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Hellfighters

H
ellfighters is a Plot Point Campaign that follows 
the exploits of the American 369th Infantry 
Regiment from the time the unit is attached to 

the French army until shortly after the Second Battle 
of the Marne. The campaign covers a period of five 
months and covers a wide geographic area of the 
Western Front.

The Second Battle of the Marne was part of the 
great German “Peace Offensives” designed to smash 
the British army and force the Allies to sue for peace. 
Unfortunately for the Kaiser’s troops, the French 
successfully deduced where the attack would fall and 
52 German divisions smashed themselves against 
prepared defenses. Adding to their misery, the 
weirdness of the war reared its ugly head and the attack 
foundered right where the initial German attacks were 
stopped four years earlier.

After a period of acclimation on a quiet sector of the 
front, the heroes find themselves in the midst of this 
furious battle. They not only confront German troops 
and the mind-blasting encounters of the weird wars, 
but an evil hundreds of years old that threatens the 
Allied efforts. At the end of this campaign they will 
have truly earned the name “Harlem Hellfighters.”

Heroes from Harlem

The 369th Infantry Regiment

The player characters are all members of the U.S. 
Army’s 369th Infantry Regiment, also known as the 
“Rattlers” after the rattlesnake on their unit crest. The 
unit began life as the 15th New York National Guard 
Regiment. African-Americans from Harlem in New 
York City fill the ranks of this unit, though all but seven 
of its officers are white. As a National Guard unit, all the 
enlisted men are drawn from a fairly small geographic 
area and most have known each other for quite some 
time, but many of the officers are newly assigned. The 

players should determine their backgrounds, what 
they did back in Harlem, existing friendships, and any 
other subplots that might have followed them into 
combat in France.

Most of the 369th’s soldiers experienced significant 
racial discrimination in their pre-deployment training 
in South Carolina, and this shared adversity helped the 
soldiers in the unit bond together.

Now the soldiers are all members of the same 8-man 
rifle squad. Their company commander, Captain 
Ronald Hawthorne, is a white officer from New York, 
while their platoon leader, Second Lieutenant Richard 
Williams, is an African—American, as are all the NCOs.

The unit arrived in France on January 1st, 1918 
and was initially assigned to labor duties building a 
logistics infrastructure for the tide of American troops 
following along behind them. The 369th was then 
assigned to the French 16th Division on the front line in 

Suggested Sequence of Events

Sessions Adventure

1 The Afrique Sector

2–3 Mission Generator

1 The Old North Church

1–2 Mission Generator

1 Reminder of Home

2–3 Mission Generator

1 Cry Wolf

1–2 Mission Generator

1 Bad Blood

1 Chateau de Loup

11–12 Weirdness
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mid-March. The men wear the blue helmets and leather 
equipment of the poilu (French soldier) but retain their 
American khaki uniforms. They use French Lebel rifles 
and bayonets, with Chauchat light machine guns 
and Hotchkiss heavy machine guns rounding out the 
unit’s arsenal. See the Weird War One Player’s Guide for 
equipment statistics.

The Afrique Sector

Read the following as the heroes head to the front:

After a trans-Atlantic voyage and a couple of months 
laying railroad track and building warehouses and 
barracks for the soon to arrive American Expeditionary 
Force, the old 15th New York began advanced training 
with the French Army. Several weeks of intense combat 
training and weapons familiarization followed. You 
and your friends now finds yourselves assigned to 
the French 16th Army at a sector of the Champagne-
Ardennes front fittingly called Afrique. A French 
liaison officer, Capitaine d’Apcher, is assigned to 
your unit and quickly becomes a favorite due to his 
fair nature and good humor, despite the foul smelling 
herbal tea he drinks every morning like clockwork.

The heroes have time to settle into the trenches. 
The 369th, integrated into the French 16th Division, 
assigns a sector to each of the three battalions, placing 
two companies in the front trenches, with a third in 
reserve. This assignment lasts for 30 days, followed 
by ten days in the rear area to rest, clean up, and 
get hot chow.

