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Generic Sniper
These silent, deadly attackers use high-powered rifles with optical sights to pick off their targets from a
distance. Snipers can be found in practically every army of the world, lurking in trees, bell towers, or any
elevated, shadowed location. Snipers may operate singly; they may also operate in small groups of other
snipers or attached to a specific infantry unit. Typical tactics involve immobilizing an enemy soldier in an
open area (usually with a bullet through the knee) in the hopes that the wounded soldier’s comrades will
venture forth from cover and try to rescue him. The sniper will then pick off as many as he can.
Equipment: Sidearm, fatigues, sniper rifle (either generic or specific type appropriate to nationality), 6 full
magazines’ worth of ammunition for the rifle (or whatever is appropriate to the sniper’s nationality).

SilCORE Stats
Attributes: AGI +1, APP 0, BUI 0, CRE +1, FIT 0, INF 0, KNO 0, PER +1, PSY 0, WIL 0
Secondary Attributes: STR 0, HEA 0, STA 25, UD 4, AD 3
Skills: Athletics (1/1), Combat Sense (2/2), Defense (1/1), Disguise (1/1), Hand to Hand (1/1), Notice
(2/1), Small Arms (2/1), Stealth (2/2), Survival (1/1)
Basic SilCORE Costs: 19 Character Points, 29 Skill Points.

OGL Stats
Sniper (Fast Ordinary 6), CR 5; Medium-sized human; HD 6d6; hp 21; Mas 11; Init +2; Spd 30 ft.;
Defense 18, touch 18, flat-footed 16 (+2 Dex, +6 Class); BAB +4; Grap +5; Atk +5 melee (1d3+1, fists/as
weapon type); Atk +6 ranged (as weapon type); SQ none; AL any; SV Fort +2, Ref +3, Will +2; AP 0; Rep
+2; Str 12, Dex 14, Con 11, Int 13, Wis 13, Cha 11
Skills: Balance +3, Climb +3, Disguise, Hide +7*, Listen +3, Move Silently +5, Navigate +3, Spot +5,
Survival +3
Feats: Dead Aim, Far Shot, Personal Firearms Proficiency, Simple Weapons Proficiency
Talents: None
*Includes occupation bonus.
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Generic Field Medic
The field medic has the most difficult task of the war: patch up wounded soldiers in or near active combat
zones. Medics are well marked in order to be recognized from a distance. It is hoped that enemy
combatants will give some consideration to the medic’s status and not shoot him as he goes about his
humanitarian mission.
Equipment: Fatigues, helmet, medical kit. Some medics carry a sidearm (either a medium revolver or
medium automatic pistol).

SilCORE Stats
Attributes: AGI 0, APP 0, BUI 0, CRE +1, FIT 0, INF 0, KNO +1, PER +1, PSY 0, WIL 0
Secondary Attributes: STR 0, HEA 0, STA 25, UD 3, AD 3
Skills: Athletics (1/1), Combat Sense (1/1), Defense (2/1), Medicine (Combat) (3/2), Natural Sciences
(Life) (1/1), Notice (2/1), Small Arms (1/1)
Basic SilCORE Costs: 19 Character Points, 30 Skill Points.

OGL Stats
Medic (Dedicated Ordinary 4), CR 3; Medium-sized human; HD 4d6; hp 14; Mas 11; Init +1; Spd 30 ft.;
Defense 14, touch 14, flat-footed 13 (+1 Dex, +3 Class); BAB +3; Grap +3; Atk +3 melee (1d3, fists/as
weapon type); Atk +4 ranged (as weapon type); SQ none; AL any; SV Fort +2, Ref +2, Will +3; AP 0; Rep
+2; Str 11, Dex 12, Con 11, Int 14, Wis 13, Cha 11
Skills: Jump +2, Knowledge (earth and life sciences) +5, Listen +5*, Search +5, Spot +7*, Survival +3,
Treat Injury +8*
Feats: Alertness, Heroic Surge, Simple Weapons Proficiency
Talents: None
*Includes feat and occupation bonuses
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Betsudotai Commando
The mysterious ninjas, mystic assassins of ancient Japan, have been recruited by the Emperor to destroy
all those who stand against the empire! Masters of stealth and guile, these shadowy foes normally
operate in teams of two to six. They can also be organized into squads of 10, which include 2 snipers.
Favored tactics involve slipping behind enemy lines and inspiring fear and confusion via standard hit-andfade tactics. Sometimes, however, they will leave a more “subtle” message – an assassination or a
specific act of vandalism or sabotage – to let their enemies know that there is nowhere that is safe from
the ninja.
Equipment: Specialized fatigues, short sword, 3 doses of Strength of Virtuous Spirit combat drug, satchel
charge, night vision goggles (can see as if daylight), medium SMG (or folding Type 100 – see Signature
Weapons PDF file) and four full magazines of ammunition.
Optional Equipment: Sniper rifle, climbing gear, smoke grenades.
Equipment Note: Betsudotai are the elite of Japan’s fighting forces. As such, they have access to any
equipment and superscience currently in the country’s arsenal. Often the only issue is whether requested
items can be delivered by the requested time.

