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INTRODUCTION

If Hitler had not created the Nazis, fiction would have had to invent
them. From Indiana Jones movies to Hellboy comics to just about every
post-1933 modern game setting, “Nazis” fill a convenient role as face-
less villains. Like orcs in fantasy settings or insectlike aliens in science
fiction, they possess a fierce facade and the reputation to match it,
which only it makes it all the more satisfying when a square-jawed hero
levels his weapon and mows them down by the dozens.

All this, of course, has little to do with the truth.

“Nazis” were not actually Nazis, for the most part, but rather Ger-
mans who did not belong to the party. They faced a choice between,
essentially, giving up life itself, or actively playing a small role in
Hitler’s big plans. They saw, suspected, and sensed things that told them
their leaders were corrupt at best, and probably far worse. Some of them
became the Fiihrer’s greatest cheerleaders, all the better to drown out
their own doubts. Some of them simply put the unanswered questions
aside, since their only alternatives required defying German principles
of obedience and community that long predated the swastika.

Few of them deserve to be painted in flat black. They sidestepped
courage to do what their cancerous environment demanded, they commit-
ted sins that they regretted more often than they admitted, they left behind
mothers who cried when they died. They lived flawed, human lives.

That is, until Hitler’s ambitions cut them short. If not monsters, nei-
ther were most Germans the technicians of death that military-history
buffs often admire with little regard for context. Certainly, the Wehrmacht
had a high ratio of elite soldiers, but the average German rifleman entered
battle as ill-trained, ill-equipped, and ill to his stomach as any rival. His
service provided him with marginally superior tactics and weapons — both
of which he used when he could — but it never could provide him a really
good cause for the fighting, and only soldiers with a good cause say that
one doesn’t matter. Germans routinely surrendered by the hundreds to a
few Anglo-American riflemen where, had the roles been reversed, no
G.Ls or Brits would have allowed a few grenadiers to do the same. The
Germans did not do this because their training reduced them to automa-
tons — the popular theory of the time — they did it because they did not
truly believe. SS and other diehards aside, they wanted out. This is not the
esprit de corps of which ballads are spun.

Those seeking a simpler, safer Nazi — an evil target devoid of any
human worth, suitable only for killing — will still find plenty to satisfy
them here. This book describes weapons found almost nowhere else, pro-
vides unit histories and inventories that can be used at a glance, and goes
into detail on many other aspects of Wehrmacht service. It will flesh out
a faceless Nazi or ubergrenadier quite nicely.

It also will help portray a human in inhuman times, for those who
so desire. Though it does not provide concrete answers as to exactly
how the German people allowed themselves to be led down this path, or
exactly how the rest of the world allowed things to get so bad, it will pro-
vide many insights into the often tragic, just-as-often banal, and at times
perversely heroic epic that was the Third Reich.

ABOUT THE AUTHOR

Gene Seabolt joined Steve Jackson Games in 1997 after more than a
decade of newspaper reporting and editing. He has since served in a vari-
ety of roles, currently as GURPS WWII line editor. He lives in San Anto-
nio with his wife, Lee, and sons, Shane and William. He rarely applies the
principles of blitzkrieg, except when rooting in the refrigerator.
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WHAT THEY CARRIED

Heer troops carried an efficient minimum of equipment
for daily usage. See pp. W87-99 for basic gear and weapons.

Papers and ID

Every German soldier carried a standard set of personal
identification. This began with his Soldbuch, or paybook, a
strongly bound booklet somewhat larger than a modern pass-
port and serving much the same purpose. It included a photo-
graph and physical description of the soldier, his service and
medical records, a copy of his identity-disc’s lettering, and his
history of drawing pay outside his own unit. Troopers rou-
tinely carried other documents, such as civil driving licenses,
folded within their paybook. Generally, when about to take
part in an assault, German soldiers left their paybooks with
someone in the rear; they carried them at all times, otherwise.

Troops not on active service carried a Wehrpass, much like
the paybook. Unit administrators kept these for those on duty.

The Wehrmacht issued an identity disc much like dog tags.
It was a zinc oval about 3” across, perforated along the long
axis and with holes drilled in it for a leather cord. The trooper
wore it around his neck. If he was killed, the lower half of the
disc could be snapped off and taken, leaving the upper half with
the body. Both halves initially gave service number, unit, and
blood type. Later discs carried only the service number and a
code for rear-area administrators to look up the rest.

German soldiers generally carried a minimal set of person-
al effects: snapshots of mom (mutti), wife, and/or girlfriend(s);
pornographic post or playing cards; and (for reasons not entire-
ly clear) photos of atrocities or executions they had witnessed.

Medals

See p. W49. About 16% of German soldiers had an Iron
Cross, Second Class, while about 3% wore the First Class ver-
sion. The Wehrmacht and Nazi party issued hundreds of other
medals and awards. Few not discussed on p. W49 would merit
a reaction bonus, though the GM is free to judge differently
depending on circumstances. For instance, most soldiers simply
wouldn’t recognize something like the old-pattern Romanian
Order of the Crown, but the medal might bestow a +1 reaction
from old-guard officers (a small group) if the soldier wore noth-
ing more prominent. If worn with an Iron Cross, the Romanian
medal probably would not add to the reaction bonus.

Civilian awards were not common, though the Cross of
Honor of the German Mother (in bronze for 5-6 children, sil-
ver for 7-8, or gold for more) gave a +1 to reactions among
most Germans, even those not particularly devoted to Nazism.

Infantry Kit

An off-duty rifleman wore underclothes, uniform with first-
aid kit, service cap, and boots, weighing 11.5 Ibs. with jackboots.