First Blood

Several days after arriving at the front, the heroes’ 
squad is alerted for action by Capitaine d’Apcher:

“Mes amis, tonight you become real soldiers. We will 
move across No Man’s Land and visit the Boche in 
their homes. I have read your training reports, and 
have full confidence in your ability to carry out this 
simple mission. We will raid the German trenches and 
hopefully bag a prisoner or important documents. Be 
prepared at midnight.”

The heroes have a few hours before they set off 
with Capitaine d’Apcher, who wants the soldiers to 
use only melee weapons to avoid drawing attention 
to their attack. Once they go over the top, each soldier 
should make three Stealth rolls. Those who fail draw 
the attention of a German machine-gun nest, subjecting 
them to a burst of Heavy Fire.

Unfortunately, someone on the other side had the 
same bright idea, and halfway across No Man’s Land 
the heroes encounter a Boche raiding party heading 
toward American lines. The Americans should make 
an opposed Notice roll versus the Germans’ Stealth. 
If they win, they spot the Boche and can begin the 
combat normally, otherwise the Germans ambush 
the American patrol. Capitaine d’Apcher once again 
reminds the troops to use melee weapons only, and 
the fight is joined. If anyone uses firearms, the area 
is treated to Heavy Fire that affects all combatants. 
It is overcast with little moonlight, so illumination 
levels are Dark.

Hellfighters head for France
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• German Infantry (equal to heroes’ squad): Use 
German Infantryman from Weird War One Player’s 
Handbook. They are armed with various melee 
weapons (Str+d4) and slung Gewehr 98 rifles 
(Range 24/48/96, Damage 2d8, RoF 1, AP 2).

Aftermath

After the fight, Capitaine d’Apcher orders the Germans 
searched for documents. A successful Notice roll nets 
one piece of intel, with a raise finding a map of German 
defenses that was supposed to be left back in the 
command post. Any wounded Boche are treated and 
brought back to the Allied lines for interrogation.

Once back in friendly lines, a French advisor praises 
the men for their skill and courage. If they retrieved any 
intelligence or prisoners, he returns the next day with 
several bottles of wine and champagne for the heroes.

The Daily Grind

The soldiers of the 369th continue to gain experience 
fighting along the Ardennes and neighboring 
Champagne sectors. As shown on the Suggested 
Sequence of Events, this is represented by 2–4 
randomly generated missions. Each mission should 
be separated by 10–14 days, and Capitaine d’Apcher 
accompanies the heroes on many of their missions as 
a military liaison and advisor. He acts as a source of 

information on the conditions and dangers of the front, 
and can pass on any information the War Master desires.

The men get time to rotate to the rear for a few days 
every two weeks or so until July 12, 1918. Remember, 
though, there is nowhere that is safe from the 
strangeness of the Weird Wars, and even in the rear the 
troops may encounter things awoken by the bloodshed 
and terror of four years of carnage and violence.

At the end of this time, the regiment shifts sectors in 
preparation for the Second Battle of the Marne. Allied 
intelligence has pinpointed the next big German attack, 
which kicks off July 15, 1918 as the 369th moves to the 
threatened area. Reinforcements are added to bring the 
heroes’ squad up to strength, although no officers are 
available to replace any losses in that category.

This Unhallowed Ground
Shortly after the heroes’ unit arrives in its new sector, 
the French Army counterattacks the Germans to 
destroy what little gains the Kaiser’s troops made in 
the opening stages of the Second Battle of the Marne.

As the 369th prepares for its part of the great 
counterattack, Capitaine d’Apcher arrives early in the 
morning at the squad’s dugout with a steaming mug 
of his disgusting smelling herbal tea and a French 
civilian in tow. He introduces the man to the heroes as 
Monsieur Berthet.

