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Mein Hirs

This adventure is set in Belgium, during the Battle of the 
Bulge in late 1944. It’s intended for Seasoned characters, 
but is also suitable for those of Novice or Veteran rank 

with a little tinkering to adjust the power of the opposing forces.
By default, the characters are referred to as American 

soldiers, but any member of a non-Soviet, Allied armed service 
can be assigned to the makeshift unit. The Office of Special 
Investigations (OSI) isn’t that picky about the color of uniforms! 
The scenario also assumes the characters haven’t been recruited 
by the OSI yet. However, if you’re inserting this tale into an 
existing campaign where the heroes are already members of that 
organization, you shouldn’t need to make any major changes to 
the plot to accommodate them.

Road Block

The adventure begins on December 21, 1944. The Battle of 
the Bulge has been going on for about five days and the heroes 
are assigned to man a roadblock at a bridge crossing the Aisne 
River. The bridge is in the small Belgian town of Fanzel, home 
to barely a hundred souls.

While Fanzel is close to the German advance, Allied 
command does not believe the Germans are likely to exert much 
push in that direction. Fanzel has little strategic importance, 
and the Aisne isn’t a serious impediment to any major offensive, 
as it is relatively small and there are numerous crossing points. 
In short, Fanzel does not appear to grant any tactical or strategic 
advantage for them to do so.

Between a Rock and Another Rock
Actually, the only reason the hamlet has any defense is the 
OSI uncovered signs of German activity in the nearby village 
of Wéris where ancient peoples erected several tombs and 
standing stones. While the OSI doesn’t understand what 
Sonderkommando H was up to in the area before the Allies 
pushed them back behind the Siegfried Line, it knows Hitler’s 
secret occult unit is never involved in anything mundane.

Nonetheless, the OSI lacked enough evidence to sway 
Allied command into committing major resources to the area, 
especially in light of the aggressive German attack already 
underway. The agency was only able to get a handful of soldiers 
assigned to the protect the village, so it opted to station the 

under-strength unit at the closest bridge across the Aisne, in 
the center of Fanzel.

Reinforcement Plan
Sonderkommando H was interested in the area because Nazi 
blood mages determined it lies at the nexus of several major 
ley lines. The menhirs and tombs were placed by the ancient 
original inhabitants around the countryside at important 
crossing points of the lines. One in particular, named the 
Devil’s Bed, rests on top of the convergence of lines stretching 
across most of Belgium and northern France.

Although most historians believe the Devil’s Bed to be a 
natural formation rather than worked stone, it is actually a 
powerful necromantic artifact. Prior to the Allied invasion of 
France, the blood mages were intrigued by the stone but saw 
no ready use for it. With the new offensive underway, they’ve 
finally found a purpose.

Part of the plan for the offensive includes capturing 
Allied fuel depots to resupply the German armored divisions 
spearheading the assault. However, Germany faces a manpower 
shortage by this time, and that’s where Sturmbannführer 
Wilhelm “Willi” Gerlich, a particularly ambitious member 
of Sonderkommando H, sees his chance. Using particularly 
powerful rituals, the blood mage intends to enact a necromantic 
ritual of immense power, raising the slain across the entire front 
to fight for the Fatherland Germans!

For the magic to work, he needs to complete the spell at 
midnight on the winter’s solstice—December 21, 1944.

Initial Assault

The Battle of the Bulge has been underway for a little less than 
a week. Although the Allies don’t consider Fanzel a high-value 
target, it does sit less than 40 miles north of Bastogne, where 
the 101st Airborne Division was just completely encircled by 
three German divisions. The German advance is continuing to 
press forward, so not surprisingly, every Allied soldier in the 
area is on high alert.Sam
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Weird War II: Mein Hirs

Stand To!
By this point in the offensive, rumors are circulating that 
German commandos disguised as American soldiers are 
infiltrating checkpoints. Suspicions run high, as many GIs 
no longer trust those wearing the same uniform. Impromptu 
quizzes about famous baseball players or US geography are 
often tossed out at roadblocks and checkpoints to verify visitors’ 
background. Unfortunately, not everyone is a sports fan or 
straight-A student, leading to even more confusion and mistrust.

Allow the player characters to set up whatever defenses 
and watches they desire, within the limits of their resources. 
In addition to their standard armament, the squad has been 
assigned a single M1919 (.30) machinegun (Range 24/48/96, 
Damage 2d8, RoF 3, AP 2, Auto, may not move) and a bazooka 
(Range 24/48/96, Damage 4d8, RoF 1, AP 9, HW, SBT, 
Snapfire), and six rockets. At your option, you can flesh out 
the player characters with enough Extras to bring them up to 
a full squad of troops—or leave them short-handed to make 
the fights tougher.

