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WELCOME

T L TG o oM By using this book, you and your friends

will be able to craft over-the-top stories of action, ultraviolence,
carnage and supernatural chaos together.

WHAT THIS IS:

A tabletop roleplaying game built around a single scenario: the final

vampire mission to retake occupied Paris at the close of the Second
World War.

WHAT THIS ISN'T:

An open-ended campaign game where you can explore the intricacies of
your bespoke character arc.

WHO THIS IS FOR:

Players and gamesmasters who want an all-action pulp adventure ready

to go out of the box, and who aren't squeamish when it comes to
descriptions of dead fascists.

WHAT IS A ROLEPLAYING GAME?

Every roleplaying game SO TSR For the most part,

they're creative storytelling games that you play with a group of
3-6 people for several hours at a EE T Over the course of several
sessions of play you'll build a narrative by following the rules in

the game book - rules that usually govern unexpected or challenging
consequences of your actions.
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WHAT IS THIS ROLEPLAYING GAME?

Most of you will be playing vampires [EERACIIRES IR A-IE NR-Nahd

characters. The player characters are the stars of the show and
everything revolves around them. All the player characters in EAT THE

REICH are pre-generated, which means that you don't have to make them
yourselves - they're ready to go.

[ AR IR L I LI A A IR SR You'll be the gamesmaster (or

GM) instead. The gamesmaster is in charge of everything that isn't the
player characters. That includes knowing the rules and describing the
world. For most groups you'll glso be deciding when and where to play,
and ensuring that everyone has a good time. It's a role with a lot of

responsibility attached to it, but it's a lot of fun once everything
gets going.

If you're reading this book, odds are you'll be the gamesmaster.
E e IR R C I 2 ok B ey RO T SRRV EVENDE Now all you have to do is
convince some friends to come over and kill fascists for an evening.

When you're at the table, your players will be in control of their
character's actions and their position in the story; your role is to
set up the world, react to their decisions and facilitate use of the
LSRRl (The rules for EAT THE REICH are dead simple. NCIUEGELERELSS
more about them on p30.)

WHAT IS THE HAVOC ENGINE?

The Havoc Engine is a simple, straightforward tabletop roleplaying
system with a focus on action, procedural scenes, objective-based
challenges and freeform player creativity. It's what EAT THE REICH is

based on. You can learn more about it at FISEICIRRA VAR AeTe.

THE UNDERLYING ETHICAL STANCE OF THIS GAME

This game is not, in and of itself, an act of resistance; it is an act

of creativity which reflects our frustration with the real world's
ongoing nazi problem.

For some players, telling a story of fictional and over-the-top
combat against some of history's worst people feels fun and cathartic.
For others, reenacting a fight against literal, WW2 nazis feels
depressing or distasteful, or pretending to be a monster feels raw and

upsetting. EAT THE REICH isn't for everyone, and there's no shame in
not wanting to take part.

= ajUORNITY 0

That said, we think that in the real world, if someone indicates
to you that they have chosen to become a nazi, you should consider
violence against them - within, of course, your abilities, safety
and convenience - before they choose violence against you or someone

IR OSSR Pe also consider anti-fascist violence meaningfully
different from, say, violence against random orcs in a fantasy game.

G0 Ry UALN
Bo ‘;nﬂ-)'i“thﬂﬁHUﬂ 1w

and oppressive to
[ NAR7CER N RRI Y- wheregs killing an orc just because they were born

an orc is definitely racist (and probably the sort of thing a nazi
would do).
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EAT
THE REICH has the potential to become very upsetting very quickly,

so you owe it to each other to take a few minutes and make sure no-
one's going to have a bad time. There are a wide variety of safety
tools available for use, and we recommend using the following three as
standard in all your games:

This is a very violent game in which the players rip
nazis to shreds and drink their blood for occult power. It's not a
horror game for you, because the player characters are so individually
powerful - but it's definitely a horror game from the nazis'
perspective. If players aren't up for a big gross stupid evisceration
party, they should play a different game.

EEEEENORZASTR A4 LINE is an element that you don't want to see
during the game at all. A VEIL is an element that you don't want to
see described in detail. Elements can be anything at all, and players
don't have to give reasons for establishing one as a line or veil.
Some common elements are "no eye trauma", "no harming children", "no
sexual assault", "no torture", "no slurs", and so on - anything that's
upsetting or just unpleasant to participate in or witness. Some people
are upset by things that aren't common; that's fine too.

Before the game starts, ask players if there are any lines or
veils they want to establish and make a note of them. During play,
avoid these elements, and be respectful of everyone's boundaries. If
something is in the book but it's a line for one of your players, take
it out or change it. Don't be afraid to pause the game to rethink
gomething if it's touching one of these topics. s
Hus 1D Q0T V23 VR O) LR AT R i fo) b s MISA - Aa Y o DRReY- P the X Card is an index card
with an X drawn on it. By tapping or lifting the card, forming an X
with your hands, writing an X into the game's group chat, or saying
you signal the other players to pause
what they're doing, so you can explain a change you need them to make
to the game or narrative. It might be something in the narrative you
find discomfiting or upsetting, a reminder about or a change you want
to make to your game's calibration of evil (see p68), an element of
someone's characterisation which you find offensive, or a player
behaviour straining your enjoyment.

Explain the change you'd like in as little or as much detail as you
need; the other players won't press or challenge you on why you need
the change, they'll just work together to make it before returning
LN The X Card allows us to get into intense topics like sex,
violence, extremism, and identity knowing we'll have® a non-judgmental
Way to guide each other into safety.

You can also use the TRAFFIC LIGHT [EhAA PR (e} A-tsMbbel M4y BDSH

community, which has the following three calls to make opting in and
out offexﬁerienbbsmvery easy:

RED;«Caﬁi-RED when you want to stop the game and to edit what's going
E < 051 ’4 : ‘x b y
o= 3
IMBER when you want to pull back on whatever's happening -
ntezfe, less detailed, or just end it and move on.
i d

i !s‘_
ﬁl@;EEN‘Trfsen you're enjoying what's happening and want more.
:;jm.;ﬁ ._J
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There is a wide range of other safety tools available online, and if
the ones suggested here don't work weli Tor you and your group,

should take a look around and find some that do.

PLAYING ANTIHEROES

The vampires in BYUEEUINRAN{MiRaren't clean-cut, idealistic paragons
of virtue looking to liberate the world from the nazi threat. They're
here for revenge, adventure, to prove themselves, or in Flint's case

AN

b OVERSIGRTY ¢ -~ o

breakfast. The methods they use could be considered to be evil even
when presented in context - they're monsters, after all.

As a group, it's important to establish safe boundaries around what
depths of evil the player characters will sink,to during the course of

g What follows is a suggested list of boundaries; modify it
as you see fit. While this overlaps with the Lines and Veils outlined
on p06, it's more focused on safely navigating the vampire genre.
there
is @ more detailed checklist to use with this framework on p68, and

we would encourage you to use this if there's any ambivalence or
uncertainty in your group about where your boundaries lie.)

What are the acts inherent to the scenario which we will never

-

question or interrogate? Drinking human blood for power; invading
nazi-occupied France;m

What are the acts we will engage with but which could be & point of
conflict between characters? Joy, excitement or glory derived from
killing fascists; collateral damage; harm to civilians.

What are the acts which are reserved for wvillains (non-player
characters) only? Murdering innocent ciwilians; fascism.

What are the acts which even villagins won't engage in. Rape or other

sexual assault; deriving sexual pleasure from murder; violence against
children. =

R R R RVGEYRN death, violence; grievous injury to player
(R X AANdR and non-player characters, blood, vampirism, mental

mination, guns, animated corpses, werewolves, occult magic, fascism,

- nazis, and Adolf Hitler. Some of these can be worked around; the
Vi vampires, the nazis, fascism and Hitler, not so much.

HISTORICAL INA

EAT THE REICH is not a one-for-one retelling of the actual events that
occurred in France during the second world war. It assumes that the

W nazis established a far greater presence in Paris than they did in the
pCENRR I I Our reasoning behind this is primarily a shallow one:
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ght that fighting nazis in 1940's Paris would make for an
exc1t1ng‘sfory, without being overly disres
genuine tragedies.

We changed a lot of things about the city: we had the invaders
build extensive structures, we homogenised landmarks, and we included
generic Paris-style elements in the adventure without directly
referencing many particular locations. We hope that this sets a
tone that empowers the GM to play fast and loose with the details
and improvise material on the fly rather than strive for historical :
accuracy.

Also, the bit about,the vampires is made up. |

INNOCENT BYSTA
The vampires' actions in Paris are wild, [PEejadtshReRZ-NNRINEF-Nolo M ENol-ghlo P T-IN

The longer they spend carving a bloody swath through the nazi
occupiers, the more chance they'll end up hurting or killing someone
they didn't mean to - or rather, it begins to seem outlandish if they
don't, even by the standards of narrative already established.

As a table, you'll need to pick one of the following approaches to
deal with representing collateral damage, or come up with your own
compromise:

A) It is impossible for a vampire to cause serious physical harm
to someone who isn't in a nazi uniform - just don't describe it
happening. Innocent civilians are knocked clear of falling debris,
they get away at the last second, or they're shown stumbling to their
feet once the smoke clears. It's outlandish, but so is everything else
happening at the table.

B) B CIRI AR ERAS NN EN  EV-L N R B A SR T-A M- and unwilling sacrifices are to

be made to secure victory. Vampires don't directly harm non-nazis, but
if they collapse a building by driving a tank into it, it makes sense
for them to accidentally hurt and kill people. Don't revel in it -
that's not why you're here - but sketch out the human cost of ending
the war in this manner.

ACTUAL DISCRIMINATION

Racism is one of the fundamental elements of fascism;EllRdelel-Rd-MeRnsl:t

forms of discrimination such as homophobia, transphobia, mistreatment
of people with disabilities, and more besides. But here's the thing:
it sucks to have actual discrimination at the table. So even if you're
narrating the actions of card-carrying 1940's nazis, don't yell slurs
at the players in character. It's not a cool thing to do, even if
you're just pretending for the sake of a game.

Plus, no matter the player characters' ethnicities,.th
undead monsters with nightmare powers and a taste il
i s wi ho

owthere's plenty of ways you can describe th n{ L ive
,g’élylng on who their parents were, who the Ve, ‘lo e
8kin is. :
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PLAYING WITH HISTORY

With most games in historical settings, we generally prioritise these
things in this order:

1) The health, safety, and comfort of real people, especially the players
in the game

2) A fun, functional play experience
3) Historical accuracy and detail
You'll need to depart from history, but as you de..

Don't invent new nazi atrocities to commynicate that nazis are evil. i
Nazis are evil and we already know why. Convincing someone nazis are |
worth fighting is outside the scope of this game and your narrative.

Don't ascribe humans' historical crimes to different, supernatural
FLLsLY It absolves those humans of guilt. You'll notice we have no
secret vampires or cosmic horrors manipulating the nazis. They're the
same nazis as they were in history, but all the occult stuff actually
works in this game. |

PRIV R B TR -V DR AR A R (P RYT- VR The Holocaust is an important }
topic, but sometimes, we need to be able to tell stories about J
the people the Nazis marginalized which don't lead into Holocaust

narratives.

R T A T v TR i N TR B A . AR e S S AT LTI P R SR A o W e S S TSR L
1 1 1 1 |
. i s 4 L TELBRSREY,  TLTL i TWETE R,

Don't harangue other players for not knowing World War II facts.
There's enjoying history, and there's gatekeeping, and the second
isn't fun. If someone repeats something offensive or harmful, it's
fine to correct them gently, but don't hog the spotlight spouting
military history or make fun of others for not knowing tank
specifications or French customs.

Don't pretend humans are helpless without vampire assistance JRLIRE]
using your vampire powers to help, and that's excellent, but in real
life, humans kicked Hitler's ass and we probably would have done it
even if he employed witches and werewolves.

To expand on this last point: many war narratives generate pathos by
focusing on the helplessness, passivity, or victimhood of the groups i
the Nazis targeted. We want.to highlight the fact that every onefof RO
R oy R tethat -1l determined resistance to the nazi war machine, } i
sometimes against impossible odds, sometimes in full knowledge that @
they wouldn't survive, sometimes knowing they would go home to the
countries which defeated the nazis and face hatred there as w

|
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If you've run a roleplaying game before, you can probably skip this
section. Otherwise, read on: .
. [ ]

EEMA You need to get together a group of sexy and exciting people
to play this sexy and exciting game. Reach out to people who you
reckon might be interested; you'll need between three and six players.
total. Show them the iconics and see which ones they're interested in
playing.