Entering combat, he placed two full rifle ammo pouches
on his belt, one to each side of the buckle. He added his exte-
rior suspenders (which normally attached to the ammo pouch-
es) to form his load-carrying gear. He attached a bread bag to
his belt at the right hip, within which he carried a half-day’s
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rations, toiletries, personal effects, and usually his service cap.
He attached his entrenching tool (see p. W88) to his belt at the
left hip with his bayonet (see p. W193) just before it. He
attached a canteen to the bread bag such that it rode near his
right buttock. He slung a gas-mask container over his right
shoulder and fixed it to his belt so that it rode securely over his
left kidney or buttock. He then put on his helmet and picked up
his Karabiner 98k rifle (see p. W92), often slinging it to the
front when marching in the field rather than on parade.

This basic combat load weighed 43 lbs. When possible,
riflemen carried into action only this gear and a grenade or two.

Early rifleman also carried a gas cape (see p. W87) on the
front side of their gas-mask strap, bringing combat encum-
brance to 45 Ibs. total. They began to discard these as fighting
progressed without threat of chemical warfare. Panzer-
grenadiers also often carried goggles for use while in their car-
riers. They wore these slung around their necks in combat.

On the march or when transport was not available to carry
field gear, the rifleman could attach an assault pack or the ror-
nister full pack (treat as a backpack or mountain backpack
respectively; see p. W87) to a yoke hung from his braces high
on his shoulders. With this, the trooper’s greatcoat (treat as a
trenchcoat, p. W87), blanket, and shelter half were rolled
together and strapped horseshoe-style over the top of the pack.
This assembly added 17.5 (for the assault pack) or 22.5 Ibs. to
encumbrance before anything was added to the backpack
other than stakes and rope for using the shelter half as a tent.

See pp. 57-59 for more details on much of this equipment.

Wuar CARRIED THEM

Whenever possible, troops moved by train. Standard
troop trains carried a tank platoon, a motorized company and
support elements, or 350 infantrymen with baggage and hors-
es. An infantry division required 35-40 of these trains, a panz-
er division twice that. Trains averaged 150-200 miles daily in
Germany, 60 near the front. They carried 1-3 AA guns.

Once on the road, German infantry divisions averaged 3
mph at all hours, motorized divisions 16 mph in daytime or 10
mph at night, and armored divisions 12 mph during daylight
or 7 mph after dark. Infantry could cover short distances at 4
mph but rarely averaged more than 20 miles per day, half that
in rough terrain or bad weather. Motorized divisions averaged
90-150 miles, armored divisions 60-90 on good roads. As with
all armies, a German division formed an incredibly long col-
umn on the march. An infantry division stretched 25 miles
with no space between subunits, a panzer division 59.

Less commonly, troops moved by ship. In game terms, the
general staff set aside 40 VSPs (see p. W118) of cargo space per
soldier, 160 per horse, 200 per light vehicle, 400 per truck or
heavy artillery piece, or 500 for a medium tank. (The GURPS
WWII design system requires much less space. These are his-
torical figures, whereas the game rules assume very high effi-
ciency.) This averaged to 110 VSPs per man with gear in an
infantry division, with careful loading. Simply rushing every-
one on and off ferries multiplied space needs by as much as 7!

THE GERMAN ARMY



GURPS Nazi Germany Ranks

MR  Army (Air Force) Waffen-SS, Gestapo Navy Police Nazi Party

8 Generalfeldmarschallf Reichsfiihrer-SS Grossadmiral - Reichsleiter

8 Generaloberst SS-Oberstgruppenfiihrer Generaladmiral Generaloberst -

8 General SS-Obergruppenfiihrer Admiral General Gauleiter

7 Generalleutnant SS-Gruppenfiihrer Vizeadmiral Generalleutnant -

7 Generalmajor SS-Brigadefiihrer Konteradmiral Generalmajor Deputy Gauleiter
6 Oberst SS-Oberf., -Standartenfithrer Kapitin*, Kommodore Oberst —

5 Oberstleutnant SS-Obersturmbannfiihrer Fregattenkapitdn Oberstleutnant Kreisleiter

4 Major SS-Sturmbannfiihrer Korvettenkapitin Major -

4 Hauptmann SS-Hauptsturmfiihrer Kapitéanleutnant Hauptmann Ortsgruppenleiter
3 Oberleutnant SS-Obersturmfiihrer Oberleutnant™® Oberleutnant Zellenleiter

3 Leutnant SS-Untersturmfiihrer Leutnant* Leutnant Blockleiter

2 Stabsfeldwebel SS-Sturmscharfiihrer Stabsoberbootsmann  Meister Hauptbereitschaftsl.
2 Hauptfeldwebel SS-Stabsscharfiihrer Oberbootsmann Hauptwachtmeister -

2 Oberfeldwebel SS-Hauptscharfiihrer Stabsbootsmann Kompaniehauptwachtm. Oberbereitschaftsleiter
1 Feldwebel SS-Oberscharfiihrer Bootsmann Revieroberwachtmeister Bereitschaftsleiter
1 Unterfeldwebel SS-Scharfiihrer Stabssteurmann Oberwachtmeister -

1 Obergefreiter SS-Unterscharfiihrer Matrosen-Obergefr. ~ Wachtmeister Hauptarbeitsleiter
0 Gefreiter SS-Rottenfiihrer Matrosen-Gefreiter ~ Rottwachtmeister Oberarbeitsleiter
0 Oberschiitze SS-Sturmmann - Unterwachtmeister Arbeitsleiter

0 Schiitze (Flieger) SS-Mann Matrosen Anwirter Helfer

A “~=" means no equivalent rank.

Most Heer (army) officer ranks are followed by the branch of service; e.g., Hauptmann der Infantrie.