“Mes amis, Monsieur Berthet was the Mayor of the 
town whose ruins you can just make out on the horizon. 
He has asked the command that we send a party to 
the remains of the town’s church to retrieve some holy 
artifacts left behind when the fighting swept over this 
area. With your Captain’s permission, tonight we will 
venture forth to save these relics before the tide of battle 
has a chance to destroy them. I have arranged for a 
bombardment to strike the Boche lines at midnight to 
distract them from our nocturnal activities, so we must 
reach the church by then.”

It takes the patrol four sprints (see Heavy Fire in 
the Weird War One Player’s Guide) to reach the ruins of 
the church. Once they reach the crumbling building, 
an artillery barrage begins to land on the German 
lines, allowing the squad to use hooded lanterns or 
flashlights to begin their search.

Each soldier should make a Notice roll. Those who 
succeed find a few smashed religious items in the altar 
area. A soldier getting a raise finds a trapdoor behind 
the altar—just before it and other hidden holes burst 
open and a flood of murderous tunnel brood pour out 
to attack the squad.

Once the lurkers are dealt with, the heroes can head 
down into the catacombs beneath the church. It quickly 
becomes evident that the tunnel brood originally 
were the townsfolk of this village, who sought refuge 

RACISM

The tale of the Hellfighters is also a tale 

of racism, the ignorant individuals who 

embraced or allowed it, and brave men and 

women of many colors who fought against 

it. It's an integral part of this tale and of 

course the real heroes, the men of the Harlem 

Hellfighters' themselves. Shying away from 

that issue would not serve the story or their 

valiant record.

This is a highly sensitive issue, however, 

and players should have a frank conversation 

with the War Master before starting this 

campaign about what kinds of language and 

actions are acceptable. While games can be 

an excellent and immersive tool to explore 

deep and tragic issues like racism, this is still 

a social activity that should be as enjoyable 

as it is thought-provoking.

So speak frankly about boundaries, dive 

into a heroic but flawed episode in world 

history, and be especially sensitive to those 

friends of yours who may still wrestle with 

the ignorance and fear of racism.
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from the war underground and slowly, horrifically 
transformed in their new home.

Another half hour of searching and a successful Notice 
roll finds no artifacts. The mayor was simply arranging 
for a “grocery delivery” for his warped constituents.

• Tunnel Brood (3 per Hero): Use Tunnel Brood 
from Weird War One War Master’s Handbook. They 
are armed with clubs (Str+d4), axes (Str+d6), and 
trench knives (Str+d4+1).

Reminder of Home
One day while the squad is resting in the forward 
trenches with Capitaine d’Apcher during a quiet 
spell, they are approached by a group of public affairs 
officers from AEF headquarters. Among this group is 
a well-known Southern newspaper reporter, Saxton 
Bigby. The officer in charge of the group, Major Arnold 
Whitman, introduces the heroes and recounts some of 
their exploits. Bigby then interviews the soldiers.

It’s obvious from some of his racially charged 
questions and remarks that he doesn’t think much of 
black soldiers serving on the front lines.

At the end of the interview, Bigby suggests to the 
public affairs officer that he be allowed to accompany 
the squad on a trench raid. The squad leader is ordered 
to make it happen that night.

• Saxton Bigby: Use Reporter from Weird War 
One Player’s Handbook. He is armed with a pistol 
(Range 12/24/48, Damage 2d6, RoF 1, AP 1).

A Dark and Stormy Night

That night a heavy downpour blankets the battlefield, 
with lightning occasionally providing quick flashes of 
illumination. The patrol moves out with the reporter, 
Sacton Bigby, in tow. Each soldier should make three 
Stealth rolls at +2 due to the storm. Failure results in a 
Heavy Fire roll.

The patrol soon reaches a huge crater ten yards in 
diameter and three yards deep, into which they slither 
for a breather. Unfortunately, the hole is home to 
several plasmoids, who attack the moment the patrol 
enters the muck of their lair. Due to the rain and 
slippery nature of the muddy crater, getting out while 
in combat requires a Agility roll at −2.