EEEEA You need to pick a place to play the game. You can run it
online if you like -%& lot of people do! - but there's something

about meeting up around a table that really helps with telling stories
together. Some folks play in back rooms of bars, or use a spare office
at their university or place of work. °

.@ If you have a job with regular daytime hours, you'll probably
only be able to play in the evenings and weekends. Generally,

it's more fun %o have multiple short sessions than one long one -
especially given that the pace and action of EAT THE REICH can be

g bit exhausting compared to more sedate roleplaying games. Our
recommendation is to pencil in two or three two-hour sessions - that's
more than enough time to explore Paris and kill Hitler, or die in

the process. (How long a roleplaying game lasts is up to you, your
group and the myriad demands on your time and attention - but we like
keeping them to the 2-3 hour mark.)

EETVH Y0l is set up to play out a single story - the
climactlc final strike agé&nst Hitler in his Paris stronghold. That's
what's going to happen. This isn't a free-roaming sandbox where

players are free to adventure in any direction and find their destiny;

R R NN YRR B R R KoM W bRk R) Wl Wie ' ve given you details on lots

of dlfferent locations in Paris so whatever route the players”take

E}ng interesting for them to do.
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In we give you pregenerated characters which you can
play, each of whom has different skills; abilities and background.
They also come .with a few character hooks to make play easier. While
the characters' mechanics are fixed, their backgrounds are entirely

s malleable. Keep the parts you like, discard those you don't, and add

. those that make sense during play; you don't need to start out with a -

fleshed-out backstory beyond these few concepts.

You can choose from the following six characters:

i8S Wl o gothic socialite warlock who brought a cavalry sabre from home
EAIIEM 2 hard-bitten gun-toting Resistance explosives expert

(ol E:Ts&:NLW an East London wideboy necromancer

(WO 2 rotting cowboy just trying to get along

[ Ch3eA who has an ancient predator soul coiled around her own

IPERAW 2 half-bat monstrosity, who lives in a cave

w
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WHO'S WHO

Here's a rough guide on who to give to who:

EESEl is the poshest of all the characters, and probably the
best dressed. She has some abilities and equipment which allow for
interesting descriptions of magic, too. Players who want to be
beautiful and elegant rulers of the night should enjoy playing her.

has a bunch of guns. If someone likes guns, glorious self-
destruction, or the linear application of extreme violence to complex
problems, they may well like playing Nicole.

is the most magical character, and his abilities come with
the expectation that players will use them in creative ways. Give
Cosgrave to a player who's comfortable with improvising in the moment.

is a good-natured cowpoke, but he eats corpses. Give Chuck to
the joker in your group, because he's incongruous and has plenty of
opportunities to make light of situations.

is the most basic character in mechanical terms, and she's
very good at fighting nazis. If a player doesn't want to make too many
complex decisions and just wants to rip nazis in half, give
them Astrid.

is a half-man half-bat monster who may or may not
be able to talk. Players who are new to roleplaying or talking in-
character might enjoy the opportunity to play a big friendly dog-like
creature, albeit one that isn't very friendly to nazis.

N

TR
<

PLAYING WITH IDENTITY

This game defines the six player character vampires only loosely,
because they should be as easy to play as possible. It's up to you
as players to provide detail, as and when you feel it's exciting,
evocative or appropriate.

LiE

So our iconic vampires haven't got preset pronouns, religions,
sexualities, or neurotypes.jil
certain things about their bodies, ancestries, gender presentation,
RGN AV R LN 1Y) o5 JPRaLEI Dut the game still works great if you modif
those identities to fit your creative vision or to evoke your own
real-world identity.

If you, out of character, share a character's marginalised identity,
we trust you to get it right. If you portray a character with a
marginalised identity you don't share, that can also be great, but if
you stray into stereotype you might make a player at your table feel
uncomfortable, or develop bad habits which lead you to uncomfortable |
interactions with marginalised people later on in the real world. :

IW S w e
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Successfully and sensitively playing a marginalisation you don't
share is a complex skill, so this is a starting point:

Take and integrate other players' feedback on your portrayal
gracefully, not defensively.

Play this part of the vampire's identity as a genuine, deeply
integrated element of their character, not an overlay that sits on
top, or a series of stereotypes. That means avoiding cliche, even
if you have to modify what's written about your character, and
introducing realistic elements from that identity at logical
narrative moments.

Avoid in-depth identity trauma narratives.

For example, if you're not gay and you play a gay vampire, it's fine

to mention that you've experienced homophobia, or that you hate nazi

oppression of gay people - but steer away from elaborate descriptions
of anti-gay violence you might have experienced in your backstory.

Some tables may opt into the GM depicting identity-based oppression
in detail. Nazi Germany persecuted people based on race, nationality,
ethnicity, ability, gender, sexuality, and religion; for that matter,
so did other Axis and Allied belligerents, and not always to lesser
degrees. This kind of play is out-of-character hard mode. If anyone
isn't into it, for any reason, don't focus on it during this game.

picting and flghtlng ggress1ve dynamlcs in bloody fashion
sounds cathartic to everyone &t By MR But take it
slow, and go at the speed of those who are least comfortable and most
affected by the subject matter. Players from marginalised backgrounds
should get to control the degree to which their marginalisation
features in the game.

RELIGION

If you decide to explore religion: Islam and Judaism both restrict the
consumption of blood, although the existence of hypothetical sapient
beings who must drink blood to survive has led to plenty of spirited
debates about whether vampires could profess Judagism or Islam.
(Catholics, conversely, love a bit of blood drinking. But they tend

to restrict their intake to just th 1 t

Jewish and Muslim ethics also generally forbid harmful magic, though
the permissibility of magic for noble ends is, again, the subject of
enthusiastic debate. However, the intersection of vampirism with these
religions also relates to the unfortunate topic of blood libel.

"Blood libel" conspiracy theories rationalise antisemitism by
painting Jews as monsters who drink human blood. Similar conspiracy
theories exist which target other groups such as Muslims. For these
reasons, it's shitty to depict Jews and Muslims as bloodsuckers in
a hostile context, reinforcing a painful stereotype. That said, in
a vampire game where it's supposed to be fun to be vampires, and
we're not singling Jewish or Muslim vampires out, it's also shitty to
summgrily exclude Jews and Muslims from play. If you have Jewish or
Muslim players, they get to decide whether Jewish or Muslim vampires
are, well, kosher (or haldl). In general, though, we recommend that
if you include Jewish or Muslim vampires, you keep their religious
practices, expressions, and rituals separate from their acts of
hzmophagy.
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STATS EQUIPMENT

Exquisite hunting rifle

s (+elevated position) (\
m4— Magic cavalry sabre \
m 2 I___|E||___||___| (+charge!)

m Explosive runes

. [][] (++concealed)

Cigarettes taken from the pockets of

W hanged men
MB— |___|E| (mark to regain 2 Blood)

)“ Loot

©00000000000000000000000000000000000000000 o

-]
-
o)
O

ABILITIES

YNV (0] Spend 1 Blood: those nearby are mesmerised by
your unearthly visage. (+beautiful surroundings)

- sy PN (FINA VIR Spend 1 Blood: summon a swarm of
- TGRS When you use a ranged weapon, SPECIAL: Reduce a

bats under your control. (+old buildings)

) Threat's Attack rating by 1.

ADVANCES
| [:] IR YN O Spend 1 Blood: ignore Challenge on

oY U ie W D TaWas

your next action against a Threat.

[:] 130 A T o) s 0To] i Spend 1 Blood: on your next roll,

gain SPECIAL: Inflict 4 damage to an Ubermensch.

o 0 3

Dmm Spend 2 Blood: BRAWL and TERRIFY
become 4, all other stats are set to 1, and you cannot use
items. Lasts until the Objective is completed.

) INJURIES

w =

[ ] surr Tory [ _]uatr rUINED [ ] ssourper 1nguURY

!
(o
~M
.;.:

W

A\
" [:] ABDOMINAL PUNCTURE HEADSHOT ARM REMOVED
(Can't use + dice) (+2 BRAWL, -2 CON) (May only use 1 item

per turn)
\ FTEIEINSN FORBIDDEN SORCERIES (8D6)

S

* (Bonne morte?)
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Kesistance querrilla fighter and demolitions expe;"tt
- PPacking move heat than a whole platoon |
Togt your cell to nasi puvges, bitter about it
~ Bitten by your (now dead) vampive givifriend
Desperate to meet a glovious end in battle

STAT EQUIPMENT

M3 submachine gun [1]

BRAWL B4 ][] (+flanking)
J con N Cut-down Lee Enfield rifle [2]
mz 1 |___|E||___||:| (+close quarters)
m Smoke grenades [3] Panzerfaust [5]
4 [][:][] (+cover advance) [] (+++ armoured target)
Firebombs [4] Dynamite [6]
Hing 3 DD (++ firetrap) |___| (++++ demolitions)

) TERRIFY G H

©0000000000000000000000000000000000000000000000000000 0

BLOOD  ABILITIES

BIoZNp (349 SPECTIAL: Roll a D6 and compare it to the numbers in
square brackets on Nicole's equipment list. Restore 1 use of
the weapon rolled.

Y8398 When you use explosives, SPECIAL: reduce an Objective
or Threat's Challenge by 1.

1:)N8)¢Y Spend 1 Blood: burst into shadows and reform a few feet
away. (+infiltration)

ADVANCES

[:] TG IV ® Spend 1 Blood: summon a swarm of rats under
your control. (++filth)

[:] AN BRIV When you reduce a Threat rating to 0, gain

3 Blood.

W 0 9 o8 U1 & W ND 2 O

INNEEEEEEER

=3
o

[:] RSN RITII @ Spend 1 Blood: plunge the area around you
into shadow; you can see fine. (++ambush)

INJURIES
[5-¢ ]

i ]
[ ]ust A GRAZE [ HAND T
[] pazep 2

HEADSHOT (Can't D
trigger specials)

Ch

| 15T STAND: RERRRl







4" Tackney necromancer, taught by your aunt
Jedically dead, but can still walk avound and that
On the vun from East London’s undead mafia
Crooked ag a three bob note, but charming with it
Yots of weird black magic tricks

| STATS EQUIPMENT

' [ Enormous knife N
" iTatah Mne)

DDDD (+never saw you cor

Sawn-off shotgun

|___| D L__| (++point-blank)

Bottled ghosts
[][] (++pass through walls)

Mother Millicent's stolen soul jar

%éﬁéfﬁ

. [] (+++any)

= F
o

T Loot £
/ BLOOD ABILITIES |
M )

[:] IR IV Spend 1 Blood: gain full control of a corpse for

Y around a minute, after which it falls apart. (+"Hans, are you Ly
prans f i

e lvloeigy:19e] SPECIAL: Reduce a Threat's Attack rating by 1.

PP NPV ) N[0} Spend 1 Blood: conjure nightmare illusions in the
area immediately around you. (+incorporates the background in a
clever way)

ADVANCES £y ‘

[:] '3 ()R Spend 1 Blood: remove or implant memories from
someone you lock eyes with. (+you were never re)

[:J )Y Gl Spend 1 Blood: curse a nazi with;ﬁ arm's reach to "‘.”: '

explode when they die. (++enclosed spaces) {

@ 3 om AW o o

EaesaaREanE]

[:] TR TURRIBAIG® After you roll your dice pool before you

discard dice, reduce the GM's successful Attack dice by 1 for
each 1 you rolled. :

-

4
[
¥

i
INJURIES
=g 3-4

D LOST SOME FINGERS | | SUCKING CHEST WOUND

’&I camom

: ARM RIPPED OFF SHOT IN THE FACE
(=1 to all stats) (+2 TERRIFY, -2 CON







Grew up on the wrong side of the tracks, @ % |
buried a gibling or two : :
TLoves cowboy movies, honest work,
human liver and the wide open plaing
Genuinely decent guy, apavt from the “eating people” bit
£.AN.G. pulled you out of jail after you ate a county sheviff

and half hig deputy 3
ow you're fighting for freedom, rather than just to survive

- “STATS EQUIPMENT

r
Paired revolvers, Betsy and Maria

e EEEEE (+duel) /

Tool belt
. . . . (+Jerry-rigging)

Cowboy hat
(mark to ignore an Injury or
being Downed; hat is destroyed)

Loot

!

