where a discipline is divided into parts the knowledge skills must also be divided.  A character cannot use the skill knowledge: biology to design a device, though he could use that skill to recall knowledge as per the description of the knowledge skill in the Player’s handbook.

Biology:  Biology is quite literally the study of life.  This discipline is further divided into several knowledge skills.

The skill knowledge: botany gives a character to use extensive knowledge of plants, covering a variety of species, plant anatomy, plant diseases, plant byproducts and so on.

The skill knowledge: medicine gives a character expertise in modern medical knowledge.  A character with this skill has an extensive understanding of the functions of a living body as well as the modern methods of treating the body.

Knowledge: pathology is the focused understanding of diseases.  This skill can be used to identify certain rare diseases, techniques in breeding microorganisms, and even methods of treating all manner of diseases, in animals, humans and plant.

 The skill knowledge: toxicology covers the wide variety of poisonous materials known to man.  This skill allows characters to identify poisons by various physical properties and the symptoms the cause.  This skill also covers knowledge of antidotes and anti-venoms, which are a relatively new field in Gothic Earth.

 Finally, the skill knowledge: zoology gives a character an advanced understanding of the known species of animals in the world.  This skill allows a character to identify animals and to recall pertinent information regarding habitats, behavior and the anatomy of animals.

As a baseline, most knowledge checks from this discipline should be against a DC of 15.  For further note, since all of these separate skills are covered within the same discipline, the feat educational degree grants its bonus to all of these skills.

Chemistry:  It could be said that everything larger than an atom and smaller than a star falls within the rules of chemistry.  From predicting the melting point of steel, to estimating the acidity of a raindrop, the skill knowledge: chemistry covers a huge range of subjects.  Though chemistry covers a wide variety of phenomena, the skill knowledge: chemistry gives the character sufficient knowledge to understand the underlying rules of nearly every chemical property.  From boiling points, to heats of combustion, to the rates of reactions, the skill knowledge: chemistry allows a chemist to recall these properties with a successful check against DC 10.  This skill also allows characters to make estimations.  For example, by noticing the greenish rust like substance on the bars of a prison, a character could determine that the bars contain large amounts of copper.  Estimating the composition of a substance usually requires a laboratory, chemicals, equipment and intensive tests, with a DC to the knowledge: chemistry check 15.  Without these materials, the DC is 25.

Mathematics:  Mathematics is perhaps the most important discipline.  To put it poetically, mathematics is the language of the universe.  Utilizing algebra, trigonometry and calculus, a mathematician might be able to define nearly any phenomena in mathematic terms.  The skill Knowledge:  Mathematics is a very useful tool to any scientist.  Any character with five or more ranks in knowledge: mathematics gains a synergetic +2 bonus to any knowledge or profession checks in any scientific discipline other than mathematics.

A successful use of the Knowledge: mathematics skill allows a character to develop a new and original equation or to learn a new equation.  Such equations come into play in the design of devices.  Designing a new equation is the same as the construction of a device.  In these cases, the skill knowledge: mathematics is used for each check.   When developing a new mathematic equation, it should be considered cutting edge technology or even futuristic technology.  In rare circumstances, a new equation may indeed be fantastic technology.  Sometimes, when a character is cut off from scientific texts, isolated from outside knowledge, the character must devise equations that are considered “Modern technology”.

Physics, Applied:  If chemistry covers everything larger than an atom and smaller than a star, then everything beyond those boundaries are the sole property of the discipline of physics. Physics covers a staggering array of phenomena, too many for one skill.  For the purposes of game play, physics is divided between two disciplines.

The first discipline, applied physics will include some of the newest discoveries of science in the 1890’s.  The growing field of electricity, molecular and atomic theory, and radiation all fall within this field, as does light theory (which is a form of radiation), magnetism and electromagnetism.  The skill knowledge: applied physics allows a player to identify the underlying principles of these phenomena.  A character with this skill could identify the effects of an electromagnet, or of radiation.  The DC of such a check would be only 20 if the character had access to a lab, proper equipment and eight uninterrupted hours.  Without all of these factors, the physicist must make a risky guess, making the check DC 30.

Physics, Mechanical:  This is the second discipline of physics.  This discipline covers the better-known areas of physics.  Hydrodynamics, gravity, momentum, these are all covered in mechanical physics.  Like applied physics, the primary use of the skill knowledge: mechanical physics is to identify the forces at work in a given phenomena.  Since mechanical physics works with more visible phenomena than applied physics, the DC to the check is 15 with a proper lab and 20 without.

Psychology:  Even by the 1890’s, psychology was not an exact science.  In many cases, psychologists were forced to work by trial an error in an attempt to determine what techniques were capable of curing dementia.  The skill knowledge: psychology represents a character’s understanding of the human mind and the techniques of curing madness.  Using this skill, characters can theorize and design a psychological “device”.  Such a device would be a form of therapy with would assist in the recovery of patients, induce madness or bring about some other psychological effect.

Scientific Professions:  There are two aspects of science, the theoretical and the practical aspects.  Though the theoretical aspects are a pure intellectual exercise, the practical portion requires intuition, experience and professionalism.  These divisions of the profession skill characterize the practical aspects of science.  Though it is not required, educational degrees are very important to the use of these professions.  The scientific community would be unlikely to accept the scientific reports of chemist without a degree in chemistry.

Profession: Biologist:  This profession is simply the profession of a biologist.  A biologist usually focuses upon one of the separate biological skills.  This skill has little effect for game play.  It covers the ability of a character to write scientific reports and to conduct biological experiments.

Profession: Chemist:  This skill represents the characters ability to write formal laboratory reports, to prepare equipment and to synthesize chemical compounds.  A character uses this skill in the creation of devices.  As well, the character can create items such as acid and alchemist’s fire using the same DC as alchemists would use, as described in the Player’s Handbook.

Profession: Engineer:  This is the skill of applying mechanical physics to the construction of structures and large devices.  Though skills such as craft and knowledge can be used to devise the blueprints for large devices and structures, it requires the engineer profession to actually build the object.

Profession: Medicine:  This is the skill of healing.  The actual use of this profession is described in the document “Gothic Earth Enhancements” and will not be repeated here as well.  The skill profession: medicine is also use to finish the construction of medical related devices, to install such devices, and to utilize medical procedures created by the rules for constructing devices.

Profession: Physics, Applied:  Like the other professions, this skill allows the character to create formal scientific reports, and operate equipment related to applied physics.  This is quite significant, because the skill profession: applied physics covers the growing science of electricity.  A character with this profession can work with electrical circuits, devising them, building them and repairing them.

Profession: Physics, Mechanical:  This skill allows a character to write formal scientific reports and operate equipment related to mechanical physics.  This skill does not allow characters to repair a mechanical device, that skill is covered by the skill craft: repair.
Profession: Psychology:  Though psychology is not the most scientific areas of knowledge, that profession does fit within the realm of science because of the scientific process upon which modern psychology is based.  The skill Profession: psychology works in the same manner as described in the Ravenloft Core rules.  Using this profession, a character can help others recover from failed fear, horror and madness checks.  This skill can also be used to utilize psychological “devices”.

Scientific Craftsmanship:  The actual construction of a device requires an inventor to get hands on and find someway to assemble the components into working order.  Some professions cover this aspect, such as profession: chemistry, but there are some items that defy professions.  Skills such as Craft: invention are used for the construction checks regarding items that are not covered by scientific professions.  The skill: craft mechanic can be used when dealing with inventions that involve engines and many moving parts.  The skill craft: gunsmith might be used for developing new forms of conventional firearms.

Sample Devices

The Nortura Projector:  

Background:  The nortura projector was first constructed by the French military.  As the trench warfare dragged on in Europe, the French Army sought a weapon that could quickly defeat the Germans.  The French army found little success with chemical and biological weapons, but after a year of research one brilliant scientist suggested the creation of a sonic weapon.  The resulting weapon was named after the creator, Pierre Nortura.

The Device:  These weapons are examples of improbably technology.  The nortura projector takes the form of a forked, double-barreled field gun.  The gun is designed to generate extremely rapid sound waves, keyed to a frequency above the human ears level of perception.  One of the barrels of the gun fires a single series of waves in one direction, while the other barrel fires its own wave.  The gunner designates the coordinates where the two waves intersect.  At this point of intersection the two waves create “constructive interference”, creating a single wave of incredible power.  This point of intersection takes the form of a sphere into which incredible energy is released.  This area is similar to an explosion; say that the damage is sonic instead of fire based.  These projectors can fire through any form of obstacle, completely bypassing any form of armor or cover.

Using the Device:  Nortura projectors follow the same guidelines of field guns.  They come in the same sizes and deal the same damage.  Nortura projectors are fired in the same way as field guns, though they do not require reloading.  Instead they require steam engines to generate the electrical power needed to operate the machine.  Walls or armor cannot block the attacks of nortura projectors; the sonic damage bypasses all forms of cover.  Repairing a notrua projector requires a profession: applied physics check rather than a craft: mechanic check.

 “The Program”:

Background:  Since his coronation William II of Germany has prepared for war.  The German monarch is possessed of great colonial ambitions, despite the hindrance of being surrounded by civilized lands and the notable lack of fresh fields for colonies.  William’s eyes fell upon Eastern Europe, an area that is already host to Russian interests.  William has thus been preparing for an inevitable war.  William had become convinced that the war of the future would demand amazing courage from the German soldiers whom surly would face overwhelming odds against the massive Russian infantry.  To prepare the military, William ordered his generals to develop a program of intensive training to prepare German soldiers for the challenges ahead.  By 1889, the German military responded by creating “The Program”.  By 1890, the first subjects of “The Program” were reassigned to the German infantry.  These subjects have proven difficult to integrate into the ranks, and are so grouped together into a loose unit of twelve.   A second group was subjected to the program, with disastrous results.  The German generals were hesitant to attempt a third program, but orders from William himself forced their hand.  Between 1891 and 1914 the program expanded.  While the military was reluctant to create similar training camps in less secure locations, they were able to expand their secrete complex near Hamburg.  The exact numbers of programmed soldiers remains known only to the Kaiser, but conservative estimates gauge the total at 200 men serving in elite units in Europe and Africa.
The Device:  “The Program” is a series of taxing physical and mental exercises.  This therapy is terribly brutal and must be administered under strictly controlled surroundings.  The current site of “The Program” is in a carefully guarded military base in the countryside several miles south of Hamburg.  The design of the device is a series of papers, roughly translated it is titled “Military Training Protocol Seven”; these papers are safely locked away within the base where only the practicing psychologists and instructors have access.  The theory component of “The Program” can be found as an article in a little known psychological journal.  The author is Dr. Heinrich Teller, and the article was published in 1887.  The military has kept “The Program” secrete for the most part; whatever information has leaked to the public is vague at best.  “The Program” has advanced considerably from its beginning in the 1890’s, the principles are far beyond conventional psychological knowledge.  Thus “the program” is a futuristic technology.

Using the Device:  “The Program” has been perfected over the course of two decades.  The training requires eleven months time to train twenty-five soldiers.  During these months soldiers are subjected to imprisonment, brutal physical exercise, and exposure to a series of violent stimuli.  The Program demands a large institution fitted with cells, locks and a courtyard for exercise and training.  Large numbers of guards are needed to control the subjects, superior officers are needed to issue orders and training to the subjects and a supervising psychologist is needed to oversee the process.  The complex at Hamburg uses experimental electrical fences, which have proven to be necessary to hold so many dangerous men.  The officers and guards follow every instruction of the administrating psychologist so that the Program will have the desired effects.

The subjects are imprisoned within the military base, kept locked within metal boxes and isolated from human contact for fourteen hours each day.  Electrical heaters and cold-water shower spouts have augmented the process, they are used to desensitize patients and as a system of reward and punishment.  The subjects are allowed out of their cells only during the night, when they are forced to engage in hand to hand combat with one another.  At random intervals soldiers are singled out and attacked by their instructors, forcing them to fight back against overwhelming odds.  These fights are designed to condition soldiers to stand their ground and function even in hopeless circumstances.  When they are not pitted in combat, they are trained for service in the infantry, cavalry and the marines.  At the end of each day the subjects are forced to kill, butcher and prepare the meat for their meals.  The soldiers are feed experimental pharmaceuticals as well as a regimen of vitamins to supplement their carnivorous diet.  The subjects are thus slowly driven mad under a strictly controlled situation.

At the end of thirty days of the process, each subject must make a madness check against an opposed profession: psychology check of the administrating psychologist.  If the subject succeeds, he avoids madness.  If he fails, the character becomes unhinged and begins the transformation into a Programmed Soldier.

Side Effects: Aside from the change into programmed soldiers, there are no side effects.  Most of the subjects have developed a distinct hatred of their guards, their officers, the supervising psychologist and anyone else working in the German military.  The men become cold and distant when alone, but are also irritable and temperamental when around superior officers.  No programmed soldier has ever returned to German society, so the extent of the psychological damage remains unknown.

Roentgen’s Electrical Projector
Background:  In 1895, Wilhelm Conrad Roentgen discovered the X-ray, a form of radiation unknown to man.  Not long afterwards, a man whom identified himself as an official of the German Military approached Roentgen and commissioned him to build a device that could project a powerful stream of electricity.  Not long after Roentgen completed his electrical projector, his laboratory was burglarized.  The device and many of the notes within the lab were stolen.  The only item that remains is the project book that Roentgen had taken to his home the night before.  When Roentgen reported the robbery to the military, he was informed that the military knew nothing of the electrical projector.  Roentgen remains in the dark as to who stole the projector, though he believes that the unidentified man whom commissioned its construction must have been connected to the robbery.  The true culprits remained unknown, until the outbreak of the war.  The German military has secretly manufactured a large number of projectors, and began field-testing the updated models in 1914. 

The Device:  Roentgen no longer possesses his projector, but he still possesses his notebook and the original designs in his project-book.  The notes consist of enough information to constitute a successful theory for a futuristic technology.  Further more, both the notes and the project book together contain enough information to constitute a successful design for a futuristic technology.  Only one projector has ever been built, though Roentgen is very reluctant to build another.

Once built, Roentgen’s electrical projector looks similar to a scattergun with a bulky box running the length of the barrel.  The box constitutes a primitive electrical battery, containing concentrated acid.  This battery supplies the power for the projector.  The construction of the projector requires a battery, which is expensive and must be custom built, a series of copper coils, specially cut glass lenses, a huge capacitator and assorted pieces of wood and metal.  Designing the projector from the theoretical notes requires a successful knowledge: applied physics check.  The construction of the projector requires a successful profession: applied physics check.

Using the Device:  Roentgen designed his electrical projector to be used as a weapon.  The projector is fired in the same manner as a rifle, though it requires practice to be used effectively.  Several models have been adapted to use on aircraft.  A successful hit from the projector causes 3D8 electrical damage.  The range increment for the projector is seventy-five feet, with a maximum range four hundred feet.  The electrical projector can fire is bursts and in spray attacks.  Each battery holds enough charge for thirty shots.  Replacing the battery requires a successful profession: applied physics check against DC 10 and a full round action.  Fortunately, the batteries can be recharged while still installed, requiring an alternating current generator.  Recharging the battery requires no check, needing only a few electrical instructions.

Side Effects:  There are no side effects to the use of the electrical projector.  The battery upon the devise is fragile and contains concentrated acid under pressure.  The battery has a hardness of only 2, and is destroyed after the weapon takes only 6 points of damage.  Once destroyed, the battery sprays the acid in a ten-foot burst.

Prestige Classes

Ace:  The days of knights in shining armor are long gone; by the Great War all ground warfare has become the domain of the faceless conscript.  But where the ground has been drained of its nobility, the air remains the domain of the flashy daredevils known as aces.  These men are masters of the air; they are renown on both sides for their prowess with aircraft.  The aces are the elite of the air, admired by rookies and feared by their enemies.  Between dogfights, ground fire and bone crushing crashes revelry the life of an ace is nonstop action.

Prerequisites:  Dex 13+, 5 ranks in pilot (airplane), special.  Before taking a level in the prestige class, a character must make at least five kills in aerial combat.

Abilities of an Ace:  An ace advances in base attack bonus, saving throws and hit dice as rogues of the same level.  Aces are proficient in all simple and martial weapons, but proficient in no form of armor.  Aces gain skill points equal to 4 plus their intelligence modifier each level.  The class skills of an ace are concentration, craft: any, jump, leadership, navigation, pilot (any), spot, search, swim and tactics.

Any Landing You Can Walk Away From:  An ace is an expert on reducing the effects of a crash.  Whenever an airplane piloted by the ace crashes, the damage suffered by the vehicle can be reduced.  The ace makes a piloting check against a DC of 15.  If the check succeeds, the damage dealt to the vehicle and its crew is reduced by 1 point for every damage die, to a minimum of zero.  For every five points by which the check succeeds, the damage of each die is reduced by another point, to a minimum of zero.

Dog Fighter:  At first level an ace gains a +2 insight bonus to tactic checks made for combat between aircraft.
Glide:  Some aces are so adept at flying that they can operate their aircraft without the use of an engine.  Once in the air, the ace can fly his aircraft without an engine.  With careful flying, the ace can continue to fly without causing the aircraft to decelerate.  Each round the ace can make a piloting check against a DC of 10 +1 for every minute that the pilot has been flying without the acceleration from the engine.  If the check is successful the airplane will not decelerate for one more round.  If the check fails, the aircraft naturally decelerates by one half of the cruising speed.  Deceleration from an upward turn still decelerates the aircraft.

Hand Signals:  At third level, an ace has learned the secrete art of communicating wordlessly in air.  In aerial combat an ace can use these hand signals to make leadership checks to communicate tactics to any subordinates within sight range.  This allows an ace to devise tactics and communicate them to pilots while in the air.  This ability requires that the ace have trained his subordinates in understanding his signals.  Such training requires about a week, with one hour of drills in hand signals each day.

Low Flier:  An ace can fly his airplane much closer to the ground than other pilots.  Beginning at third level, the ace gains the ability to avoid the tall obstacles that pose a threat to less experienced fliers.  When flying at an altitude of twenty feet, the pilot gains a +5 bonus on his check to avoid crashing.  Further more, the pilot can flow as low as an altitude of five feet by making a successful piloting check against a DC of 20.  On a failure, the airplane crashes as normal.

Turn on a Dime:  At fourth level an ace may use an airplane to make turns of as much as 90 degrees in one round.

