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ALL GUNS BLAZING

An adventure Module for the role playing game Operation: Fallen Reich suitable for 4 player.
!is is the first in what hopefully will be a small series of shorter adventures.

 All under the common title Wicked Times.

!is is a true work of fiction.
If you recognise your name in the text, it can mean one of two things:

(a) It is pure coincidence
(b) You either got a very fancy name or you are a jolly good person, feel honoured.

  Author:      Totte Alm
  Newspapers:    © http://www.ukpressonline.co.uk
  Map:     London Geographical Institute

  Maps and graphics:   Totte Alm
  Editing:     Totte Alm

  Play testers:    Jesper Alm
       Axel Svenstam
       Simon Westerberg

  Tools used:    OmniGraffle
       Cheetah 3D
       Graphic Converter
       Pages
       FilterForge
       DAZ Studio 3
       Carrara 8
       Bryce 7
       

If you like this adventure, please make a small donation:
Donate using Paypal

You can get the high resolution version 3000x3000 pixels of the chapel map.
Just make a donation using paypal and write map in the comment.

Designers note: I did not only spend a lot of time making this adventure, I also did spend real 
money for access to the newspaper archives at http://www.ukpressonline.co.uk, moreover for the DAZ 3D 

Studio 3D models of the truck, the chapel and the Bofors 40mm gun. 
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ADVENTURE BACKGROUND

For several weeks, German agents working together with a few Fallens have been 
pursuing a full scale operation on the British isles. !ey have been watched by 
operatives working for Operation: Fallen Reich, and a few days before this adventure 
starts, two important O:FR members have been brutally murdered. !e police is 
performing the usual inquiries, the newspapers are speculating, but O:FR HQ can only guess what really 
lies behind these murders on wealthy landowners in different parts of country. !e first murder was 
performed in Poole, Dorset, Southwest of Southampton and the second was committed in Pontypool, 
Monmouthshire in south Wales. !e murders were committed with only two days between them, and the 
police is looking for a woman seen together with at least one of the men. !e woman is no one else than the 
expert of disguise and assassinations, the German agent Helga Wolmayer (that appeared in the opening 
scene of 7.5o From Victoria). She will be soon become a real nemesis of the characters.

THE PLOT

German intelligence have found out that the American Grenville Clark, one of President Roosevelt’s most 
trusted men and a veteran from the great war, will arrive in Birmingham for a secret meeting with his 
British counterpart for a discussion of how the USA would be able to support Great Britain in case of war.  
!e Germans plan to shoot down the aircraft on its approach to Birmingham and cause a diplomatic crisis 
that will increase the isolationistic thoughts in the US, leaving Britain wide open when the time comes. 

Helga Wolmayer have found the perfect spot, a haunted chapel in a clearing forest straight under the 
inflight line to the Birmingham airfield. She have arranged so that a Bofors 40mm Antiaircraft gun 
controlled by a Gerätgheist will be at the chapel grounds, shooting down the aircraft. 

!e plane will arrive whenever the characters find the Ghost Chapel, but no later than June, 4. If the 
characters haven’t located the Ghost Chapel by then, the plane is shot down, and the characters will 
probably be in big trouble, but that is GM decision.

ADVENTURE BACKGROUND FOR THE PLAYERS

!e characters are gathered at Millbourough House outside Oxford for some training and they have spent 
three days together with the not just slightly absentminded Professor Dudwinton, head of the 
Parapsychological Institution of Oxford University. !e training have been very tough and they have spent 
many hours every day performing different kind of parapsychological experiments, like mind reading, 
telepathy, telekinesis with no noticeable success what so ever.

Any character having any of the above powers or ”disorders” will be very keen on hiding them to the other 
players, and from the professor to avoid ending up as a guinea pig at the parapsychological institution.