L

BLOOD ABILITIES

L
(AL Spend 1 Blood: hawk up a gutful of fierce acid.
0 . (++vs metal)

v

1 . P[0 Spend 1 Blood: skitter across ceilings and up
walls. (+low ceilings)

el UNN ] After you roll your dice pool, before you
discard dice, gain 1 Blood if you rolled any is.

ADVANCES

. a0}V When you roll up your sleeves and take on an
Objective single-handed with the FIX stat, gain SPECIAL: N
reduce the Objective's rating by 4.

. RN PR INNMEN] When you mark an Injury, reduce the

rating of a Threat you're engaged with by 2.

. VRIS CIETelijK Spend 1 Blood: your strong, prehensile

tongue extends several yards out of your mouth.

= W 0 3 o VM &~ W P

QO

(+restrain)
INJURIES
Pl A UL
wwa 3-4 [5-6]
B #2zsu wounp B oo B vaoeD
SHOT FULLA HOLES CRAWLING EVISCERATED
(Spend 1 Blood at the (-1 to all stats) (Can't use + dice)

start of your turn)

: WIS o DoWN SHOOTING (8D6)






A ."': y ‘\. f
L7 Exfighter pilot, bitten by something after / ,
a cragh in the frosen taiga
Che parasite soul of a wild predator is
nestled avound youv heart
Jow ancient magic flows in your blood
and wild gpirits bow to you
(But in cage that fails, you also have a machine gun)

STATS _EQUIPMENT

Machine Gun

DDDD (+enemies in cover)

Greatspear

[C1C][1[ ] (+receive a charge)

Fragmentation Grenades
[][] (++enclosed spaces)

Spirit Fetters
[][] (+++animals)

J con RIS
B 2
searcH BN
| SHOOT A
) SNEAK I
| rERRIFY

NI QRN SPECTIAL: Reduce a Threat's rating by 3.

L

BLOOD ABILITIES e

[NV SPECTIAL: Reduce the GM's Attack dice by 3.

pafele)):tt) g Spend 1 Blood: track targets or search for things
using your sense of smell. (+target fleeing)

.

ADVANCES )
@
[:] PRt e TV ST U SPECIAL: Clear a marked Injury. ;

[:] FITIEPI)VE Spend 1 Blood: hurl items like a poltergeist.
(++ something sharp AND heavy)

® = ol

[:] P DI TTNIL) ' Spend 1 Blood: reduce an Objective or

Threat's Challenge by 1 until the end of the round.

F
L
7
/
/

INJURIES

= B 5-¢]

[ ] seirirs cowsp [ ] steIns marrED [ ] vueine

e
£ o

)
AEEEEEEEEN

SPIRITS CAST OUT BLEEDING SHADOWS RUINED LEG
(Can't trigger (+2 SNEAK, (-1 to all statsb
Specials) -2 TERRIFY)

. YIS UNLEASH THE SPIRITS (8D6)







Jonstrous hunter with a taste fov blood
JQay ot may not be able to talk (possibly just shy)

5 'STATS EQUIPMENT
Steel gouging claws b
I EE (+eubush)

’ ma— Grappling hook : 3
{ m 2 i.i (++three or more storeys) .

- 2, deows
~ e ¥
Iaimiil 1 ©00000000000000000000000000000000000000000000000 0

) reRRIFY IS
s BLOOD  ABILITIES

_#3*_.;‘* ISR When you're in melee combat, SPECIAL: gain 3 Blood.

DI NN UY Spend 1 Blood: you can see the heartbeats of living
beings through walls and other obstacles. (+dense cover)

i 09 ORI IR (NIRRT Spend 1 Blood: chuck something large and heavy

a surprising distance. (+aerodynamic)

| A8\ (¢ Spend 1 Blood: you can fly. (+aerial combat)

ADVANCES- ~
\ . NN DA Spend 2 Blood: reduce a Threat's Challenge by 1.

. TN (oo After you roll your dice pool, before you discard
dice, reduce the GM's successful Attack dice by 1 for each 1 you
rolled.

. (oyA RO ' A Spend 1 Blood: squeeze through gaps, glop around, etc. -

| (+it's in the walls!)
\ I
\

INJURIES °

[ seookED B sausTrUNG

(Can't
1" from

BROKEN (+2 SEARCH, “EVISCERATED
-2 BRAWL) s (CandiiEn se

+ dice)
YIS FINAL FORM (8D6)







NAZIS
izl e s A
ISR VIR the nazis took control of Germany in the 1930's and

rapidly expanded their influence throughout Europe with an aggressive
campaign of invasion, blockading and terror tactics. Unfortunately
for the nazis' enemies, their technological superiority was only
outmatched by their occult prowess Rrsield: AR IY-YoR-Y- PNk iR g-Reirh ]
research by some of the world's most_skilled and least morally-
upstanding wizards.

e —

The crown jewel of their burgeoning empire was Paris, and it is
here that Hitler planned to unveil his greatest creation so far:

F.A.N.G.

Formed in secret six months ago, this loose-knit organisation of
vampires, walking corpses, morally grey wizards and one hell of an
administrative staff are the Allies' last chance at victory. As
Hitler prepares to reveal a new breed of fascist lycanthrope, a crack
squadron of F.A.N.G. commandos launch their final mission: to crash-
land in occupied Paris, and fatally
destabilise the nazi war machine.

F.A.N.G. is led by Commander Slate, a mortal, who reports directly
to the Allied command. Slate's trademark clipped briefing style and
inspirational speeches have become a hallmark of F.A.N.G. missions,
and her leadership has seen them succeed against the odds on a number

of tense engagements.

There is no official documentation concerning what the acronym
"F.,A.N.G." stands for.

VAMPIRES

Vampires resist categorisation; they're rare, they're secretive, and
they eat people who ask too many questions. They all have a few things
in common, though:

They're tougher, stronger and faster than normal people.

They drink blood or eat es 0 sSurvive.
They possess a level of intelligence similar to humans.

They can't handle prolonged exposure to sunlight without immolating.

They're (medically) dead but appear alive thanks to blood magic.

Each of the player characters in EAT THE REICH is some form of
vampire, though they're not all the classic widow's peak and evening
wear type - F.A.N.G. has found a place for back-alley necromancers,
haggard ghouls and cave-dwelling monstrosities amongst its ranks.

e e —— INTERNAL FANG COMMUNICATION —— "
' e |OOSE LIPS ¥ STAKE HEARTS LR




DROP COFFINS

Deployment of F.A.N.G. squads is performed via the use of

ISFEEREL - 2 method so brutally effective that it is only usable by
operatives who are already dead. A drop coffin is a reinforced steel box
rigged with pressurised cylinders of premium high-quality nuns' blood* and
some pneumatic shock absorption to protect the structural integrity of the
device.

These coffins are carried over the target site in a high-altitude
bomber, often shielded from enemy radar and scrying by a F.A.N.G.
obfuscationist, and dropped directly into action. No parachutes are used:
these would slow descent, taking away a crucial element of surprise.

The drop coffins plummet several thousand feet through the air before
SN TR BaV-gie B R YA MR Noh T s R e Jolbbe e turning the occupant into a sort of
mangled paste of gristle and bone. At this stage the nuns' blood is
released into the coffin and the vampire within can use it to heal any
and all wounds within seconds; after that, it's a simple matter of kicking
open the 1id and descending on whatever luckless fascists they landed

next to.
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there's very little
the nazis can do to stand in your way. Though they'll send squads and
squads of soldiers (and more dangerous and weirder things besides)
against you, you can tear through almost any opposition with brutal
effectiveness.

STATS

Every action a player character makes is governed by one of the seven
statistics, or "stats", listed below.

V)M Kill nazis up close.

Sway nazis with lies, flattery or charisma.

Repair or modify devices and structures.
m Investigate to uncover information.
m Kill nazis at a distance.

m Avoid detection and minimise disruption.

m Scare nazis into compliance.

When you're making an action, your stat will form the basis of your
dice pool - read on for details.

TURN ORDER

The GM chooses which player character acts first. Once they've

completed the process below, the GM can then choose which player
(DR - { RN IE-T A 1B -b el Once every player character has completed their
turn, nazi reinforcements arrive if necessary, and a new round begins.

BUILD YOUR DICE POOLS

When it's your turn, determine what stat you're using to achieve your
goals. (There are more details on stats above.) This will mainly be
governed by the sort of things you want to do: if you're leaping
headlong into a private box at the opera and murdering everyone inside
that's BRAWL; if you're tricking a gullible officer into parting with
information that's CON; and if you're hurriedly repairing the engine
on your getaway car that's FIX.|GiE-RpeoileIchoiieb el NI JR-To[bE-NAR To R Lelbh o
character's rating in that If your action doesn't line up with
any of the stats, either change it so it does, or just roll 2 dice and
carry on.

Then, if you decide to use equipment or abilities during your turn,
you can add a dice to your pool for each one you use. If you use a
piece of equipment, spend one use of it. If you use an ability, pay
any costs listed in the ability text - usually, you'll need to spend

(You can describe using equipment or abilities without paying
the cost to power them, but get the extra dice.)




!;’"h uuu

GO OUT WITH A BANG

The last use of any item of equlpment that starts with more than one
use adds an additional bonus dice to the pool. This is to encourage
players to use their items up and loot new ones, which is more
interesting than relying on the same kit for the whole story.

ADD BONUS DICE
Your equipment and abilities have bonus requirementsIEEEERAVERERN:

in which they're especially useful or potent - which unlock extra
dice when they're satisfied. The number of + symbols before the
requirement show how many bonus dice you get to roll if you satisfy
the requirement.

ISP NI Nicole's submachine gun has the (+flanking)

requirement, so if you describe her attacking enemies from the side to
bypass their cover, you can roll an extra dice as you do it.

Generally, the more awkward it is to meet the requirements, the
more bonus dice you get for meeting it. Alternatively, some powerful
pieces of equipment have a low number of uses, but can be used to gain

You can also roll bonus dice later on, while you're &llocating dice,
if it makes sense to do so.

GM BUILDS THE THREAT POOL

PNACINO) Qs N S PGERIY equal to the current Attack rating of the Threat
you're currently engaged with. (Engaged with means: involved with,
actively fighting, or otherwise influencing.)

PLAYER ROLL

CRITICAL +2 DAMAGE
SUCCESS +1 DAMAGE OR +2 DEFENCE

OR +1 DEFENCE OR +2 BLOOD

OR +1 BLOOD OR ACTIVATE SPECIAL

SUCCESS +1 DAMAGE




ALLOCATE YOUR DICE

Allocate each remaining dice to one of the following:

B Advancing an Objective
Eliminating a Threat

Defending yourself against attacks

Feeding on nazi blood
Activating SPECIAL

As you allocate each dice, add one detail that describes the scene as
it happens. If those details satisfy new bonus dice conditions on the
equipment or abilities you're using, you can roll those bonus dice at
this stage.

When you allocate a success to advancing an Objective, reduce
the Objective's rating by 1. When you allocate a critical, reduce
the Objective's rating by 2. An Objective with rating O has been
completed, and the vampires have achieved their aims. If the Objective
has a Challenge rating, it absorbs that number of dice before it is
damaged. For example, if you allocate two successes to an Objective
with Challenge rating 1, you will only reduce the Objective's rating
bVaslse

LGN L clearing a path towards something useful, lending
support to an ally, interacting with the Objective, drawing fire,
distracting attention away from mission-critical actions, and so on.

When you allocate a success to eliminating a Threat, reduce the
Threat's rating by 1. When you allocate a critical, reduce the
Threat's rating by 2. A Threat with rating O has been beaten back,
and while reinforcements will soon arrive (see p38), they're not an
immediate problem - they no longer inflict damage. If the Threat has
a Challenge rating, then it absorbs that number of dice before it is
damaged, in the same way as an Objective.

PCORGER AR i pping nazis in half, laying down covering fire,
cutting off routes for reinforcements, sowing confusion and terror,
and sO on.

When you allocate a success to defending yourself, remove one of the
GM's Attack dice. When you allocate a critical, remove two of the GM's

INAETI SN ENSP (Their dice don't have special rules for sixes - only
|
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YRR - IR R incoming fire, enemy advances g into cover
getting knocked down or thrown around the place, improvising defences,
toughing it out through the pain, and so on.

When you allocate a success to feeding, gain 1 Blood. When you
allocate a critical, gain 2 Blood.