• Plasmoid (5): Use the Plasmoid from Weird War 
One War Master’s Handbook.

If Bigby survives the encounter he begs the squad 
leader to call off the mission and return to the Allied 
lines. If Capitaine d’Apcher is with the patrol, he makes 
the call and the heroes return to their trenches.

The next day, Bigby, with a new found respect for 
the soldiers of the 369th, writes a glowing article on the 
bravery of the “Men of Bronze.”

Crying Wolf
The heroes’ squad comes under a particularly heavy 
German barrage (see Barrages in the Weird War One 
Players Guide). It consists of heavy artillery, but since 
the heroes are in French trenches, a base die of d6 is 
rolled to determine any casualties.
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Once the smoke clears, a German counterattack 
sweeps across No Man’s Land, consisting of a wave 
of 30 German infantry charging across No Man’s Land 
toward this section of trench. Unfortunately for the 
heroes’ squad, the machine-gun nest covering their 
sector received a direct hit, so it’s up to them to stop 
this attack.

• German Infantry (30): Use German Infantryman 
from Weird War One Player’s Handbook. They are 
armed with Gewehr 98 rifles (Range 24/48/96, 
Damage 2d8, RoF 1, AP 2) and 2 hand grenades 
each (Range 5/10/20, Damage 3d6, MBT).

The Kaiser’s troops charge out of the smoke and dust 
60 yards away, but the broken terrain counts as Difficult 
Ground and slows their movement by half. When 
they get within 40 yards, three stop to lob grenades 
at the Americans. At 20 yards, they stop for a round 
to struggle through the barbed wire emplacements in 
front of the heroes’ trenches.

Bad Moon Rising

Once the German attack is dealt with the troops 
can take stock of their situation. Their trenches are 
heavily damaged, with their command dugout taking 
a direct hit. Capitaine d’Apcher is unhurt, but all of 
his personal possessions were destroyed. When one of 
the troops jokes that they don’t have to smell his nasty 
tea in the mornings, the French officer flies into an 
uncharacteristic rage. If questioned later, he apologizes 
and explains that he lost some mementos of great 
personal value to him among his destroyed possessions.

Several nights later, any Hellfighters on guard duty 
are startled to wakefulness by a bone chilling howl that 
reverberates across the battlefield, seemingly amplified 
by the full moon hanging overhead. If anyone asks 
what might make such a sound, Capitaine d’Apcher 
is not in the squad’s area, but one of the troops might 
remember him heading to the rear for a meeting earlier 
in the evening.

The next day, any hero with Streetwise hears tales of 
men found torn to pieces. A raise on a Streetwise roll 
gets a name to go along with this: “The Hound of Mons.”

That night it’s the player characters’ turn to face the 
horrors of the battlefield. Around midnight the soldiers 
hear screams and animalistic roars coming from a 
neighboring section of trench. If they move toward the 
sound of combat, they find a squad of men under attack 
by a monstrous, wolf-like creature! Several soldiers are 
already torn into bloody shreds.

If the characters don’t respond to the 
distress, the beast finishes its bloody business then 

bounds into their trench to continue its rampage.
The creature is, of course, Capitaine d’Apcher, who 

is one of the terrifying “Beasts” of Gévaudan. The 
creature attacks until Incapacitated, at which time 
it regresses back into a seemingly dead Capitaine 
d’Apcher! How the heroes deal with this is up to them, 
but shortly after his death is reported, a team of French 
troops arrives to take his body away.

The neighboring squad was decimated by the 
Beast, but one of the men, Henry Roberts, is seriously 
wounded and can be stabilized with a Healing roll. 
Roberts is a popular man in the company, an excellent 
musician who all the heroes know and like from back 

in Harlem. Once stabilized, he’s sent to a hospital in 
the rear for further treatment of his serious wounds.

 ? Capitaine d’Apcher (Lesser Beast of Gévaudan): 
See page 11.
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