Freebooter:  Some men fight for king and country.  Others fight just to survive.  The dogs of war are a rag tag collection of men who shun the foolhardy ideals of honor and discipline and concentrate on keeping themselves alive.  These men are convicts, deserters, mercenaries, mutineers and all round scoundrels.  Dogs of war have given up on the concepts of right and wrong, they rely totally on their instinct for self-preservation.  Despite their simple motivation these men spend most of their time in the thick of the action.  The constant cycle of violence forces a freebooter to become a vicious fighter, capable of killing without compunction.  Most soldiers would sooner charge through a minefield than face a freebooter in hand-to-hand combat

Prerequisites:  Str 13+, Int 12+, base attack bonus +2, non-lawful alignment, special.  Before becoming a “freebooter” the character must commit some act of cowardice, dishonor or mutiny.  This act must be carried out for sole the purpose of furthering the character’s own interests, such as greed or survival.  These acts cannot be made lightly, they must have severe consequences to the character should they ever be discovered.

Abilities of the Freebooter:  Dogs of war are very similar to ordinary soldiers; they focus on martial skills rather than mental abilities.  Unlike their legitimate counterparts, dogs of war must also master the skills of deception and intimidation so that they can stay one step ahead of the enemy.  Dogs of war advance in hit bonus, hit dice and saving throw as fighters of the same level.  Dogs of war are proficient in all simple and martial weapons but are proficient in no forms of armor.  At each level a freebooter gains skill points equal to 4 plus his intelligence modifier.  The class skills of a freebooter are bluff, climb, concentration, hide, intimidate, jump, listen, move silently, navigation, pilot (any), profession (seaman), ride, spot, search, swim and tactics.

Aces are Wild:  The military teaches soldiers to rely on their comrades, to leave the complicated tasks to the specialists.  A freebooter has to rely on his own abilities to survive the horrors of the Great War.  Successful freebooters learn to pick up skills instantaneously and rely on intuition and luck.  Beginning at first level, a freebooter can use this ability to make skill checks at skills that are normally not possible for an untrained character, even making checks in skills that are exclusive to other classes.  The only skills that cannot be used are profession skills, knowledge skills, the speak language skill and the mysticism skill.  The freebooter gains a moral bonus to these untrained checks equal to his number of levels in the freebooter class.  This represents the freebooter’s increased confidence in his own intuitive insights.  These moral bonuses do not stack with trained skill checks.  Failures on these untrained checks always result in spectacularly terrible results.  In cases where the degree of failure matters, the check counts as failing by ten points.
Bonus Feats:  At fourth level and eight levels a freebooter may choose a bonus feat from the same list from which soldiers choose their bonus feats. 

Deaf Ear:  Freebooters care only for their lives, they have no desire to advance in rank.  Officers with levels in the freebooter class are immune to the ability “Pulling Rank”.  Thus high-ranking officers cannot use their level to gain an advantage in diplomacy or intimidating the freebooter.

Dirty Fighting:  A freebooter is skilled in hitting an opponent when he’s not looking.  Whenever an opponent is denied his dexterity bonus to his armor class, he can make an attack with a pistol or a melee weapon of small size or smaller.  This attack can only be made on the freebooter’s turn.  Using this and the bluff skill, a freebooter could potentially make a bluff check to feint in combat, cause his opponent to lose his dexterity bonus, and then make his attack granted by dirty fighting.  The freebooter only gains this ability after taking his 3rd level in the freebooter prestige class.  A freebooter may use this ability only once each round.

Sneak Attack:  Freebooters teach themselves to strike where the enemy is vulnerable.  Beginning at fourth level a freebooter can make a sneak attack whenever a target is unaware of his presence, or is denied his dexterity bonus to his armor class.  On a sneak attack, the attack deals one extra D6 of normal damage.  This extra damage increases to 2D6 at seventh level and to a maximum of 3D6 at tenth level.

Desert Warrior:  In the campaigns in Africa and Turkey, soldiers encounter terrain that is much more arid than conditions in Europe.  The Desert warrior is an expert in fighting in desert terrain.  Most desert warriors have lived their whole lives in arid climates, but others are just men who have adapted to live in the wastelands.  Desert warriors can be fierce fighters in any climate, but they are at their best in the desert.  Both sides in the war have desert warriors.

Prerequisites:  Con 12+, base attack bonus +2, special.  The character must have spent at least two months surviving in the desert before taking a level in the prestige class.

Abilities of a Desert Warrior:  Desert warriors focus on combat and survival skills.  Desert warriors advance in attack bonus, hit dice, and saving throws as fighters of the same level.  Desert warriors are proficient in all simple and martial weapons; they are proficient in no forms of armor.  Desert warriors gain skill points equal to 4 plus their intelligence modifier each level.  The class skills of a desert warrior are climb, concentration, hide, listen, move silently, navigation, ride, spot, search, tactics and wilderness lore.

Beat the Heat:  Beginning at second level, a desert warrior gains a +2 bonus to fortitude saves to resist taking subdual damage from the hot climate.  This bonus increases to +3 at fifth level, and +4 at eighth level.

Bonus Feats:  At third level, sixth level and ninth level a desert warrior may choose a bonus feat from the following list: alertness, deadly aim, dragoon, great fortitude, guerilla fighter, part mule, and skill focus (any desert warrior class skill).

Expertise:  At first level a desert warrior gains a +1 insight bonus to all climb, handle animal, hide, listen, move silently, navigation, search, spot and wilderness lore checks in a desert environment.  This bonus increases to +2 at fourth level, +3 at seventh level and +4 at tenth level.

Track:  At 1st level a desert warrior gains track as a bonus feat.  This feat only applies when in a desert climate, though this encompasses arid mountains, seas of sand dunes and rocky wastelands.

Mystic:  Despite the rise of science, there are still those rare few individuals who have devoted their lives to the study of the spiritual.  These are the mystics, the men and women who devote their lives to philosophy and meditation in hopes of gaining enlightenment. When enlightenment comes, the mystic becomes awakened into a new state of being.  These mystics are an eclectic mix of cold and logical thinkers and charismatic gurus; no two mystics are quite the same.  The pursuits of the mystics are diverse, but they are unified by certain truths.  All mystics believe that the physical world and the spiritual world are inextricably linked to one another.  The spiritual world is expressed in the physical world, and the physical world can be expressed in the spiritual world.  The life of a mystic is spent bridging the gap between the two, using his own body as a conduit for these worlds into one another.  The higher state of being granted by enlightenment gives mystic amazing abilities.  While many mystics ignore these powers and concentrate on philosophical enlightenment, other seeks them out as a means to some other ends.

Prerequisites:  Con 13+, Wiz 14+, Cha 14+, 6 Ranks in Mysticism, tutelage beneath a mystic of at least 3rd level.

Abilities of the Mystic:  Mystics do not discriminate between mental pursuits and physical pursuits.  Mystics advance in hit dice as characters of the cleric class.  These men and women advance in save bonuses and attack bonuses as clerics.  Mystics are proficient with all simple weapons, and are not proficient in any form of armor.  A character may take a maximum of ten levels in the mystic prestige class.  At each level a mystic gains skill points equal to 4 plus their intelligence modifier.  The class skills of a mystic are alchemy, balance, bluff, concentration, craft (any), diplomacy, hide, knowledge (any), mesmerism, move silently, mysticism, spell craft.

Hands of Iron:  Through their amazing studies, mystics learn to harness the energies within them and to focus each effort with precision.  The effects of this is that a monk may lash out with his fists, feet and any other limb and strike with the force of a bullet.  At 1st level a mystic’s unarmed damage increases to 1D6 of normal damage.  At fourth level this increases to 1D8 damage.  At seventh level this increases to 1D12 points of bludgeoning damage.  At will the mystic may decide that the damage dealt is subdual, instead of lethal damage.  This may be done with no penalty to his attack roll.

Improved Unarmed Strike:  At first level the mystic gains the improved unarmed strike feat as a bonus feat.

Cosmic Awareness:  Through his studies, the mystic has harnessed the power of his senses and focused them to detect the signs of the spiritual world by cues found in the physical world.  The mystic may add his wisdom bonus to his armor class.  This bonus applies even when the mystic is flat footed.

Secretes of the Universe:  At each level taken in the mystic prestige class, the mystic may select an ability from the following list:

Body of Iron:  The mystic can focus the natural rhythms of his body to overcome the effects of the physical world.  Through this, the mystic’s body becomes invulnerable to certain forms of physical peril.  The mystic becomes immune to the effects of chemical weapons, disease and all forms of poison.

Bonus Feat:  The mystic may gain one of the following feats as a bonus feat:  Alertness, blind fight, Endurance, Great Fortitude, Iron Man, Iron Will, Man of Steel, Open Minded, Shaken Not Stirred, Thick blooded and Toughness.  The mystic may chose any one of these feats, even if he does not meet the requirements for the feat.  For example, a mystic could choose the Iron Man feat even if he does not have the toughness feat and has not just risen in constitution score.

Energy Resistance:  When choosing this feat the mystic chooses one energy form.  This ability grants the mystic energy resistance 5 against that energy type.  The mystic may select this ability multiple times, and the effects of this ability stack.

Foresight:  Some mystics have the uncanny ability to predict the future.  In truth, they merely sense the subtle physical signs from the world around them.  The true power comes from their ability to interpret these signs to such an accurate level that they can determine what will happen several seconds before it occurs.  The mystic uses his base will saving throw bonus as his base reflex save bonus.  The benefits from the iron will feat does not stack to this reflex save, although both the wisdom bonus and the dexterity bonus to effect this saving throw.  The feat lightening reflexes does apply to this new reflex save.

Hypnotic Gaze:  A mystic with this ability has harnessed the force of his personality and can focus his own will into a mental barrage.  With a full round action, a mystic can make a gaze attack that can affect anyone looking directly at the mystic from within a range of sixty feet.  Anyone affected by the gaze attack must make a will save against an opposed mesmerism check made by the mystic.  The victim’s will save gains a bonus to his will save equal to the number of hit dice the victim possessed.  If the will save fails, the victim is put into a trance-like state.  If the will save succeeds, the victim avoids going into a trance.  The trance caused by the gaze is different from the normal trance; the victim can remain standing and will only remain entranced so long as the mystic actively wills the trance.  While a victim is in a trance the mystic may not attack or take a double move without ending the trance.  While a victim is entranced, the mystic can add a number of effects.  At any one moment the mystic can entrance a number of people equal to the mystic’s charisma modifier plus levels in the mystic prestige class.  When a mystic places a victim into a trance, the victim loses all memories involving the mystic in the moments prior to the trance as well as any events while the victim was in the trance.

Master of Illusion:  A mystic can use his hypnotic abilities to deceive the senses of his victims.  Once a mystic has a victim in a hypnotic trance, he can spend a full round action to program the character’s subconscious to project an illusion over his senses.  Only the victim sees this illusion, the conditions of the illusion can only be triggered by some phenomenon perceived by the victim.  The mystic can plant such programmed illusions, but once they are planted he cannot remove them or alter them until he uses this ability to remove it or alter it.  This ability can only be used to place an illusion in one victim at a time.  To plant the illusion, the mystic makes mesmerism check against a DC of 15 plus the number of hit dice possessed by the victim.  If the check succeeds then the illusion is planted.  If the check fails, the victim has resisted the illusion.  Programming an illusion requires the mystic to speak to the victim, thus he must share a common language with his victim.

  For every 2 points that the check succeeds, the illusion becomes 10% more real to the victim.  Thus the illusion gains 10% of the hit points of the actual object from the illusion and deals 10% of the damage.  The victim does not gain a chance to disbelieve the illusion, unless granted outside assistance.

Mesmerizing Voice:  The mystic can use his voice as a sonic attack.  The effects of this attack are identical to the hypnotic gaze, except that it uses sound instead of a gaze attack.  The mesmerist may hide this sonic attack within normal conversation by making a bluff check against the opposed sense motive check of the victim.  If the bluff check fails, the victim becomes aware that the mystic was trying to intimidate him, confuse him, or mislead him.  If the check succeeded, the victim is completely unaware of anything unusual in the conversation.  The range for this ability is sixty feet, assuming that the mystic is still within the victims’ range of hearing.  When a mystic places a victim into a trance, the victim loses all memories involving the mystic in the moments prior to the trance as well as any events while the victim was in the trance.

Post Hypnotic Suggestion:  A mystic can use a hypnotic trance to plant a suggestion within a victim’s mind.  Once a mystic has a character in a trance, he spends a full round and makes a hypnosis check against a DC of 15 plus the number of hit dice possessed by the victim.  The check gains a +2 bonus if the suggestion sounds especially reasonable.  If the check succeeds, the mystic has planted a suggestion.  If the check fails then the victim has not been effected.  The effects of a suggestion are identical to the second adept level spell of the same name.  When the mystic is entrancing multiple victims, he can only apply this ability to one person at a time.  Placing a suggestion requires the mystic to speak to the victim, thus he must share a common language with his victim.

Suggestions planted by this ability cannot countermand a character’s ethics, ideals or morals.  For example, a mystic could not use this ability to force a law-abiding man to murder, or steal, or even trespass on someone else’s property.  To accomplish something like this, the mystic would have to use some sort of illusion to convince the victim to perform the task.

Redirect Energy:  The mystic has learned the secrete of redirecting the flow of energy through a human body.  By performing certain mystic rituals, such as acupuncture or acupressure, the mystic can perform medical procedures by the use of the mysticism skill.  The mystic can use the mysticism skill to stabilize the dying as if by a surgery check, set a broken limb, treat poisons, treat diseases, apply long-term care and perform physical therapy.  The mystic requires no ranks in first aid or profession: medicine, nor any of the feats that some of the checks require.  To perform these procedures the mystic requires special items such as incense, acupuncture needles, the sounds of chanting and any other form of mystical paraphernalia.

Self Hypnosis:  The mental abilities of a mystic can easily overcome the limitations of the flesh.  With this ability the mystic can apply his wisdom modifier to any fortitude save to avoid taking subdual damage from thirst, hunger, cold or hot environments, broken bones and penetration, bleeding and drowning.  The bonus granted by the feat Iron Will can also apply to this fortitude save.

Shadow:  The oppressive will power of the mystic can “cloud men’s minds”, hiding hid presence from observers.  When a mystic entrances a victim he can take a free action to impress his will upon everyone currently within the trance.  The mystic makes a mesmerism check against a DC equal to 10 plus the hit dice possessed by the victim.  As soon as the trance ends, each victim that fails his saving throw loses the ability to see the mystic.  This effect mimics the effects of the invisibility spell, the effect ends as soon as the mystic makes an attack on a victim, though any victim not yet attacked will not see the mystic.  The duration of the invisibility lasts for one minute and one more minute for every point that the mesmerism check succeeds.  This ability does not require the mystic to speak to his victim.

Touch the Spirit World:  Some foul creatures on Gothic Earth simultaneously exist both in the physical world and in the spiritual world.  This dual existence protects these monsters from the material world, since mere metals cannot pierce the veil between the worlds.  With this ability the mystic can reach through the gulf between the worlds and strike the creature.  When the mystic’s unarmed attacks deal 1D6 damage, his unarmed attacks reduce damage reduction as if they were +1 weapons.  When the mystic’s unarmed attacks deal 1D8 damage, his unarmed attacks reduce damage reduction as if they had a +2 enhancement bonus.  When the mystic’s unarmed attacks deal 1D12 damage, his unarmed attacks reduce damage reduction as if they had the ghost touch enchantment.

The Enemy

Below are several examples of possible human adversaries for a group of characters to face.  The NPCs below are written as though they were German soldiers and technicians.  With a few modifications to equipment and languages, these non-player characters can be adapted to originate from any nation.

Conscript:

The conscript is the backbone of the modern military.  The conscript represents the average soldier, those who have received basic training and little else.  Conscripts are found all over Europe during the Great War, serving in the trenches, on ships and guarding military installations.

Green Conscript:  CR ½ Medium sized human; Class conscript 1; hp 7; inn +0; Spd 30 ft; AC 10; Attk. Rifle +1, bayonet +1; SV: Fort +2, Reflex 0, Will 0; Str 11, Dex 10, Con 11, Int 10, Wiz 11, Cha 10.

Skills and Feats:  artillery 4 spot 4 and profession (seaman) Or pilot: automobile 4 OR craft: mechanic 4; basic training: gunsmith (gun cleaning), toughness

Special Qualities:  None.

Possessions:  Bayonet, luger pistol, Mauser rifle, five stripper clips of rifle ammunition, 2 clips of pistol ammunition (five rounds), 1 reserve ration, uniform.

Veteran Conscript:  CR 3 Medium sized human; Class conscript 3; hp 16; inn +0; Spd 30 ft; AC 10; Attk. Rifle +3, bayonet +3; SV: Fort +3, Reflex 1, Will 1; Str 11, Dex 10, Con 11, Int 10, Wiz 11, Cha 10.

Skills and Feats:  artillery 7 spot 7 OR profession (seaman) OR 7 swim OR pilot: tank 3, and pilot automobile 4, OR craft: mechanic 7; basic training: gunsmith (gun cleaning), toughness, endurance OR mechanical focus (automobile OR ship OR field guns Or tank)

Special Qualities:  None.

Possessions:  Bayonet, luger pistol, Mauser rifle, five stripper clips of rifle ammunition, 2 clips of pistol ammunition (five rounds), 1 reserve ration, uniform.

Hardened Veteran: CR 5 Medium sized human; Class Conscript 4; HP 29; Inn +0; Spd 30 ft; AC 10; Attk. Rifle +5, Bayonet +5; SV: Fort +5, Reflex +1, Will +1; Str 11, Dex 10, Con 12, Int 10, Wiz 11, Cha 10.

Skills and Feats:  artillery 9, spot 9, profession (seaman) 9 OR Craft: mechanic 9 OR Pilot (automobile) 4, Pilot (tank) 5 OR craft (mechanic) 5, concentration 4; basic training: gunsmith (gun cleaning), toughness, Iron Will or mechanical focus (automobile OR ship OR field guns Or tank)

Special Qualities:  None

Possessions:  Bayonet, luger pistol, mauser rifle, five stripper clips of rifle ammunition, 2 clips of pistol ammunition, 1 reserve ration, 1 explosive stick grenade, uniform.
Experts:

Battle Field Medic:  CR 1 Medium sized human; Class Expert 1; HP 5; Inn +1; Spd 30ft; AC 11; Attk Pistol +0, Knife +1; SV: Fort +1, Reflex +3, Will +2; Str 12, Dex 12, Con 13, Int 12, Wiz 14, Cha 10.