!e weather has been good so far this spring, but the weather forecast for the rest of the week is heavy rains 
and thunderstorms. A large low pressure area has come in from the Atlantic and will probably stay over the 
British Isles until next week.
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ADVENTURE START - THURSDAY, JUNE 1

!e adventure starts around lunchtime on !ursday, June 1, when the one of characters, preferably a male 
character, gets an envelope in the mail. !e envelope contains a book and a letter from the local university 
library about an overdue book, the very same book they just got sent to them. !e book is The Jungle Book 
by Rudyard Kipling. !e letter is from O:FR, and the returning of the book is just another way for the 
organisation to deliver important documents to the operatives. It is perfectly normal for someone to return a 
book at the library.

AT THE LIBRARY

If the character doesn’t follow the instructions, which clearly states that the book should be returned in 
person to the person who wrote the letter, GM will have to find out a way to get things right, and at the 
same time embarrass the character who did not comply to written instructions.  

Otherwise, when the characters asks for Helen M. Clarke, a middle-ages rather round woman with thick 
glasses and untidy grey hair will appear through a door saying STAFF ONLY. She wears a tightly buttoned 
grey dress and ask him rather short to come with her.  

Inside the private section of the library, she leads the way to a small office at the end of a long corridor and 
show him in. In the room, she takes the book and the note and toss them into a black bag, and then she picks 
up an envelope from the very same bag, and hands it over to the characters with these words:

- ”To be opened when you are back at the house, now hurry.”

IN THE ENVELOPE - A MISSION FORMS

When the character opens the envelope, hand over the map of Ludlow and the page with all the newspaper 
cuts plus the note from O:FR.  

Now, the players needs to understand where Ludlow is. British geography isn’t that easy, so let them roll an 
Orientation to fully grasp the location. !ere are several possible ways of transportation to Ludlow, where 
Train, Car or Buss will be the most commonly used.

Going by train will take the characters from Oxford Station to Ludlow station via Worcester, on the 
Worcester Line. !is is a 5 hour trip including several stops.

Going by bus from Oxford to Ludlow will go by Gloucester and is a 7 hour trip with a change of bus in 
Gloucester.

Going directly by car will take about 4 hours.

Due to the extreme weather in the forecasts, flight is impossible, even for an experienced pilot, all airfields 
are closed.

Hand over the Player Map of England and Wales, and when they ask for locations of the murders and 
Ludlow, point with an accuracy depending on how well they rolled for the Orientation.
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THE MAP

On the GM Map, several locations are marked:
(1) Poole, where the first murder took place.
(2) Pontypool, where the second murder took place.
(3) Ludlow, where the characters are supposed to meet with Mr. Ian Harrington.

!is player map will be used in the following adventures in the Wicked Times series.

THE TRIP TO LUDLOW
!e trip to Ludlow will not pass entirely peaceful, on the contrary, things will go wild in different ways 
depending of what means of transportation the characters chose. 

Just ten minutes from Ludlow, they will be attacked by a Voltergeist, a cloud like apparition that will attack 
with lightning bolts until it is out of energy and goes back home to where it came from. !is Voltergeist has 
a stability of 25, and will lose 5 stability for each lightning bolt it fires, which without a too complicated 
mathematical calculations reveals that is can throw five lightning bolts before it is dismissed.

All characters can make a Sixth-Sense 15, and any success will reveal a massive disturbance in the cosmic 
balance in this place. !e imbalance will go away with the Voltergeist. Any character with knowledge of 
simple Rituals can perform those to drain the Voltergeist stability, preventing it from firing more bolts.

!e Voltergeist can only fire one lightning bolt each second round, giving the characters some breath 
between the attacks. Any characters that has served in the war will need to roll a Courage 15 or get post 
dramatic stress disorder flashbacks from artillery shells hitting the trenches, just hiding prone.  

Aiming at a person with a lightning bolt from 200 yards up in the sky in darkness and rain is difficult and 
the Voltergeist will need to roll 14 or higher on the d20 to score a hit on a freely visible target, and 22 to hit a 
target hiding in cover. !e hit is burn damage, treat as sharp, and will cause 1d20+10 of damage to the 
character hit. He will try to hit another character as long as he has lightning bolts left.