PR RN RSN FN drinking nazi blood, plucking out hearts and
tearing them apart with your teeth, using an officer as a human shield
while you drain him dry, and so on.

Specials can only be activated when a critical is allocated to them.
These represent uncanny or exceptional abilities that your vampire
possesses, and allow them to break the rules of the game and do
strange and interesting things. Usually, Specials interact with the
mechanics of the game - so they might let you inflict massive damage,
complete Objectives single-handed, reduce enemy damage, and the like.
Your Specials (if you have any) are listed on your sheet alongside

% your abilities.

Add details that shed light on the Special and how it takes effect
in the fiction.

JEN™>"  _TAKE CONTROL WITH DETAILS
you can put forward almost

whatever you want as long as the table is enjoying it. In many
roleplaying games, only the GM can describe the world around you and
the actions of the NPCs within - not so in EAT THE REICH. If you want
something to be present in the game, introduce it! You don't have to
ask "is there a door here?"; instead, say "there's a door here" or
better yet "I kick in a door and start shooting" and go from there.

Eme only thing that you can't narrate is the actions of other named
RISl - so that's the player characters, and any important NPCs

the GM might have to play with during the adventure. Nameless mooks
are fair game. But if you ask for permission first, you can make a
suggestion: "Hey, can you throw me through that barricade?" is fine.

The GM and other players have veto rights over any dejails you
introduce, so if they want you to change somethlng,. espect their
hoice and swap it for something else. .

B\
Once you've gllocated &ll your dice, if the GM has Attack dice
remaining, you roll for a category and mark an ph:npea g If the GM has
three or more Attack dice remaining, you instead mark ERSEESHIES Y]
BRI ond are BEXEX until another vampire rescues you -

else you'll be at the mercy of the nazis. (You can learn more about
Injuries on p36.)
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 BLOOD

Vampires ‘drink blood. To represent each individual vampire's hoard

of gore, PINEENSIIRININE] uses EIE IR IR AT 30008 Players can

resupply this mystical resource by spending successes to suck it out
of nazis instead of attacking, defending, or advancing the objective.

B A vampire can hold a maximum of 10 Blood.

When an ability or rule says that you spend Blood, remove 1 Blood
from your stock. (Healing, and some powerful abilities, require more
than 1 Blood to activate; this is stated in their descriptions.)

~ At the start of the events ofm every vampire has O
Blood: they used all the supply in their drop coffin to fuel their

regeneration. EEERECY IR INc g B R 198
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INJURIES
As tough as your necromantic form may be, E{cIPRNeT:3RN: kN RN J-RBeIPh a1

by lucky shots, sufficient weight of fire or the nightmare occult
abilities of enhanced adversaries.

If the GM still has Attack dice remaining when you have no dice
remaining, you mark an Injury on your character sheet. Each character
has unique Injuries and unique problems associated with them.

When you mark an Injury, roll a D6 and tick off the first box in
the relevant category.d you've already marked e first box in that
category, mar e second box. If you've marked both boxes in that
category, pick an alternate one and mark a box in that one.

When you mark the second box in a category, you'll be subject to
some kind of penalty associated with the injury - usually one that
limits how you can use equipment and abilities, messes with gaining or
spending Blood, or changes the values of your stats.

DOWNED

If the GM has three or more Attack dice remaining when you have no dice
remaining, you are taken down - pinned under rubble, shot to bits,
briefly paralysed, rendered insensible, and so on. an Injury
category as above, then mark off all available boxes in that category.

Until another vampire comes to your aid, you're out of the fight.

Rescuing you becomes a new Objective, usually rated between 2 and 4,
but the exact rating is up to the GM. If they can't rescue you before
moving on, you'll be captured and at the mercy of the nazis.

(transfu51on fbedlng,
* to the players involv

_DEATH

| If you mark all six Injuries, you're dead. Consult
the [IGIERIINP) section on your character sheet, come
up with some dramatic fiction that lines up with it,
and roll 8D6. Apply them to the current Objectives
and Threats however you like and describe your final
sacrifice before retiring from the game. (If you
have alFNSOWNA that lets you heal Injuries, you
can't trigger it as part of a LAST STAND. It's your
last stand! Once you trigger it, you're out of
the story.)
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u HEALING
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You can heal an Injury by spending 3 Blood at any time ;ER7sl-3slRgelsN:Io)
so, erase the check mark nex R R

If you mark the same Injury again after you've already healed it
once, the mechanical penalties are the same, but you should feel free
to describe it in the fiction with different effects.

OBJECTIVES AND THREATS

Bverything in Paris can be divided (mechanically) into Objectives and
Threats.

are tasks or challenges that the vampires must overcome
to complete their mission. Objectives form the core of each scene and
chart the party's progress through the city. Each Objective has a
rating between 2 and 12 - the higher the rating, the more steps have
to be completed before the goal is achieved.

When an Objective's rating reaches O, it has been completed. Ask the
player who removed the last point of rating to describe what happens.

For example: the player characters find themselves on the street
outside the German Technology Pavilion. Cutting through here would
allow them access to the plaza adjacent to the Eiffel Tower as well
as giving them a chance to scavenge some interesting experimental
equipment. The Objective becomes:

(o5t 175108 745 GERuAN T50iN0LOGY 2AvILIoNE|m[m[m]mlm

represent the nazi forces defending the city, who will attempt
to stop the invaders at any turn - the more Threats in play and the
longer they've been active, the more danger the vampires are in.
Each Threat has a rating, just like an Objective, but they also have
Attack dice. Attack dice are rolled by the GM when the player acts and
determine whether or not their character suffers an Injury.

For example: the Technology Pavilion is guarded by a squad of
soldiers carrying submachine guns and new-fangled stun batons. The
Threat in this situation is:

TR (11O (0 Avteck 3

The GM rolls dice equal to the Attack of the Threat that the acting
player character is engaged with [(IIEXIEALIRARATER Il If they're
engaged with multiple Threats, pick the one with the highest Attack.
~For each extra Threat in play, they add 1 Attack dice to their pool.

" When a Threat's rating is reduced to 0, reduce its Attack to O as
well; the nazis have been killed, routed or otherwise obstru
(But they're not gone for good - see the Reinforcement rules below.)
Vampires don't run the risk of being injured if they act when there
are no Threats engaged wi em - the GM has no dice to roll.

Players can divide up their successes between all present Threats
and Objectives in play as they wish, as long as it makes sense within
the fiction.
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REINFORCEMENTS i
PRSI R PR -\ BRI R AP VAR, There's no way that even a force
as capable as PV could hope to put all of them out of action -

they'd be overwhelmed long before they made an appreciable dent in the
defensive forces.

At the end of each round, if a Threat was reduced to O rating,
restore its rating by 1D6 and return its Attack to half its starting
value (rounded down). In addition, incresse each active Threat's
Attack by 1 as nazi forces close in on the vampires.

If the GM rolls zero successes on their Attack dice, increase the
Threat's Attack by 1 once the player has resolved their action. The
end of the round is a good moment to check this has been applied.

The reinforcement rules above do not apply to and
certain other elite operatives, but their Attack rating starts higher
to compensate. When their rating is reduced to O, they're dead and the
associated Threat is permanently removed .S NVRiCEENERAH R Aot-RrAN o MR N-L]
to describe a suitably impressive death scene.

REINFORCEMENTS: EXAMPLE OF PLAY ’ ;

The vampires are in combat with an Infantry Squad (Threat 6, Attack
3) and a Police Patrol (Threat 4, Attack 2). As half of the party
are focusing on tackling the Objective, the other half try to fight
off the nazis first. Focusing on the Infantry Squad, Astrid inflicts
4 damage, and Chuck inflicts 2, so the Infantry Squad's rating is
reduced to O. bi

When the other members of the squad roll to overcome the Objective,
the GM rolls 2 attack dice (the Police Patrol's attack) rather than
the higher attack of the Infantry Squad (3). If the Infantry Squad was
still in play, the GM would roll 4 attack dice - the Infantry Squad's
rating, plus 1 to reflect the fact there is an additional threat (the
Police Patrol) still in play.

At the end of the round, the GM handles the reinforcements. The
Police Patrol close in and increase their Attack to 3. The Infantry
——— e Squad regain D6 rating and their new Attack is their original value -
: halved and rounded down (1).

REINFORCEMENTS CAVEAT

The Reinforcements rules keep the pressure on the vampires. If your
players want a more relaxing time (or you don't want to faff about
keeping track of ratings and damage), you can ignore Reinforcements
and increase ratings and damage by 1 to 3 points instead. In this
case, when a Threat reaches O rating, it's removed from play.

CHALLENGE

If an Objective or Threat has a
Challenge attached to it, it negates successes spent to lower its
rating equal to its Challenge. (So if an Objective is Challenge 2
and you assign 3 successes to it, you'll only reduce its rating
by 1.) Challenge applies each turn to each vampire engaging with

the Objective or Threat. So if you spend 4 successes on your turn
overcoming a Challenge 1 Objective, it only counts as 3 successes.

P e D P .-.._-;;. -
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_SCENES

Objectives form the core of each scene, so once an Objective is
completed, the scene is over. (Unless you've got multiple Objectives,
as mentioned below.) If the Objective involves moving from one area to
another (and many of them will), the vampires push on and leave the
Threats in They might return later on, but for the time
being the player characters can catch their breath and establish a new

SECONDARY OBJECTIVES

When a vampire is Downed (p36) they are given a mini-Objective all of
their own to represent the efforts of their team-mates rushing in to
rescue them. For all other situations, Secondary Objectives represent
useful things that the vampires can do that will assist them with
their mission but that aren't crucial to their overall success.

Though we've written some into the location descriptions, [SIXesl:aqy

Objectives are often invented on the fly by the GM in response to
player actions or improvised details in the scene. When a player
completes a Secondary Objective, they choose one of the following
effects to trigger:

Reduce a primary Objective by D6
Reduce a Threat by D6
Gain D6 Blood
Reduce a Threat's Attack by 2
Reduce a Threat or Objective's Challenge by 1
Gain access to an unusual or powerful piece of equipment

You don't have to use this mechanic for everything the players want
to do - their off-mission actions can often just be folded into the
general narration. But it can be fun to give a player a spotlight
moment as a reward for trying something interesting.

A Secondary Objective should have a rating equal to roughly half
that of the main Objective.

LOOTING

Once per Objective, if you find something interesting and want to keep
hold of it, write it down in your j¥Jeif slot on your character sheet.
Work with the GM to determine a bonus requirement for it (look to
existing pieces of equipment for inspiration, or select one from the
list below). After that's done, it functions as a piece of regular
equipment with three uses and a single bonus requirement. Remember,
the last use of any item of equipment that starts with more than one
use adds an additional bonus dice to the pool.

When a location contains a particularly impressive piece of
equipment, it's listed underneath its description within the scenario
- these will generally have different numbers of uses or increased
bonus dice, so keep track if so. Sometimes these come with a
Secondary Objective attached - clear the Objective, and you unlock the
equipment.







FLASHBACKS -"?f"(f*’f %

Once per session, when you roll 2 successes or fewer, you can trigger
a flashback to spur yourself on to victory - you won't let Hitler
win this easy.

happened on a past RV ENCIER EELININ - the other players can help.
Where the table states [character], randomly determine or choose a
player character from the ones present at the session.

When your flashback is over, add 2 dice to your pool, then roll all
of your dice again. The second result stands.

FLASHBACK CONTEXT

(If you roll the same as another player, it happened on the same
mission)

On board a plummeting aeroplane

Rescuing P.0O.W.s in a thunderstorm
Assassinating a nazi general at the opera
Extracting a spy from behind enemy lines
Stealing a cypher machine from a submarine
Sabotaging a field gun with improvised explosives

FLASHBACK QUESTION

1) You saved JEMESAIANAN from certain death. What nearly killed them?
2) You recruited QRAESEYALSAN to PRV What did it take to get them on

board? £

3) You owe your life to m How did they save it?
4) taught you a few tricks. What was the most important
esson’?
5) You won't letm see you fail like this. What do you respect
most about them?

6) You won't let @REELXALIAN sce you fail like this. What do they most

respect about you?




MISSION STRUCTURE

Read or paraphrase the following to your players:

The year is 1943. Europe is at war.

Illuminated by the dull red lights of the bomber's hangar, Commander
Slate paces back and forth on the steel plates of the plane's floor.

BRIEFING

"The last six months have led us to this point. This is our final
move. Your mission is to kill Adolf Hitler in his zeppelin atop the
Eiffel Tower."