Dead Wolves in GI Clothing
The German attack kicks off with an American jeep driven 
by two GIs approaching the squad’s checkpoint. Allow any 
soldiers at the checkpoint to make a Notice roll to hear the 

jeep’s approach before it rounds the corner before the bridge. 
Any who succeed with a raise are fairly certain they hear more 
than one engine in the distance.

The GIs are actually recently resurrected American zombies 
created by Sturmbannführer Gerlich. They’re freshly enough 
dead to be able to pass as regular Joes—and able to answer any 
clever trivia questions a suspicious guard might throw their way!

The jeep’s driver initially complies with all commands by the 
soldiers on guard. If ordered to halt, he immediately stops the 
vehicle. The driver and passenger get out and approach on foot. 
Should the soldiers at the checkpoint seem nervous, the two 
zombies even disarm and walk forward with their hands raised.

The zombies have had most of their torsos filled with 
explosives. They try to get as many troops inside two overlapping 
Large Burst Templates as possible. Of course, if it looks like the 
characters are going to let them further into the defenses, they 
delay their detonation until they can cause the most damage.

The zombies are also equipped with smoke grenades which 
detonate with the other explosives. The smoke clouds cover 
Large Burst Templates centered on the zombies. The cloud 
only persists for 2d6 rounds, but it does provide cover (−4) for 
attacks against anyone obscured by the cloud. This paves the 
way for the next part of the German assault.
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Weird War II: Mein Hirs

• GI Zombies (2): Use the stats for Zombie, from Weird 
War II, adding the Explode and Fresh Special Abilities. 
Armed with M1 carbines (Range 15/30/60, Damage 
2d6, RoF 1).

Follow-Up Attackers
As soon as the zombies explode, the second part of the German 
attack begins, with a dismounted squad of SS infantry moving 
forward through the village to assault the bridge. The heroes 
may—and probably should—enjoy some early success 
defending against the first wave, but it quickly becomes obvious 
they may be in over their heads.

Once the first squad suffers more than half its number 
in casualties, a halftrack rolls into view and a second squad 
disgorges from the back. The vehicle gunner begins fire support 
for the SS infantry. Still, the characters may be able to present 
enough of a defense to stall the German advance.

Three rounds after the first halftrack appears, the distinct 
sound of a much larger tank heralds the approach of a Tiger 
tank, as well as several transport trucks. The Tiger begins 
shelling any fixed strong points, while suppressing any GIs in 
the open with its machineguns. More and more SS infantry 
swarms out of the transports to press the heroes.

It’s unlikely any weapon they have poses any threat to the 
Tiger. Allow the squad a chance to realize this is a battle they 
can’t win. If they retreat, the German forces half-heartedly 
fire on them, but don’t pursue. The bridge is neither big nor 
strong enough to support the weight of the massive Tiger. 
Furthermore, the German detachment’s mission is to deliver the 
Sturmbannführer to his destination as quickly as possible, not 
engage in unnecessary combat. They are on a very strict timeline.

• SS Infantry (7 per squad): Use the stats for SS Infantry 
from Weird War II. Kar 98K (Range 24/48/96, Damage 
2d8, RoF 1, AP 2, Snapfire) 2 stielhandgranate (Range 
5/10/20, Damage 3d6−2, MBT).

• SS MG42 gunner (2 per squad): Use the stats for SS 
Infantry from Weird War II. MG42 (Range 30/60/120, 
Damage 2d8, RoF 4, AP 2, Auto, Snapfire).

• PzKpfwVI Tiger (1): Use the stats from Weird War II.
• SdKfz 251 Halftrack (3): Use the stats from Weird War II.

Strange Cargo

Once the checkpoint is breached, the German unit quickly 
secures the bridge and intersection in Fanzel. As long as the 
heroes keep their heads down, they can observe the occupation. 
The tank, any remaining halftracks, and the dismounted infantry 
depart in relatively short order, headed southwest along the 
Aisne. If your squad is composed of Veteran characters, you can 
keep one of the halftracks and SS squads to secure the bridge.

A staff car and a pair of Opel-Blitz cargo trucks carrying 
passengers pull into Fanzel. The staff car contains a driver and 
three passengers, all of whom remain in the vehicle. A small 

contingent of SS soldiers disembark from the first truck. A 
successful Notice roll reveals a couple are particularly large men 
and one is extremely big.

The second truck carries what appear to be emaciated 
prisoners of war wearing Allied uniforms of various types and 
nationalities. The SS troops herd the prisoners into a building. 
A handful remain on guard outside, while the larger soldiers 
enter the building itself.