Skills and Feats:  Climb +5, diplomacy +4, first aid +7, gather information +4, knowledge: medicine +5, listen +6, pilot: automobile +5, pilot: truck +5, profession: bureaucracy +6, spot +6; skill focus (profession: medicine), jaded.

Special Qualities:  none.

Possessions:  stretcher, medic uniform, medical kit, Red Cross emblem, 1 reserve ration.

Engineer:  CR 3 Medium sized human; Class Expert 3; HP 10; Inn +1; Spd 30ft; AC 11; Attk Pistol +2; SV: Fort +1, Reflex +2, Will +5; Str 10, Dex 12, Con 10, Int 14, Wiz 14, Cha 12.

Skills and Feats: craft: artisan +8, diplomacy +8, demolition +9, leadership +8, pilot: automobile +8, profession: bureaucrat +9, profession: engineer +12, research +9, search +9, spot +8; educational degree (engineering), first approximation, skill focus: engineer, skill focus (demolitions).

Special Qualities: none.

Possessions:  Luger pistol, 1 clips of pistol ammunition, 6 sticks of dynamite, 6 blasting caps, fifty feet of wire, plunger, engineer core uniform.

Doctor:  CR 5 Medium sized human; Class Expert 5; HP 10; Inn +1; Spd 30ft; AC 11; Attk Pistol +4; SV: Fort +1, Reflex +2, Will +6; Str 10, Dex 12, Con 10, Int 14, Wiz 14, Cha 12.

Skills and Feats:  bluff +7, climb +7, diplomacy +7, first aid +11, gather information +5, knowledge: medicine +10, knowledge: pathology +11, listen +11, pilot: automobile +10, profession: bureaucracy +11, profession: medicine +15, research +10, sense motive +6, speak language 2 French, English; educational degree: medicine, educational degree: surgery, skill focus (profession: medicine), jaded.

Special Qualities:  none.

Possessions:  Doctor’s scrubs, medical kit, Red Cross emblem, 1 reserve ration.

Mechanic:  CR 3 Medium sized human; Class Expert 3; HP 18; Inn +1; Spd 30ft; AC 11; Attk Pistol +2; SV: Fort +2, Reflex +2, Will +5; Str 13, Dex 12, Con 12, Int 13, Wiz 15, Cha 11.

Skills and Feats:  diplomacy +7, forgery +8, gather information +7, craft: mechanic +10, listen +9, profession: bureaucrat +9, profession: teamster +9, navigation +8, intuit direction +9, search +9; skill focus: craft mechanic, mechanic focus: automobile, swift kick, toughness.

Special Qualities: none.

Possessions:  Luger pistol, 1 clip of pistol ammunition, tool kit, mechanic core uniform, spare parts for an automobile engine, can of oil, gas can.

Officer:  Wherever there are soldiers, there are officers to command them.  Every branch of the military has its officers.  These men can be found in the trenches, on ships of war, in military installations and even in the air.  Many officers work behind the front lines in offices and installations where they learn little outside the complex bureaucracy of the military.  Others are on the front line and become experienced in leading men into battle.  The highest-ranking officers must combine the skills of both the pencil pusher and the field officer to lead an army.

Petty Officer:  CR 1 Medium sized human; Class Officer 1; HP 4; Inn +4; Spd 30ft; AC 10; Attk Pistol +0; SV: Fort +0, Reflex +2, Will +2; Str 10, Dex 11, Con 10, Int 12, Wiz 10, Cha 11.

Skills and Feats:  bluff +4, diplomacy +4, knowledge (military) +4, leadership +4, pilot automobile +2, profession (bureaucrat) +4, sense motive +4, tactics +4; improved initiative, skill focus (diplomacy).

Special Qualities:  Pulling rank, tight-lipped +1.

Possessions:  Luger pistol, 3 clips of pistol ammunition, uniform.

Field Officer:  CR 3 Medium sized human; Class Officer 3; HP 13; Inn +4; Spd 30ft; AC 11 (+1 Dex); Attk Pistol +3; SV: Fort +1, Reflex +4, Will +4; Str 10, Dex 12, Con 10, Int 13, Wiz 12, Cha 12.

Skills and Feats:  bluff +4, diplomacy +4, intimidate +4, knowledge (military) +4, leadership +9, pilot: automobile +8, sense motive +4, spot +4, tactics +10; improved initiative, skill focus (leadership), skill focus (tactics).

Special Qualities:  Inspire greatness, pulling rank, stiff upper lip +1, strategist +1, tight-lipped +2, transmit orders +1.

Possessions:  Luger pistol, 3 clips of pistol ammunition, 1 reserve ration, uniform.
Commanding Officer:  CR 5 Medium sized human; Class Officer 5; HP 22; Inn +4; Spd 30ft; AC 11 (+1 Dex); Attk Pistol +5; SV: Fort +1, Reflex +5, Will +4; Str 10, Dex 12, Con 10, Int 13, Wiz 12, Cha 12.

Skills and Feats:  bluff +5, diplomacy +9, intimidate +4, knowledge (military) +5, leadership +9, profession (bureaucrat) +5, sense motive +5, spot +5, tactics +11; improved initiative, skill focus (leadership), skill focus (tactics).

Special Qualities:  Inspire greatness, pulling rank, rally the troops, stiff upper lip +2, strategist +2, tight-lipped +3, transmit orders +2.

Possessions:  Luger pistol, 3 clips of pistol ammunition, 1 reserve ration, uniform.

Pilots:

Rookie Pilot:  CR 1 Medium sized human; Class expert 1; HP 4; inn +1; Spd 30 ft; AC 11; Attk. Pistol +1; SV: Fort +0, Reflex +3, Will 0; Str 11, Dex 13, Con 11, Int 10, Wiz 11, Cha 10.

Skills and Feats:  concentration +4, intuit direction +4, jump +4, knowledge: aviators +4, navigator +4, pilot: aircraft +7, profession: cartographer +4, spot +4, tactics +4; alertness, skill focus (pilot: aircraft)

Special Qualities:  None.

Possessions:  Luger pistol, 2 clips of pistol ammunition (five rounds), camera, paper and pencil, map, compass, goggles, scarf, pilot’s uniform, 1 emergency ration.

Experienced Airman: CR 3 Medium sized human; Class expert 2 soldier 1; HP 10; inn +1; Spd 30 ft; AC 11; Attk. Pistol +2; SV: Fort +2, Reflex +4, Will +1; Str 11, Dex 13, Con 11, Int 10, Wiz 12, Cha 10.

Skills and Feats:  concentration +5, intuit direction +5, jump +6, knowledge: aviators +6, navigator +5, pilot: aircraft +9, profession: cartographer +6, spot +7, tactics +8; alertness, skill focus (pilot: aircraft), skill focus: tactics.

Special Qualities:  None.

Possessions:  Luger pistol, 2 clips of pistol ammunition (five rounds), camera, paper and pencil, map, compass, goggles, scarf, pilot’s uniform, 1 emergency ration.
Veteran Airman:  CR 5 Medium sized human; Class expert 2 soldier 2 officer 1; HP 19; inn +1; Spd 30 ft; AC 12; Attk. Pistol +5; SV: Fort +3, Reflex +6, Will +3; Str 11, Dex 14, Con 11, Int 10, Wiz 12, Cha 12.

Skills and Feats:  concentration +5, intuit direction +5, jump +6, knowledge: aviators +6, leadership +6, navigator +5, pilot: aircraft +11, profession: cartographer +6, spot +9, tactics +8; alertness, skill focus (pilot: aircraft), skill focus: tactics, skill focus: leadership

Special Qualities:  Pulling rank, tight lipped.

Possessions:  Luger pistol, 2 clips of pistol ammunition (five rounds), camera, paper and pencil, map, compass, goggles, scarf, pilot’s uniform, 1 emergency ration.

Soldiers:  While every warrior might be called a soldier, the soldier class represents the rare individual who rises above the pack.  The soldier is the elite of the army, those few with the training and the ability to take on a special role in the army.  Soldiers are found in all branches of the military and can be stationed almost anywhere.  Below are four of the many different specialized roles soldiers fill.  Cavalrymen are the mounted soldiers, the last of a dying tradition of mounted combat.  Marines are trained to soak up damage, their capacity for pain allows their army to overwhelm defended positions and set up beachheads.   The scout precedes the army, either scouting possible sites for battles or sneaking across no-man’s-land.  The shock trooper is sent forward to soften up the enemy defenses.  Though they are sure to suffer amazing casualties they can cause enough damage to break the enemy line.  

Cavalryman: CR 3 Medium sized human; Class Soldier 3; HP 16; inn +1; Spd 30 ft; AC 11; Attk. Saber +5, Pistol +4, Rifle +4; SV: Fort +3, Reflex +2, Will +2; Str 12, Dex 13, Con 11, Int 12, Wiz 12, Cha 10.

Skills and Feats:  handle animal +7, navigation +8, ride +8, spot +8; mounted combat, ride by attack, dragoon, basic training: gunsmith (weapon cleaning), spirited charge.

Special Qualities:  None.

Possessions:  Luger pistol, 5 clips of pistol ammunition (five rounds), map, compass, riding boots, Mauser rifle, 5 striper clips, canteen, 2 reserve rations, uniform.
Marine:  CR 3 Medium sized human; Class Soldier 3; HP 25; inn +1; Spd 30 ft; AC 11; Attk. Bayonet +5, Knife +5, Pistol +4, Rifle +4; SV: Fort +8, Reflex +2, Will +3; Str 14, Dex 13, Con 14, Int 10, Wiz 12, Cha 9.

Skills and Feats:  climb +7, jump +6, spot +7, swim +8; thick blooded, toughness, man of steel, great fortitude, shaken not stirred.

Special Qualities:  None.

Possessions:  bayonet, combat knife, Luger pistol, 5 clips of pistol ammunition (five rounds), compass, mauser rifle, 5 striper clips, canteen, uniform, 2 stick grenades.

Scout:  CR 3 Medium sized human; Class: Soldier 3, HP 22; inn +2; Spd 30 ft; AC 11; Attk. knife +4, Pistol +5, Rifle +6; SV: Fort +5, Reflex +3, Will +2; Str 12, Dex 15, Con 14, Int 13, Wiz 12, Cha 10.

Skills and Feats:  hide +11, move silently +9, spot +8, navigation +8; weapon focus: rifle, far shot, deadly aim, basic training: gunsmith (weapon cleaning), skill focus: hide.

Special Qualities:  None.

Possessions:  combat knife, binoculars, riflescope, luger pistol, 5 clips of pistol ammunition (five rounds), map, compass, Mauser rifle, 5 striper clips, canteen, 2 emergency rations, and uniform.

Sturmtruppen (storm trooper):  CR 3 Medium sized human; Class: Soldier 3, HP 16; inn +0; Spd 30 ft; AC 11; Attk. Bayonet +5, knife +5, Pistol +5, Rifle +5; SV: Fort +4, Reflex +3, Will +1; Str 14, Dex 14, Con 12, Int 11, Wiz 11, Cha 12.

Skills and Feats: climb +9, jump +9, intimidate +8, spot +7; cleave, run, point blank shot, power attack, rapid shot.

Special Qualities:  None.

Possessions:  bayonet, combat knife, luger pistol, 5 clips of pistol ammunition (five rounds), map, compass, Mauser rifle, 5 striper clips, canteen, and uniform.

Spy:  The walls have ears and the shadows, eyes.  Spies infest Gothic Earth, lurking in every corner of the world gathering information for their masters.  Most spies are seemingly normal people, lured into the world of espionage by the promise of fast money and unparalleled thrills.  A few are professional spies, masters of secretes and deception.  The informant represents the amateur spy, who betrays the secretes entrusted to him by his nation.  The Spymaster is the professional spy, the experienced agent who risks his very life to steal priceless enemy secretes.

Informant:  CR 2 Medium sized human; Class Expert 1, spy 1; HP 7; Inn +0; Spd 30ft; AC 10; Attk Pistol +0; SV: Fort +0, Reflex +2, Will +2; Str 10, Dex 11, Con 10, Int 12, Wiz 11, Cha 11.

Skills and Feats:  bluff +5, gather information +7, innuendo +5, knowledge: allied troop movements +5, knowledge: British command +6, profession: bureaucrat +7; research +5, sense motive +5, spot +5; skill focus (profession: bureaucrat), skill focus (gather information).

Special Qualities:  Cover identity (secretary to the aid of the British Field Marshal’s), sneak attack +1D6.

Possessions:  Luger pistol, 1 clips of pistol ammunition, business suit, brief case, security pass into military installation, personal records for cover identity.

Spymaster: CR 5 Medium sized human; Class Spy 5; HP 17; Inn +0; Spd 30ft; AC 11 (+1 Dex); Attk Pistol +5; SV: Fort +1, Reflex +5, Will +4; Str 10, Dex 14, Con 10, Int 14, Wiz 12, Cha 15.

Skills and Feats:  bluff +12, cryptography +10, diplomacy +8, disguise +8, intimidate +8, knowledge: military leadership +8, knowledge: informants +10, listen +9,pick pocket +7, read lips +9, research +8, sense motive +11, spot +8, speak language: English, French; alertness, connections, speed reader.

Special Qualities: Cipher, Cover identities: Driver to the British ambassador to France, French perfume salesman, discretion, expertise: bluff, quick change, sneak attack 3D6, uncanny dodge .

Possessions:  Luger pistol, 3 clips of pistol ammunition, chauffeur’s uniform, expensive business suit, disguise kit, suitcase with a false bottom, cyanide capsule.

Monsters

Body Snatcher:

Medium sized Monstrous humanoid

	Hit Dice
	2D8+4 (13)

	Initiative
	+1

	Speed
	30 ft.

	AC
	14 (+3 Natural, +1 Dex)

	Attacks
	+5 claw, +5 claw, +3 bite or Shovel +5

	Damage
	Claw 1D4+3, bite 1D2 and paralysis, shovel 1D6 +3

	Face/Reach
	5ft by 5ft/5ft

	Special Attacks
	Paralysis poison

	Special Qualities
	Eaters of the dead, scent

	Saves
	Fort +2, Reflex +4, Will +4

	Abilities
	Str 16, Dex 13, Con 15, Int 11, Wiz 13, Cha 7

	Skills
	bluff +5, climb +5, disguise +5, hide +5, move silently +5, search +5 

	Feats
	Multi-attack

	Climate/Terrain
	Any 

	Organization
	Solitary, gang (3-5), pack (10-14)

	Challenge Rating
	1

	Possessions
	canteens, shovels, uniforms (medic or soldier)

	Alignment
	Always neutral evil

	Advancement
	By character class


The Great War is a time of mass slaughter, the rivers run red with blood and the earth is choked with the dead.  The charnel trenches are hellish to humans but to others they present a banquet.  Countless bodies disappear into the deep muck, the lucky ones are carted away by faceless stretcher-bearers.  It is tale told amongst soldiers that not every body that is taken away makes its way to the graveyard.  Too many wounded soldiers are taken away on stretchers, never to be seen again by doctor or gravedigger.  In the shadows of the trenches lurk the Body Snatchers, nameless hideous men who carry the dead and wounded away to some unknown place.  Many officers pay no heed to these tales, attributing it to the fears held by soldiers fighting in a strange foreign land.  Only a  few know the horrible truth.  Body snatchers are very real, and they are everywhere.

Body snatchers resemble humans, they appear in every human colouration and might speak any language of man.  All body snatchers have deep sunken eyes, hairless scalps, and pale, greasy skin.  These foul humanoids stink of death and rot, they are often caked in mud and dirt.  The eyes of a body snatcher are pure black, their teeth jagged fangs and their fingers wickedly clawed with cracked and yellowed nails.  None the less few men ever see the true form of a body snatcher, since they cleverly disguise themselves.  To any observer, they appear no different than any man who has been in the trenches, though they remain abnormally ugly.

The origins of the body snatchers are a mystery, though their burrows are ancient.  These hideous humanoids lurk below the surface of the earth in vast tunnel complexes, like some moles.  The body snatchers lived as cannibals, hopelessly craving the taste of human dead.  When the Great War exploded, these foul creatures left their warrens and took advantage of the human slaughter.  Body snatchers rarely hunt prey, instead they disguise themselves as gravediggers, stretcher-bearers or even surgeons and wait for an opportunity to feed.  Body snatchers drag the dead and wounded through secrete passages burrowed in the dirt.  In the darkness of the earth, the body snatchers feast upon the body, sometimes even while the victim still lives.  If given the choice between a living human and a corpse, a body snatcher prefers to feed upon the living human.  It is rumoured amongst the subterranean snatchers that their race has infiltrated the civilization of man, that there is a family of nobles in some nation who are in reality cannibals most foul.

Combat:  Body snatchers prefer to stalk those who cannot defend themselves.  Body snatchers are not greedy; for they will ignore the majority of the bodies they find and subsist on a handful of carcases.  Humanity’s ignorance protects these foul creatures since even with their disguise removed they would appear to the ignorant as an abnormally ugly man or woman.  Body snatcher will only fight to protect their tunnels or if they believe that they have been discovered.  When they do attack, they apply their unholy might to their claws or a good, strong shovel.  Wounded prey are bitten and injected with a paralysing poison.  Body snatchers are certainly smart enough to use firearms, though they do not carry them since they would interfere with their disguise.  If the need arises, snatchers do use pistols and rifles.

Eaters of the Dead:  All body snatchers are addicted to the taste of human flesh.  Whenever a body snatcher finds a dead or helpless human, he or she must make a will save against a DC 12 to resist the urge to devour it.  Even if the check fails, the body snatcher does not necessarily eat the body immediately.  Instead, the snatcher may drag the body away to a safe place where it might be eaten in safety.  If a body snatcher has devoured at least one pound of human flesh or bone marrow then he or she is immune to the compulsion for 24 hours.  For every day that a body snatcher goes without human flesh the DC increases by 2.  Furthermore, for every dead or wounded human beyond the first that a snatcher sees adds 1 to the DC of the check.  In the charnel pits like the Somme body snatchers have difficulty controlling their urges and their predations run wild.