[Number of players] reinforced steel boxes hang from the roof. From
behind bullet-proof glass in the lids, eyes stare forth with fierce
determination. Your eyes.

"It's hot as hell down there, folks. Once you arrive, you'll be
swarmed with nazi scum until this is done and dusted."

She walks over to a large lever mounted towards the front of the
bomber.

"Godspeed, and good luck."

She salutes the drop coffins and throws the lever. The hatches open
and you plummet from the plane towards the lights of Paris at dusk.

COFFINFALL

Ask the players where they want to drop into Paris; thanks to occult
counterwarding built into the Eiffel Tower that messes with their
obfuscation hexes, they can only select a point within Sector 3.

Whatever location they choose, it's going to form the basis of the
opening scene where all the vampires are introduced. Establish it as
peaceful, calm and maybe even pleasant before the drop coffins smash
into it from several thousand feet. Then: chaos, screaming, clouds of
dust and falling rubble, disorder and violence.

Each coffin slams into the ground at termingl velocity,Ruther-aN-t-RRn<

occupant to paste, and instantly rejuvenates them with pressurised
release of top-quality nuns' blood. As each player character bursts
out of their coffin and begins to tear apart the defenders of Paris,
this is their opportunity to make a dramatic introduction and show off
what they're about.

GM: take this opportunity to introduce the Threat, Objectives
and Blood mechanics to the players while the stakes are still low.
Increase all the Objective ratings within this opening area by 2-4, so
each vampire gets to make a proper entrance. )
100/ Lo .
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After the dust settles on the drop site, the game begins in earnest.
The flow of play goes like this: the players pick a direction as they
hot-foot it through the FIESIATIRSIBTESEN and the GM manages the
Objectives required to get there. Each location on the map will form
the crux of an action scene, so Objectives are mainly focussed on
traversal through these spaces. These Objectives are fairly generic

- if something more specific comes up during the course of play, feel
free to swap them out for something that better fits the way the game
is flowing for you.

If there's nothing particularly interesting happening in a location,
hand-wave past it and progress onto the next exciting thing that
JeERo)YelsI EAT THE REICH is a series of explosive fights, not a game
about precise logistical concerns.

UBERMENSCHEN

In the greatest weapons in Hitler's arsenal are

the living tools of destruction known as These
supernaturally-augmented warriors have a chance of going toe-to-toe
with a vampire and not dying - some are powerful enough to maybe even

SRRER IS R Rd ) That makes them a pretty big deal.

These are the setpiece fights of your game, so it pays to foreshadow
them. As the players approach an Ubermensch location, tip them off
that something dangerous is going to happen. Each Ubermensch enemy
entry contains a few suggested foreshadowing elements you can drop
into play; spread them liberally throughout the city. If the players
avoid their locations, then have the Ubermenschen follow them.

is defeated, all players may choose one advance on their character
sheet and gain access to it for the rest of the mission.

THE CLIMAX

The climax oflmmtppens when the vampires board Hitler's
command zeppelin, fight their way through a cadre of hunters, kick a
werewolf to death and then kill Hitler. If this isn't what ends up
happening in your game, that's absolutely fine. Just try to make it
thrilling, and remember: this isn't a game where the nazis get to win!

THE EPILOGUE

As the vampires ride off into the sunrise, the game is over. Go around
the table and ask for a couple of sentences about each surviving
player character detailing what they do after the war.
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TONE

The intended tone of EAT THE REICH has three main elements:
[AUINRONNUNS Violence is very present but not intimate, or

personal, or necessarily vindictive. It's joyous and glorious and

celebratory. It's so far from actual violence that it counts as a

different thing entirely - a spectacle, far removed from the real-
world elements of pain, fear and anger.

Similarly, when vampires get injured, it's gross. Their inhuman
bodies can take more punishment than makes sense; they can lay dormant
for hundreds of years; disembowelment is more of an annoyance than a
serious danger to them; and they could probably survive decapitation
if you got the head on ice quickly enough. It's the same spectacle,
but this time a testament to the incredible endurance of the central
characters in this game.

This isn't a game about tactical positioning or bullet
drop or complex resource management. It's a series of big stupid
action scenes. Don't worry too much about what player characters can
and can't do in physical terms - the only consideration you have in
this regard is keeping things consistent. (So: if a vampire finishes
their turn on a roof and then they start their next turn twelve feet
underground, the player needs to at least put in some narrative as to
how they got there.)

When describing the forces opposing the vampires, you don't need to
worry about how many there are at any given situation. Until a Threat
hits rating O, it can fight - bring in additional soldiers, have guys
get back up clutching a sidearm, have squads of seventeen if you need
to.

You don't have to sustain this for very long. You're

not writing a six-part HBO miniseries - you're describing a Parisian

murder spree in vulgar detail with your mates for a few hours. Don't

worry about holding back stuff for the end of the story. Go hard, and
encourage your players to do the same. More things will come to you,

and the players will make decisions you'd never imagined, and you'll

build everything together and it'll be better for it.

PACING
VUG ey That is to say: it has a lot of action, and a

lot of things happen rlght after each other, and the player characters
t n't do something more that they can't do
There 8 no opportunlty to hang back and dlscuss tactics, or
chat with an NPC for half an hour, or piss about on a shopping trip.
The final assault on Paris begins before the start of the game.

Don't try to punch through the whole game in one session,\ReHERIIERIe]

feel like sustaining that pace for about five hours. Split it up into
two or three evenings and take your time with it. If players start
trying to slow the pace, let them - but do it in flashbacks, either
with the flashback mechanic on p41 or by cutting back to a briefing

session that took place before the events of the game.

If you try to play EAT THE REICH in the most efficient way possible,
you're probably not going to have a lot of fun. This is a game about
- luxuriating in telling a story, not maximising your damage output.
M: use your initiative to mix things up if you need to. Make numbers

bigger for bigger groups. If your players decide to burn down




Objectives and avoid Threats, make the Objectives harder. Change the

map, move the Ubermenschen, make the game your own. This isn't a board” = =
game, and ﬁothing here is sacred: you can change the experience to

create something that will give your group what they're looking for.

CONVENTION GAMES

‘Running JIVEEIIEN 2t a convention has a different set of
expectations: players (who you may not know very well) turn up and
expect a whole story, start to end, in about three hours. In this
case, rather than letting the table mediate the pace of the game,
you've got a clear end in mind: at the start of the third hour of the
game, the vampires should enter Sector 1 on the map.

It's your job to make this happen. So cut past bits you'd linger on,
‘skip sections, remove nazi resistance in areas to allow players to
ibreeze through them without opposition, give them &n armoured truck to
ﬁrive headlong into the endgame, reveal the hidden rocket boosters on
the base of the Eiffel Tower, etc.

Now: this is a tricky game to run at conventions, because it's
# splatter horror and deserves a good long list of content warnings.

SBHIALAOOLBEIEE e B
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PROVIDE OPPORTUNITIES FOR CHAOS

In & lot of roleplaying games, the players ask questions about the
world, the GM answers them, and then the player characters react to
that information. FJNJRPJIBIO has a more malleable approach to the
shared reality of the world: the fine details of the imagined space
don't really matter because they don't affect the mechanical systems
underneath it. Players are free to describe their actions however they
please. They can dictate the world around them, too, and even the

behaviour of nearby NPCs if it reinforces their fiction.
So: encourage players to invent details on the fly, and provide

opportunities for them to mess about in the fiction. An idling staff

car, a loose hand grenade, a sentry standing next to an open window,

an incompetent guard willing to believe anything - these are all

opportunities for players to exert their will on the world.

Provide potential and let players use it however they wish;

build a buffet of things to break and subvert, and marvel at

their capacity to surprise you in what sort of [EhRBEEN-IbEA
they'll attempt.

WHEN NOT TO USE THE RULES

We can't promise to cover every eventuality that might come
up during play, and furthermore, what the rules do might not
always be what's best for your table at any given moment.
important is that everyone has fun, VeleRERAeE-RANZe1oM el BNl AR TN M E Y
the rules to the letter - so feel free to change them. Or get
rid of them. If you don't feel like rolling dice for a while and
instead just telling a story together, we're not going to stop
you doing that. You've already purchased the book - (IEgRqrsd
here is done. What happens next is up to you.
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o e i A
BT SR RISk H-dsR Tl -PVN Y You're in control of everything aside from

the player characters, and a lot of that everything in this game is
nazi soldiers. For the most part, your descriptions  will be limited
to the defenders desperately trying to kill vampires and dying in
entertaining ways as a result, and we can all agree that's fine.
game is anti-nazi propaganda. It's a place for imaginary nazis to ge
their teeth kicked in.

But be careful when you embody an NPC directly; [Rf:N:eBeF:giclsRin =Mk ol N-)

of someone whose heartfelt beliefs are so absolutely reprehensible

as part of a fun game you're playing with your friends can be tricky
to handle whilst making sure everyone is enjoying themselves. (Not to
mention if anyone overhears your conversation free of context: "Don't
worry, I was only pretending to be a nazi" isn't a great defence,

even if it's true.) SN IRETITIER TN INLS describe what's said if you
really need to, and don't be specific. And don't physically act out
any of the stereotypical nazi gestures.

The Ubermenschen in gre the speaking roles for the
GM, and they've been designed with an eye to keep them at arm's reach
from the whole dyed-in-the-wool nazi bit so you can play them a little
easier. Dédmonenblut is written as a hedonistic serial killer with
superpowers; Rust-Witch is so overloaded with raw chaos she's broken
through into a sort of enthusiastic murderous solipsism; Stahlsoldat
is an unfeeling machine; and the Werhund is a frantic beast. You can
wrap yourself in them for a while without having to oppress or kill
any particular social or racial groups.

"\ But not Hitler. So he doesn't get a voice.
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““ON ACCENTS

If you want to do accents for different nationalities, that's up t
you. In play, generally we don't. Mainly because, as non-natives, we.
struggle to come up with a different German accent for 'every nazi so
they all just sound like the same guy, and also because accents are
one of those things which can be actively harmful if you're not o

If you do want ways to differentiate your characters vocally, the
accent style popularised by The Death of Stalin and Chernobyl can be
FREINS RN I R RIFW t ranspose familiar accents from your country. onto . .
another country and go from there. But if your Bavarian 1lilt is as
reliable as your Stuttgart twang and you/can always pivot with ease
into a Dusseldorf brogue then, by all means, go for it. :
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PLANNING YOUR TOUR OF PARIS

challenge
or fight, and the bits in-between are less exciting. When the players
aren't actively overcoming an Objective or fighting a Threat, you can
put the rules to one side and do some free roleplay.

There's no right or wrong number of locations[dsRARraTEENER{hd

characters should travel through before the final confrontation with
Hitler - instead, it all depends on your group, how much time you have
put aside to play, and what sort of story people are interested in
telling. Visiting 4 locations works just fine - so does visiting 15.

RETREAT

If the players want to pull back from an objective or threat, they

(N R Y U N AR BT AP R MN G-I 2®) , with a rating that makes sense

given the fiction you've established. When the new Objective is

fulfilled, the vampires can move back to their previous location on

the map or off to a different one entirely, but they shouldn't end up
- closer to the Eiffel Tower than they were before by rﬁ;§gating.
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Starting sections

Many of these places will still be occupied by civilians when the
vampires reach them - they've not had time to clear out, or the
confusion of the assault has left them hiding in place rather than
attempting to flee to safety.

PV Y A R ob SRR S R P kBekRuERN (by the standards of the rest of

Paris), with police patrols and off-duty infantry squads supported by
the occasional armoured car. If things are starting to get boring,
feel free to throw in a Sniper Team or Paratrooper Squad to provide
some interest.

NOILYIT

SEAT  amsiic

PLACE DE LA SIRENE

Classy area with bistros, cafes and boutiques. Well-to-do families
[sh RV T S AR L CER R naR-t-Mat outdoor tables, and a& mermaid
fountain graces the centre of the square.

Objective:

Get out of the open and into cover (6)

Enemies:

Police Patrol x 2

GRAND MAGASIN MARTIN

Sprawling, multi-level department store selling most anything you

can imagine (that can be imported from Germany). State-of-the-art
escalators ferry fur-coated customers up and down between sections an
overworked staff rush to and fro to fulfil orders.