1 Luftwaffe (air force) officer ranks are followed by “der Flieger.” Goring alone held the top Rank 8 title, Reichsmarschall.
* Kriegsmarine (navy) officer ranks marked with an asterisk are followed by “zur See.”

Police officer ranks are followed by “der Gendarmerie” or “der Polizei.”

Patron see pp. W63, W181

Nazi Germany essentially worked on the patronage sys-
tem. Hitler served as a patron to many generals and party offi-
cials, these generals and officials themselves served as patrons
for field officers and mid-level functionaries, and so on.

Many of these relationships would not qualify as Patrons
in game terms, however. For a superior to qualify as a GURPS
patron, he would have to be willing to stick by the character
in thin times as well as thick. This wasn’t typical Nazi behav-
ior. Hitler would gladly reward an officer who had pleased
him, but for the most part he would just as quickly get rid of
the fellow once he fouled up. He had his exceptions — Albert
Speer (p. 54) certainly qualified as one — but not many.

Those who do have Hitler as a Patron must treat him as a
30-point national government, no matter his personal point
cost. In this case, his assertion that he was the state holds true.

Rank see pp. 96, W62, W179

All members of the German armed forces, including the
police, have Military Rank as described in the corebook.

Nazi officials (p. 96) have Administrative Rank rather than
Military Rank. It works exactly the same way, except it applies
to the party apparatus rather than armed forces. The two func-
tions often overlapped in one man, and in turn overlapped with
civil posts that had their own Administrative Rank. Only the
highest of these Ranks should be paid for in these cases. A Nazi
gauleiter would gain little reach, just breadth, of power by
becoming an SS-Obersturmbannfiihrer or civil mayor.

Administrative Rank within Nazi Germany improves
Status just like Military Rank (p. W66) does, but characters
with a mix of both sorts of Rank only get the Status bonus for
the highest one.

Note that the Germans had many more enlisted grades
than was common for the period. In fact, the table still trun-
cates them. For instance, technically a gefreiter was a corporal
—but a German gefreiter only held duties comparable to an act-
ing corporal in most armies, not taking a true leader role until
becoming an obergefreiter, a sort of senior corporal. The tran-
sition from corporal to sergeant was one rank in the U.S. Army.
In the Wehrmacht, the obergefreiter advanced to stabsgefreiter,
then unteroffizier, then unterfeldwebel, taking on sergeant-
comparable duties somewhere within the last two ranks.

Special branches usually had special grades. For instance,
aradioman was a funker rather than schiitze, and an ordnance
staff sergeant was a feuerwerker rather than feldwebel.

Furthermore, some enlisted grades changed names when
the holder reached a certain service-time threshold.

After November 1942, Hitler changed the private grade
from schiitze to grenadier for most riflemen. Mountain and
Jéger units retained the old grade. Riflemen also were called
fusilier in regiments with the same name, or musketier within
some infantry units of the panzer corps Gross Deutschland.

This state of affairs should illustrate that the GM should
feel free to create fictional special grades in his campaign.

Army officer ranks in combat arms had only one alternate
name. A hauptmann in the cavalry was called a rittmeister.
Non-combat arms had many special officer-equivalent ranks.
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KMS BISMARCK

The KMS Bismarck met a spectacular end at British hand :

in May 1941 (p. W20). Her sister ship, Tirpitz, worried the 7

British until they finally destroyed her in November 1944. Nei-
ther had any significant impact on the war, but the Bismarck
has come to represent what the Kriegsmarine could have done
... and what the Royal Navy prevented it from accomplishing.

The Bismarck normally carries a crew of 2,192 officers and
men. Overall, 286 crew stations are scattered around the ship to
represent bridge spaces and gunner’s stations, but the vast
majority of the crew does not need crew stations. They load the
weapons, tend the engines, or repair battle damage, instead.

Seaman of all nations coveted posting to a battleship, not
only for the prestige, but because the ships were far and away
the most spacious and comfortable warships in any navy. The
Bismarck is no different. A full 55 VSPs per crewmen of
access space has been added to this design, which transforms
the environment from the elbow-in-stomach coziness of a
submarine to something equivalent to a modern office build-
ing — not truly private, but far from oppressive. This access
space is assumed to include full access (p. 69) for any ship’s
components that might need it, which amounts to a small per-
centage of the extra crew-space investment.

This still leaves 5,000 VSPs in the body and superstruc-
ture to carry cargo — and all battleships carried a lot of cargo
— but it was exclusively working materials. Lockers contain-
ing fire hoses, life jackets, plumbing supplies, first-aid kits,
etc. will be scattered throughout the ship.

Bismarck carried six Ar 196s (p. 84) — three in hangars, two
as cargo, and one ready to launch — and four ship’s launches.

The main turrets hydraulically traverse at 1° per second, or
12 crew members manually rotate one at 0.2° per second. The
150mm-gun turrets traverse at 3° per second, or 12 crew mem-
bers manually rotate one at 1.5° per second. The 105mm-gun
turrets traverse at 5° per second, or eight crew members manu-
ally rotate one at 1.7° per second. Two crew members manual-
ly rotate each 37mm open mount at 13° per second. The gunner
manually rotates each 20mm open mount at 18° per second.

The Bismarck burns 6,200 gallons of diesel (fuel oil) per
hour at routine usage. Fuel, ammo, and food cost $2.7 million.

KMS Bismarck

Subassemblies: Medium Battleship chassis +11; water-
proofed Small Capital superstructure [Body:T] +8; four
waterproofed limited-rotation Small Naval turrets with
mild slope [Body:T] +5; six waterproofed limited-rotation
Large Secondary turrets with mild slope [Body:T] +4;
eight waterproofed limited-rotation Medium Secondary
turrets [Sup:T] +4; eight limited-rotation Medium Weapon
open mounts [Sup:T] +1; six limited-rotation Small
Weapon open mounts [Sup:T] +0.