Paralysis Poison:  The bite of a body snatcher carries a horrible toxin that paralyses humans.  Paralysis poison is transmitted by injuries from the bite attack and has a DC of 16.  The primary damage effect of the poison is total paralysis, the victim retains all senses but can no longer move.  This paralysis lasts one hour.  There is no secondary damage from the toxin.

Scent:  Body snatchers have a keen sense of smell.  A body snatcher can smell the carcase of a human within 100 feet, even if it is buried under mud.  Bodies buried under grasses or plants are effectively hidden from the sense of a body snatcher, since the smell of the soil, the plant and the roots mask the aroma of decay.

Goblin Rat:

Large sized animal

	Hit Dice
	3D8+6 (19)

	Initiative
	+1

	Speed
	40 ft., burrow 10 feet

	AC
	14 (+3 Natural, +1 Dex)

	Attacks
	+6 bite

	Damage
	Claw 1D6+3, disease

	Face/Reach
	10ft by 5ft/5ft

	Special Attacks
	Diseased bite

	Special Qualities
	Scent

	Saves
	Fort +5, Reflex +4, Will +2

	Abilities
	Str 19, Dex 13, Con 15, Int 3, Wiz 13, Cha 7

	Skills
	Climb +6, listen +4, hide +5, move silently +5, spot +7 

	Feats
	

	Climate/Terrain
	Any 

	Organization
	Solitary or pack (4-8)

	Challenge Rating
	2

	Possessions
	

	Alignment
	Always neutral

	Advancement
	By character class


Dogs may be man’s best friends but rats are humanity’s constant companions.  Wherever man goes, his furry counterpart follows him, even into the battlefield.  On quiet nights soldiers can hear the sounds of rats knowing on the bones of the dead, and on clear days they can see the carcases in no man’s land writhe as the rodents fest on the innards of the body.  The abundance of food allows rats to bloat to an ungodly size, and can even support the birth of mutated strains of rat.  The goblin rat is one such strain.

These monsters are unholy abominations, spawned from the suffering of millions.  These creatures burrow in the soft earth of no man’s land, emerging under the cover of night to feast upon the dead and wounded.  When food grows scarce, goblin rats make raids on the trenches.  Once inside they search for food.  The first predations occur in the refuse and the garbage, followed by rations, supplies and prepared meals left unattended.  These harmless forays are followed by the disappearance of dead bodies and attacks on sleeping soldiers.  Goblin rats only attack lone individuals, they are too intelligent to confront groups.

Combat:  Goblin rats fight for self-defence and for food.  These freaks of nature only attack lone individuals, they are too intelligent to confront groups.  Goblin rats track by scent and burrow as close to their prey as possible before springing forth.

Disease:  Goblin rats lead unhealthy lives.  Their fang filled mouths constantly drip with vile diseases taken from the corpses they devour.  The disease is spread by the bite attack.  The disease has an incubation time of one day, a DC of 12 and deals 1D3 constitution damage.

Janni:

Medium sized outsider (air, earth, evil, lawful)

	Hit Dice
	3D8+6 (17)

	Initiative
	+6 (+2 dex, +4 improved initiative)

	Speed
	30 ft., burrow 20 feet.

	AC
	14 (+2 Natural, +2 Dex)

	Attacks
	Rifle shot +5, slam +5, or 2 scimitars +5 

	Damage
	2D8 rifle, 1D4+2 slam, 1D6+2 scimitar

	Face/Reach
	5ft by 5ft/5ft

	Special Attacks
	Whirling blades

	Special Qualities
	Earth sub type, sand vision, desert immunity

	Saves
	Fort +5, Reflex +5, Will +4

	Abilities
	Str 14, Dex 14, Con 14, Int 13, Wiz 13, Cha 13

	Skills
	 Climb +8, hide +7, listen +6, move silently +7, spot +6, wilderness lore +6

	Feats
	Ambidexterity, dodge, improved initiative, two weapon fighting, track.

	Climate/Terrain
	Any 

	Organization
	Solitary (guard or scout), squad (3-6), platoon (15-24)

	Challenge Rating
	3

	Possessions
	Mauser rifles, uniforms (soldier), 2 scimitars, 5 clips of ammunition

	Alignment
	Always lawful evil

	Advancement
	By character class or by prestige class Desert Warrior


 The Arabian peoples tell tales of the Genies, beings made of air who hold incredible power.  For as long as those tales have been told, the janni have lived.  From whence these creatures come, none can say.  All that is known of these mysterious beings is that they have some relation to earth elementals and great affinity for the deserts.  Janni are fierce fighters, attacking intruders without hesitation.  Since the birth of modern shipping, the janni raids have become much more rare.  In time, the more practical desert people have given the janni up as myths.  Nonetheless, whenever the desert folk hear tales of a missing supply truck, or a unit of men who disappeared without a trace, they can’t help but look over their shoulder and wonder if man is truly alone in the desert.

The Janni appear to be normal humans, they come in all of the shapes, sizes and colours common to man.  The only distinguishing factor is their sky blue eyes.  Most Janni live for roughly three hundred years, aging as humans do until they reach adulthood, when they begin to age more slowly.  The janni live in tribes of ten or twenty families led by sheiks.  These tribes range from Central Africa to the Russian Steps.  Many of the Janni are semi nomadic; farming plots by muddy Oasis’s and herding sheep and goats.  The Janni commonly trade with humans, selling goods stolen in raids and buying food and manufactured goods.  This trade is carried out through trusted fences, mostly in urban areas.

The Janni are a secretive people, though their culture mirrors those of old Arabian culture.  The janni have few tribes, at most there is only a handful of sheiks throughout the world, all of which owe alliance to the single amir.  The janni are not immortal, though they live for centuries.  Since mankind mastered the gun Janni expansion has slowed, for without the wealth offered by raids the Janni have only their meagre farms skills with which to feed their tribes.  In recent decades the janni sheiks have come under the power of a bizarre human known as the Sultan of Steel.  The amir has reluctantly offered his allegiance to the Sultan of Steel in the hopes of creating a stable homeland for his people.  The janni serve as the elite soldiers in the Sultan’s army, and in return they enjoy a steady source of food, money, supplies and everything that modern human civilization can offer them.

Combat:  Janni are lethal in combat.  They use their burrowing ability to approach the enemy unseen, or set up ambushes.  They prefer to use rifles to snipe away at the enemy, but if out of ammunition they resort to slashing the enemy to ribbons with dual scimitars.  Janni prefer demoralize their enemy so they might take as many prisoners as possible.  These prisoners are sent to the factories, mines, and refineries owned by the Sultan of Steel.  Janni do not often use vehicles, though they have been known to mount horses.  Janni often set up ambushes and wait beneath the sands for days.

Air Subtype:  Janni have immunity to air effects.
Desert Immunity:  Janni do not have to make fortitude saves to avoid subdual damage from a hot climate.

Earth Subtype:  No spell or effect with the earth descriptor can harm a janni.  Janni are able to “breath” through rock and sand, but they cannot subsist off of inorganic materials.   

Sand Vision:  Janni can see through sand storms as though they were nonexistent.  Janni have a sight range of 100 feet during even the fiercest sandstorm.  This ability does not extend to the range of hearing.

Whirling blades:  When using two-scimitar blades janni gain a racial +2 bonus to attack rolls.  With their ambidexterity feet and the two-weapon feat this ability completely negates all penalties for using two scimitars in melee combat.

Vampire Spawn, Carpathian:  

Medium sized Undead

	Hit Dice
	4D12 (26)

	Initiative
	+6 (+2 dex, +4 improved initiative)

	Speed
	30 ft.

	AC
	15 (+3 Natural, +2 Dex)

	Attacks
	Bayonet +5, Slam +5, mauser rifle +3, Luger pistol +3

	Damage
	Bayonet 1D4 +3, Slam 1D6+4 and weakness

	Face/Reach
	5ft by 5ft/5ft

	Special Attacks
	Blood drain, charm, weakness

	Special Qualities
	Undead, +2 turn resistance, damage reduction 10/ blessed, cold and electricity resistance 10, spider climb, alternate form, spider climb, fast healing 2 

	Saves
	Fort +1, Reflex +5, Will +5

	Abilities
	Str 16, Dex 14, Con -, Int 13, Wiz 13, Cha 14

	Skills
	Bluff +8, climb +8, knowledge: (any one about former nation’s military) +10, hide +10, jump +8, Leadership +12, move silently +11, search +8, sense motive +11, spot +4, tactics +7. 

	Feats
	Alertness, improved initiative, lightening reflexes, guerilla fighter or two pistol shooting or deadly aim

	Climate/Terrain
	Eastern Europe

	Organization
	Solitary, squad (3-5), pack (10-14)

	Challenge Rating
	4

	Possessions
	Uniforms (soldier), mauser rifle, two luger pistols, three rifle stripper clips, three pistol clips.

	Alignment
	Always lawful evil

	Advancement
	By character class


Carpathian vampire spawn are the elite servants of Carpathian vampires.  These fiends are not created carelessly; each one is carefully culled from the ranks of the enemy.  The Carpathian vampires take diabolic delight in turning their enemies best and brightest against them.  These undead always appear to be in perfect condition, their appearance remains unchanged, though their wounds vanish.  Carpathian spawn have pale, milk-white skin and eyes that glow with red light when the moonlight strikes it. They often wear the same clothes worn in life, though soldiers stitch the heraldry of their new master on their old uniforms.

Combat:  Carpathian vampire spawn fight as they did in life, with weapons.  Though they possess a potent slam attack they prefer to use human weapons.  A spawn will only use its slam if it has run out of ammunition and has lost its bayonet.  Spawn usually lead their master’s living men into battle, but they join forces for special mission.

Alternate Form:  Carpathian vampire spawn may assume the shape of a bat or a wolf just as a standard vampire.

Blood Drain:  Carpathian vampire spawn may make a blood draining attack against a foe that is successfully grappled.  This attack deals 1D4 temporary constitution damage to the victim.

Battle Rage:  A Carpathian vampire spawn reduced to 50% hit points he enters a battle rage for a number of rounds equal to wisdom score.  While in this rage the vampire gains a bonus of +2 to his strength score, thus gaining +1 to hit and damage.  The vampire may not use any skill that requires concentration unless he or she prematurely ends the rage.  The vampire may end the rage at any moment.

Charm:  This ability is similar to a vampire’s domination gaze, though the effects are only those of a charm spell and the DC is only 12.

Damage Reduction:  A vampire spawn gains damage reduction of 10/blessed.

Fast Healing: Carpathian vampire spawn have fast healing 2 so long as they have 1 hit point left.  Should the spawn be reduced to zero hit points it will collapse as an inert corpse, similar to its body the moment it first died.  The body can be brought back to one hit point by feeding it blood from a living or newly dead human.  This fast healing is negated if the vampire is confronted by a silver holy symbol.

Repulsion:  Carpathian vampire spawn may be held at bay by the same effects as a standard vampire/

Spider Climb:  Vampire spawn may use spider climb across any stone surface, including brick and concrete.
Turn resistance:  Vampire spawn have turn resistance +2, except when confronted by holy symbols made of silver. 

Undead:  Carpathian vampire spawn are immune to poison, disease, mind-influencing effects, sleep, paralysis and stun effects.  They are not subject to critical hits or sneak attack damage, bleeding or death by massive damage.

Weakness:  Any living being hit by a Carpathian vampire spawn’s slam attack must make a Fort save against a DC of 12 or suffer 1D4 temporary strength damage.

Skills:  Carpathian vampire spawn gain a +4 racial bonus to hide, leadership, move silently, search, sense motive and spot checks. 

Templates

Programmed Soldiers:

During the industrial age men were replaced with machines.  During the Great War some men became machines.  Deep behind the front lines, a few miles south of Hamburg is a heavily guarded military installation.  Behind the concrete bunkers of “Military Base Seven” is a terrible secrete.  Every year twenty-five volunteers enter the base and are subjected to a brutal series of training exercises and psychological conditioning known collectively as “The Program”.  Begun in 1889, this program was designed to prepare elite Germany units to be used against the overwhelming manpower of France, Russia and who ever else challenged the Kaiser’s imperial ambitions.  When war broke out in 1814 Germany was prepared.  Roughly two hundred programmed soldiers are in service in Africa and Europe.  Wherever they are sent these units earn reputations as fearless fighters and merciless killers.

When not in combat, programmed soldiers are cold and distant toward those outside their units.  These men say very little, but it is clear that they have a deep resentment for all officers of any kind.  When under fire they become possessed by a smouldering rage, their twisted grimaces betray a terrible controlled rage.  Programmed soldiers obey orders without question and kill without hesitation.  They take prisoners, but kill at the slightest sign of resistance.  Programmed soldiers cannot integrate into other units, and so are grouped into elite units of twelve or twenty-five.  These units seem to have no connection to one another, only a few high ranking officers know of the link in Hamburg, and even fewer understand the truth.

The programmed soldier template may be added to any human character.  This template is only suitable to characters with at least one rank in the soldier, The Program only accepts volunteers from the ranks of enlisted soldiers.  Programmed soldiers gain experience quickly; first level programmed soldiers are a rare thing indeed.  These soldiers can be found in almost any theatre of operation, though they are never used as guards.  The majority of programmed soldiers are stationed as shock troops and marines, but there are some units in the cavalry and devoted to scouting missions.

Hit Dice:  Same as base character.

Speed:  Same as base character.

AC:  Same as base character.

Attacks:  Same as base character.

Special Attack:  Programmed soldiers retain all the special attacks of the base character and gain the following.

Cold Rage:  Programmed soldiers are more than a little traumatised by the experience in The Program.  When in combat the hideous memories flood back, driving them into a controlled furry.  As a free action a programmed soldier can enter into a rage for a number of rounds equal to his constitution score.  While in this cold rage the soldier gains a temporary bonus of +2 to both his strength score and his constitution score.  The soldier suffers no ill effects at the end of his rage and can end by taking a full round action to calm himself.  A program soldier may enter a cold rage once a day and one more time each day for every three character levels he possess.

Killer Reputation:  Wherever they go, whatever unit in which they are placed, Programmed soldiers are bound to make a name for themselves as ruthless killers.  Units of programmed soldiers gain a +4 circumstance to intimidate checks when making a “shock attack”.

Special Qualities:  Programmed soldiers retain all of the special qualities of the base character and gain the following.

Alpha Soldier:  Each unit of programmed soldiers has an “alpha soldier”.  This is the highest-ranking soldier in the unit.  Programmed soldiers are all enlisted men, but have an instinctive resentment of officers.  The alpha soldier is the liaison between officers and his unit.  The alpha soldier imposes no penalty to an officer’s leadership check when instructing the alpha.  The alpha then instructs the unit, thus bypassing the penalties described below.  Whenever an alpha is lost the next highest-ranking soldier becomes the alpha soldier.

Band of Brothers:  Programmed soldiers develop a bond between the other members of their units.  Normal soldiers are far too careless, too cowardly and too gregarious for their liking.  Only soldiers from the Program are trusted.  Programmed soldiers receive a bonus of +5 when making leadership checks to instruct other programmed soldiers.  Conversely, normal soldiers attempting to instruct programmed soldiers suffer a –5 penalty.

Beating the Odds:  Programmed soldiers are trained to fight against overwhelming odds, even when surrounded.  Programmed soldiers cannot be flanked in combat.

Fearless:  Programmed soldiers have been brutally stripped of the ability to feel fear.  The savage conditioning during The Program, the soldiers ignore their fear as easily as another man might ignore an itch.  Programmed soldiers are immune to all fear effects, whether magical or mundane.  Further more, programmed soldiers are immune to “shock attacks” made by attacking groups utilizing the intimidate skill.

Inhuman Mind:  The mind of a programmed soldier is a tangled weave of trauma and psychological tampering.  Their psyches no longer function in the same way a normal man’s would function.  Programmed soldiers gain a +4 bonus to their will saves to resist any mind controlling magical or mundane effect.

Jaded:  Programmed soldiers were constantly bombarded with horrific stimuli of all kinds.  Over the course of their conditioning they were desensitized so thoroughly that they feel almost no emotional connection to the world.  Programmed soldiers automatically pass any horror save.

Paranoid Readiness:  Programmed soldiers are never truly relaxed.  During their conditioning these men were subject to attack at random intervals of time.  Thus they are hopelessly paranoid and are in a constant state of readiness.  Programmed soldiers are never caught flat-footed in combat.

Saves:  same as the base character.

Abilities:  The abilities of the base character remain the same.

Skills:  Programmed soldiers gain a racial bonus of +4 to all intimidate and tactics checks.

Feats:  Programmed soldiers gain the guerrilla fighter feat as a bonus feat.

Climate/Terrain:  Any.

Organization:  Solitary.

Challenge Rating:  Base Character +2.

Alignment:  Always non-good.

Advancement:  As class.

Restless Dead:

For some death is the end, for others it is only the beginning.  Some dead refuse to lie peacefully while their brethren fight and die for mortal ideals.  These foul creatures are bound to the earth by their own obsession with conflict.  Their newly dead bodies rise from their would be grave, corrupted by their passions.  The restless dead are hopelessly conflicted; they despise their lifeless bodies and even grow to resent the very cause that animates them.  These damned warriors become cruel and spiteful, they drive their living fellows to smite the enemy down so that they might claim victory and finally rest in peace.  They will walk the earth as undying soldiers, reveling in the endless slaughter of the Great War.  They will defy any truce, break any cease-fire, and defile any convention of war to further their cause.  Though their fellows might sympathize with the restless dead they are wholly evil.

In their natural state restless dead are decayed bodies.  Those who died at sea appear bloated, while those who die in the desert are hideously desiccated.  These walking corpses wear the tattered uniforms that once clothed them; they proudly display the signs of rank that once held such pride for them.  These dead creatures feel a terrible emptiness, for while they can sense the world as well as in life they can take no joy from their sensations.  Restless dead can often be found eating, drinking, smoking and even engaging in relations with the opposite sex.  They gain a psychosomatic sense of satisfaction from engaging in old habits, they can only enjoy these feelings when they are satisfied that they have accomplished some deed worthy of reward.  The restless dead often lead other men; their undying passion is easily turned to inspire their fellows.  These soldiers might be so inspired that they follow their leader into the embrace of death and beyond.

