VERDAMMNIS

WWII WEIRD ADVENTURES
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Version 1.0

By Eric LAURENT

These rules are a modification of DOW rules to play weird adventures during WW2.

They are meant to be played with the DOGS OF WAR basic rules published by DEVIL DOG DESIGN. 

GERMAN FORCES

SS TEAM                                        300 Points                        

Team Leader
Luger

Rifleman……………………………………………………..…combat knife

Rifleman……………………………………………………..…combat knife

Rifleman……………………………………………………..…combat knife

Each team member may be equipped with one of the following weapons   

Kar 98k………………………………….…………………………….20 points

MP38 / MP40………………………………………..……………….30 points

STG44…..…………………………………………………………….50 points

MG34 / MG42…………………………………………….………...100 points

Kar 98k with scope (sniper rifle)………………………………..….40 points

Panzerschreck…………………………………………………….…50 points

for the tube and 25 points for each rocket 

Each team member may also be equipped with up to one of these weapons :

Lüger………..………………………….…………………………….15 points

Each team member may also be equipped with one or more of these weapons :

Grenade………..………………………….…………………..10 points each

Available Special Equipment

Helmet – provides AR 1 for Head……………………………………3 Points each

Explosives………………………………………………………...25 Points per ¼ lb

Innate Abilities

Disciplined - All SS teams ignore their first Morale test 

Ability Modifiers (Each of these ability perks can be bought only once per soldier.)

Dedicated Marksman/gain a plus one to WP……………………..15 Points Each

Gun Nut/gain a plus one to WK……………………………………...5 Points Each

Close Combat Expert/gain a plus one to CQ……………………..10 Points Each

Gym Member/gain a plus one to ST…………………………………5 Points Each

Tough guy/gain a plus one to FT………………………………….…5 Points Each

Leader/gain a plus one to CC………………………………………..5 Points Each

Combat engineer/ can use explosives (available at extra cost)…30 Points Each

Sniper (equipment available at additional cost)……………. …50 Points Each 

Abilities

WP:  Weapon Proficiency
7

WK: Weapon Knowledge
7

CQ:  Close Quarters Combat
6

ST:  Strength
5

FT:  Fortitude
5

HP:  Health
5

AR:  Armor Rating (with  helmet)
0/1

ML:  Morale
8

CC:  Command & Control
8/LOS

The team leaders have a +1CC score relative to the rest of the team.

SS CHARACTERS

Kurt KRIEGER        115 POINTS     

Abilities

WP:  Weapon Proficiency
8

WK: Weapon Knowledge
7

CQ:  Close Quarters Combat
6

ST:  Strength
5

FT:  Fortitude
5

HP:  Health
5

AR:  Armor Rating (no helmet)
0

ML:  Morale
9

      CC:  Command & Control……………………………………….……9/LOS
Equipment

Luger pistol with 6 clips.

SS SCIENTIST        30 POINTS     

Abilities

WP:  Weapon Proficiency
5

WK: Weapon Knowledge
7

CQ:  Close Quarters Combat
4

ST:  Strength
5

FT:  Fortitude
5

HP:  Health
5

AR:  Armor Rating (no helmet)
0

ML:  Morale
7

CC : Command & Control………………………………………..….6/LOS
Equipment

Luger pistol with 6 clips.

SPECIAL TEAMS

WIEDERGANGER (undead or zombies as you wish to call them)

COST : 150 POINTS FOR 4 ZOMBIES

Abilities

WP:  Weapon Proficiency
0

WK: Weapon Knowledge
0

CQ:  Close Quarters Combat
4

ST:  Strength
5

FT:  Fortitude
10

HP:  Health
5

AR:  Armor Rating (with  helmet)
0/1

ML:  Morale
10

CC : Command & Control………………………………………..….0/LOS
Zombies don’t have any equipment or weapons at all.

They only may have a helmet for 3 points. 

Modifications to DOW Rules:

 

Close Quarters Combat

When zombies attack humans in CQ combat, ignore the rules as specified in the rulebook. Instead, use these special zombie rules.

  

For zombies, each CQ attack is treated like a normal action, and each CQ attack costs 1 AP.

  

Before a zombie can cause damage, he must grapple onto his opponent. Only after the zombie is grappling the target can the zombie bite to inflict damage. So, the zombie must succeed in acquiring a grapple with the target and then may attempt to cause damage. Remember, each grapple or bite attack requires 1 AP.