Powertrain: Three 34,300-kW steam turbines with three
34,300-kW screws and 2.73 million-gallon standard fuel
tanks. Eight 500-kW and 10 690-kW diesel engines used
as electrical plants to power turret traversing gear, lights,
etc. Also carries 9,000 gallons of gas for seaplanes.

Ocec: See above. Cargo: See above.

THE GERMAN ARMORY

Armor B RL B T U

Body: 4/1,030 4/1,030 4/1,030 4/275  4/500
Super: 4/485  4/485  4/485  4/165 -
Bridge*: 0/+645 0/+645 0/+645 0/+545 0/+200
SN Turs:  5/1,730  4/600  4/1,030 4/500 -
LS Turs: 5/280  4/200  4/200  4/150 -
MS Turs: 4/200  4/150  4/150  4/120 -
MW, SW OMs: 4/40 0/0 0/0 0/0 -

* Armored station for 15 crew members.

Weaponry

8x15” Naval Guns/SK-C/34 [SN Turs:F] (100).*

12x150mm Med. DP Guns/SK-C/28 [LS Turs:F] (200).*

16x105mm Med. DP Guns/SK-C/33 [MS Turs:F] (500).*

16x37mm Med. Gr. ACs/SK-C/33 [MW OMs:F] (1,875).*

12x20mm Long Gr. ACs/SK-C/30 [SW OMs:F] (4,875).*

* Linked in pairs at one pair per turret or open mount; in all
cases ammo allotment in parentheses is per gun.

Equipment

Body: 89,000 bilge; 200 bilge pumps; brigs and restraints for
10 crew bunks; 2,000 bunks; 200 cabins; two 10-ton
cranes; 88 environmental control; four 15-ton external
cradles for ship’s launches; 30 fire extinguishers; 20 halls;
132,000 man-days of provisions; three surgeries; two 60-
ton winches; 10 workshops; four 225-kW traversing
gears for Small Naval turrets; four 95-kW traversing
gears for Large Secondary turrets. Super: Autopilot; 25
cabins; five luxury cabins; 15 fire extinguishers; three fire
direction centers; three 100-VSP hangar bays; two launch
catapults; three sets of navigation instruments; 17-mile
targeting radar; large radio direction finder; very large
radio receiver; large radio transmitter; very large radio
transmitter; six searchlights; sound detector; mainframe
targeting computer dedicated to main guns; eight 95-kW
traversing gears for Medium Secondary turrets.

Statistics
Size: 824°x118’x180 Payload: 10K tons Lwt: 49K tons
Volume: 574K MH: 62 Cost: $16.7TM

HT: 7. HPs: 720K Body, 12,000 Superstructure, 1,900 each
SN Turret, 900 each LS Turret, 750 each MS Turret, 75
each MW OM, 45 each SW OM.

wSpeed: 33 wAccel: 0.3 wDecel: 0.1 (0.25) wMR: 0.02 wSR: 6
Draft 31°. Flotation Rating 51,600 tons.

Design Notes

The design’s wSpeed was 29 mph; this has been
increased to the historical figure. The design’s draft was 40” —
this has been reduced substantially to the historical figure.

Bismarck carries a huge amount of fuel — even by battle-
ship standards — as a sleight of hand to circumvent treaty limi-
tations. Much of the tankage was counted as bilges (p. 69) in the
original plans, reducing loaded weight considerably on paper.
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FACELESS FoES

Putting aside the Golden Rule, mocking Nazis is a lot of
fun. (In this case, the term “Nazi” is willfully applied to any-
one in Hitler’s military employ.) Many GMs will gleefully
ignore much of this book in painting their Germans as by-the-
numbers bad guys. That works perfectly well in many popu-
lar genres. In particular, the Hellboy roleplaying game, which
uses the same rules as the GURPS WWII series, takes this art
form to untold heights.

For the uninitiated, a few pointers include:

Ve Have Vays of Making You Talk

And we, in turn, have ways of making Nazis talk. They
pronounce “w” as “v.” (“Vaitress, ve vill vant vaffles viff our
breakfast.””) They phrase most everything as a threat. (“Ve vill
have vaffles, vaitress!”) They are always bombastic and often
impatient. (“More coffee, schnell!””) Except when they’re gloat-
ing. (“Is gooooooot. Now you vill get me non-dairy creamer.”)

Certain catchphrases dominate amidst the fiery stuff:
“Sieg Heil!,” “Heil Hitler!,” “Amerikaner Schweine!,” and
“Glory of the Reich.” Everything — even breakfast waffles — is
for the glory of the Reich. In the gloating stages, Nazis might
purringly concede that they and their adversaries — the PCs —
might have been good comrades, if of course the Nazi wasn’t
an Aryan superman and the PCs subhuman worms.

We also have ways of making them walk, the goose step,
from which Nazis always come to a heel-clicking stop. (In
real life, the Heer specifically forbade most instructors from
teaching the goose step during the war. The Wehrmacht only
used it on parade, though earlier German armies goose-
stepped on the march.)

Ve Have Vays of Making You Die

Making a stereotypical Nazi act like a nincompoop is a
lot easier than getting him to die like one. The GM must fine-
ly balance that these are supposed to be most worthy adver-
saries, even though he intends for the PCs to fill the Queen
Mary with their corpses.