Restless dead are doomed to form and reform again and again.  There are only a few ways in which a restless dead can finally be destroyed.  First, should the restless dead be killed by the same person who killed him in life, the restless dead cannot reform.  Next, should the restless dead be slain by a soldier from his own army, then he will not reform again.  Finally, should the restless dead be court-marshaled and stripped of rank by his own nation he will be consumed by despair.  As soon as he is left alone, the restless dead will sink into the earth and dissipates into nothingness.

Restless dead is a template that may be added to any human character.  That character becomes the base character.  It is extremely rare for a restless dead to not possess some levels in soldier, officer or spy.  Characters below fifth level do not make good candidates for this template.

Hit Dice:  The base character’s hit dice increase to D12.

Speed:  The speed of the base creature remains the same.

AC:  The armor class of the restless dead character remains the same.

Attacks:  The restless dead retain all original attacks, but gains one slam attack at his or her base attack bonus modified by strength.

Damage:  The slam attack of the restless dead deals 1D6 damage.

Special Attacks:  The restless dead retain all of the special attacks of the base character and gain the following.

Call to Arms:  A restless dead may cast the animate dead spell as a spell like ability.  They may do this once per day for every three hit dice.  Undead raised in this matter may only be zombies.  The caster level of the restless dead is equal to its hit dice.
Gaze of the Damned:  Once per round a restless dead may drop the illusions that mask its form and reveal its hideously decayed face.  This horrible sight takes the form of a gaze attack.  All those who look upon the creature’s terrible visage must make a will save against a DC of 10 plus the restless dead’s hit dice.  Failure indicates that the victim suffers a –2 penalty to all attack rolls, skill rolls and saving throws for one hour.  The terrible appearance of the restless dead also forces the viewer to make a horror check against a DC of 15.

Special Qualities:  Restless dead retain all of the special qualities of the base character and gain the following.
Fast Healing:  Restless dead gain fast healing 5.  They heal five hit points each round that they have at least 1 hit point.  Wounds appear to be inflicted on the restless dead but they vanish over time.
Illusion of Life:  Restless dead constantly veil themselves in an illusion of life.  These creatures appear to be living humans; the illusions grow stubble, bleed and even age over the years.  The illusion covers clothing as well, thus a restless dead might even appear in uniform after being incinerated.  These illusions require a disbelief attempt against a DC of 10 plus the hit dice of the restless dead to pierce the veil and reveal the creature’s true nature.  The illusion drops whenever the same person who killed the base character in the first place confronts the Restless Dead.  While all other people might view the restless dead as a living human, the killer recognizes the creature for its true nature. 

Leadership:  Restless Dead posses a fiery passion for their cause, a passion that inspires men around them to fight to the death.  Restless dead gain a +8 bonus to leadership checks to rally troops and inspire greatness.  Furthermore, soldiers under their command gain a +5 bonus to their intimidate checks while making a shock attack.

Limitless ammunition:  Restless dead never run out of ammunition, bullets and grenades instantly appear as if from nowhere.

Restless Mount:  Restless dead do not return from the grave alone. Those restless dead that were carried into battle atop some mount or machine will continue to use this machine or mount even after death.  Animals that were killed gain the restless dead template and serve their masters faithfully.  Machines that were destroyed repair themselves, as though they were undead themselves.  Machines animated in this manner can be destroyed, but they will reform after twenty-four hours, rising from the earth close to their master.  These machines never run out of fuel, nor do they exhaust their ammunition.  These machines never function for any person other than their master.  If the machine or mount is separated from its master for longer than an hour it reverts to a form similar to the moment the animal died or the machine was destroyed.

Turning Immunity:  Restless dead are immune to all attempts to turn or rebuke them.  The hatred that animates them is too powerful to be denied.

Undying:  Even after being killed restless dead will rise again and again.  After a restless dead is reduced to zero hit points the body sinks into the ground, rock, water or what ever medium it comes to rest upon.  The body remains immobile for twenty-four hours while it regenerates.  At the end of twenty-four hours the restless dead rises and begins its bloody crusade anew.  The only way to permanently destroy the restless dead is for its original killer to deal the killing blow.

Saves:  same as the base character.

Abilities:  The abilities of the base character remain the same, except for the constitution score.  As undead, restless dead have no constitution score.

Skills:  Restless dead gain a racial bonus of +4 to all intimidates, leadership, spot, and tactics checks.

Feats:  Same as base character.

Climate/Terrain:  Any.

Organization:  Solitary.

Challenge Rating:  Base Character +2.

Alignment:  Always lawful evil.

Advancement:  As class.

Vampire, Carpathian:

There are many fiends that stalk through the night, but very few may truly claim to own the darkness.  The Carpathian vampire is such a monster.  These undying fiends possess terrible might, born of a land where men sold their very souls for power.  While the nosferatu skulk in the shadows, the Carpathian vampires stand tall above the puny mortals.  A Carpathian vampire is hopelessly addicted to power; they crave it above all else.  It is this quality that makes them perfect pawns for the Red Death as they spread misery and fear to those lands within their iron grip.  Carpathian vampires see themselves as the masters of mortals; they are a superior race, like unto gods before their human slaves.  They do not despoil the land as do their counterparts from other lands, instead they seek to nourish their holdings and expand their power.  Humans are sheep, sheep must be shorn, but not necessarily slain.  However Carpathian vampires kill as few humans as possible.  Puny as they often are, humans remain the most valuable possession within a Carpathian’s grasp.

The Carpathian strain of vampirism has many similarities to the normal vampire described in the monster manual.  The template Carpathian Vampire may be applied to any human character.  Carpathian vampires appear to be ancient humans; they are wrinkled and greyed, though their appearance also betrays their physical might.  Between regeneration and fast healing Carpathian vampires are nigh indestructible.  Should a vampire be caught in gaseous form outside of its coffin for more than two hours the vampire is destroyed permanently.  A vampire that is decapitated rots and decays over the course of thirteen days into a skeleton, the fast healing and regeneration abilities are suppressed.  Should the skull and the skeleton ever be reunited the vampire regains the fast healing or regeneration ability and reforms over one hour until it is at full health.

A Carpathian vampire may be paralysed if it is impaled on a stake made of steel or wood while the vampire is at thirteen or less hit points.  To be thus impaled the stake must enter through the torso of the body and exit through the other side.  While impaled, the vampire loses the fast healing ability, regeneration and the ability to assume gaseous form.  A vampire may be destroyed in this way under two conditions: The stake must be at least as tall as the vampire and it must be planted into the ground by one end.  Over the course of thirteen rounds the vampire slowly and painfully sinks down the stake, dying when it touches the ground into which the stake is planted.  The spectacle is quite disturbing, since the vampire screeches horribly as its body is split from the inside.  Anyone viewing this site may call for a horror check against a DC of 15; the character that impaled the vampire or planted the stake in the ground automatically passes this check.

Hit Dice:  The hit dice of a Carpathian vampire is 12.

Speed:  The speed of the vampire increases as described on the aging table.

AC:  The base AC increases as described on the table.

Attacks:  The base character gains two slam attacks and retains all of his original attacks.

Damage:  The damage for the two slam attacks is 1D4 bludgeoning damage.

Special Attacks:  A Carpathian vampire retains all special attacks and gains the following special attacks.

Blood Drain:  If both slam attacks hit a single opponent, the Carpathian vampire may make a blood drain attack by biting the character.  The vampire may also use this ability if an enemy is grappled or helpless.  While Carpathian vampires drink blood, they do not drain the underlying life force of their victims.  Thus, the constitution damage is temporary.

Children of the night:  Same as the base vampire, except that the only creatures that may be summoned are bats and wolves.  This ability is only usable within the geographic vicinity of the Carpathian Mountains.  Wolves and bats may not be summoned during the day, nor will they confront large groups of humans.  Carpathian vampires cannot use this ability to storm an enemy trench, though they could use these animals to attack isolated scouts.

Create Spawn:  If a character is reduced to zero constitution by a Carpathian vampire’s blood draining attack then the character dies.  Thirteen days latter, the body rises as a Carpathian vampire spawn under the control of the vampire that slew it.  Carpathian vampires cannot create other true vampires unless it creates a companion.

Howl of Damnation:  Once per hour a Carpathian vampire may unleash a horrible keening.  The terrible sound has been described as being like a roaring storm racing down a mountainside and crashing upon the listener.  Any character within sixty feet of the Carpathian vampire must make a fear check against a base DC of 15, modified by the vampire’s age modifier.

Master of Blood:  All living creatures within a 100-foot radius of a Carpathian vampire begin to suffer from acute haemophilia.  Living blood refuses to clot within this radius, severely endangering wounded characters.  Characters that are bleeding will either continue to bleed or begin to bleed anew unless the wound has been cauterized or sutured.  Bandages fail to halt blood loss, the blood has become so viscous that it flows right through the bandage.  The bleeding stops as soon as the victim leaves the radius, though con damage incurred before that moment remains.  Further more, characters that have taken internal injuries destabilize and begin to die once more.  This ability is not as dangerous in combat as other abilities, but it is often used by Carpathians who are shadowing dangerous quarry.  Carpathian vampires control this ability, thus they may shield anyone they wish from this effect.  Carpathian vampires may use this ability to keep blood fluid indefinitely, though blood preserved in this manner spoils after one day.

Weakness:  Whenever a living human character is struck by the vampire’s slam attack he must make a fort save vs. a DC of 15 plus the modifier given by the Vampire age chart.  If the save fails then the character takes 2 points of temporary strength damage.  Characters reduced to zero strength by this attack die as their weakened heart becomes too exhausted to continue beating.

Special Qualities:  A Carpathian vampire gains all the special qualities of the base vampire, with the exception to sunlight vulnerability.  Below are the modifications to the template.
Alternate form:  A Carpathian vampire may take the form of a bat, wolf or dire wolf, just as the standard vampire. 

Bath of Blood:  Carpathian vampires may undertake a gruesome ritual to temporarily increase their charisma.  The vampire must drain the blood of a living or newly dead human and collect the blood in some container.  The fresh blood must be then showered upon the vampire, or else he or she must climb into the container.  The Carpathian vampire gains a bonus of +4 to his or her charisma for a number of days equal to the charisma score of the victim.  The duration of the bonus does not stack; each bath immediately ends the bonus granted by the last.  While under the effects of the bath of blood, the Carpathian takes on their own appearance at a younger age, roughly 18 to 25.

Some vampires find this ritual distasteful and use it for pure utility.  After a battle they slit the throats of dead officers and quickly drain it over themselves.  Other vampires relish the sensation of their horrible ritual.  They construct hideous apparatuses by which they might bath, shower and even swim in human blood.
Fast Healing: Carpathian Vampires have fast healing 5, so long as it has one hit point.  If a Carpathian vampire is reduced to 0 hit points he or she reverts to gaseous form and must return to his or her coffin to reform.  The vampire has only two hours to reach its coffin before it is destroyed.  The fast healing is negated if the vampire is being confronted with a holy item forged of silver or has been impaled with a stake of wood.
Damage reduction:  The damage reduction of a Carpathian vampire is 15/blessed steel.
Gaseous Form:  A vampire may assume the form of a thick white mist, just as a standard vampire.  If a vampire remains in gaseous form for more than two hours it dissipates permanently.  The vampire is destroyed forever.

Nocturnal Predator:  While Carpathian vampires have little to fear from the sun, they remain nocturnal creatures.  They must sleep at least five hours during the day or else suffer a –2 penalty to all attack rolls, skill checks, saving throws and –1 hit point per hit dice until they receive five hours of sleep and one additional hour for each day of sleep missed.  The effects of additional days of sleeplessness do not stack.  This rest must occur in coffin filled with earth taken from the Carpathian Mountains.  A Carpathian vampire loses some of his abilities during the hours of the day.  The alternate form, howl of damnation and children of the night abilities may not be used during the daytime.

Resistance:  Carpathian vampires have cold and lightening resistance 20.
Spider Climb:  The spider climb ability of a Carpathian vampire functions upon stone surfaces, whether they be natural stone, brick or concrete.
Stone Immunity:  No weapon made of stone may harm a Carpathian vampire.  Carpathians may still be injured by natural rock, but no stone wielded by man may harm them.

Turn Resistance:  Carpathian vampires have turn resistance +4.  This resistance may be negated if a holy item forged of silver confronts the vampire.

Thirst for Blood:  A Carpathian vampire must use the blood draining attack to drain a number of constitution points equal to three times his charisma score every week.  If by the end of a week the vampire has not drained this amount, he suffers –2 to all skill checks, saving throws, attack rolls and –1 hit points per hit dice for one week.  These effects do not disappear until the vampire drains the remaining points required.

Abilities: the vampire-aging chart determines the increases in abilities.

Skills:  As base character. 

Feats:  Carpathian vampires gain the following feats as bonus feats: Alertness, combat reflexes, dodge, improved initiative and lightening reflexes.

Organization:  Solitary or pair (vampire companions)

Challenge Rating:  As base vampire, modified by the table.

Alignment:  Always lawful evil.

Advancement:  As class.

	Age
	Str
	Dex
	Int
	Wiz
	Cha
	Speed
	AC
	CR
	Fear Save Mod.
	Weakness Modifier

	Fledgling
	+4
	+2
	+0
	+4
	+4
	+10
	+2
	+2
	+0
	+2

	Mature
	+4
	+2
	+0
	+4
	+6
	+10
	+2
	+2
	+2
	+2

	Old
	+6
	+4
	+2
	+4
	+8
	+20
	+2
	+3
	+4
	+4

	Ancient
	+6
	+4
	+2
	+6
	+10
	+20
	+4
	+3
	+6
	+4

	Eminent
	+8
	+6
	+4
	+8
	+12
	+30
	+4
	+4
	+8
	+6

	Patriarch
	+10
	+6
	+4
	+10
	+14
	+30
	+6
	+5
	+10
	+6


Carpathian Vampire Salient Power:  Carpathian vampires may receive a salient power for every two hundred years of age.  Carpathian vampires have access to all of the salient powers described in the Ravenloft Core Rules, and also the following salient powers.

Age beyond their years:  The Red Death occasionally grants his servants the abilities of a greater age to make them more effective servants.  Thus vampires who have lived only a few centuries might be ancient or even eminent vampires.  This increased aging will never allow a Carpathian vampire to become a patriarch vampire.  The Red Death has already chosen one vampire to be the patriarch.  The age granted to the vampire by this ability does not count toward the age for the purposes of granting salient abilities.  Some vampires are so powerful that the Red Death has granted them more salient abilities than would normally be possible.  For example, the patriarch of the Carpathian vampires possesses all of the Carpathian salient abilities.

Battle Rage:  Whenever a Carpathian vampire is reduced to 50% of his hit points he enters a battle rage for a number of rounds equal to wisdom score.  While in this rage the vampire gains a bonus of +2 to his strength score, thus gaining +1 to hit and damage.  The vampire may not use any skill that requires concentration unless he or she prematurely ends the rage.  The vampire may end the rage at any moment.

Domination:  All Carpathian vampires crave power.  Most take it with force but some can take it by force of will alone.  A Carpathian vampire may attempt to dominate a character with a gaze attack just as a basic vampire.  Like the nosferatu, victims of the Carpathian vampire’s blood drain attack must also make a save against domination.  These victims remain under the vampire’s domination permanently, but may make a will save each week to throw off the effects of the domination.  Scholars of the occult find it interesting that so many Carpathian vampires lack the ability to dominate by will alone.  Some believe that this disability forces Carpathians to rely on military conquest for which they for which they seem so specially suited.

Iron Grip:  Carpathian vampires are naturally obsessed with power, totalitarian masters of their servants.  Some Carpathians are so powerful, that they hold the power of life and death over their minions.  The Carpathian may seal his power over an individual by ordering them to drink of a concoction, made of the vampire’s own blood.  The potion must only be taken completely willingly, any form of coercion, magic or mundane, cancels the power of the potion.  Trickery can be used, but only if the victim is aware that the effects of the foul elixir will include some sort of price.  For example, a Carpathian cannot threaten to kill a villager’s child to force them to drink the potion, but he could trick the villager into drinking by promising him great power in return for swearing over his own life.

Once drunk, the potion gives the Carpathian the ability to crush the heart of the drinker at will.  This death is slow and agonizing, taking one whole minute.  Over this time, the heart of the victim is seized by a telekinetic hand and is crushed into a bloody pulp.  The Carpathian vampire must take a full round action to initiate the attack, and may release the grip at any moment.  After drinking the potion, the victim is forever more under the power of the Carpathian.  Only the final death of the vampire will free the victim.  This power does not affect undead creatures, except for vampires.  Corporeal vampires are strangely vulnerable to this attack, which has the power to permanently destroy any vampire thus attacked by another vampire of higher hit dice.  Vampires thus attacked by a vampire of lesser hit dice are forced into mist form as if reduced to 0 hit points.
Master of the Four Winds:  Carpathian vampires that possess four or more hit dice may use Control weather as a spell like ability once a day for every four hit dice.  In a situation where more than one Carpathian vampire vies for control of the weather, the control of vampire with the greater number of hit dice supersedes that of the lesser vampire.  In cases where the vampires have the same number of hit dice, the older vampire supersedes the younger.  As a general rule, the weather in the Carpathian Mountains cannot be mastered.  The entire area is under the control of the Patriarch Carpathian, thus no one but he controls the weather.

Strength of the Mountains:  Whenever a Carpathian vampire is above, upon or inside of a mountain he gains regeneration 4, thus taking only subdual damage from normal weapons and regaining 4 hit points each round.  The regeneration is also gained when a Carpathian vampire is asleep inside of a coffin carved from the rock quarried from the Carpathian region or a coffin filled with Carpathian earth.  The only weapons that may deal regular damage to a Carpathian vampire in this state are fire, wooden spears or stakes and specially blessed steel weapons.  Steel weapons of this kind must be blessed while still being forged; otherwise they act as normal weapons.  The regeneration ability may be negated if the vampire is confronted with a holy symbol made of silver.  Limbs hacked off by non-blessed weapons may be reattached at the stump and instantly become active.