Voltergeist
Flash, !under

Voltergeist
Flash, !under

Voltergeist
Flash, !under

Voltergeist
Flash, !under

Voltergeist
Flash, !under

Reaction: 9 Defence: 18 Toughness: 15 All melee skills: - Stability: 25

Pain limit: 18 Aura: 12 Courage: unlimited All Perceptive skills: 15All Perceptive skills: 15

Sixth Sense: 15

Lightning bolt: 14 to his (22 in a target hiding in cover) 1d20+10 burn (sharp) damage.Lightning bolt: 14 to his (22 in a target hiding in cover) 1d20+10 burn (sharp) damage.Lightning bolt: 14 to his (22 in a target hiding in cover) 1d20+10 burn (sharp) damage.Lightning bolt: 14 to his (22 in a target hiding in cover) 1d20+10 burn (sharp) damage.Lightning bolt: 14 to his (22 in a target hiding in cover) 1d20+10 burn (sharp) damage.

Description:
!e Voltergeist looks like a very dark, round cloud with about 10 yards in diameter. !ey take severe damage from sunlight, 6 
stability / round, so they only come out a night.
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stability / round, so they only come out a night.
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stability / round, so they only come out a night.
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TRAVEL BY TRAIN
!is is a rather short train, three coaches and a small older engine from before the war, and the characters 
are sitting in the second coach. !e train only have open area coaches. Sitting in the warm and comfortable 
train coach with the storm raging outside, slamming rain against the windows is rather pleasant experience. 
Until, a lightning strikes close up front and the train suddenly stops in the middle of nowhere. !en another 
lightning strikes, and another. All sending waves of thunder through the shaking train. People starts to 
scream ”The train is on fire! The train is on fire!” , and anyone looking out will see that the coach ahead of 
them is shooting flames out of a few of the windows, and people are throwing them self out of the train. 
Smoke is also coming out of the engine in more places than the chimney. 

The Voltergeist now has two lightning bolts left, use them wisely.

If the characters stay inside the coach, their coach will be hit next and they will have to roll a Reaction to 
avoid getting hit by shrapnels from broken windows that will fly around when the lightning hit, setting 
people and furniture on fire. 1d20 sharp damage.

If the characters leave the train the Voltergeist will try to hit them.

TRAVEL BY BUS
Sitting in the warm and comfortable bus with the storm raging outside, slamming rain against the windows 
is rather pleasant experience. Until, a lightning strikes close up front and split a tree that falls over the road. 
!e driver, Mr. Holland, makes an emergency evasive manoeuvre and successfully stops the bus before is 
slams into the trunk.

If a character is driving the bus for some reason, a Cars 15  is requires to prevent the bus from slamming into 
the trunk. A failure will cause 1d20+4 blunt damage to every passenger and a 20 precent chance of another 
1d20+4 sharp damage. 

When the bus is finally stopped, another lightning will strike, than another one.  If the bus stopped without 
an accident, the last of the two lightning bolts will split a nearby tree so it falls over the bus. A Reaction 15 is 
required to stay unharmed., otherwise each character that did not succeed with the Reaction roll takes 
1d20+4 blunt damage + 6 points of sharp damage from the broken glass.

The Voltergeist now has two lightning bolts left, use them wisely.

Now, the Voltergeist will try to hit the characters with his lightning bolts.

TRAVEL BY CAR
Sitting in the car with the storm raging outside, slamming rain against the windows is rather pleasant 
experience. Until, a lightning strikes close up front and split a tree that falls over the road. For the character 
driving the car, a Cars 15 is requires to prevent the car from slamming into the trunk. A failure will cause 
1d20+4 blunt damage to every passenger and a 20 precent chance of another 1d20+4 sharp damage. 

When the car is finally stopped, another lightning will strike, than another one.  If the car stopped without 
an accident, the last of the two lightning bolts will split a nearby tree so it falls over the car. A Reaction 15 is 
required to stay unharmed., otherwise each character that did not succeed with the Reaction roll takes 
1d20+4 blunt damage + 6 points of sharp damage from the broken glass.