The most simple device bridging this gap is the Aim
maneuver (p. W198). In this sort of campaign, Nazis always
step out into the open, level their submachine gun, and take a
second to Aim. This will give their opponents a leisurely sec-
ond to obliterate the Nazi with an unaimed shot, all the while
holding out the threat that if they miss, they’ll be in a world of
hurt. Some subtle phrasing can keep this from becoming too
obvious of a ploy: “Out of the corner of your eye you see a
Nazi leveling his MP40 at you,” suggests that the Nazi thinks
he has time to aim. “Given the range, the Nazi puts his eye to
his gun sights,” suggests that he thinks his best bet is to aim
for a difficult shot. Conversely, when Nazis really are too far
away to hit anything, have them spray unaimed bullets around
like madmen.

To further increase the body count, Nazis should always
enter combat in single file. (To keep these stormtroopers from
appearing to be complete idiots, it’s wise to stage combat in
old castles or other environments with lots of long, narrow
corridors . . .) This prevents more than one of them from

shooting back at a time. It allows powerful weapons to blow
through the first target and injure one or more behind him. (If
using the WWII Lite rules, simply assume that any damage
beyond each target’s HT passes through him. It attacks the
next Nazi on a 9 or less, or whatever it would have taken to
hit him on purpose, whichever is worse. He probably won’t be
able to dodge, because the previous victim will block his line
of sight to the attacker.) In this sort of cinematic campaign, the
GM might as well allow automatic-weapon users to attack the
entire line, en masse, by applying the rules for indirect
Machine-Gun Fire (see p. W202) to direct-fire bursts.

Nothing Vill Stop Us Now!

Of course, real Nazis don’t actually fight the war; they
spend their time looking for shortcuts to bring Germany a
guaranteed victory. The shortcut usually represents the adven-
ture’s goal, with the PCs pursuing it for their own use, or sim-
ply trying to keep it out of dirty Nazi hands.

These McGutffins may take the form of wonder weapons
(pp- 121-122), ancient mystical artifacts of great power, even
attempts to assassinate prominent Allied leaders. No matter
how badly the PCs may fail in their race against the Nazis, the
GM should really, really avoid allowing the stormtroopers to
secure their prize and use it without actually obtaining world
domination. As silly as it sometimes is, the conventions of this
genre assume that when a Nazi proclaims, “With Wendell
Willkie dead, the Third Reich will rule the world!” then the
threat will carry out as he promises. (For the record, Willkie
died in 1944, but the Nazis probably would have wanted to
stop him before his 1940 “Miracle at Philadelphia” fatally
divided Republican opposition to Roosevelt, or even before
his 1942 goodwill tour of the Allied fronts.)

The GM can booby-trap the McGuffin, so that it doesn’t
perform as the Nazis expected (see Raiders of the Lost Ark for
a prime example of the PCs failing miserably but coming out
on top), but this effect should be immediate and heavy-handed.

Historically, German propagandists constantly dreamed
up these sorts of lurid threats, in the process displaying almost
no clue as to their enemy’s priorities. The loudspeaker procla-
mation that “The Statue of Liberty is kaput!” as an attempt to
gut American morale in Saving Private Ryan is an excellent
example. The above convention, in which fictional heroes
have to take almost comical Nazi boasts seriously, may have
evolved as a satirical response to this real behavior.
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Many alternate-history settings hinge upon Germany win-
ning WWIL. Just about everyone has a pet pivotal moment in
which the Third Reich could have turned the tide. (For both
readers who don’t have one, common examples include: con-
quering the United Kingdom in Operation Sea Lion, maintain-
ing the uneasy alliance with the U.S.S.R. instead of attacking
it, capturing Malta and thereby securing the Mediterranean,
making allies of all the disgruntled ex-Soviets in conquered
lands instead of persecuting them, or getting the best German
technology into battle more quickly and in greater numbers.)
This section won’t dwell on the how of Germany winning the
war, but rather deal with the question, “What now?”

The Reich-5 setting in GURPS Alternate Earths pro-
vides one detailed example of what might have been, but its
future history doesn’t stress what the Nazis themselves
planned. This section describes their very real agenda for the
Aryan peace after WWIIL.

The New Order

The Nazis planned a massive integration of a Greater
Reich stretching from the French border to the Urals. New
autobahns (highways) would have knitted together this far-
ranging empire. Berlin (renamed Germania), Hamburg,
Nuremberg, Munich, and Vienna would have become
Fiihrerstddte, or administrative centers, with Trondheim in
Norway transformed into the world’s premier naval base. Ger-
many proper would have retained all heavy industry with the
rest of the Reich supplying raw materials and labor.
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The former Soviet lands would have been developed in a
spoke-and-hub system. Each town, laid out on a square grid,
would have had eight equally spaced roads leading straight
toward farming villages. The Russians themselves, those that
remained after the SS exterminated everyone on its list, would
have been shipped to Siberia, with a garrison line keeping
them there. The Nazis often promised their soldiers plots of
land in this “Russian colony” once the war ended.

Leveling the Playing Field

The Nazis greatly distrusted the German aristocracy, but
in practice noble followers provided them a much needed
veneer of legitimacy. Many party leaders, including Hitler
himself, struggled to completely rid themselves of the genu-
flecting reflex.
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NDEX

15cm infantry gun, 71.
88mm gun, 71.

Access space rules, 69.
Action digest, 40.
Advantages, 42-44.

Aerial combat statistics, 116.

Afrika Korps, 14-15, 17-19, 54, 72, 118.

Agru Front, 49.

Air campaign, Allied, see Third Reich.

Ammunition, special, 60.

Amphetamines, 58.

Appearance advantage, 42.

Ar 196, 33, 84, 93.

Armor Allocation Table, 38-39.

Army, see Heer.

Arts, 102.

Assault guns, 20, 30, 80, 83.

Athenia, 11.

Auschwitz, 16, 23, 103, 107.

Automated vehicles, 69.