Unholy Communion:  Some Carpathian vampires possess the ability to increase the power of their minions by feeding them the blood of a vampire.  This blasphemous ritual demonstrates the conquest of man by vampire, as the religion of man is desecrated. The Carpathian vampire “anoints” his minion by opening his own veins and collecting the blood into a cup.  Vampiric blood is a black, thick liquid that reeks of the scent of rust.  Minions are then allowed to drink from the cup, completing the ritual.  Any minion of the vampire who drinks of the blood immediately falls under the control of the vampire, as though the drinker had been subject to the vampire’s blood drain attack.  The minion gains a temporary bonus of +2 to his constitution scores.  These constitution bonus and the mind controlling effect last for one hour for every age category of the Carpathian vampire.  The Carpathian suffers no ill effects from this loss of blood, and the effects may only apply to living minions of the vampire.

Forbidden Lore

Dark secrets are buried beneath the veneer of normality.  There is not a single spot on the face of the Earth that the force of evil has not touched.  Dark shapes lurk in the shadows of reason, watching mankind with jealous eyes.  As characters explore Gothic Earth they are bound to come across some piece of forbidden lore.

The Qabals:  Long before the Dark Ages, an organization of wizards made a final stand against the Red Death.  This organization, known as The Defiance, studied of the Red Death as well as the nature of the magical world.  Through their efforts, these wizards hoped to harness enough magical power to banish the Red Death from their world.  The dread entity became apprehensive of this potential threat and so destroyed the Defiance.  While the Red Death’s initial attack killed many, it caused the Defiance to split apart and scatter to the dark corners of the earth.  For centuries the Red Death has sought out these fragments, but it has found little success in stamping out the fires of the Defiance.  The individual fragments became known as Qabals, and each qabal continued its magical research.  Many of the qabals gave up on their quest to destroy the Red Death and dedicated themselves to the pursuit of personal power.  Others qabals became corrupted by the dread entity and turned to its service.  Over the centuries new qabals have sprung up all over the Earth, though the majority of these have some tenuous connection to the defiance.

Qabals are at heart, secrete societies that have gained some significant knowledge of magic or mysticism.  Any organization that can train a qabalist or a mystic may be considered a qabal.  Qabals can be found anywhere, from the dank basement beneath an opium den, to the highest offices of political power.  Qabals are highly secretive organizations, since the Red Death and other Qabals are constantly seeking the knowledge that each qabal holds.  Even the most good or lawful organization is willing to kill ignorant innocents who might expose the qabal to its enemies.  Each qabal has its own individual goal.  To reach these goals, the qabals add to their numbers adepts, aristocrats, experts, mystics, qabalists, spies and anyone else that can assist them.  Some qabals are truly massive; they have cells of active agents in every corner of the world.  The outbreak of war has made communication between cells difficult.  For the most part, the qabals will have to limit their activities or else risk being exposed.

The Brotherhood of Alchemy:  This ancient qabal dates back to Arthurian times, though its history is the least of the qabal’s concerns.  The purpose of the Brotherhood is to the knowledge of the members; these men and women pursue magical and scientific experimentations with the scientific process.

In the past, the brotherhood has been dedicated to the cause of neutrality.  The members were forced to give up their allegiances to governments, monarchies and religions and devote themselves to expanding the boundaries of the qabal’s knowledge.  Members were forbidden to share their advanced knowledge, except in special circumstances where the Brotherhood’s leading council believed that it was prudent to allow the rest of civilization to advance.  This all changed when the Great War ignited.

As nationalism sentiment spread, scientists within the Central Powers turned against the Brotherhood.  Cells within Austria and Germany abandoned the main leadership of the Brotherhood, joining in the Kaiser Wilhelm Institute for Science.  Fritz Haber, a fiercely patriotic German scientist and former member of the Brotherhood, leads this institute.

From its base in London, the Brotherhood watched in horror as the Institute unleashed chemical weapons, colossal cannons and all manner of new weapons of war.  The brotherhood has very few spies or assassins within its ranks, thus they are helpless to fight Haber and his Institute.  The brotherhood has planted several of their most brilliant men into the military to help advance the technology of the Allies and level the battlefield.

PRIME:  The Permanent Review of Imperial Military Expansion is a fairly new qabal.  This organization is led by a small group of British nobles, who plot to expand the influence of Great Britain across the globe.  PRIME comprises of a huge web of bribed officers and officials, spies, criminals and qabalists.  The efforts of this organization are directed to strengthening Britain and weakening her enemies throughout the world.

The involvement of Great Britain in the War is partly due to the machinations of the qabal.  PRIME sees the Great War as an opportunity to destroy France and Germany, as well as destabilizing the United States and Russia.  PRIME hopes to maneuver British forces such that they suffer the least damages, the other Allies and the Central Powers are severely weakened.  By the War’s end, Britain will be in a position to place new military installations and carve up the map of Europe.

As the war progresses, the incompetence of the British monarchy and its servants becomes too much for PRIME to bear.  By 1917, PRIME begins a plot to place the British Monarchy under mind control.  In this way PRIME seeks to gain he power to replace incompetent officials with their own, highly trained agents. 

The Six-Fingered Hand:  After the destruction of The Defiance, several members became overcome with despair and nihilism.  They believed that the destruction of their qabal was a sign that the Red Death was unstoppable, that there was no way to banish the dread entity from the Earth.  The only way to destroy the evil force that corrupted their world was to destroy Gothic Earth itself.  For more than a millennium the Six Fingered hand has strived to cause massive destruction so that they might ultimately destroy the evil entity that corrupted the once magical planet.  The six-fingered hand has spread plagues, started fires, and initiated massacres so that they might strike at the minions of the Red Death.  Since its birth the Six-Fingered Hand has exterminated whole races of monsters, but they have also resulted in the deaths of countless innocents.

Since the coming of the Great War, the Six Fingered Hand has found massive success in recruiting new members.  With the massive slaughter in Europe, so many intellectuals are coming to believe that humanity is too sick to survive.  At the moment, the Six Fingered Hand is dividing its attention between two tasks.  The first task is the creation of nihilistic cults.  In this endeavor, the qabal recruits a charismatic leader and assists that leader in the creation of a cult.  This cult acts independently of the Hand, but the Hand send the cult important information to assist them.  It is believed that the growth of these cults will increase the probability of finding some means by which the Earth may be destroyed.

The second endeavor is one of more intellectual pursuits.  Beneath the ruins of ancient Alexandria lie a series of tunnels that lead to the fallen ruins of the library of Alexandria.  Beneath these ruins are the remains of the magical laboratories of Defiance.  It is believed that before the destruction of the Defiance, the qabal had created a portal from Gothic Earth to a misty realm populated by primitive peoples.  Despite the long time period, the portal would have remained open.  The Hand believes that this portal could be used to unravel the fabric of reality and tear the Earth to ribbons, ultimately destroying the Red Death.  In the mean time, the Hand is occupied with unearthing these tunnels and traversing the ancient magical traps that guard the tunnels.

The White Legion:  One fragment from the Defiance imbedded itself into the heart of Europe.  The wound that festered around that fragment is now known as the White Legion.  The mission of the White Legion is the purification of Europe.  The members of this qabal believe that contact with the other cultures of the Earth has corrupted Europe.  This qabal seeks to end Imperialism and mercantilism, and replace them with xenophobia and isolationism.  For centuries the White Legion has sought to stop the spread of foreign, non-Christian influences in Europe.  The White Legion calls for a halt to European expansion, for while they do believe that Europeans are inherently superior, they see the lesser races as unfit to be ruled.

Since the outbreak of the Great War, the members of the White Legion have become trapped in a never-ending nightmare.  The whole continent is being torn asunder by the Imperial ambitions of the nations.  Both sides have allied themselves with the lesser peoples, strengthening the impurities in Europe and increasing the slaughter.  Each day the European races grow weaker while the foreigners grow stronger.  In 1913, several cells of the White Legion discovered that while under the influence of alcohol, the Archduke Franz Ferdinand was making comments implying his support for a war between France and Germany.  In response, the White Legion decided to silence the archduke’s call for war.  The White legion made connections with Serbian terrorists within the Black Hand and compelled them to assassinate the archduke.  No one was more surprised than the White Legion with the results.

The White legion places the blame for the war on Kaiser Wilhelm and his advisors.  The White Legion believes that the Red Death or foreign conspirators have goaded Germany into the war.  The qabal has made several assassination attempts, but none have been successful.  One growing concern within the White Legion is the slow growth of socialism and the suffragist movements in Europe.  The White Legion believes that these two movements can be traced directly to the Red Death, that both socialism and women’s liberation are the machinations of the dread entity.  While the White Legion feels helpless to stop the war, it has redoubled its efforts to stamp out Marxism and the suffragist movement.

The Red Death:  For millennia the Red Death has watched mankind, manipulating human civilization.  The Red Death has great expertise in humanity’s strengths and weaknesses; the dread entity has focused on exploiting those weaknesses to undermine man’s strength.  The Red Death exists as an intangible entity, it has no form nor does it have a mind, at least none that mankind would recognize.  The Red Death is complete alien to the human mind; a human has more in common with a god than it does with the Red Death.  The final goals of the Red Death are incomprehensible to man; even its most simple motivation is more complex than man’s most profound thoughts.  Despite its alien nature, the Red Death’s past actions can be used to describe entity’s goal.

Ever since its arrival on Gothic Earth, the Red Death has sought to stamp out all knowledge of the arcane and divine.  While mankind’s knowledge of the natural was pathetically small, his understanding of gods and magic grew with every century.  Priests in Egypt communed with Gods from distant planes, wizards in China explored the magic hidden beneath the veil of the physical world and the first sorcerers began to evolve from the Atlantean race.  The Red Death saw the potential of mankind had for good and for ill, and the dread entity became compelled to bend humanity’s power for its own end.

To that end, the Red Death has devoted its efforts to destroying all knowledge of magic.  At the time, magic was humanity’s most powerful weapon and was the Red Death’s only threat.  Immediately the Red Death began to suppress magical power, at random it assaulted magic users and mutated them into accursed creatures.  For millennia the Red Death corrupted living beings, using their own evil to transform them into powerful abominations.  With these minions, the Red Death subtlety urged humanity to ignore magic and construct vast civilizations.  Over the course of time the Red Death has met with both success and failure.  The fall of Rome and the rebirth of spirituality in Europe is the most notable failure.  Regardless of fickle fate, humanity has developed its civilization into a global culture of logic and reason.  Magic and religion have atrophied severely; mankind has been completely disarmed by the Red Death.  By the beginning of the nineteenth century mankind had become so inept and arrogant that the Red Death felt confident to begin the next phase in its great plans.

Throughout the nineteenth century, the Red Death manipulated events around the globe to its own ends.  The Red Death has met with successes and failures, but as the twentieth century approached the majority of Gothic Earth had been carefully ensnared into an inevitable conflict.   Now that civilization has destroyed magical knowledge, it has worn out its purpose.  The Great War will spread like an apocalyptical plague.  Death, disease and famine will thrive in its wake; the proud civilization will collapse and leave man susceptible to the wills of the dread entity.  The Red Death now seeks to remove this skeletal organization so that it may regress the human species to a primal, formless state.  Once in this state, the Red Death will remake humanity to meet its own ends.

During the Great War, the minions of the Red Death will attempt to increase the slaughter.  The Red Death is confident that if the conflict lasts long enough, the nations of man will become weakened to such a state that the most powerful minions of the dread entity will be able to seize power.  For centuries the Red Death has cultivated the most ambitious creatures on Earth and nurtured them with evil powers.  These creatures are completely under the control of the Red Death; while they are clouded by the illusion of free will the Red Death manipulates them with the skill of a master puppeteer.  These “lords” will be used to seize key positions on the planet.  These positions, once secure, will cut isolate mankind into easily managed pockets.  One by one the Red Death will corrupt these pockets, reshaping the human race into its own image. 

Lords of Gothic Earth:  The Red Death has invested great amounts of its power to the advancement of these “lords”.  These lords represent some of the Red Death’s most powerful minions.  These individuals were culled from humanity, their ambition and tyrannical nature made them stand out from the rest of the human flock.  The dread entity nursed these lords with powers, allowing them to transcend the physical world and stave off death.  Now as the Great War consumes mankind’s strength, the lords will emerge from the shadows.  Each of these lords has been chosen for both their lust for power and conquest, as well as geographical position.  As each lord seizes power the planet will be split with the skill of a diamond cutter.  The continents of Gothic Earth will be isolated from one another, just as the War will turn the nations of these continents against one another.  While the Great War might feasibly come to an end on its own, the emergence of the Lords will goad humanity into a perpetual war.

Abdul Iben Amar, The Sultan of Steel:  male human, fire subtype, 5th level aristocrat, 5th level expert:  CR 12, SZ M humanoid; HD 5D8, 5D6; HP 45; Inn +1; Spd 30ft; AC 15 (+1 dex, +4 natural); Atk slam +11/+6 (1D6+4 bludgeoning); SA burning touch, unarmed attack; SQ advanced technology, discretion, inhuman, iron skin, noble tongue, power is knowledge, renown +2, stiff upper lip +2; AL LE; SV: fort +7, Reflex +4, Will +11; Str 18, Dex 13, Con 15, Int 16, Wiz 12 Chr 13.  Skills and Feats: bluff +15, diplomacy +16, gather information +14, innuendo +14, intimidate +14, knowledge: mathematics +13, knowledge: metallurgy +16, knowledge: chemistry +16, profession: chemist +10, profession: engineer +8, sense motive +16, spot +9; educational degree (chemistry), exotic weapon proficiency: Lewis Gun, skill focus: profession (chemist), skill focus: profession (engineer), speed-reader. 

Languages:  Arabic, English, German, and Russian.

Advanced Technology:  The tampering of the Red Death has altered the mind of the Sultan of Steel.  While his level of intelligence remained the same, his capacity for creative thought and intuitive leaps of logic has increased exponentially.  As such, the Sultan of Steel may theorize, design and even build scientific inventions as though they were two technological levels closer to modern technology.

Breath Weapon:  Once every ten rounds the Sultan of steel may exhale a cone of scalding steam.  The cone reaches a maximum length of fifteen feet and a terminal width of 15 feet.  Anything caught within the cone suffers 4D6 points of heat damage.  A successful reflex save against a DC of 15 can reduce this to half damage.

Burning Skin:  Whenever the Sultan feels a strong emotion, such as anger, fear or passion; his body temperature rises to an incredible high.  Any contact with his burning body causes 2D6 fire damage and can ignite combustibles.  This heat usually reduces the Sultan’s clothing and personal artefacts to cinders.  The Sultan may enter this state at will, but can only leave or avoid entering this state by making a will save against a DC of 15.

Fire subtype:  The Sultan of Steel is immune to all heat and fire attacks, but suffers double damage from cold sources of damage, except on a successful save.

Inhuman:  The Sultan is no longer subject to the same physical weaknesses as other humans.  The sultan cannot suffer from broken bones, disease, external bleeding, infection, internal injury, penetration or poison.   Furthermore, the Sultan’s mind is more advanced than a normal human mind.  He receives a bonus of +4 to any will save to resist being entranced, enchanted, or any effect that would discern his thoughts or memories.

Iron Skin:  Whenever the Sultan of Steel enters a highly emotional state, he transforms into a living statue of metal.  This state is identical to the effects of the spell Body of Iron.  The Sultan enters this state whenever he is affected with the burning skin ability.  He exits this state when he leaves the burning skin state.

Unarmed Attack:  The unarmed attacks of the Sultan of Steel are treated as though normal weapons.  Each successful slam attack deals 1D6 bludgeoning damage, modified by strength.

Background:  Abdul Iben Amar began his life like so many of his ancestors, born the first heir to the thrown of the Ottoman Empire.  Abdul was a loud and boisterous child, obsessed with all things mechanical.  Even at a young age it was apparent that he possessed great intelligence, but it was that intelligence that led him to so much trouble.  Abdul made profound religious questions and bold political statements.  The young prince possessed wisdom beyond his years, he saw the slow collapse of his future empire and was not shy about voicing his opinions.  His parents had the lad isolated from the rest of the Turkish court and sent him to an obscure academy in Austria-Hungary.

  It was in Austria that Abdul first learned of Europe and modern industrialism.  The lad was captivated with heavy industry; the noise, the heat, and the huge machines inspired him.  To Abdul, the humble factory was a place of magic, where mankind harnessed the forces of the universe and bent them to his will in the ultimate act of creation.  The fact that oppressed workers, many no older than himself, manned the industrial machines, meant nothing to the child.  If anything, that only enhanced the symbolism of power.  Abdul devoured his lessons in Austria, even as a teenager he visited with the captains of industry so to learn the secretes of modern industry.  For a time he traveled to all the developed nations of Europe so to learn the secretes of engineering, metallurgy and the design process.  The Turkish prince believed that it was his destiny to rule the Ottoman Empire with the tyranny of his industrialist idols.  He would build a better empire in the forge of a factory, and bestow upon mankind a new era of unlimited creation.

By his 18th birthday, Abdul had mastered the skills of a true nobleman.  He could lie with a serpent’s tongue and sense deception like a master aristocrat.  Abdul returned to his family and hoped to share with them his vision.  It was then that the prince first met his half brother, the son of the Sultan and a concubine.  Abdul’s younger brother was an accomplished aristocrat and was the object of his father’s greatest affections.  The boy was already the Sultan’s most influential advisor, even though the bastard child was only 15.  Abdul paid his brother little attention and concentrated on reinserting himself back into his family.  Unfortunately his family paid him no heed; in him they still saw arrogance and condescension.  All the while the economy of the Empire fell further into disarray.   Abdul pleaded with his father to take a more active stance in the economy, to assist the growing industries of Turkey and to expand a mercantile empire into smaller nations.  But at each turn Abduls brother advised against such activity.  The second born son convinced his father that those were the actions of a peasant, not a nobleman.

After years of failure and frustration, Abdul began to plot.  The weakness that enveloped the Ottoman Empire had infected his family.  He knew that the only cure for the disease was to cauterize the wound.  Young Abdul remained the heir to the thrown, no matter what the position of his younger brother; it would be he who would inherit the thrown in the event of the Sultan’s death.  The obscure prince began to consolidate his power in the empire.  He made numerous alliances with industrialists and politicians in the parliament.  After two years of plotting, he felt prepared to make his move.  A paid assassin would slay the Sultan, and Abdul would assume the thrown.  The plot was set into motion and Abdul was confident that his dream would be made real.  Sadly, he had once again underestimated his brother.