SilCORE Stats
Attributes: AGI +1, APP 0, BUI 0, CRE 0, FIT +2, INF 0, KNO 0, PER +1, PSY 0, WIL 0
Secondary Attributes: STR +1, HEA +1, STA 30, UD 8, AD 8
Skills: Combat Sense (2/2), Defense (2/1), Demolition/Traps (1/1), Disguise (1/1), Hand to Hand (2/2),
Melee (2/2), Notice (2/1), Small Arms (2/1), Stealth (2/2)
Basic SilCORE Costs: 24 Character Points, 42 Skill Points.

OGL Stats
Betsudotai Commando (Ordinary Fast 6), CR 5; Medium-sized human; HD 6d8+8; hp 33; Mas 13; Init
+3; Spd 30 ft.; Defense 19, touch 19, flat-footed 16 (+3 Dex, +6 Class); BAB +4; Grap +7; Atk +7 melee
(1d4*+3, fists/as weapon type); Atk +7 ranged (as weapon type); SQ none; AL ninja; SV Fort +3, Ref +6,
Will +3; AP 0; Rep +X; Str 16, Dex 16, Con 13, Int 11, Wis 12, Cha 11
Skills: Balance +4, Climb +5, Demolitions +4, Disable Device +1, Escape Artist +4, Hide +8, Move
Silently +8, Swim +1, Tumble +8
Feats: Archaic Weapons Proficiency, Combat Martial Arts, Personal Firearms Proficiency, Simple
Weapons Proficiency
Talents: None
*Includes Combat Martial Arts. Damage may be lethal or non-lethal at character’s discretion.
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NKVD Commissar
The scourge of the Red Army, the NKVD Commissars are responsible for the political well being of the
soldiers. Most Commissars are fanatically loyal to the Communist Party. This is not to say that they are
raving or mentally impaired; rather, they have made upholding Party ideals the single purpose of their
lives. Unfortunately, Commissars cannot be easily dismissed. They have the power to shoot anyone for
anything they consider treasonous or cowardly, and most military units have several Commissars
attached to monitor the troops. To make matters worse, many Commissars outrank the commanders of
the units to which they are assigned, and in the heat of battle Commissars may start overriding orders
that they deem politically inappropriate – even if countermanding those orders gets the unit killed.
Equipment: Uniform, hat (helmet if in combat zones), satchel full of the latest propaganda, heavy
automatic pistol (or Tokarev – see Signature Weapons PDF file) with 2 extra box magazines of
ammunition.
Optional Equipment: Heavy revolver (or Nagant M1895 revolver – see Signature Weapons PDF file)
and silencer.

SilCORE Stats
Attributes: AGI 0, APP 0, BUI 0, CRE 0, FIT 0, INF +1, KNO 0, PER +1, PSY +1, WIL 0
Secondary Attributes: STR 0, HEA 0, STA 25, UD 3, AD 3
Skills: Combat Sense (1/1), Defense (1/1), Etiquette (Communist Party) (2/2), Interrogation (2/2),
Investigation (2/1), Leadership (1/1), Notice (2/1), Small Arms (2/1), Teaching (2/1), Trivia/Lore
(Communist Propaganda) (2/1)
Basic SilCORE Costs: 19 Character Points, 39 Skill Points.