 

 Zombie grapple or bite target number:

 Zombie CQ - Target CQ + Modifiers

 

Grapple/Bite modifiers:

  + 1 per additional zombie in base contact with target

  + 1 if target is crouching

  + 2 if target is prone

  - 1 per broken/missing limb

  automatic hit if target unconscious

 

Once the zombie succeeds in grappling his target, further CQ attacks can be attempted. Each further hit is treated as a bite attempt at 2 DPR and 0 ARM, with a +1 bonus to-hit.

 

  * Note: A roll of 1 is always a success.

 

When a target is grappled, during his turn the only action that can be attempted is to try to break from the grapple. The target has to break from each and every zombie that is grappled to him. Each attempt to break from a grapple costs 1 AP.

 

  Break from grapple target number:

  5 + Target's ST - Zombie ST + Modifiers

 

 Break from grapple modifiers:

   - 1 per additional zombie currently grappled to target

   - 1 if target is crouching

   - 2 if target is prone

   - 1 per HP damage (as per shooting modifiers)

   + 1 if target is line-trained or has deadly hands abilities

 

    * Note: A roll of 1 is always a success.

 

Once the target is not grappled by any more zombies, the target is free to finish his turn as normal (including firing a point-blank shot at those zombie offenders, or getting the hell away).

 

Shooting at zombies in base contact with friendlies:

 A normal shot when fired will hit a random model in base contact. Use dice to determine which model.

 An aimed shot will be fired at the designated target as normal, but a roll of 10 on the to-hit roll will instead hit a random model in base contact.

 

Zombie Health

 Zombies do not suffer wounds as normal infantry. All rolls to-hit, location, and wounding are the same. However, a zombie will only take damage when the result on the wound chart indicates "Immediate Medical Attention", in which case the zombie takes a single 1point of damage.

  

On a Head damage result of 2 or less, the zombie's brain is destroyed and the zombie is instantly killed.

  

On an arm or leg damage result of 0 or less, that limb is broken or severed, reducing the zombie's effectiveness (as per grapple/bite modifications, above).

  

If one leg is severed, the zombie moves at half. If both legs are severed, the zombie is prone but moves at one-quarter speed.

 

If there are no legs or arms left on the zombie, it is treated as a kill.

 
Zombie Consciousness/Morale/etc

 Zombies cannot be knocked unconscious. They do not need to make a Knock Out test from explosions, but they can be knocked down. 

 Zombies automatically pass all Morale checks.

 Zombies of the same horde must stay within 5" of each other.

 

Zombie Movement/Action Points

 Zombies have only 5 Action Points. This is a list of what zombies can do:

 

 Shamble 1" 1 AP

 Attempt Grapple 1 AP

 Attempt Bite 1 AP (only after target is grappled)

 Climb (as rulebook)

 

 Zombies missing one leg can move 0.5" for 1 AP. Zombies missing both legs are prone and can crawl forward using it's arm(s) at 0.25" for 1 AP.

If you prefer fast zombies they could run as described in the DOW rules for human teams.

 

Zombie Reanimation

  

A human model killed in CQ combat by zombies will reanimate as a zombie. Each turn during zombie activation phase, he regains d6 health points. When a 5 HP is reached, the model becomes a fully functioning zombie and a member of the nearest zombie horde.

The transformation from body bag to shuffling munchies is easy to handle if you want to have it occur within the same game...

  

Roll a d6 on the first turn after death of character in question.

On "6" he zombies out, gets up and starts snackin'.

 

Each subsequent turn, roll a d6, but use the following scale:

 

Second turn - zombie on 5-6

Third turn - zombie on 4-6

Fourth turn - zombie on 3-6

Fifth turn - zombie on 2-6

Human Fear

In addition to the morale rules in the rulebook:

 

If a human witnesses a friend killed in base contact from zombie bites, he must make a shell shock morale test, with a -1 for every friendly human that has been killed up to this point in the game.

 

If a human witnesses a friend reanimate as a new zombie, he must make a shell shock morale test.

 

 When a zombie enters base/CQ combat with a human, the human must take a morale test but may add +1 to his score for every friendly model within his CC range (in inches).

 

These style of zombies cannot run and can only be killed by a shot to the head, immolation, or complete destruction (such as an explosive), hence the modification to the damage rules for zombies. But they could run if you prefer…….

 

The transformation from body bag to shuffling munchies is easy to handle if you want to have it occur within the same game...