The Voltergeist now has two lightning bolts left, use them wisely.

Now, the Voltergeist will try to hit the characters with his lightning bolts.
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GM Notes
The rest of the journey is up to DM to decide, but as 
the attack of the Voltergeist happened just a few 
miles from  Ludlow, a walk in the refreshing rain 
might do them good. Ambulances and the Fire 
brigade will arrive within 15 minutes to the scene 
of accidents. In the case of train or bus, there will 
be several casualties among the other passengers, 
and maybe even among the characters.

Ludlow points of interest:
(A) Priors Halton
(B) Marry Knoll (Ghost Chapels location)
(C) !e asylum
(D) Fishmore

PRIORS HALTON - OUTSIDE LUDLOW

Priors Halton is a small village formed by two dozen houses along the main 
road, a bumpy grovel road. Mr. Ian Harrington lives in the third house on the 
right, coming from Ludlow.  

Here is the description of the house.

1. THE FRONT DOOR

Leading to the large, 8 feet tall double door is are some 
massive stone stairs, chiselled from blocks of granite.

!e massive oak doors have a large, worn, door knocker in 
the shape of a lion head.

2. THE HALLWAY

!e hallway is rather sparsely furnished which only a few shelves for shoes 
and cloth hangers, and a few paintings on the wall. Observation 15 to see that 
there is no woman living in this house. 
Observation 15  again, to hear repetitive noise from the door ahead (a record 
stuck at the inner track).

3. THE LIVING ROOM

Hand out Ian’s death scene to the players, a picture says more than 1000 words. Although, Observation to 
grasp the facts that someone has moved away furniture to make a small dance floor. Observation 15 to sense 
the scent of a rather heavy perfume, female and expensive, in the room. !e record on the gramophone is 
Glenn Miller’s Community Swing.  

!e fire in the fireplace in the corner is still burning, and an Observation will reveal something red that 
haven’t been totally consumed by the fire. !is is hair, or looks like red hair, and is the remains if a wig. 
!ere are also some burnt remains of a torn note book of some sort.

Ludlow surroundings
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!e wine bottle under the table is opened, and it is a Château Guiraud Premier Cru 1916, and would 
probably cost 10 pounds. (a successful Evaluate). Two silver goblets are standing in the table, Observation 15 
to see that there is red lipstick on one of them.

Observation 15, on the wall to the left, beside the fireplace, are two hooks, and the dust and the colour of the 
wallpaper suggests that the sword used to hang there.

4. THE KITCHEN

!e kitchen is very neat, and you might suspect (Sixth-Sense 15) that Mr Harrington had at least one hired 
housekeeper, or two.  !e stove seems to be recently used, and dishes on the bench suggest that someone 
have recently had a dinner for two, of roasted pheasant. 

5. THE PANTRY

A rather large, typical pantry in a rural area is very neat, every can, box or bag is perfectly aligned with the 
label facing towards the viewer. Mostly domestic groceries, but some foreign that must have been privately 
imported from Italy or France.

Evaluate, the wine rack in the pantry contains wine bottles for a value of several hundred pounds, and 
several very expensive single malt Whiskeys.

6. THE OUTER CHAMBER

!is out chamber is traditionally furnished with black leather furniture and dark oak wall mounted 
bookshelves. !ere is a small writing desk here, where everything, bills, bank statements and all other 
house hold economy papers are in perfect order. Info Search 15 to find the name and address of his 
housekeepers, Maddy Fannigan and Lucy McBride.

7. THE BEDROOM

A typical bedroom with one large bed, and only male clothes in the wall mounted wardrobes. A Search will 
reveal some exotic women underwear, black silk stockings, tucked under the bed. !e bed is neatly made, 
and in the wardrobes, everything is hanging perfectly arranged in colour scales, ranging from beige to black.

THE HOUSEKEEPERS

Maddy Fannigan lives in Priors Halton, just a few houses down the road, on the left side, and Lucy 
McBride lives in Ludlow, in Fishmore. 