Barbarossa, 14-15, 77, 104, 111.

Barkhorn, Erich Gerhard, 48.

Basic training, 34.

Battle of Britain, 12-13, 116.

Beck, Gen. Ludwig, 19, 55.

Beer-Hall Putsch, 8.

Bergen-Belsen, 23.

Berlin, 8-9, 13, 28, 95, 103, 124; Battle
of, 24, 38, 46, 54, 98, 109.

Bf 110, 88.

Bilges, 69.

Bismarck, 6; battleship KMS, 33, 84, 93.

Black market, 97, 98, 99, 103, 120.
Blitz, the, 13, 116.

Bocage, 24, 118.

Bombing campaign, see Third Reich.
Book-burnings, 102.

Boots, 57.

Bormann, Martin, 52, 125.

Bosch, Karl, 100.

Brandenburger, 14.

Briining, Heinrich, 9.

Buchenwald, 10, 23.

Bulge, Battle of, 26.

Bundesrat, 6.

Burgfrieden, 7.

Campaigns, 110-125.

Canaris, Adm. Wilhelm, 11, 55.

Capitalism, 100.

Case White, 11.

Case Yellow, 12.

Character templates, 46-51; Eastern Front
Experte, 48; Gestapo, 50; Hausfrau,
51; Hitler Youth, 47; Submariner, 49;
Volkssturm, 46.

Characters, 41-55; female, 42, 47, 51, 53-
54, 101; Generalstab skills for, 29.

Chassis, new option, 65.

Civil service, 102; ranks and pay, 99.

Cluster bombs, 67.

Code of Honor disadvantage, 44.

Cold, 119.

Combat, cannon-fodder suggestions, 115.

Commerce raiders, 33.

Commissar Order, 14.

Communists, German, 8-10, 42, 44.

Computers, 69.

Concentration camps, 10, 16, 45, 107.

Conscription, 34.

Conspiracy to kill Hitler, 11, 19, 20,
24-25, 53, 55.

Corruption, 97, 99.

Cost of Living, 100; table, 45.

Courts, 50, 98.

Crew space minimums, 69.

Criminals, 98.

D-Day, 24.

Dachau, 10.

Dam-busting bombs, 20.

Damn Nazis, 115.

Danzig, 11.

Death’s Head SS, 31, 98.

Denunciation, 96, 100, 102.

Depression, 9.

Deutschland, see Third Reich.

Disadvantages, 44-45.

Dividends, corporate, 100.

Dolchstosslegende, 7.

Dé6nitz, Grand Adm. Karl, 26, 28, 49, 55.

Dunkirk, 12.

Eastern Front experte template, 48.

Ebert, Friedrich, 9.

Education, 101.

Eichmann, Adolf, 16.

Einsatzgruppen, 11, 112.

Electric motors, 66, 82, 91-92.

Electronic warfare, 13, 88.

Enabling Act, 10.

Enemies disadvantage, 44-45.

Engine accessories, 65-66.

Entente, Triple, 6, 8.

Equipment, 36, 56-93, 111-112.

Escape attempts, 106, 107.

Evading military duty, 97.

Executions, 98, 111.

Expenses, 45, 100.

Falaise Pocket, 24.

Fallschirmjcger, 12, 32, 113; special gear
for, 57-59; special weapons for, 64-65.

Family life, 101.

Fanaticism disadvantage, 45.

Farming, 95, 124.

Fatherland, see Third Reich.

Females in the Reich, 42, 47, 51, 53-54,
101; pay modifier, 100.

Field gear, 57-58.

Field marshals, 13, 55; special
Reichsmarschall rank, 43.

Film industry, 102.

Final Solution, see Holocaust.

Flags, 104-105.

Flooding rules, 69.

Food, 35, 58; POW rations, 106;
shortages upon conquest, 104.

Foreign Office, 54, 96.

Foreigners in Wehrmacht and SS, 35.

Fortress policy, 25.

France, invasion and occupation of, 12, 105.

Freikorps, 8.

Fiihrer, Myth, 52, 97, 100; see also Hitler.

Furlough, 35.

Fw 190, 85.

Gas, see Oil and fuel.

General staff, 28-29.

German Small Arms table, 60-61.

Germany, physical description, 95; see
also Third Reich.

Gestapo, 10, 17, 24, 50, 96, 98; character
template, 50.

Gleichschaltung, 10.

Goebbels, Paul Joseph, 11, 52, 97, 102,
103, 125; joking twists on name, 97,
profile, 52.

Goring, Hermann, 10, 12-13, 21, 28, 32,
43,50, 52-53, 97, 102, 103, 113, 125;
profile, 52-53.
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Gotterddmmerung, Die, 14.

Grabbers, 103.

Grade emblems, 37.

Graf Spee, KMS, 11, 33, 84.

Graft, 97, 99.

Guderian, Gen. Heinz, 21, 28, 122.

Guns, 60-65; vehicular, 66-68.

Gypsies, 16, 23, 44, 120.

Halder, Franz, 21, 55.

Hartmann, Erich, 48.

Heat, 118-119.

Heer, 11-15, 17-22, 24-26, 28-31, 34-40,
111-115, 118-119; composition of, 30-
31; ranks, 43.

Helicopters, 122.

Helmets, 57.

Hetzer assault gun, 83.

Heydrich, Reinhard, 11, 12, 16, 98.

High society, 102.

Himmler, 10, 11, 23, 31, 50, 53, 98, 101,
125; profile, 53.

Historian’s War, 125.

Hitler Youth, 29, 34, 47, 98, 101;
character template, 47.