After the prisoners are off-loaded, some of the SS soldiers 
clamber back onto one of the trucks. It and the staff car then 
drive off on a dirt road toward the east and Wéris.

Hostage Crisis
The prisoners are kept inside Fanzel’s small inn about fifty 
yards from the Aisne bridge. A small contingent of SS soldiers 
are stationed outside. Luckily for the squad, the Nazis believe 
they’ve crushed any resistance in their initial assault and don’t 
expect any trouble. Treat them as inactive guards for purposes 
of Stealth rolls.

Inside the inn, the prisoners are being held in the building’s 
large common dining room. An Axis stitch is stationed inside 
the room to prevent any escape attempts by the prisoners. 
Unlike the soldiers outside, the brutes and stitch are paying 
close attention to the charges and treated as active guards.

The prisoners are chained together, complicating any 
attempts to free them without first dealing with the stitch. Even 
if the rescuers manage to avoid detection by the monstrous 
constructs somehow, a separate Lockpicking roll is needed to 
release each prisoner from the chain.

If one of the halftracks and infantry squads remained at the 
bridge, they respond to any gunfire, reinforcing the guards at 
the inn almost as quickly as they can cover the distance between 
the two locations.

• SS Infantry (2, plus 1 per hero): See SS Infantry from 
Weird War II. Steel helmet (+2), 2 stielhandgranate (Range 
5/10/20, Damage 3d6−2, MBT), Kar 98K (Range 
24/48/96, Damage 2d8, RoF 1, AP 2, Snapfire), bayonet 
(Str+d4 or Str+d6, Parry +1, Reach 1, two hands).

• Brutes (2): See Brute from Weird War II. MP40 (Range 
12/24/48, Damage 2d6−1, RoF 1, AP 1, Auto), combat 
knife (Str+d4).

• Axis Stitch (1): See Axis Stitch, Weird War II.

Freed, But Not Free
Once the GIs overcome the guards, they can set to releasing the 
prisoners. The captives are an unexpected mix of internment 
camp prisoners, a few captured Allied soldiers, and even a 
couple of locals. They are all thralls to the blood mage.

Gerlich has been replacing his “expended” thralls with new 
ones pulled either from prisoners of war or simply nearby 
townsfolk. Each is marked on the forehead with strange runes. 
A successful Knowledge (Occult) tells the characters the runes 
are associated with necromantic rituals and binding.
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Weird War II: Mein Hirs

Any member of the OSI immediately recognizes the prisoners 
as thralls to a blood mage. Unfortunately, the character also realizes 
there’s no way to release them from their bondage other than 
taking them out of range of the magic or killing the blood mage 
himself. It’s unlikely the hero knows exactly how far the blood 
mage’s influence extends, but he does know it’s measured in miles.

Talking to the prisoners confirms this and the fact that several 
of their number have died over the past week, their life literally 
drained out of them. If the GIs haven’t had experience with the 
weirder side of war yet, one of the prisoners can explain. Abraham 
Kaminski, an older Polish Jew, has survived several weeks under 
Gerlich’s thumb. He’s also a very observant and wise man.

“I have been watching for some time, and what I’ve learned 
may seem unbelievable, but on my life it is true. The 
German major is using us as batteries for dark magics. When 
something goes amiss with his rituals, one of us pays the price 
rather than him.”

If asked about ways to break the spell, Abraham says, “My 
grandfather was a wise man, and I picked up a few bits of 
his knowledge, but I am no rabbi. I do not know of any way 
to break this charm, other than killing the monster himself. 
Even if you can, it will not stop his sorcery—but he will 
suffer the consequences if something goes awry.”

Beyond that, Abraham knows Gerlich has something 
planned at the stones nearby. The SS officer was adamant the 
assault succeed before midnight. Although he doesn’t know 
exactly what, he overheard enough to know he plans to invoke 
some sorcery affecting the dead over a very large area.

Deciphering Gerlich’s Plan
Most of the captives know or at least guess Gerlich is planning 
something big. He’s added several additional prisoners to the 
usual number of thralls over the last week or so, mostly pulling 
from the masses of POWs captured during the Ardennes 
Offensive as the Wehrmacht swept westward. Unfortunately, 
none have any idea exactly what the blood mage is up to.

A search of the cargo truck does turn up a map of the 
area. Fanzel is circled with a brief note in German beside 
it. If any of the squad can read German, the note says 

“Holding Area.”
A network of several unlabeled and perfectly straight lines all 

converge on the map about a mile northwest of the village. The 
lines do not follow any roads or terrain features. Any character 
who makes a successful Knowledge (Occult) roll identifies them 
as ley lines and their nexus as a likely place of great power.
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Weird War II: Mein Hirs

Interrogation
If the GIs took any of the German soldiers prisoner, they can 
attempt to interrogate them. Handle this as a quick Social 
Contest. In this instance, the heroes can use Intimidation, 
Persuasion, or Taunt, or any combination of those skills. The 
subject resists Intimidation and Persuasion with his Spirit, and 
Taunt with his Smarts.