Objective:

Find your way out of the maze-like building (6)

Enemies:

Infantry Squad (sent in to find the vampires)

Armoured Car (waiting outside)

— I_W =
GRAVEYARD

A new, German-only graveyard with memorials for many of the officers
who died during the conquest of France. When the vampires arrive, a
military funeral is just wrapping up as the swastika-marked coffin
is lowered into the ground; there's a squad of soldiers here who
were ready to fire a rifle salute but now turn their guns upon the
invaders.

Ruin that funeral (6)

Enemies:

Infantry squad (unprepared but still armed)




One of the last functional grand
ERER N CRE-hBad L Al - AR which is precisely where the plummeting drop
coffins will smash into if this is chosen as a drop site.

Make a suitable entrance (6)

Enemies:

Some nazi officers having a drink x2 (same stats as Police Patrol)

‘aNno4d 4l

|
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Jen13t

Paris is' home to many tunnels, sepulchres, forgotten mausolea and

the’ 1like - natural places for vampires to hang out. This location >
represents a major entrance to the underground network, but navigating
t0 other parts of the city will be difficult thanks to centuries of
[aisropair and deliberate obfuscation. RIPERRTSERNFPINEEPaueUN:
dangerous on the surface, ducking into the tunnels might allow the
vampires to escape attention for a while.

Objective: % i

Get into (and subsequently*éﬁt of) the subterranean 1£B&rintE
(6, Challenge 1) ; ' ¥,

-

B Enemies: [ & o

Armoured Infantry Squad_(scarea out of their wits) »

ey

RN - R R I F R PRI this is one of the more impressive

examples of the form, with well-maintained stained glass windows, oak
pews and a grand central altarpiece. It's empty when the vampires
arrive (or it becomes empty very quickly if it isn't) but nazi troops
soon show up and start shooting the place apart.

Luckily, the old folk stories about vampires fearing holy symbols or
sacred ground are just religious propaganda, and the player characters
suffer no i1l effects upon entry.

Objective:

Punch a hole in the attacking line and get out of there (8)

Enemies:

2x Infantry Squads
1x Sniper Team (in an adjacent building)

Particularly huge cross [ ][] (++swing for the fences)




The bulk of the assault will take place in Sector 2 as“the vampires
make their way toward the central objective.

THE GERMAN TECHNOLOGY PAVILION

[

100 10/39—{ 7790 ¥4 4 T4

German technology has come along leaps and bounds in the last half
decade, and this exhibition hall aims to show that off to the public.

Experimental fuel sources hum and glow ominously in the darkness of
L CEE-R P e (e b o BNNNY informative display boards sing the praises of
new-fangled alloys and a deactivated, state-of-the-art quadrupedal

weapons platform stands proudly in the centre of the arena.

Objective:
Storm the pavilion and get out the other side (9)

-

Loot: K
Prototype beam emitter: [] (++++properly calibrated before firing)

8

Loose, glowing fuel source [] (++near flammable material) -

Enemies:
Stahlsoldat

Secondary Objectives:
Power up the weapons platform (5)
Jam a prototype fuel source into the tank and get it up and running.

Completing this Objective gives one player access to the following
pieces of equipment that do not occupy Loot slots:

Quadrupedal weapons p1&tforn1[][]|[][] (+shrug off incoming fire)

Microwave array turret [] (+++anti-tank)
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Stahlsoldat

The first of what Hitler hopes will be
EE T e oSk - pistons replace muscles, steel replaces skin, and
the troublesome parts of the brain are cut away until only the bare
instinct of killing remains. In a move that some would describe as
unwise, Hitler opted to have a dormant Stahlsoldat on display in

the German Technology Pavilion instead of using a suitably enormous
mannequin.

The pavilion is loaded with atmospheric monitoring equipment:
finely-tuned thermometers, infernal barometers, pressure sensors and
light-reactive plates. When the Stahlsoldat connects itself to the
array with an armoured cable plugged into the base of its neck, it can
sense the world around it with uncanny accuracy |EERRE:IS Rt T-hd-{N1]
through walls, fighting whilst blinded and deafened, and dodging
incoming fire before anyone pulls a trigger.

| THREAT {3
\4 (pneumatic claws and scattergun)
2 (Inch-thick armour)
While the Stahlsoldat is & lone operator, it takes a

while to spin up to its full potential. It uses the reinforcement
rules as normal, but is defeated when it is reduced to O Threat.

Banners strung up on the outside of the technology
pavilion promising the future of warfare, suspicious hissing and
grinding as it powers up, steel shutters trapping the vampires inside ip

R the pavilion they just broke into m

| waR 173
[BONDS| |©
IR R HR-N{ebbeld Blecach, pine tar, petrol. ;ﬁﬁ?ﬁﬁ
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METRO STATION

None of the trains are currently running, but the Metro makes for an
excellent means of slipping through the city undetected - if that's
the sort of thing the vampires want to do. Miles upon miles of rail
tunnels, maintenance shafts and public thoroughfares allow for access
to glmost anywhere in the city, if you're clever about it. But when
you're underground, you're much easier to trap. If you found & working
train (or repaired a malfunctioning one) you might be able to speed
beneath the streets until you're chased down by motorcycles and enemy
trains on adjacent tracks.

Objective:

Cut through the metro tunnels (10)

Armoured Infantry Squad x2 (sent in to look for vampires)
Motorcycle Squad (dispatched if you get a train working)

L CoPy No., =
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: EXPENSIVE-LOOKING .GARA-GE

\ and for many of those that
b did, it was a status symbol. Most of the vehicles in this garage
) belong to German expats or diplomats who want to be seen driving
something expensive. They can't handle much in the way of punishment

pibdol I ClvaE SRl but on an open road they can achieve a fair lick of
ﬁﬁﬁaﬂb

Objective:

Steal something flashy and get the hell out of there (8)

"
Infantry Squad in an Armoured Car (giving chase)
Sniper Team (on an adjacent rooftop)

Open-topped Italian speedster [ ][] (++stunts)
Reliable German import [][](++tight turns)
Unremarkable French jalopy [][J(++go unnoticed)

French Resistance has a hideout here, and F.A.N.G. have warned them
ahead of time to expect the vampires' arrival.

Lose the nazis by hiding in the bar (6)

2x Police Patrol
Infantry Squad in an Armoured Car (who turn up halfway through)

use this Secondary Objective as nazi forces assault the bar:

Team up with the Resistance (4)

Repel the attack on the hideout and help resistance members escape.

Completing this Objective gives one player access to the following
equipment that does not occupy a Loot slot:
Guerrilla Squad [J[][J[J (+flanking manoeuvre)
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MUSEUM OF EUROPEAN WARFARE

This sprawling and poorly-maintained museum contains tools of war from
a thousand years ago up to the modern day; KEENelsF-TUNE-5e Telbh SNk N:-T-{-]

t ci
too, if only a desperate nazi warlock hadn't (hehButRAXEE N RpAN:IoniT-Iebd

R R S S I A e IR Cr s SR nts Y and one (1) of the horses that was
buried with Napoleon in an attempt to repel the vampire invaders.

Objective:
Smash through the museum before you're overwhelmed by the undead
(8, Challenge 1)

Einherjar
Museum Guards (same stats as Police Patrol)

ﬂﬂaﬁl

Painstakingly maintained masterwork greatbow [ ][ ][] (++ silent killer)
Still-functional improbably loaded cannon [ ] (+++ immobile target)
Turncoat warrior mummy [ ][] (+bandage restraints)

Napoleon's undead horse [ ][] (+trample)

THREAT [

ATTACK §]

Each dice in the GN's Attack pool that shows 1 increases
this enemy's Challenge by 1 for this action.

EANIL B Player characters cannot spend dice to regain Blood whi:
engaged only with the Einherjar.

Haunted suits of armour and warrior mummies brought to life by grim:
nazi wizardry.




JARDIN DE FEE, llluminations and Amusements
Nazi-built amusement arcade and illuminations - [feJejslPNR-RalR s RraR{elbia¥=s

soldiers looking to take girls on a cheap date. The crowning glory of
the park is Europe's third-largest ferris wheel, but a wide variety
of carousels, carnival games and lit-up displays provide plenty to do
otherwise. In their rush to flee the vampire assault, the civilians
staffing this park fled without shutting down the machinery, so many
of the lights and attractions have been left running.

Objective:
Navigate a collapsing fairground whilst hunted by an entropy witch
(10, Challenge 1)

Enemies:

Tank crew (a@bandoned their tank after the Rust-Witch bricked it; same ?

stats as Police Patrol)
Rust-Witch (riding the detached ferris wheel towards you)

WARNING

UBERMENSCH

Rust-Witch (just "Rust-Witch" - she had her true name removed by a
ALV e F M-I R e R - W eI I VNN RRA-D) uses golden technology harvested from

Atlantean satellite ruins to manipulate the forces of chance and
decay. Of all the IYISNITINNIN in Paris, she is the most difficult to
control and has a penchant for RaNEENaETIM

Raw entropic power harvested from catastrophes runs through her blood.
Machines malfunction, metal rusts, supports snap and failsafes fail

in her presence; when she focuses her attention, the results can be
catastrophic.

oz B

IV 6 (Drains the life from y&u, buildings collapse, planes fall
out of the sky)

RPN R b EF e JPbE] Players discard rolls of 1-4 rather than 1-3 when

engaged with the Rust-Witch.

. This enemy does not use the Reinforcement rules. ﬁ

At the end of each round, after every player ~
character has acted, choose a player character. One piece of

their equipment, chosen at random, rusts or otherwise degrades into
uselessness.

Carrion birds spiral around above the fairground, a
completely useless tank has been abandoned by its crew on the edge of
the area of effect, a fighter plane passes over the park and tumbles
towards the ground

Blood flavour: EEhpRl:sRst-auCEAAN-MlDop rocks and tonic water.
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This collection of art that the nazis deem antithetical to German
values has been deliberately badly-framed and hung, and is
ORI ier lost of the really good pieces
are snapped up by nazi officers for their private collections -

the remainder are burned in the adjoining gardens on a regular
EXRR-B Tonight, in fact, marks one of the largest burnings of art
on record, and the now-unattended flames are spiralling up towards
the night sky. Vampires with an eye for art can uncover lost
masterpieces by Van Gogh, Picasso and other European luminaries in
the back rooms - but getting them out of Paris intact won't be easy.

Objective:

Undertake a very quick and violent gallery tour (8)

Secondary Objective:

Track down a lost Van Gogh or something (4)

Completing this Objective nets you no mechanical benefit but, on the
flog it for cash or hang it up in your next castle.

Infantry Squad in an Armoured Car, smashing through the wall
Art-Burning Brigade (as Police but Attack 4 on account of the
flamethrowers)

FOLD HERE

Was once festooned with beautiful (if gaudy) 17th century decor, but
it's all been ripped out and replaced with stark architecture and
on-the-nose murals of hard-working Germans. This place seats about

a thousand at full capacity - but it's nowhere near full, as most
people fled when news of the vampires reached them.

Unfortunately for the performers, the Ubermensch known as
Ddmonenblut (real name Franz Vogel) was one of the people who didn't
flee, and now he's demanding that they finish the performance as
planned after ordering that &ll the doors be locked. It's Wagner
- Hitler's favourite - and by the time the vampires arrive, the
singers are rushing through the second act. Each time one of them
misses a note, he executes another trapped audience member.

Objective:
Hustle through the corridors and make your way towards Hitler,
ignoring the Ubermensch (4)

Enemies:

Damonenblut




- PN real name is [RETTIREYIIN and he's a popular movie
star. After some indiscretions around torturing and killing his co-
stars came to light, the Reich stepped in to make the allegations go
away in exchange for his participation in the [[YIguYIad program.
As the vampires close in on Hitler and Paris burns, Franz takes the
opportunity to engage in some cruelty whilst at the opera.

When calm, he looks normal - striking, handsome even \GEEJPRARI-3aNeT-)
grows angry or frustrated, obisidian-black ichor pumps thick through

Franz's body like molasses thanks to the implanted heart of a lesser
LI ile) s Nk B N VYRGB RPNV s W [Torns, teeth and claws sprout from his skin
NGRS R A B P he e iball they snap off in the wound, and more burst

through ragged holes to replace them.

= -

4 (claws, toxic ichor, spiralling teeth)
(ofsPNmANNeIN 1 (physical pain is a distant memory)
This enemy does not use the Reinforcement rules.

Posters displaying his handsome human face announcing
~ his starring role in an upcoming propaganda film, horns and teeth

e discarded on the floor or growing from the walls, trapped opera-goers
cowering in fear.