  

Roll a d6 on the first turn after death of character in question.

On "6" he zombies out, gets up and starts snackin'.

 

Each subsequent turn, roll a d6, but use the following scale:

 

Second turn - zombie on 5-6

Third turn - zombie on 4-6

Fourth turn - zombie on 3-6

Fifth turn - zombie on 2-6

SUPERSOLDATEN (don’t cross their way or you are dead)

Nazis created all kinds of weird creatures to conquer the world and fight Allied 

troops. The Supersoldaten were one of these : a kind of cyborg, half human-half 

machine : a real fighting machine with a tiny brain.

COST : 150 POINTS EACH

Innate Abilities

Powerful that’s all !!!

Abilities

WP:  Weapon Proficiency
0

WK: Weapon Knowledge
0

CQ:  Close Quarters Combat
8

ST:  Strength
7

FT:  Fortitude
7

HP:  Health
5

AR:  Armor Rating (with  helmet)
5

ML:  Morale
10

CC:  Command & Control
10/LOS

Equipment

Helmet – provides AR 5 for Head

Body armor – provides AR5 for Chest, Stomach and  and Abdomen

Two large powerfull claws which could tear a tank like a beer can : DPR 5  ARM –4

* Parry score: 4

FEAR

The supersoldaten cause fear.

In addition to the morale rules in the rulebook:

When  supersoldaten enter base/CQ combat with a human, the human must take a morale test.

When a human enters base/CQ combat with supersoldaten, the human must take a morale test.

Once a human has passed this test, the test doesn’t need to be taken again. 

WEREWOLVES (or Loup-garous, or Lycanthropes as you wish to call 

them)

If you want to play werewolves in Ragnarok (why not?) you can read the DOW 

WEREWOLF rules.

BRITISH FORCES

BRITISH TEAM                               200 Points                        

Team Leader
Webley

Rifleman……………………………………………………..…combat knife

Rifleman……………………………………………………..…combat knife

Rifleman……………………………………………………..…combat knife

Each team member may be equipped with one of the following weapons 

Lee-Enfield………………………………….……………………...20 points

Sten Gun………………………………………..……………….….30 points

Bren…..………………………………………………………….….50 points

Vickers…………………………………………….……………....100 points

Lee-Enfield with scope (sniper rifle)………………………….….40 points

Bazooka……………………………………………………...……150 points

for the tube and 25 points for each rocket 

Each team member may also be equipped with one or more of these weapons :

Grenade………..………………………….…………………..10 points each

Available Special Equipment

Helmet – provides AR 1 for Head……………………………………3 Points each

Explosives………………………………………………………...25 Points per ¼ lb

British commandos may also be equipped with the following weapons :

Thompson…………………………………………………………….30 points

Silenced Sten…………………………………………………………40 points

Innate Abilities

Expert Rifleman - A british model may re-roll a single missed To Hit roll once per game.
Ability Modifiers (Each of these ability perks can be bought only once per soldier.)

Dedicated Marksman/gain a plus one to WP……………………..15 Points Each

Gun Nut/gain a plus one to WK……………………………………...5 Points Each

Close Combat Expert/gain a plus one to CQ……………………..10 Points Each

Gym Member/gain a plus one to ST…………………………………5 Points Each

Tough guy/gain a plus one to FT………………………………….…5 Points Each

Leader/gain a plus one to CC………………………………………..5 Points Each

Combat engineer/ can use explosives (available at extra cost)…30 Points Each

Sniper (equipment available at additional cost)…….…………. …50 Points Each 

Abilities

WP:  Weapon Proficiency
6

WK: Weapon Knowledge
7

CQ:  Close Quarters Combat
5

ST:  Strength
5

FT:  Fortitude
5

HP:  Health
5

AR:  Armor Rating (with  helmet)
0/1

ML:  Morale
8

CC:  Command & Control
8/LOS

The team leaders have a +1CC score relative to the rest of the team.

BRITISH CHARACTERS

Reverend  Major Daniel ADAIR     55 POINTS     

Abilities

WP:  Weapon Proficiency
5

WK: Weapon Knowledge
7

CQ:  Close Quarters Combat
5

ST:  Strength
5

FT:  Fortitude
5

HP:  Health
5

AR:  Armor Rating (no helmet)
0

ML:  Morale
10

CC:  Command & Control
10/LOS

Equipment

Webley revolver with 6 clips.