Both the housekeepers are very reserved when asked about the whereabouts of Mr. Harrington. !ey will 
acknowledge the fact that he was seeing a red haired woman, that might have been French, or Belgian as he 
referred to her as Miss Bellevue. 

Neither of them have actually seen her, but they have sometimes noticed the scent of a very strong and 
probably expensive perfume in his house. 

Both knows about the Ghost Chapel and Mr. Harrington’s crazy Aunt. 
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AFTERMATH FROM MR. HARRINGTON’S DEATH

If the characters forget to call the police, they will be suspects of this murder as they cannot give a good 
reason for being in Ludlow unless they use some interactive skills and forge one. If the characters report the 
murder to the police, they will get some credibility which might help them against D.I. Burbank.

Detective Inspector Burbank, James Burbank of the Ludlow Police is a round man in his mid fifties. He 
wears a worn brown overcoat and a brown hat, and his grey, thin hair is rather untidy. He speaks slowly with 
a little, but noticeable lisp, making him a rather tragicomical person. He dislikes anyone not from Ludlow, 
and will always try to take the easy way, arresting the most likely and easiest possible suspect. Conducting a 
real investigation is just a waste of resources, he thinks very high of his police instincts.

!e burnt notes from the fireplace says:
I’ve noticed that the ghost chapel seems to be alive again, I wish old aunt Betty was alive to see it.

I must report that I've seen that old knitting woman on several occasions close to AA batteries defending this 
area. She moves a little too fast for her age.

This is the third night in a row. Someone is after me, I can hear the footsteps outside the house. I need to 
inform the company about this.

Tomorrow is the big day, the question is, will Miss Bellevue marry this old fool?

GM note - what the clues might give

[Ghost Chapel] Myths or History: A chapel that was closed down as people avoided it as it was said that the 
old Vicar haunted the place.

[Aunt Betty] Myths, History or Psychology: Can that be Betty Harrington, who was locked up in the 
Asylum somewhere in this region as she claimed a ghost killed her husband in the stairs to a chapel? Wasn’t 
she locked in forever and died about 20 years ago?

[!e Wig] Disguise: !e wig was a woman’s wig.

[Mr. Harringtons books]  Economics: !is man was rather wealthy and spend his money on expensive food 
and drink, and seems to have been buying expensive women clothes both in London and in Birmingham. 
Receipts from several stores can be found in his neatly ordered books. 

[Mr. Harringtons books]  Administration: Monthly payments of 6 pounds have been done to an account that 
is owned by !e Gregorian Foundation, which is an asylum in Ludlow.

[Asylum, !e Gregorian Foundation] Contacting the Gregorian Foundation: Mr. Harrington has been 
paying 6 pounds a month to the asylum to keep Miss Betty’s cell intact, as a monument of how she was 
wrongly placed in the asylum. 

[Location of Ghost Chapel] The asylum, the house keepers or anyone on the streets: !e ghost chapel is a 
dreadful place, don’t go near it, but if you really need to know, it is located beside Marry Knoll, in the dark 
forest, in a small clearing.

[Miss Bellevue] Asking around, Charm, Scare, Attractiveness or Interrogation:  She is a astonishing woman 
in her mid thirties, wearing expensive clothes, a lot of makeup and perfumes and she seems to have Mr. 
Harrington wrapped around her fingers.
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{Anti aircraft guns} Tactics or Administration or Military rank: Ten miles north of Ludlow, outside the 
village of Aston Munslow, is a military training camp for the 14th Royal Artillery Anti Air Brigade. 

{Aston Munslow - the camp}: !e security is on code red, no one is let in or out. !e reason is that someone 
has stolen a Bedford truck and a 40mm Bofors AA-gun.

THE GHOST CHAPEL

For game purposes, it doesn’t matter when the 
characters comes to the Ghost Chapel, as anytime 
will be the right time. When the characters 
approach the Ghost Chapel, an Observation 15  to 
notice that something heavy and wheeled have 
recently travelled the small path through the forest 
to the clearing. 