RN A RRA b A jar of chicken fat with a cigar stubbed out in it.

: ; L 59
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Police Patrol

Sniper Team

) THREAT 3
PEEYA -

A group of civilian enforcers
with pistols, batons and
handcuffs.

Infantry Squad
6

[onc

Ten jack-booted soldiers with
rifles and submachine guns.

Armoured Car

THREAT 8
ATTACK M
CHALLENGE jl

This enemy does not use
the Reinforcement rules.

A steel-armoured wheeled troop
transport with & machine gun
bolted to the top.

Armoured Infantry Squad
£
o740k B
1

Steel plates and toughened
leather make these troopers
hard to put down.

Motorcycle Squad

B qo
ATTACK [§]

All vampires gain the following
SPECIAL when engaged with the
Motorcycle Squad:

CRASH AND BURN: Es:hab¥AAuc)

damage to the Motorcycle Squad.

- Skilled riders on fast
*  motorcycles. When they go down,
they stay down.

[ 1irzAT]B
ATTACK NS
CHALLENGE W4

This enemy does not use
the Reinforcement rules.

Sharpshooters and spotters
hiding in concealed positions

Paratrooper Squad

yi

i bI T MY s Y b

THREAT S

s

IEN ALY MRy Y When you add
to the Paratrooper Squad's
Attack through Reinforcement, o
add +2 Threat rating. £

T

Dropping from planes flying
overhead to engage the vampire
menace.

Tank G

pou
THREAT | =

CHALLENGEfgd

This enemy does not use
the Reinforcement rules.

A rumbling, roaring behemoth
with a single—shot cannon
mounted atop a turret.

Vampirjdger Cadre

THREAT s}
ATTACKHS

Attack dice generate
2 successes each on the roll of

a 6.

8 Q,

This enemy does not use
the Reinforcement rules.

Five oath-sworn hunters
carrying blessed bullets, holy
water sprayers, sharpened
stakes and firebombs.



S Endgame locations.

AMMUNITION AND VEHICLE DEPOT

A collection of cars (some armoured, some not) for use by nazi
officers. Most of the vehicles in here are fairly unremarkable four-
wheel drives or half-track command cars, [[EEEESTRMERIIITGEERNE YR
you'll find the souped-up bullet-proof black Volkswagen of your
dreams.

Objective:
Scramble across the motor pool (8)

Secondary Objective:
Raid the ammunition dump (4)

Upon completion of this Objective, each player restores all uses of %,
any firearms, grenades or similar weapons.

Enemies:

Motorcycle squad (speeding between cover)

Infantry Squad (guarding the place)

Tank (roaring out of a hangar after the vampires defeat one enemy)

Loot:
The souped-up bullet-proof black Volkswagen of your dreams [ |[][Z]
(++ front-mounted machine guns) |

i g PR

NAZI PLEASURE GARDENS

You can only attend so many celebratory galas in the Eiffel tower
before you get tired of cramming into well-appointed observation
chambers and waiting in line for your turn on the elevator. RN
the area around the tower has been remade into pleasure gardens
intended for use by nazi officers and their families.

Cunningly designed by some of the Third Reich's foremost landscape
_engineers, in
the middle of Paris. Unfortunately for the nazi defence forces,
the winding pathways, thick copses of trees and charming ersatz
waterfalls provide excellent cover for an invading gang of vampires.
Unfortunately for the vampires, they also provide excellent cover for
snipers.

By the time F.A.N.G. gets here, the party is in full swing. Great
tables heaving with meat and bread and beer line the faux village
square, and the upper echelons of the nazi forces are celebrating

Time to set things straight.

Objective:

Blitzkrieg the garden party (8)

Enemies:
Carousing Officers (same stats as Infantry.Squad)
Sniper Team x2 L

A Lase
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THE EIFFEL TOWER
8] Built to celebrate the 1889 Paris World Fair, EEddCEEOsEa-NRINeY (-Hd

remains one of the most enduring symbols of Paris - and France in
general. Upon the nazi conquest of the city, RICRERTQLIAT CINERIR ATl
fitted with the latest in German technology. ERNZRAh- oYy dchARIE R AL}
structure, dazzling electric lights blaze out into the night air,

and a rudimentary communications aerial has been supplanted by high-
bandwidth broadcast technology.

€ Also, there's a zeppelin attached to the top of it containing Adolf
Hitler, a cadre of nazi vampire-hunters, and the world's first nazi
werewolf.

Ml Objectives

Ascend the Eiffel Tower (8, Challenge 1)

Armoured Infantry Squad (waiting for you)
Paratrooper Squad (landing on the top and sides)

THE FUHRER’S ZEPPELIN
In & word: sumptuous. In another word: airborne.

This repurposed dirigible has been outfitted with marble, silk,
gold and mahogany. Grand staircases lead to mezzanine levels loaded
with Hitler's own paintings (all of them without artistic merit) and
treasures plundered from throughout Europe, Northern Africa, Tibet and
Nepal.

The crucial element of the zeppelin, and where the vampires will
meet Hitler, is the Broadcast Suite located towards the front of the
vehicle.

Objective:

Reach Hitler's Broadcast Suite (6, Challenge 1)

Vampirjdger cadre

From here, the climax of the game is a fight against the Werhund
Ubermensch. If this Threat is reduced to 0, Hitler is at your mercy.




An elaborate set has been constructed to give the impression of power
R DY LI bR dY creat banners hang from every wall, an iron and .

4 M basalt lectern stands atop a staircase, and - EENCERIeR7Ne))Jel:h §irkNe)s Rk o) !
g & zeppelin operational safety guidelines[EaCEBdeLRgbal:bishacykRANITqb) k- :! Z e b

the centre of the chamber. Here, Hitler has been awaiting the arrival
of the invaders with anticipation, because he has an ace up his

FACEACHE that werewolf we keep mentioning.

His intention is to broadcast live footage of the slaughter to every
PR LN R b EgeyXs) — of which there are few in 1943, but it's enough
to make a point. F.A.N.G.'s desperate assault is the Allies' last

Joly M and to nullify it on camera is to win the war.

T

Hitler poses no direct threat to the vampires; he is weaker than the
average German soldier and hopped up on so many amphetamines he can
barely shoot straight. Unfortunately for F.A.N.G., and thanks to the
latest advances in nazi occult research, he is protected by a
full-blown lycanthrope.

A 1

g

e o W N i
Multiple infusions of cursed C N a ¢
against the spinal column @stE:-E-6R)al £ ; | 24 :
this soldier the ability to transform i E :
into a half-man, half-hound with
impossible strength. Even a vampire

should fear the [iE¥3aRgiEhgy hand of the - _' ' ' — N
werhund ! / - 7

{ - ) i g ’

IUGINJd 5 (claws, teeth, limb=ripping
strength)

CiALLENGE ]
RENCER ORI FY When marking an Injury from the - = 7 . 2

Werhund, check off all available boxes in the
gsection rolled, not just the highest available one.

The Werhund's challenge cannot be lowered
by any means.

m This enemy does not use the Reinforcement rules.
h; JYRLTIEL ey aReP Y A full moon hanging ominous in the sky, terrible - z
howling heard echoing across the city, mutilated corpses of nazi {
soldiers that the vampires aren't responsible for







Now: Hitler's face-to-face with a squadh.
of furious, bloody Allied vampires, with
nothing left to fall back on. In a game

with a tone like [FHNEUINBNNLGA the bad guy

should have a dramatic final monologue,

right?

Fuck it.BECEGCILEI RGN He runs
like hell as soon as the vampires arrive
and he's cowering in a locked room with an
empty Luger when they defeat his protectors
and corner him. He's been coordinating the
defence this whole time, it's gone wrong at
every turn, and he's out of options.

use long words to give him the impression of
majesty, or honour, or any of that bullshit.
Kill him. War's over. Go home.
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\ A | = VIR SAEIDRATTOTE S ST EreST

DS IE-N JCIE e P e [oYos oYY S ROR M - To Ml IV ERANoIEaN with examples of some of the
limits you might want to apply to your game. Your table can go over
the individual bullet points and discuss whether you want to move them

R Reh e KoY s MR o L- - T-B-P You'll "probably have a couple points you want to
add or subtract yourself.

Evil inherent to the setting which we will engage with, but
never question or interrogate.

3
)

- Vampires drinking human blood to survive.

Sl Killing nazis.
B Enjoying killing nazis.

= Killing nazis in over-the-top, ultraviolent, even cartoonish ways.
(The game kind of assumes you're gonna do this last one but nothing
actually breaks if you just stab someone regular-type instead of
killing them in some extraordinarily gory manner).

Q0" &1 01 A0D SIRI &

Lo R |

Property destruction.

Evil which we will engage with, but which may be a point
of conflict between characters.

4SSV

Europeans making snarky comments about other European cultures.

bl Helping or working with nazis who say they're only nazis under
coercion or threat.

Patriotic nationalism (in the sense of classical nation-states, rather
than white nationalism).

Vampire exceptionalism (vampires acting like they're better than
humans) .

n . . . . 1

Drinking (some of) the blood of innocent people, and/or consenting
individuals.

ammen ® (NOIYDI

Drinking (all of) the blood of nazis.

Militarism.

= Other crimes.

- Property destruction of cultural treasures like the Arc de Triomphe.

#




Evil which will happen, but the players won’t do it, and will

oppose it when it shows up.

Fascism.

Cruelty (including forms of violence unrelated to achieving your
objectives, like torture).

Ableism, racism, sexism, queerphobia, religious intolerance.
Europeans making snarky comments about other European cultures which
cross over into punching down: making fun of the French for being
effeminate, for example, is rooted in shitty attitudes toward gender
and sexuality, and only villains do that.

Any other violations of war crime statutes.

Bl Violence against animals.
LY Magical mind control.

= - “Blood libel.

Evil no one does, even villains.

Sexual assault.
Violence against children.
Any item in the foregoing scale can also be veiled (see p06) which

means that if it happens, it doesn't happen on screen, or it isn't
described in detail.




FOR OFFICIAL USE ONLY

FILM AND TELEVISION

I adore Danger 5. It's a pulp action comedy show set during WW2, it 2
features a gang of international mavericks who fight nazis and attempt £ @&l
e

to PSRN RIS AT SR LI 9N, and it was filmed in Australia for about %

a tenner. It's very funny and stupid and is about as close to a direct

relative of PENNEUIIBNNNM as you can get. ; i
Inglourious Basterds !

Actually? Honestly? I didn't like it. Went on too long. Christoph :
Waltz was good in it, though, but he's good in everything, so just ; =R
watch something else he's been in. iy Ve (3

The League of Extraordinary Gentlemen : o T

Look: not a great film. We can all agree on that. But the Mina Harker
bits are very close to what I was aiming for with EAT THE REICH, and
I'll say about 40% of it was a similarly daft anachronistic romp.
Comic's a bit grim for me, but it's Alan Moore, so it's worth sticking

; with.
\ | S 4
The Suicide Squad

This is actually a lie because I finished the first draft of this game &
and then watched The Suicide Squad (the 2021 one with John Cena in it,
not the 2016 one with Jared Leto in it) almost immediately after doing
so but: yes, absolutely. The tone, visuals and characters are bang on.

Hellsing

An anime which gave me my first taste of vampires-as-superheroces. It o

features a powerful protagonist and his various upgunned friends who ®
fight against - well, just sort of generic baddies in the original

series, but a bunch of nazis in the OVA remake. I could take or leave * g
the plot but it's very good at showing cool protagonists fighting -fﬁﬁ

dozens of mooks at once.

The series has dated terribly and RrstCEEOAY:NER-ENTehs T2 BAN- TN ok A AR 'S RN K-SR
for me, even @s a man who wrote a game about tearing nazis in half, so
take this recommendation with a pinch of salt.

PAPER ECONOMY

If this copy can be dispensed with, elther at 4 e
ancanr at some future dats, It should be
returfed to the distributing authority fors
tranimission to the Air Ministry,

S22 20 RS TR P,
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CONFIDENTIAL
GAMES (DIGITAL OR ANALOGUE)

Wushu (Daniel Bayn)

An action-forward, fiction-forward RPG that was years ghead of its
time. Wushu was published in the early 2000s and included a brilliant
rule - the more details a player contributes to a scene, the more dice
they roll and the more effective their character is. This leads to
fantastic levels of player engagement and involvement, and a free-
_ wheeling cinematic style that makes for very exciting, if very short,
" * campaigns.