Hitler, 9-26, 28-29, 31, 33-34, 43, 46-47,
52-55, 79-81, 83, 86, 96-109, 112,
115, 120-121, 124-125; conspiracy to
kill, 11, 19, 20, 24-25, 53, 55; joins
party, 8; profile, 53; salute, 97.

Holocaust, 16, 23, 44-45, 52-53, 107;
alternate version of, 125; arts and,
102; buying papers to flee, 97, 103;
German Jews before, 95; Jewish
Question, 16; events leading to, 6,7, 8,
10, 12.

Homosexuality, 16, 44, 102, 103.

1.G. Farben, 100.

IBM, 69.

Inflation, 8, 9.

Informing Gestapo of crimes, 96, 100, 102.

Invention rules, 121-122.

Iron Cross, 36, 53.

Jackboots, 57.

Jagdpanzers, 80.

Jazz, 103, 120.

Jews, also see Holocaust.

Jodl, Gen. Alfred, 55.

Ju 52, 86.

Ju 88, 87.

Kaiser Wilhelm II, 6.

Kasserine Pass, 19.

Keitel, Field Marshal Wilhelm, 14, 28, 55.

Kesselring, Field Marshal Albert, 13, 21,
25, 55.

Key to vehicle stats, 70.

Koch, Ilse, 23.

KPD, see Communists, German.

Kriegsmarine, 11-15, 28-29, 31, 33, 37,
109, 117; organization and strength,
33; ranks, 43; uniforms, 57; see also
U-boats.

Kripo, 50, 98.

Kristallnacht, 10.

Krupp, 100.

Krupp-Protze “Boxer,” 73.

Kultur, 97.

Kursk, Battle of, 20, 38, 55, 81, 122.

Labor Service, 34.

Law Enforcement, 50, 98; Powers
advantage, 50.

League of Nations, 9.

Leave, 35.

Lebensborn, 101.

Lebensraum, 10.

leichter Panzerspidhwagen SdKfz 222, 75.

Ley, Robert, 99.

Literature, 102.

Ludendorff, Erich, 7-9.

Luftwaffe, 11-15, 17-22, 28-29, 31-32,
37-39, 48, 106, 108, 116; defeat of, 22;

formation of, 28; organization and
strength, 32; pilot template, 48;

ranks, 43.
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Madagascar, shipping Jews to, 12, 16.

March violets, 96.

Marching rates, 36.

Me 262, 89.

Medals, 36.

Mein Kampf, 8, 53, 102.

Mengele, Josef, 23.

Methanol-water injection, 65-66, 85, 87.

Milch, Erhard, 12.

Military districts, 29.

Mischlinge, 10.

Model, Field Marshal Walther, 55.

Money, 44, 99-100.

Morgen, Konrad, 23.

Moscow, battle of, 15.

Motors, 66, 82, 91-92.

Mud, 119.

Mussolini, 8, 12, 14, 21, 54.

Musterung, 34.

Nahverteidigungswaffe discharger, 69.

National Labor Front, 99.

National redoubt, 108.

National Socialism 8-10, 34, 94-109;
membership, 95-96; origins, 8; ranks,
43, 96.

Nazi Germany, see Third Reich.

Nazi party, see National Socialism.

NCO training, 35.

New Order, 124-125.

Night fighters, 88.

Night of the Long Knives, 10.

Night life, 103, 120.

Nitrous oxide, 65-66, 85, 87.

Norway, invasion and occupation
of, 12, 105.

NSDAP, see National Socialism.

Nuremberg trials, 26, 52-55.

Officer training, 35.

Oflag, 106.

Oil and fuel, 11, 17, 18, 65-66, 112;
Allied use of, 24, 112; black-market
price, 99.

OKH, 28.

OKW, 28.

Old soldiers, 96, 102.

Opel-Blitz 4x2, 73.

Panzer division locations, 38-39.

Panzer Encounter table, 39.

Panzerautomaten, 69.

Panzers, 1, 77; 11, 78; 111, 79; IV variants,
80; V Panther, 81; VI Konigstiger, 82.

Papers, 36; forged, 99.

Paratroops, see Fallschirmjiiger.

Paris, 7, 120.

Partisans, 15, 22, 42, 104-105, 118.

Patron advantage, 43.

Pay, 35, 44, 99-100; paybook, 36.

People’s Court, 50, 98.

Persecutions, see Holocaust.

Pervitin, 58.

Piping, 37.

Polish Question, the, 125.

Polygamy, 125.

Pontoons, 84.

POWs, 11, 35, 51, 96.

Prussian code of honor, 44.

Punishment, Operation, 15.

Raeder, Grand Adm. Erich, 13, 28, 55.

Railroads, 7, 15, 16, 22, 36, 104, 119.

Ranks in Nazi Germany, 43, 96;
emblems, 37; pay at various Nazi
party, 99; Volkssturm, 46.

Rathenau, Walther, 8.

Rationing, 99.

Rations, 35, 58; POW, 106.

Realpolitik, 6.

Refugee ships, 109.

Reichsheer, 8, 10, 28, 31.

Reichsmarks, 44, 99-100.

Reichstag, 6, 7, 9, 26; fire, 10.

Reinhardt, Django, 120.

Reitsch, Hanna, 53-54.

Religion, 100, 125.
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Resistance, see Partisans.

Ribbentrop, Joachim von, 96; profile, 54.

Rohm, Ernest, 10.

Rommel, Field Marshal Erwin, 14-15, 17-
19, 24, 54-55, 118; profile, 54.

Ruhr, 8-9, 11, 20, 26, 55, 95.

S-boot, 33, 90.

SA, see Sturm Abteilung.

Salute, Hitler and military, 97.

Schlieffen Plan, 7.

Schooling, 101.

Schorner, Field Marshal Ferdinand, 26, 55.