The young bastard had made enough alliances and contacts that from the combined information he discerned his older brother’s intent to gather power.  From there, the prince made the proper inquiries and discovered the conspiracy.  The second born prince easily intimidated Abduls conspirators.  While they were not forced to admit their own parts in the conspiracy they testified to the Sultan regarding his son.  The first-born heir to the Ottoman Empire was arrested, brought before the Sultan in a secrete trial and exiled to the outskirts of the Empire.  Should he ever return to his homeland, he would be executed.  In his absence, his brother would be heir to the thrown.  The first-born prince was such an obscure figure in the Empire, that no one would miss him.  Abduls death was faked, the prince abandoned in the Syrian desert and the royal family went on with their lives exactly as though he had never come back from Europe.

Though Abdul had no attachment to his home, exile was excruciating.  The man who was obsessed with technology and science was surrounded with primitive goatherds and ignorant peasants.  With nothing but mud brick and sand, Abdul had nothing to distract him from the horrible knowledge that thousands of miles away his ignorant brother was destroying the empire, an empire that rightfully belong to him.  Each night he wandered into the mountains and screamed frustrated curses towards the starlight sky.

One such moonlit night he found himself consumed in the longest, ranting session of curses he had ever experienced.  He only came to his senses when his parched throat began to bleed.  When he looked around him, he realized that his angry screams had attracted a crowd.  He was surrounded by the janni, a fabled people who haunted the deserts and mountains preying upon all they found.  The janni fell upon him with their scimitars, but their blades bounced harmlessly off of his skin.  Abdul struck with mighty fists, crushing bones and rending flesh with the strength of an industrial machine.  The fires of his anger heated his body to the temperature of a forge, and his touch burnt the flesh of his would be killers.  Abdul left only one of the janni alive, whom he forced into servitude.  In the coming months, Abdul learned to gain some control of over his horrible new abilities.  Abdul applied his skills to the Janni, using brutality where diplomacy failed.  The exiled prince rallied the janni sheiks around him, inspiring them with the very vision that his own family had shunned.  The Janni became his personal army, and with them he began his own crusade.  Abdul Iben Amar was burned away like industrial impurities, and from his form was forged the invincible Sultan of Steel.

Current Sketch:  The Sultan has forged an empire out of the Syrian Desert.  In the mountains he has established great iron mines, he has tapped crude oil that flows beneath the sands, and built vast refineries for both materials.  Each day the burning sun shines down upon an endless track of factories and refineries that belong to the Sultan.  The empire of the Sultan has grown steadily since the outbreak of war.  The janni capture any soldiers who cross into their territory, these soldiers are turned over to the Sultan’s factories, mines and oil fields where they labor as slaves.  The Sultan has become a major war profiteer, selling weapons and tanks to the very nations from which he kidnapped his slaves.  The Sultan is building his own army from war deserters, Turkish traitors and the Arabs oppressed by the Ottoman Empire.  This army is trained by mercenaries and equipped with the latest advances in weaponry.  The Sultan retains a small number of brilliant scientists and engineers who help him perfect his the industrial process and develop new weapons.

The Sultan goes nowhere without his compliment of bodyguards.  These men are often armed with Lewis Guns or some scientifically designed weapons designed and manufactured in the Sultan’s factories.  While his servants work, the Sultan makes alliances with the Arabs and the janni, negotiates business arrangements with foreign buyers, and expands his network of spies within the Ottoman Empire.  Since his banishment, his brother has assumed the thrown.  The Sultan of Steel is determined to conquer the Empire and create a vast industrial network.  He has deep respect for progressive European nations but views their citizens as infidel peasants; such commoners deserve their servitude, if not beneath their true rulers than beneath him.  As the Sultan has aged, he has felt the burden of his powers.  He has become more and more emotional as he approaches old age, he can scarcely enjoy the simple pleasures of food, music or women without instigating tragedy.  The floors of his palace have been reinforced with steel beams and the walls are insulated with flame-retardant material.

Emperor Napoleon Bonaparte:  male human fifth magnitude ghost, 7th level officer, 3rd level aristocrat:  CR 15, SZ M humanoid; HD 10D12, HP 68; Inn +1; Spd fly 30ft, perfect manoeuvrability; AC 11 (18 while manifested); Atk corrupting touch +8/+3 (1D4+1); SA inspire greatness, pulling rank, rally the troops, tight lipped +5; SQ incorporeal, power is knowledge, stiff upper lip +3, transmit orders +2; AL LE; SV: fort +3, Reflex +7, Will +11; Str 12, Dex 13, Con -, Int 16, Wiz 14, Chr 26.  Skills and Feats: bluff +18, diplomacy +22, gather information +13, innuendo +8, intimidate +16, leadership +20, listen +10, ride +11, sense motive +13, speak languages 1, spot +14, tactics +16; Alertness, iron will, mounted combat, skill focus: leadership, skill focus: tactics.

Languages:  English, French, German, Latin, Italian

Special Abilities:  commanding appearance, command undead, corrupting touch, ghost writing, manifestation, mind games, unquiet undead, rejuvenation, turn resistance +4

Background:  The story of Napoleon’s life is a matter of history.  More books have been written on the subject of Napoleon than on any other mortal man.  The concise history of Napoleon is a fantastic drama.  Napoleon was born of the island of Corsica, an Italian under the rule of France.  After leading an unsuccessful revolt against France, Napoleon served in the French military as an artillery officer.  He gained fame from his rain of grapeshot, when he fired artillery upon rioting French civilians.  Not long afterwards, Napoleon became involved with his brother in a coup to take over France.  Napoleon turned the tables on the other conspirators and seized power for himself.

From there Napoleon rose in power.  Napoleon amassed a gigantic army; his charisma united France beneath his banner.  The entire population of the nation turned their efforts towards the war effort, thus Napoleon pioneered “total warfare” and unleashed his invention upon the unprepared nations of Europe.  Napoleon conquered the continent, adding Spain, Germany and Austria to his empire.  The great dictator created public schools for the youth of the nation as well as public museums and other great works.  In his Egyptian campaigns his researchers discovered many ancient artefacts including the key to the hieroglyphic code, the Rosetta stone.  The true goal of Napoleon was to create a dynasty; he placed his brother on the thrown of Spain and attempted to sire an heir to his own throne.

Despite his success, fate was not finished with Napoleon.  Napoleon could never defeat Britain, and the English constantly challenged his rule.  Spain revolted against Napoleon’s pawns; guerilla warfare was pioneered in the fields of Spain.  Napoleon moved his grand army into Russia to stamp out resistance, but he over extended his forces and was forced to make a disastrous retreat.  Afterwards France fell from power as the nations of Europe regrouped and united against Napoleon.  After Napoleon’s fall, his wife abandoned him and took his only legitimate son, who would latter die of sickness.

Napoleon was imprisoned on the island of Elba, but would escape and march on France.  Napoleon gained power once again, but was quickly defeated in battle at Waterloo.  The British took the captured dictator to the island of St. Helen where he was slowly poisoned to death.  So ends the story of the life of Napoleon and so began his unlife.

Current Sketch:  Napoleon emerged from the border ethereal as the Red Death’s plans first began to coalesce.  The great emperor sensed that France’s time had come again, that his legacy could be resurrected once more.  Napoleon retraced his life and found that a youthful indiscretion had produced an heir.  This heir had lived in complete ignorance of his heritage, but had nonetheless produced his own family under the name DePaul.  By Napoleon’s return, the last remaining male heir had been born, the son of destitute alcoholics.  The ghost of Napoleon guided the young man from infancy, molding him into a man great genius and ambition.  The young DePaul rose above the rabble and earned a scholarship into France’s most prestigious military academy.  Napoleon drove the young man towards greatness, and by his graduation in 1905, DePaul was well on his way to a position of leadership.  Napoleon has used his abilities to manipulate the French military towards war; he has also contacted the undead within France and used his abilities to dominate an army of spirits and abominations.  By the outbreak of the Great War Napoleon has created a vast network of spies and informants made up of both the living and the dead.  The emperor has provided his heir with all the resources necessary for them to enact their plot to sabotage the Allies and seize Europe.

Rasputin:  male human, 3rd level apothecary, 7th level mystic:  CR 10, SZ M humanoid; HD 10D8, HP 60; Inn +; Spd 30ft; AC 16; Atk fists +9/+4 (1D12 bludgeoning); SA fists of iron, improved unarmed strike, spells, turn undead; SQ cosmic awareness; AL NE; SV: fort +11, Reflex +13, Will +11; Str 15, Dex 15, Con 18, Int 15, Wiz 18, Chr 18.  Skills and Feats: bluff +10, diplomacy +10, intimidate +10, jump +7, mesmerism +17, move silently +9, hide +8, mysticism +17; dodge, improved initiative, mobility, spring attack.

Languages:  German, Latin and Russian

Special Abilities:  body of iron, foresight, hypnotic gaze, master of illusion, post hypnotic suggestion, redirect energy, touch the spirit world +2/ghost touch.

Spells per day:  0 level: 6, 1st level 5 

Spells Known:  0 level: create water, cure minor wounds, detect poison, resistance, and virtue.  1st level:  bless, cure light wounds, and endure elements.

Background:  The name Rasputin comes from the Russian phrase “unclean”, and from his appearance the name is well justified.  The man who would become Rasputin was born in Siberia, raised as a peasant in village identical to the thousands of small Russian villages.  Rasputin was a very unusual child, while young he was stricken by seizures and periodic fits of madness.  The young man grew up surprisingly sturdy, though he was too lazy to be of any use in the fields.  The boy was trained beneath a priest, and while he easily absorbed religious teachings, he proved to be far too lecherous for the life of a priest.  In the end, the youngster was driven from town like any other troublemaker.

While the Russian wilderness is lethal to the weak, Rasputin thrived in the hardship.  According to the tales he would tell, it was in the Russian wastes that he was taught the secrete of mysticism from fairies, ghosts, and hags.   Rasputin’s animal magnetism allowed him to become spiritual guru to  Russian high society.  The mystic demonstrated the powers of mysticism and used his powers to seduce the women of Russia.  By the time he was thirty, Rasputin was living off of the wealth of the aristocracy.

At the time, the Russian monarchy hid a disturbing secrete; Alexi, the first son of the czar, heir to the Russian thrown, was a hemophiliac.  The young boy suffered internal bleeding from even the most minor bump or fall, he was bed ridden for most of his life.  The royal physicians could do little aside from explain to the Czar that healing him was beyond their power.  After years of frustration, the Czar and Czarina turned to the mystics that had so captivated the aristocracy.  The vast majority of the mystical healers were little more than frauds, but eventually a personal friend of the Czarina introduced her to Rasputin.  In only a day’s time, the dirty, unkempt Siberian had healed the boy.  With Rasputin’s assistance, Alexi was able to lead an active life free from sickness and fear.  The mad monk had become a permanent fixture within the royal family, he was given a lavish home and was free to pursue his less savory interests.  It was these pursuits that alienated the more practical and moral Russian nobles.  Throughout Russia Rasputin’s name became synomonous with lechery and perversion.  After a time, Rasputin became known as a symbol for the corruption and weakness plaguing the Russian aristocracy. Stories began to circulate throughout Russia as to the nature of the mad monk’s relation to the royal family.  It became rumored that the barbaric Siberian used devious mesmerism to control the mind of the royal family.  Though the more serious nobles refute such fantastic fables, even as they plot to assassinate Rasputin and remove the shame he has brought to the Russian crown.

Current Sketch:  After wandering the wastes for ten years, Rasputin has found himself longing for peace and security.  His only true desire is a lavish home, wealth, and women when he pleases.  Certainly his position of wealth afford him these valuables, but he is terribly unsatisfied.  Since his adoption into high society Rasputin has found himself obsessed with power and manipulation.  At first he used his charisma to insert himself into the lap of luxury, but his unkempt appearance and radical theories on sin and orthodox Christianity made him a target of the more moral aristocrats.  The mad monk has used his amazing powers of hypnosis to manipulate the aristocrats so that he might protect his wealth and comfort.  As time passed, he wove a web of deceit and hypnosis so thick that he himself was caught within its folds.  The mad monk found his time consumed by various plots and schemes, each day he was forced to use his hypnotic powers to protect his position of wealth and influence.

Rasputin believed that his position in the Czarina’s entourage would protect him from his enemies.  It is to his eternal dismay that his position has made him more popular as a target.  Rasputin found it prudent to place a number of post hypnotic suggestions into the minds of the monarchs, their friends, the palace guards and other important individuals.  Yet his work never seems to be done.  The mad monk has turned his eyes to the fledgling Bolshevik movement.  Though these men claim to hate decadence and desire equality for the workers, Rasputin sees right through their charade.  He knows that the political firebrands have the souls of politicians, that the Marxists have the same taste for luxury held by the aristocracy.  Rasputin hopes to use the Bolsheviks to solidify his position of wealth and destroy his political enemies.  While the Bolshevik leader, Vladimir Lenin, seems too strong willed to be manipulated, the two men have come to an uneasy agreement.  Rasputin will lead the aristocracy to cruelty, greed and corruption so that the people of Russia will have no choice but to join the Communist revolution.

Tutankamen:  male human fifth rank ancient dead, 6th level aristocrat: CR 11, SZ M humanoid; HD 6D12, HP 45; Inn +2; Spd 60 ft, fly 20 ft clumsy manoeuvrability; AC 25 (AC 11 to bullets); Atk slam +12 (1d6+9, disease); SA disease: mummy rot, fear, spell like abilities; SQ damage reduction 20/+3, immunities: fire and sonic, power is knowledge, rejuvenation, resistance 20: lightening, resistance to blows, stiff upper lib +2, vulnerability: cold turn resistance +5; AL LE; SV: fort +2, Reflex +5, Will +13; Str 26, Dex 12, Con -, Int 14, Wiz 26, Chr 24.  Skills and Feats: bluff +17, concentration +5, diplomacy +15, gather information +13, innuendo +13, intimidate +11, leadership +15, listen +13, pilot: chariot +10, search +12, sense motive +18, speak languages 3, spot +5.  Alertness, cleave, great cleave, lightening reflexes, power attack, skill focus: gather information, toughness.

Languages:  Ancient Egyptian, English, French, Ancient Greek, German, Latin

Salient Abilities: alter form, curse of vengeance, command undead, weightless.
Spell Like abilities:  Caster level 10th level Once per day:  blur, control weather, light, searing light, flame strike, sunburst.

Background:  Tutankamen was born the eldest son of Ankenaten. The young man was raised in a troubled household, for while his mother wished to worship the traditional pantheon of Egypt, his father demanded that the royal family worship Aten, the monotheistic god of his creation.  It was at this time in Egypt that the greater sun god Aten warred with the Egyptian pantheon for the faith of the Egyptian civilization.  During this struggle, Ankenaten demolished the priesthood of Amen Ra and the other deities, replacing them with priests of Aten.  The conservative Egyptian civilization rejected this concept, though they were still under the pharos command and were helpless to resist Ankenaten’s orders.  However, while the religious reforming king stamped out Amen Ra’s priests, the young Tutankamen fostered his faith.  When Ankenaten died suddenly, Tutankamen arose and rebuilt the priesthood of Ra and the other gods.  The populous of Egypt was overjoyed at the return of the old gods, though the new priesthood failed to command the same powers that the old priests were remembered to have possessed.  In time the people came to accept the lack of magical power, they began to believe that the legends of old were no more than fairy tales.

In truth, the Red Death had planned these events since his arrival on Earth.  The priests of Ra and the other gods had proven to be a terrible threat to the Red Death, so the dread entity had hidden his presence from them and allowed them to practice their art without interference.  With the coming of Aten, the Red Death saw his opportunity.  The entity corrupted the young Tutankamen, sending spirits of the ancient dead to convince him to rekindle the religions of old.  After Ankenaten had slain the true priests of Egypt, the Red Death used its power to mutate Ankenaten into a degenerate madman.  With Aten’s highest priest incurably insane and the Egyptians in a silent revolt, the sun god lost his power on Earth and was forced to turn his attention back to other planes of reality.  During Ankenaten’s rule, the Red Death had sought out the remaining cults of the old pantheon and sent its minions to devour them.  Ankenaten himself had the true priests of the old religion executed; leaving only the menial laborers and the aristocrats whom joined the priesthood as a formality.

When Ankenaten died, his son allied with the Egyptian nobles and struck against the tiny priesthood of Aten.  The true priests of Aten were slaughtered, as were their servants.  Tutankamen resurrected the old priesthood, though he was unable to find any of the priests that practiced their religion before the coming of Aten.  The new priests of Egypt were all inexperienced youths and old men whom only served the priesthood as menial laborers.  One of these new priests noticed that the Old Gods would not speak to them, nor did they realize that their magic was greatly retarded.  The pantheon of Egypt has long since turned away from Gothic Earth, and while they granted a few spells to the faithful they offered no direct guidance nor would they remove the magical interference, which they perceived to be more of Aten’s doing.

Without knowing, the boy king had become the most valuable pawn in the red Death’s arsenal.  Without the interference of the Egyptian gods the Red Death had eliminated the most powerful clerics on Earth.  The boy king was only a youth of 18, but as pharaoh his connection to Amen Ra gave him considerable magical abilities without cost.  His life had been spent learning the art of nobility and in only a few years he had accomplished some skill in dealing the ambitious nobles who threatened to steal his power.  However beyond his title of pharaoh, Tutankamen was useless to the greater schemes of the Red Death.  The Red Death knew he would need the use of a pharaoh in the future, so he manipulated several nobles into assassinating the young king and burying him in full glory in the safety of the Valley of the Kings.  In the peace of the grave Tutankamen would rest peacefully, gathering strength as his mummified body absorbed positive energy.  The Red Death sent minor minions to protect the tomb against robbers, so that his old pawn would be in excellent condition when the time came for him to awake.

Current Sketch:  Tutankamen found himself awakened in 1910, though his consciousness had been awakened long before that date.  From his grave, the boy king watched in horror each time his nation was conquered and plundered by invaders.  The cycle of conquest and destruction spun like a top while the old gods went forgotten, the monuments of the past crumbled and the sacred graves of kings were defiled.  Helpless in his crypt, Tutankamen swore that he would avenge the lost divinity of Egypt and return the treasures of the pharaohs to their rightful resting places.  Just as the Great War loomed over Gothic Earth, Tutankamen felt his withered body move and his desiccated heart begin to beat from within its canopic jar.  The boy king used his physical might to escape his sarcophagus and emerged into the Valley of the Kings.  It was at that exact same moment that a band of Egyptian tomb robbers had entered the lesser tomb of an ancient priest of Anumbis.  Tutankamen slew the invaders with ease, and with their deaths awoke the mummy of the priest.  Together, the king and his new servant mummified the robbers and created the first in an army of the dead.