Wushu was the first game I ever ran as an adult, and it left a huge
" impression on me - many of my early games are Jjust Wushu with more
*., rules slapped around the sides to push play in certain directions. In
;,{“ﬁ fact, is pretty much a very complicated version of Wushu
W & once you get down to the core of it, and that's no bad thing.

You owe it to yourself to read LPE)UW Go get the PDF.
Hollowpoint (B. Murray, C.W. Marshall)

Hollowpoint is a game about bad people doing awful things for
terrible reasons. It focuses on hyper-competent operators engaging in
unfathomable violence for reasons that are only briefly alluded to,
and has a lot of detail on the mechanics of modern combat. Instead

of simulating two equal sides fighting one another, the game models
up-gunned player characters punching through police resistance and
staying mobile to avoid getting surrounded.

i f&hnd the back-and-forth of scene resolution hard to grasp ='but
the tone of the game, and the way it treats combat, have inspired a
lot of Full credit to Hollowpoint as well for its stat
list, which I have stolen pretty much wholesale.

DIE (Kieron Gillen, Stephanie Hans)

Written as a tie-in with the comic book of the same name, DIE focuses
on & group of flawed individuals who get sucked into a nightmare
fantasy kingdom that offers them everything they've ever dreamed of.

So: nothing likem But it uses a dice pool mechanic
with 4+ successes and 6+ specigls which I sawed off ang stapled in
place for this game.[ YT RT that, Kieron!

Havoe Brigade (Grant Howitt)

So: I wrote this game. It's basically the same as

you play orcs and you have to kidna

ago. Butf if you liked this and want more over-the-top action, give
it & look; it's on our website. It's also the true foundation of the
Havoc Engine, which is the beating heart of EAT THE REICH, and is
available as a system reference for you to hack yourself.

Wolfenstein

The newer ones, anyway - I was born too late to enjoy the originals.
ID and Bethesda took the concept of murdering as many nazis as
possible and pushed it as far as it could go.

J
I}
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Once Hitler's dead, and the vampires have stolen his
zeppelin and flown it off to Londonk:s crashed it
into the Seine, or pawned it for cigarette money) s
the game is over. is built to tell

one story. But if you want to explore the world and
you're feeling creative, here are some ideas that
you're welcome to elaborate on and REN<CEEENIDRIEE)IL
scenarios using the rules presented in this book.

MAKING THE PAIN RUN ON TIME

Everyone loves Italian food, so why not airdrop
eIt consume all of Mussolini's vital fluids?
He's hanging out in the Villa Torlonia, a historic
palace riddled with subterranean additions both
ancient and modern - the most important being an
airtight bunker which contains a prototype of the
first Italian bipedal weapons platform.

him before he gets it powered up.

HIROEATO

The Imperial Palace of Japan is situated slap-bang in
the middle of Tokyo on an island covered in gardens,
woodland and charming architectural features. Emperor
Hirohito has holed up inside and overhauled the

P LA B L], turning the once-peaceful area
into a BEERINrEYlof barbed wire, spike pits, machine
gun nests and anti-personnel mines. Get in there.

FRANCO MY DEAR, I DON’T GIVE A DAMN

[Join celebrity guest George Orwellliiiidiilitay

on the Pazo de Meirés, Francisco Franco's summer

retreat, as the Spanish leader holes up with several
~—squads of armed men and = what's this? A magic sword,

unearthed from the forbidden sepulchres beneath

Barcelona Cathedral? That beheads vampires in &

single stroke? JbBEEY Anyway, drink him.




YOU WINSTON, YOU LOSE SOME

Churchill was a real piece of shit EEECYERE]
even by 1940s standards - and he pulled some
truly wretched stuff in India before he got
into the whole "leading Britain to victory"
shtick. He'd never expect you to to try and eat
him on account of the fact you're a de facto UK
Government employee, but more fool him. He'ls &t

a grand victory celeb ion at Buckingham Palace
with the King. m

A FEAST FIT FOR A KING (TO BE EATEN AT)

Puck 1t. Drink the King too [ETRISRINRI
You're gonna let him tell you what to do? You're
a vampire! He's just got an expensive hat and
the—rightd




LCHECAIRAT) We created six beautiful vampires for you to play, but i
that's not enough. You want to make your own special little monster i
to run around Paris and kill nazis. Who can blame you? We did it

ourselves six times, after all. IR IE-EE-Te[}E K3 '-N < Ic BeH e ANF-3b ke -0 o]

/1n
GO HARD ON THE CONCEPT

S IR GOt What's your vampire about? What's their deal?
What part of the classic vampire ethos do they embody?MSdRRAIN AN AR
evening-wear, aristocracy-of-the-night, real cape-and-balcony kind of

revenant? Are they a counterculture punk cursed with immortality?RH:Us B
PUCIOEBNIONNGEL is not a complex or intricate game, [EIRNhacRE-ISlclkdoleli M
(XS i NN b i Befrh o Re-F PRI -b X RA B Work out what your vampire's deal is

and then tilt towards it at every opportunity.

RESKIN

1 The easiest option: pick one of the existing characters who sounds
about right and change their descriptions, but keep all the mechanics
the same. For example: want to make a gruff ex-SAS engineer who
became undead as part of a failed supersoldier program? Take Chuck,
everyone's favourite gunfighter, and mess with the fiction. —

B Paired Revolvers become a Cut-Down Submachine Gun ;'\

B Cowboy Hat becomes a Lucky Deck of Cards NS
Tool Belt becomes Sapper's Kit E ! ) v

|
Acid Spit becomes Rust Curse E
1
|
|

1

| Spider Scurry becomes Temporary Additional Limbs
‘ B Corpse Eater becomes Implanted Nun's Heart ' ko
Elbow Grease remains as-is

Corrosive Fluids becomes Undead Knife-Fighter

Lashing Tongue becomes Terrifyingly Long Arms

As you can see, there's a bit of negotiation here - you may need to

tweak your concept a little to fit the mechanics, but the Havoc Engine k

is loose enough to accommodate most reimaginings. :\
‘;- on ]| F e —— | P

Y _HACK | G :

The second-easiest option: pick bits from characters you like and
combine them together. Let's imagine a Jekyll and Hyde-style character
who's transforming into and out of a beastly shape as they fight.

Cosgrave's stats seem like a good jack-of-all-trades, so we can
start with those. For abilities (most vampires get three), we can use
Astrid’s INTSERFTTENIY and and Flint's [IRDINTTY
- they're all Specials, so the way that they only trigger on rolls of
6 evokes the idea of a character who's not quite in control of their
abilities.

-

11/10/43
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For equipment, we can take Nicole's M3 Submachine Gun and Iryna's
description tO NEENEEEIEBINERTISRIPE- PRI PIland leave the mechanics the
same. To give them something to do in melee, let's round it out with
B < -1 couging Cians:

For advances, it feels interesting to give them more opportunities
to control their powers, so we'll pick three abilities with the Spend

Blood requirement. Iryna's NiEhyRR-RRbER7 RN HNRRCEN AN scems appropriate,
as it's transformation-themed, as are Chuck's PEEIhREgRNI-PI-] and

lint' o NN

- DEGLASSIIED -

Your character will need some Injuries that match their theme.
Astrid's Injuries seem to fit nicely, as one of them takes away the
ability to trigger Specials and the character relies on them to get
things done. (Don't just pick whatever's the most powerful! Pick

whatever would make for an interesting story instead.Mis

not a game that requires character optimisation.)

Finally, pick a last stand. Flint's EERNURRggge seems like the
obvious choice here.

DO IT FROM SCRATCH

The hardest option is doing it all from scratch. When we made our
iconic characters, we didn't use a strict system, and instead used
what felt right and played well. Feel free to mess with or completely
disregard these guidelines:

L Rank one stat at 4, two at 3, three at 2, and one at 1.

- Create three to four items, using the existing ones (and the Loot
examples on p39) as a guide.

- Create three starting abilities that tie into your concept: one
Special, one Spend 1 Blood, and one of your choosing. This offers a
mix of intentional and unintentional power, which is fun. As with
equipment, the more awkward it is to trigger an Ability's bonus
conditions, the more dice it should grant.

- Create three advances. Advances can either unlock new abilities like

the starting ones, or make your vampire more survivable (for example,
Flint'sand Cosgrave's DEELEUENREENRITS ) .

b - ESCEATIRI SRR S One of them should subtract 2 from the

. character's highest stat and add 2 to a different one, because that

. opens up a story beat where they use different tactics for a bit.
One of them should limit spending or gaining resources in some way
(for example: can't spend Blood, can't drink Blood, can't spend 6s on
Specials, can't use Equipment, etc.). One of them generally makes life
harder: it reduces stats, increases default Challenge or otherwise is
Jjust broadly negative.

Come up with a Last Stand. This is as easy as writing down a vaguely
evocative phrase and then jotting "8D6" next to it, and you're done.

V4




l:‘
Sty & .

w;

{

137

A

P, )

GNVH LHDI¥ - SLNTHJHADNIA

ey
MILITARY
NTITY CARD No.

IDE

I ank or
15sue)

r

i

234 2424
Marks (if

&

ames fand r
at time of

Yea
J-4

Colon@af ]I;i?i_

Personal No.

ght 62

Christian N
ot of E

d@sis nation

Sex

Other D!stmsu.i'

Date of Birth

Hei
.

; forraauan onipy 231

: 9 \-___. E i : [ 3 ”.”... I/ .
“,%‘Eo: jeadde sjuridioBuiy pus ‘ydeifojoyd
(as1AJag JO ULY)

{-op [e12ag)

pajun oy jo Auwly  TESLGHG
(aweN)

851719

- fynuspy 01 §1 SIYL
NOLNIBRSYM ¥
FAA0 SAVEANTD LNVLALAY JHL

1
INFWLEAVIIQ 3Vm




	Table of Contents
	Welcome
	What This Is
	What This Isn’t
	Who Is This For
	What Is a Roleplaying Game?
	What Is This Roleplaying Game?
	The Underlying Ethical Stance of This Game
	Playing Safe
	Playing Antiheroes

	Notes on Tone and Content
	General Content Warnings
	Historical Inaccuracy
	Innocent Bystanders
	Actual Discrimination
	Playing With History

	Setting Up Your Game
	Choosing Your Character
	Who’s Who
	Playing With Identity
	Religion

	Iryna
	Nicole
	Cosgrave
	Chuck
	Astrid
	Flint
	Setting
	Nazis
	F.A.N.G.
	Vampires
	Drop Coffins

	Getting Things Done
	Stats
	Turn Order
	Build Your Dice Pools
	Go Out With a Bang
	Add Bonus Dice
	GM Builds the Threat Pool
	Player Roll
	GM Roll
	Allocate Your Dice
	Take Control With Details
	Example of Play
	Blood
	Injuries
	Downed
	Sharing Blood
	Death
	Healing
	Objectives and Threats
	Reinforcements
	Reinforcements: Example of Play
	Challenge
	Reinforcements Caveat
	Scenes
	Secondary Objectives
	Looting
	Flashbacks
	Flashback Context
	Flashback Question


	Mission Structure
	Briefing
	Coffinfall
	Onwards
	Übermenschen
	The Climax
	The Epilogue

	Running the Game
	Tone
	Pacing
	Convention Games
	Provide Opportunities for Chaos
	When Not To Use the Rules
	Being a nazi (for Pretend)
	On Accents

	The Map
	Planning Your Tour of Paris
	Retreat

	Sector 3
	Place de la Sirene
	Grand Magasin Martin
	Graveyard
	Saint-Médard Church
	Catacombs
	Hôtel L’Étoile

	Sector 2
	The German Technology Pavilion
	Stahlsoldat 
	Metro Station
	Expensive-Looking Garage
	Le Cochon Noir, French Resistance Hideout
	Museum of European Warfare
	Einherjar
	Jardin De Fée, Illuminations and Amusements
	Rust-Witch
	Exhibition of Degenerate Art
	Concert Hall
	Dämonenblut

	Common Enemies
	Sector 1
	Ammunition and Vehicle Depot
	nazi Pleasure Gardens
	The Eiffel Tower
	The Führer’s Zeppelin

	Hitler’s Broadcast Suite
	Werhund

	The Final Scene
	What Does Hitler’s Blood Taste Like?

	Evil Calibration Checklist
	Eat the Reich Was Inspired By..
	Further Adventures
	Hacking Together Your Own Vampires
	Go Hard on the Concept
	Reskin
	Hack
	Do It From Scratch