OGL Stats
NKVD Commissar (Charismatic Ordinary 6), CR 5; Medium-sized human; HD 6d6+6; hp 27; Mas 12; Init
+1; Spd 30 ft.; Defense 13, touch 13, flat-footed 12 (+1 Dex, +2 Class); BAB +3; Grap +4; Atk +3 melee
(1d3, fists/as weapon type); Atk +4 ranged (as weapon type); SQ none; AL Communist Party; SV Fort +4,
Ref +4, Will +3; AP 0; Rep +3; Str 11, Dex 12, Con 12, Int 11, Wis 12, Cha 15
Skills: Diplomacy +9, Gather Information +8, Intimidate +9, Investigate, Knowledge (behavioral science)
+5, Knowledge (current events) +3, Knowledge (theology and philosophy) +8, Listen +4, Move Silently
+1, Perform (act) +3, Sense Motive +6, Spot +3
Feats: Frightful Presence (see description in d20 Modern, Will save [DC15]) Personal Firearms
Proficiency, Simple Weapons Proficiency
Talents: None
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OPEN GAME LICENSE Version 1.0a
The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All
Rights Reserved.
1. Definitions: (a)"Contributors" means the copyright and/or trademark owners who have contributed Open Game Content;
(b)"Derivative Material" means copyrighted material including derivative works and translations (including into other computer
languages), potation, modification, correction, addition, extension, upgrade, improvement, compilation, abridgment or other form in
which an existing work may be recast, transformed or adapted; (c) "Distribute" means to reproduce, license, rent, lease, sell,
broadcast, publicly display, transmit or otherwise distribute; (d)"Open Game Content" means the game mechanic and includes the
methods, procedures, processes and routines to the extent such content does not embody the Product Identity and is an
enhancement over the prior art and any additional content clearly identified as Open Game Content by the Contributor, and means
any work covered by this License, including translations and derivative works under copyright law, but specifically excludes Product
Identity. (e) "Product Identity" means product and product line names, logos and identifying marks including trade dress; artifacts;
creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents, language, artwork, symbols, designs,
depictions, likenesses, formats, poses, concepts, themes and graphic, photographic and other visual or audio representations;
names and descriptions of characters, spells, enchantments, personalities, teams, personas, likenesses and special abilities;
places, locations, environments, creatures, equipment, magical or supernatural abilities or effects, logos, symbols, or graphic
designs; and any other trademark or registered trademark clearly identified as Product identity by the owner of the Product Identity,
and which specifically excludes the Open Game Content; (f) "Trademark" means the logos, names, mark, sign, motto, designs that
are used by a Contributor to identify itself or its products or the associated products contributed to the Open Game License by the
Contributor (g) "Use", "Used" or "Using" means to use, Distribute, copy, edit, format, modify, translate and otherwise create
Derivative Material of Open Game Content. (h) "You" or "Your" means the licensee in terms of this agreement.
2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game Content may
only be Used under and in terms of this License. You must affix such a notice to any Open Game Content that you Use. No terms
may be added to or subtracted from this License except as described by the License itself. No other terms or conditions may be
applied to any Open Game Content distributed using this License.
3.Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License.
4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, worldwide,
royalty-free, non-exclusive license with the exact terms of this License to Use, the Open Game Content.
5.Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You represent that
Your Contributions are Your original creation and/or You have sufficient rights to grant the rights conveyed by this License.
6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact text of the
COPYRIGHT NOTICE of any Open Game Content You are copying, modifying or distributing, and You must add the title, the
copyright date, and the copyright holder's name to the COPYRIGHT NOTICE of any original Open Game Content you Distribute.
7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as
expressly licensed in another, independent Agreement with the owner of each element of that Product Identity. You agree not to
indicate compatibility or co-adaptability with any Trademark or Registered Trademark in conjunction with a work containing Open
Game Content except as expressly licensed in another, independent Agreement with the owner of such Trademark or Registered
Trademark. The use of any Product Identity in Open Game Content does not constitute a challenge to the ownership of that Product
Identity. The owner of any Product Identity used in Open Game Content shall retain all rights, title and interest in and to that Product
Identity.
8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are distributing
are Open Game Content.
9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any
authorized version of this License to copy, modify and distribute any Open Game Content originally distributed under any version of
this License.
10. Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You Distribute.
11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless
You have written permission from the Contributor to do so.
12. Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or all of the
Open Game Content due to statute, judicial order, or governmental regulation then You may not Use any Open Game Material so
affected.
13. Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach
within 30 days of becoming aware of the breach. All sublicenses shall survive the termination of this License.
14. Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent
necessary to make it enforceable.
15. COPYRIGHT NOTICE
Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc.
Modern System Reference Document Copyright 2002, Wizards of the Coast, Inc.; Authors Bill Slavicsek, Jeff Grubb, Rich Redman,
Charles Ryan, based on material by Jonathan Tweet, Monte Cook, Skip Williams, Richard Baker, Peter Adkison, Bruce R. Cordell,
John Tynes, Andy Collins, and JD Wiker.
END OF LICENSE