Tutankamen has used his mummified servants to recruit cults throughout Egypt.  Anyone who is willing to give themselves over to the rule of the pharaoh is welcome amongst their ranks, though each new member of their army must devote himself to the priesthood of an ancient Egyptian god.  These “priests” serve as an underworld army for Tutankamen, who has begun to consolidate power.  When he has stolen enough currency, he will send his priests out to create an army of mercenaries with which he will seize the Nile.  While his minions gather treasures, Tutankamen sabotages the war effort of the Allies and Central powers.  He knows that either side will try to seize the Nile as well as the Suez Canal, both of which the boy king claims as his own.  Tutankamen seeks out undefiled tombs and awakens the slumbering ancient dead to add to his growing army.  By 1914 he has awakened one fourth rank mummy, two third rank mummies, five second rank mummies and one dozen first rank mummies.  These mummies oversee the training of the new “priests” or are sent to hinder the movements of soldiers in North Africa.

Vlad Tepes, Count Dracula: male human patriarch vampire, 5th level aristocrat, 5th level soldier: CR 15, SZ M humanoid; HD 10D12, HP 70; Inn +8; Spd 60 ft; AC 20 (+4 dex, +6 natural); Atk slam +14/+9 (1d4 bludgeoning damage), bastard sword +14/+9 (1D10 damage); SA blood drain, children of the night, create spawn, howl of damnation, master of blood, weakness; SQ alternate form, bath of blood, fast healing, damage reduction 15/blessed steel, gaseous form, nocturnal predator, resistance, spider climb, stone immunity, turn resistance, thirst for blood; AL LE; SV: fort +5, Reflex +7, Will +11; Str 24, Dex 19, Con -, Int 16, Wiz 22, Chr 27.  Skills and Feats: bluff +12, concentration +4, diplomacy +16, gather information +16, hide +12, innuendo +14, intimidate +14, jump +14, leadership 12, listen +12, move silently +10, ride +10, search +10, sense motive +12, speak languages 2, spot +12.  Alertness, armour proficiency (heavy), cleave, combat reflexes, dodge, exotic weapon proficiency: bastard sword, great cleave, improved grapple, improved initiative, mounted combat, lightening reflexes, power attack, ride by attack.

Languages:  English, French, German, Latin, Romanian, Russian

Salient Abilities:  All Carpathian salient abilities.

Background:  The story of Vlad Tepes begins in the year 1431, when he was born to a noble family in Wallachia.  The small Carpathian nation was sandwiched between the empire of the Turks and the Germanic People, as such he lived under the constant threat of destruction from these two powers.  As he finally rose to the throne, he was thoroughly obsessed with gaining the absolute power that had been denied to his family.  Through his life Vlad ruled his nation with an iron fist, leading it into battle against the Turks and the Christians as well as maintaining law, order and prosperity in his homeland.  Vlad proved himself to be a creative sadist and earned himself the nickname Dracula, which meant “from the dragon”.  Throughout his brutal regime criminals and enemy soldiers were executed by impaling, which involved a stake being driven into the body and the victim allowed to die as gravity drove the body further down the stake.  After decades of walking the line between the Christians to the North and the Turks to the East, Vlad faltered and denied the Sultan of the Turks his tribute.  In return the Turks executed Vlad by decapitating him.  That day in 1468 the body of Vlad Tepes dies, only to rise again under the name of Dracula.

Since his unholy resurrection at the hands of the Red Death, Dracula has sought out the power that he was denied throughout his entire life.  In the years after his death he hid amongst the shadows of the Carpathian Mountains, feeding off shepherds and merchants and all the while dreaming of rebuilding his kingdom and avenging himself upon the world.  Between the years of 1469 and 1500 Dracula explored the wilds of Easter Europe.  There he found others like himself, vampires who fed upon the living.  While these vampires were stronger than himself, he knew that his ambition and force of will was greater than theirs.  Even then he knew that they would all become his servants.

As the old generations of men died out, Dracula felt confident to seize control of a Transylvanian noble family and assume their lands.  Dracula kept a very low profile within Transylvania, for fear of drawing the attentions of the outside world.  In this time Dracula began to consolidate his power in Easter Europe by bullying the other Carpathian Vampires.  To this end, Dracula collected a small army of German mercenaries.  These men were trained in the secretes of vampires so that they might protect their master as well as strike at his undying enemies.  These living mercenaries were inserted into the households of the other vampires as well as spread throughout the countryside, ordered to watch for any vampire that might emerge.  These mercenaries became known as Die Watchern, for they were the eyes and ears of their vampiric master.  With Die Watchern as his weapon, Dracula ascended to the power of patriarch over all Carpathian vampires.  With power over an army of living and undead servants, Dracula felt confident to begin his rise to power.

In 1675 Dracula began to amass his forces so that he could seize territory in Easter Europe.  To initiate his take over, Dracula romanced a Romanian princess.  At the time Dracula had hoped to use her inherited thrown as a beachhead in the north, but to his surprise he found himself captivated with the princess.  Her innocence and beauty stuck at the core of his being, her love offered him a joy that he had never before experienced.  In a short time Dracula began to neglect his ambitions for power and pursued his beloved with the same determination that had drove him on for centuries.  Dracula hoped to make the princess his vampiric bride so that they might be together for eternity.

But the Red Death was not prepared to allow such a powerful servant to escape its clutches.   Dracula’s chief servant, Heinrich Van Helsing, was chosen to be the bodyguard of the princess.  In her presence, he felt the same passion that was felt by his master.  As Van Helsing warded the girl, he became revolted by the fate Dracula had planned for her.  Rather than allow his abominable master to destroy her innocence, Van Helsing gathered together the rest of Die Watchern and struck.  The slaughter of vampires was immeasurable, as their own trusted guardians rose up and slew them.  The battle raged in the shadows, as Die Watchern was split.  Those that remained loyal to Dracula were driven away into the wilds, where they were forced to join with the gypsy tribes to escape their former friends.  The shadow war raged for a month, culminating on the wedding between Dracula and hid bride.  Moments before Dracula could begin the process to transform his bride, Van Helsing and his warriors burst in upon them and impaled them both upon a phalanx of steel spears.

While his bride died slowly, Dracula felt a misty force erupt from his body.  This mist began to carry his soul away into the mountains, even as his bride cried out for him to join her in the afterlife.  After weeks of floating through the mountains, Dracula was reformed once more.  The pain of losing his wife became too much to bear; Dracula went on a horrible rampage of bloodletting and torture.  Die Watchern sought him out, but he evaded Van Helsing’s mercenaries.  Dracula was forced to hide within the Carpathians for decades, waiting for his mortal enemies to die from age.  Little die Dracula know that Die Watchern continued to survive carried on by the children and grandchildren of the mercenaries.  Dracula sulked within his mountain stronghold for centuries, occupying his time with vampiric concubines and dreams of conquest.  By 1890 Dracula realized that he had to escape Eastern Europe and build a new empire in Great Britain.  From that point, the story is a matter of literary history.  
Current Sketch:  What is not told by Bram Stoker’s story is that Dracula was not destroyed.  Though his body had been savaged, the misty essence of his vampiric soul rose again and carried his into the mountains.  For a many years Dracula floated formlessly in the mountains, raging against his helplessness.  But while Dracula had lost his love and his body, he had finally escaped Die Watchern’s constant observations.  When his body reformed for the second time in 1910, he was prepared to carry on his quest for power.  Dracula had become the patriarch of Carpathian vampires; he easily dominated his former servants and turned them to his cause.  By 1914 Dracula began to extend his grip from the shadows.  He called out to the scoundrels, the criminals and the deserters from both sides of the war.  These men became his new army and they were sent out to carve out a new nation on the face of Europe.
The Aftermath

While humanity has the capacity to wage wars for centuries, the Great War consumes too many resources to go on for very long.  In the end, the war will have to end.  Alternately, the Field Marshal may decide that the campaign should be set in the post war period.  In this case, the Field Marshal need not be bound to the events of recorded history when designing a post war campaign.  The Field Marshal may invent any form of post war Gothic Earth in which to create a campaign.  Below are a series of ideas to assist in the creation of a post war setting.

Allied Victory:  In this setting the Allies conquer the Central Powers.  The German army is beaten in Africa and Europe and the Turks are beaten out of in the Middle East.  In this setting, events unfold exactly as described in the chronology of the war.  At the end of the War, Germany will be forced to sign a humiliating treaty and forced to bear the burden of debt and blame.  A weak republic will replace the Kaiser, the Ottoman Empire will crumble to dust, and Europe will be redesigned.  At this point, mankind makes the first attempt to unite the world under a league of nations.  Sadly isolationism wins out and the league becomes an impotent body, capable of nothing more than mindless rhetoric.  In this setting, Trotsky’s Red Army defeats the invading White Army and the nation falls under the rule of Lenin and his communists.

Forbidden Lore:  With the fog of war down, the minions of evil are hopelessly exposed to the light of goodness.  As the walls go down, the qabals are free to travel across the globe, striking at the servants of the Red Death.  The Red Death is greatly irritated by the failure of the Great War.  Mankind has proven itself to be weak and foolish, and yet it has somehow survived the war.  The Red Death decides to sacrifice subtly for another attempt to destroy civilization.  The dread entity seeks out individuals that it can easily manipulate into violence.  The individuals will be granted great powers and urged on to ignite a second Great War.  In this next war, the red Death will redouble its efforts to stamp out civilization and corrupt mankind.

The Empire of France:  In this setting France makes an attempt to rekindle the great empire that it once possessed.  The war unfolds in a very different pattern than the one told in the chronology.  France comes under the influence of General Pierre DePaul, the self styled Napoleon the Fourth.  DePaul uses much more modern tactics and ingeniously arranges the battle lines such that France suffers extremely few casualties and the allied forces bear the brunt of the German aggression.  French propaganda is tailored to turn the French public against the Allies, showing them as bumbling fools attempting to steal the glory from France.  At the same time, DePaul oversees the creation of a bizarre new weapon known as the Nortura Projector.

  As the allies beat the Germans, France utilizes amazing intelligence operatives to infiltrate the armies of the other Allies.  Meanwhile DePaul made alliances inside of the French government as well as the highest levels of the military.  Before Germany finalizes its surrender, DePaul initiates a massive coup and takes command of France.  DePaul’s army betrays the other allies, assassinating their leaders and dividing up the battle lines.  In a month of fighting DePaul makes his ultimatum, forcing the Allies to relinquish their spheres of influence in Germany.  With their armies encircled, Britain and America reluctantly give in and remove their forces.  The United States and Great Britain prepare to avenge themselves upon France, only to feel the sting of France’s deadly Nortura Projectors.  After another year of failure, the Allies give up and allow France to retain control of Germany.  Over the next few years, France will be transformed into an Empire, led by DePaul, whom adopts the name of Emperor Napoleon the Fourth.  France will slowly expand in influence over the continent, becoming an industrial titan of unparallel power.

Forbidden Lore:  General DePaul is in actuality the great-grand son of the first Napoleon’s bastard child.  DePaul has lived his entire life under the guidance of his progenitor, the ghost of Napoleon Bonaparte.  The ghost of Napoleon was able to provide DePaul with invaluable intelligence information, as well as the services of other forms of undead.  The new empire of France will mirror the empire of Napoleon, but with the use of the Nortura Projector this second empire stands a serious probability of defeating Great Britain.

From the Red Death’s perspective, this scenario is an experiment gone horribly awry.  The ghost of Bonaparte was meant to usher France to its destruction, not create a stronger, more stable civilization.  Fortunately for the dread entity, as soon as Napoleon the Fourth becomes official crowned as Emperor of France, the spirit of Bonaparte will be permanently laid to rest.  With the wily ghost out of the way, the Red Death will have little interference when it manipulates the new French Empire into a second, more effective Great War.

The Great Cold War:  In this scenario, the Allies fail to conquer the Central powers.  Throughout the war the fighting is fierce, but the incompetence and disorganization of the British, French and American forces allows the Germans to outmaneuver them and hold captured territory.  The Kaiser supported the Russian communists in their civil war, and in return was supported by the Russian army.  The massive trade between Russia and Germany strengthened the new communist nation, and allowed the Ottoman forces to overwhelm their enemies in the East.  After the Americans mobilized for war Germany and Mexico formed an alliance, whereby aircraft transported by German U-boats assisted the Mexicans in an invasion of Arizona, California, New Mexico and Texas.  By 1918, the Allies have made significant gains in Europe but their forces are hopelessly diffused across the world.  Analyses predict an inevitable Allied victory, but only at the cost of many more millions of men.  By December 1918, the Allies and Central Powers agree to a cease-fire.

Mexico controls roughly a third of Arizona, New Mexico and Texas, as well as two thirds of California.  Germany retains its territory in Alsace Lorain, but gives up the whole of Belgium.  Russia takes back territories lost in the Sino-Japanese War and while Lenin centralizes control of industry and agriculture, pressure from Germany forces the communist party to allow a limited form of capitalism and some civil rights.  Spain, Cuba, East Africa and many nations in South America join into trading agreements with the Central Powers, strengthening the union.  Meanwhile, the Allies form the League of Allied Nations.  This league organizes trade between the nations and coordinates defense planning.  In the United States of America, several states refuse to enforce the cease-fire and continue the war on Mexico.  These states refuse to submit to the recommendations of the League of Allied Nations and begin to succeed from the United States.  The war weary US is helpless to resist as Alabama, Arizona, California, Florida, Louisiana, Mississippi, Nevada, New Mexico, Oklahoma, Tennessee, and Texas leave the Union to fight the Central Powers.  The new Confederated States of America continue their war until 1933, when their limited resources are exhausted and they are forced to enter a trade pact with the growing economic empire of Japan and the neutral and independent nation of Brazil.

By 1935 the entire world is at a stand still.  Experts predict that another Great War is inevitable, though this war will surely encompass the entire globe.  In the mean time, the nations stockpile weapons and engage in vicious propaganda campaigns and massive espionage.

Forbidden Lore:  The Red Death has waited patiently for mankind to damn itself, and the dread entity has been rewarded for its patience.  Mankind is squared off against itself, its energies dedicated to the destruction of civilization.  The lights of enlightenment fade in the frost of the growing Cold War.  Though the growth of militarism stamps out the minions of the Red Death, the next inevitable war will surely destroy what resistance remains.

Eternal Night:  In this scenario, the war goes on for a decade.  Under the pressure of conservatively minded soldiers, the Allies fight the war using obsolete strategies.  Cavalry charges are used in favor of tank warfare and the allies never use chemical weapons against the Germans.  Battle tanks remain hopelessly tangled in red tape and research and development, while aircraft are only sparkly used by the allies until 1920.  Germany and the other Central Powers utilize more modern strategies, such as chemical weapons and aircraft.  Russia remains in the war until 1916, when the Bolsheviks bring the nation to its knees and end its war with Germany.  Without the Russian assistance, the British forces in the Middle East falter against the Ottoman Empire and are driven out of the area.  By that time the United States is far too intimidated by the massive casualties in Europe to join the war effort.

Britain and her colonies stay in the war, but in 1923 the German Army unleashes a massive air invasion.  Gigantic zeppelins drop dozens of “parasite” aircraft over North Ireland, which in turn land and unleash squads of German Infantry into the heart of Irish territory.  The delays in Irish sovereignty urge the Irish to join forces with the Germans.  Before British soldiers can quell the up rising, the Germans have established a beachhead.  France is rocked by the creation of the “Paris gun”, a titanic weapon capable of striking major cities from massive distances.  The morale of the Allies drops considerably, and yet their national leaders refuse to sue for peace.  Mutinies pop up throughout the military, as are Marxist rebellions. By 1924 soldiers based in France throw down their arms and rebel against their own nations.  By this time, the Central Powers are exhausted from their war and declare a cease-fire.

Incursions from Communist Russia inspire general strikes all over the world, while soldiers all over the globe are denied their pay by the heavily indebted nations.  The British invade Ireland once more, resulting in an explosion of German funded terrorism within Great Britain.  France and Germany become terrorized by the hordes of unpaid, rebelling soldiers. Soldiers from both sides in the war ally with one another and begin massive looting campaigns.  Financial collapse in the USA is coupled with prohibition and a massive outbreak of cholera, typhoid and tuberculosis.  One by one the states succeed from the union and declare self-rule.  Africa erupts in civil wars, as the former pawns of the Allies and Central Powers struggle to retain territory.  Crime becomes rampant throughout the world, murders and disappearances quadruple.  All over the Earth strange, charismatic individuals arise, carving out random spheres of influence.  Mysticism and cults arise all over the world as the war weary humanity turns away from impotent religions.  Schools and universities begin to close, leaving the younger generations without critical education.  Mysterious weather phenomena make shipping difficult and hinder the use of wireless telegraph, while crops are blighted with insects and disease.  Global trade withers and nations begin to turn inward, even as the plagues and famine spread.  By 1929, Gothic Earth teeters on the brink of a new Dark Age.

Forbidden Lore:  The Red Death’s plans have come to perfect fruition.  After millennia of patience the Red Death has struck, demolishing civilization and scattering humanity to the wind.  As Gothic Earth reels from the Great War, the minions of the Red Death emerge from hiding and work the will of their master across the globe.  Global trade is demolished, education is stamped out, and the qabals of old are hunted down.  The minions of the Red Death gather followers and carve out tyrannical spheres of influence in the dark corners of the world.  With mankind divided against itself, no one is capable of resisting as Gothic Earth is slowly divided up amongst the servants of the dread entity.

Casualties of War

Captain Boulanger, Phil, aka Charneka the Fly, asphyxiated by chlorine gas.

Sergeant Cicalese, Davis, a.k.a. Jasper O’ Nine Lives, slain in aerial combat by Manfred von Richthofen.

Major McDaniel, Tadd, aka YokoburiKinura, bayoneted to death.

Colonel Strosahl, Kurt J, a.k.a. Malekith, incinerated by German flamethrowers.

Private Sutton, Stephen C, a.k.a. ScS, executed for cowardice.

_1088233845

_1088233886

_1088233828