Schupo, 50, 98.

schwerer Panzerspihwagen SdKfz 231
(8-Rad), 76.

SD, 50, 98.

SdKfz 2 kleines Ketten-Krad, 72.

SdKfz 7 mittlerer Zugkraftwagen, 74.

SdKfz 10 leichter Zugkraftwagen, 74.

SdKfz 251 leichter
Schiitzenpanzerwagen, 75.

Sea Lion, 13.

Serial numbers, 45.

Service colors, 37.

Sex, 101, 103; polygamy, 125.

Shipping troops, 36.

Sinking refugee ships, 109.

Sipo, 98.

Sitzkrieg, 11.

Sixth Army, 18-19, 114.

Skorzeny, Otto, 21, 114; profile, 54.

Small arms, 60-65.

Smoke discharger, improved, 69.

Sobibdr, 16, 107.

Social Darwinism, 6, 16.

Social Democratic Party, 6, 7, 8-9.

Social mobility, 96.

Social Stigma disadvantage, 45.

Sonderkommandos, 16, 107.

Spartakus Union, 8.

SPD, 6, 7, 8-9.

Speer, Albert, 43; profile, 54.

SS, 10, 11, 14, 16, 23, 26, 50, 98;
different organizations within, 31; see
also Waffen-SS.

“Stab in the Back” legend, 7.

Stalag, 106.

Stalin, 11, 17, 26.

Stalingrad, 18-19, 25, 106; Putsch, 19.

Star of David, 12, 16.
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Status, 45.

Sterilization program, 107.

Sturm Abteilung, 8, 10; purge of, 10.

Tables, Action Digest, 40; Armor
Allocation, 38-39; German Small
Arms, 60-61; GURPS Nazi Germany
Ranks, 43; Panzer Encounter, 39;
Status/Cost of Living, 45; Vehicular
Weapons, 68; Weapon Modules, 68.

Tattoos, 45.

Theater, 102.

Third Reich, 94-109; bombing of, 12, 13,
17, 20, 22, 28, 103; conditions in, 17,
early days, 10; future plans of, 124-
125; government of, 104-105; history,
5-26; humor in, 97; map, 104; travel
in, 119.

Travel, 36, 118-120.

Treblinka, 16, 107.

Triangles, worn in camps, 16.

Typhoon, Operation, 15.

U-boats, 11-12, 14, 33, 49, 66, 91-92,
117; Jews hiding in Berlin, 103;
submariner character template, 49;
Typ VII, 91; Typ XXIII, 92.

Uniforms, 37, 57.

Universities, 101.

Unnatural Feature disadvantage, 45.

V-1 and V-2 flying bombs, 22, 25, 120, 123.

Vehicles, 65-93; Ar 196, 84; Bf 110, 88;
designing new in campaign, 121-122;
Fw 190, 85; Hetzer, 83; Ju 52, 86; Ju
88, 87; key, 70, KMS Bismarck, 93;
Krupp-Protze “Boxer”, 13; leichter
Panzerspihwagen SdKfz 222, 75; Me
262, 89; new components, 69; Opel-
Blitz 4x2, 73; Panzer I, 77; Panzer II,
78 Panzer Il1, 79; Panzer IV variants,
80; Panzer V Panther, 81, Panzer VI
Konigstiger, 82; Panzerabwehr
Hubschrauber I, 122; S-boot, 90;
schwerer Panzerspihwagen SdKfz 231
(8-Rad), 76; SdKfz 10 leichter
Zugkraftwagen, 74; SdKfz 2 kleines
Ketten-Krad, 72; SdKfz 251 leichter
Schiitzenpanzerwagen, 75; SdKfz 7
mittlerer Zugkraftwagen, 74; U-boot
Typ VII, 91; U-boot Typ XXIII, 92;
Volkswagen Kiibelwagen, 72.

Vehicular Weapons Table, 68.

Vichy, 12.

Volkisch politics, 6, 7, 8, 47, 97.

Volkssturm, 34, 46; character
template, 46.

Volkswagen, 99; Kiibelwagen, 72.

von Bock, Field Marshal Fedor, 55.

von Brauchitsch, Field Marshal Walther,
12, 28, 55.

von Hindenburg, Paul, 7, 9, 10.

von Kleist, Field Marshal Ewald, 55.

von Kluge, Field Marshal Giinther, 55.

von Manstein, Field Marshal Erich, 19,
20, 55.

von Papen, Franz, 9.

von Paulus, Field Marshal Friedrich,
18-19, 21, 55.

von Rundstedt, Field Marshal Gerd, 12,
24, 55.

von Schleicher, Kurt, 9.

von Stauffenberg, Claus Schenk
Graf, 24-25.

von Tresckow, Henning, 20.

Waffen-SS, 21, 26, 28, 31, 96; foreign
service in, 35; ranks, 43.

Wages, 35, 44, 99-100.

‘Wannsee Conference, 16.

Waves of divisional organization, 31.

Wealth advantage, 44.

‘Weapon Modules Table, 68.

Weapons 60-68; personal, 60-65;
vehicular, 66-68.

Wehrmacht, 11-15, 17-22, 24-40, 96, 108,
111-120; evading duty in, 97, foreign
service in, 35; governing role, 104-
105, 107; ranks, 43; salute, 97;
training, 34.

Weimar, 8-9, 103.

Weltpolitik, 6.

Wenck, Gen. Walther, 55.

Werewolves, 47.

Wilhelm Gustloff, 109.

Winter Fund, 97.

‘Women, see Females in the Reich.

‘Wonder weapons, 25, 121-123.

Z Plan, 33.

Zimmerit paste, 69.

Zitadelle, 20.

Zivilisation, 97.

Zyklon-B, 16.
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