See the Interrogation Results table for what the squad can 
learn from their prisoners.

Local Sources
Armed with either the map or information garnered from any 
prisoners they may have taken, the GIs can talk to any of the 
local residents for clarification. The innkeeper and his family 
were also being held by the Germans, and once the shooting 
stops several other residents begin to emerge from their homes. 
The villagers mostly speak French and German, but a few can 
get by well enough in English and are all happy to cooperate 
with any Allied troops.

If the squad hasn’t narrowed the search down that far, one of 
the locals tell them she saw the staff car and other vehicle drive 
out of Fanzel on a dirt road to the west. The road eventually 
arrives in a smaller village named Wéris.

Once the soldiers get a little more information on Gerlich’s 
objective, any local resident can identify the area marked on 
the map as the Devil’s Bed: a flat stone that lies about a mile 
to the northwest at the western foot of a small hill sitting 
between Fanzel and Wéris. The Belgians don’t know why a 
German officer would be seeking the rock, but can easily give 
the heroes directions.

Any of the residents can tell the GIs there are several menhirs 
around Wéris. Stones of that sort are fairly unique in the region, 
but the countryside in that vicinity has a number of them. 
Some appear to be tombs, others possibly navigational aids 
or territory markers, and others have unknown purposes. The 
Devil’s Bed is one of the latter.

A few scholars believe it was an altar of some sort, while just 
as many believe it to be nothing more than an unusual natural 
formation. According to local legend, a demon crawls out from 
under another rock atop the nearby hill on some nights near 
midnight. He flies over the countryside before resting on the 
stone until the first rooster crows, signaling the time for him 
to return to Hell.

The Devil’s Bed

Once the squad knows the time or at least the place of Gerlich’s 
ritual, the townsfolk are happy to provide them detailed 
directions to the site. The Devil’s Bed lies on the far side of a 
low, forested ridge. The GIs should have plenty of time to move 
overland to it. Alternatively, a road passes relatively close to the 
Devil’s Bed, so they can also drive a commandeered German 
vehicle if they’re pressed for time.

Should they go overland, the journey takes about half an 
hour, but they do not encounter any Nazi patrols. Ideally, the 
squad should reach the Devil’s Bed just as Gerlich begins his 
ritual, so feel free to require Survival rolls at a −2 penalty to 
navigate through the unfamiliar woods in the dark if they’re 
too far ahead of schedule. However, even if the soldiers fail the 
rolls, they still make it to the Devil’s Bed.

If the characters decide to drive, the trip would normally 
be much shorter—less than ten minutes—but they encounter 
roadblocks, each manned by a handful of SS troopers along the 
road leading to the menhirs. How many is up to you depending 
on how easy a time the characters are having, but there aren’t 
more than three in any case.

Unless they have disguised themselves or some other way to 
avoid the guards, the Germans open fire as soon as they realize 
the vehicle is manned by Allied troops.

• SS Infantry (3): Use the stats for SS Infantry in Weird 
War II. MP40 (Range 12/24/48, Damage 2d6−1, ROF 
3, AP 1), 2 stielhandgranate (Range 5/10/20, Damage 
3d6−2, MBT). One of the soldiers is also armed with a 
panzerfaust (Range 12/24/48, Damage 4d8, RoF 1, HW, 
AP17, SBT).

Battle of the Boulder
The Devil’s Bed sits at the edge of the forest, with a pasture 
stretching out to the west. It is a roughly rectangular stone 
about 8’ long by 5’ wide. It stands approximately 2’ high. 
The Germans drove a short distance across the field from an 
unimproved road to the north. Gerlich’s staff car is parked 
about 10 yards from the stone, its headlights fully illuminating 
the immediate area around the Devil’s Bed.

Gerlich stands behind the stone with his two assistants at 
opposite corners. A prisoner is tied down to the rock with 
ropes secured by stakes, obviously intended as a blood sacrifice. 
Depending on when the GIs arrive, the blood mage may still be 
preparing for the ritual or it may be already underway.

Interrogation Results

Margin of 
Victory Results

1–2
States he was part of a squad guarding 
prisoners, per his orders.

3–4
Admits commander is Sturmbannführer 
Gerlich and a stone formation somewhere to 

the northwest was ultimate goal of assault.

5+
Gerlich told his troops if he could reach a 

place called the Devil’s Bed by midnight, he 

would “raise armies to fight for the Führer.”
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