Crucifix (Reverend ADAIR does not fear weird and horrific creatures : he never makes morale tests)

US FORCES

US TEAM                                          200 Points                        

Team Leader
Colt M1911

Rifleman……………………………………………………..…combat knife

Rifleman……………………………………………………..…combat knife

Rifleman……………………………………………………..…combat knife

Each team member may be equipped with one of the following weapons   

M1 Garand….………………………….…………………………….20 points

M1 Carbine…………………………………………..……………….25 points

Thompson…………………………………………………………….30 points

BAR……..…………………………………………………………….50 points

M1919A4 .30.Cal MMG………………………………….………..100 points

Springfield M1903 with scope (sniper rifle)..…………………..….40 points

Bazooka……..……………………………………………………...150 points

for the tube and 25 points for each rocket 

Each team member may also be equipped with one or more of these weapons :

Grenade………..………………………….…………………..10 points each

Available Special Equipment

Helmet – provides AR 1 for Head……………………………………3 Points each

Explosives………………………………………………………...25 Points per ¼ lb

Innate Abilities

Go Faster - All US teams ignore Battle Fatigue tests
Ability Modifiers (Each of these ability perks can be bought only once per soldier.)

Dedicated Marksman/gain a plus one to WP……………………..15 Points Each

Gun Nut/gain a plus one to WK……………………………………...5 Points Each

Close Combat Expert/gain a plus one to CQ……………………..10 Points Each

Gym Member/gain a plus one to ST…………………………………5 Points Each

Tough guy/gain a plus one to FT………………………………….…5 Points Each

Leader/gain a plus one to CC………………………………………..5 Points Each

Combat engineer/ can use explosives (available at extra cost)…30 Points Each

Sniper (equipment available at additional cost)……………. ….…50 Points Each 

Abilities

WP:  Weapon Proficiency
6

WK: Weapon Knowledge
7

CQ:  Close Quarters Combat
6

ST:  Strength
5

FT:  Fortitude
5

HP:  Health
5

AR:  Armor Rating (with  helmet)
0/5

ML:  Morale
8

CC:  Command & Control
7/LOS

The team leaders have a +1CC score relative to the rest of the team.

RUSSIAN FORCES

RUSSIAN TEAM                                      200 Points                        

Team Leader
Tokarev TT

Rifleman……………………………………………………..…combat knife

Rifleman……………………………………………………..…combat knife

Rifleman……………………………………………………..…combat knife

Each team member may be equipped with one of the following weapons   

Mosin-Nagant.………………………….…………………………….20 points

PPSH-41…..………………………………………………………….30 points

DP LMG...…………………………………………………………….50 points

Maxim MMG……………………………………………….………..100 points

Mosin-Nagant with scope (sniper rifle)..……………………….….40 points

Anti-Tank Rifle.……………………………………………………...150 points

for the tube and 25 points for each rocket 

Each team member may also be equipped with one or more of these weapons :

Grenade………..………………………….…………………..10 points each

Available Special Equipment

Helmet – provides AR 1 for Head……………………………………3 Points each

Explosives………………………………………………………...25 Points per ¼ lb

Innate Abilities

       Frost Bite: All Soviet troops have the ability to fight off the cold better than most    

       other troops.  For this reason if they are fighting within frigid conditions they will 

       half any penalties due to the cold.

Ability Modifiers (Each of these ability perks can be bought only once per soldier.)

Dedicated Marksman/gain a plus one to WP……………………..15 Points Each

Gun Nut/gain a plus one to WK……………………………………...5 Points Each

Close Combat Expert/gain a plus one to CQ……………………..10 Points Each

Gym Member/gain a plus one to ST…………………………………5 Points Each

Tough guy/gain a plus one to FT………………………………….…5 Points Each

Leader/gain a plus one to CC………………………………………..5 Points Each

Combat engineer/ can use explosives (available at extra cost)…30 Points Each

Sniper (equipment available at additional cost)……………. ….…50 Points Each 

Abilities

WP:  Weapon Proficiency
6

WK: Weapon Knowledge
7

CQ:  Close Quarters Combat
5

ST:  Strength
5

FT:  Fortitude
5

HP:  Health
5

AR:  Armor Rating (with  helmet)
0/5

ML:  Morale
8

CC:  Command & Control
7/LOS

The team leaders have a +1CC score relative to the rest of the team.

Many thanks to Doug Craig for his wonderful zombies rules and to Jeff Strating for his precious help.
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