When they approach the chapel, they will see it 
alone at the southern end of a small clearing in the 
otherwise rich forest. !e weather is still lousy, 
with rain and rather winds, making life in the 
outdoors not very comfortable at the moment, but 
the worst storms have settled. 

An Observation will reveal the presence of a Truck 
and a Gun. A successful roll of Canons/Mortars 15 to 
identify it as an Antiaircraft gun.

Sitting in the gunners seat is a man dressed as a German sailor, in dark blue uniform and a sailors hat. 

GM Notes:
!e sailor is just the body that the Gerätgheist used to get itself here, and it is now just a zombie body, but it 
will look to anyone watching that the unshaved German sailor is handling the gun.

When the characters approach the ghost chapel and come within 20 yards of the fence, the Vicar’s ghost 
will come flying towards them, screaming his horrible scream. At that moment, an Observation 20  will 
reveal a distant light in the sky to the West, which is the approaching C-32A, a military version of the 
DC-2. !e fearsome ghost require all characters to roll a Courage 15 to stay focused and not run in fear.

!e Vicar’s ghost is more of an annoyance than anything else, but he also alerted the Gerätgheist that 
something or someone is approaching. 

!e Gerätgheist will see that there is still time, and aim the AA-gun towards the characters. !e gun is not 
very fast to move around, so it will take one extra rounds before he can fire the first shot. When the AA gun 
fires, a Courage 20 is required to not dive into cover. Remember the fence over the wall, the shots will 
almost certain hit the fence and explode there, spreading shrapnel. 
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Important for GM
As the yard is surrounded by a two feet wall, plus  4 feet iron fence, shooting with the gun directly at anyone 
outside is almost impossible. And, well inside, staying low will avoid the gun completly, unless you are 
within a few yards of the wall of the chapel, then 
you would suffer from shrapnels. But, it takes a 
Tactics 15 to realise all this.

So, the best approach to take out the 
Gerätgheist is to stay low, rush through an 
opening and take it out on close combat, it will 
be almost defenceless. 

Timing is everything
!e timetable shows what rounds Observations can be made at what difficulty to notice the approaching 
plane and when the AA guns starts to shot at the plane, and when the plane is hit if the gun isn’t stopped in 
time.

Vicar’s Ghost
Rest in peace - my ass

Vicar’s Ghost
Rest in peace - my ass

Vicar’s Ghost
Rest in peace - my ass

Vicar’s Ghost
Rest in peace - my ass

Vicar’s Ghost
Rest in peace - my ass

Reaction: 4 Defence: 18 Toughness: 12 All melee skills: 4 Stability: 10

Pain limit: 16 Aura: 5 Courage: 10 All Perceptive skills: 12All Perceptive skills: 12

Sixth Sense: 12

Ghost scream: 
2d6 blunt damage to the ears, persons with weak hearts that sustain 11+ damage must roll a toughness or suffer from a heart 
attack.

Body slam: Melee attack, deals 1d20 damage.

Ghost scream: 
2d6 blunt damage to the ears, persons with weak hearts that sustain 11+ damage must roll a toughness or suffer from a heart 
attack.

Body slam: Melee attack, deals 1d20 damage.
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2d6 blunt damage to the ears, persons with weak hearts that sustain 11+ damage must roll a toughness or suffer from a heart 
attack.

Body slam: Melee attack, deals 1d20 damage.

Description:
!e Vicar’s ghost is in semi material form, and all sharp damage only deals one third of the damage dealt. Blunt weapons still 
do full damage, and any weapons effective against Fallens are equally effective against the Vicar’s ghost.

History:
!e Vicar’s ghost is the ghost of a very mean Vicar, who used to abuse young boys in the chapel choir two hundred years ago. 
One of his choir boys took his father’s hunting knife with him one day, and stabbed the Vicar in the chest, then took his own 
life. !e Vicar’s spirit never really left the Chapel, and he came back about hundred and fifty years later scaring off the 
people. !e Chapel was closed and got the nickname the ghost chapel.
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One of his choir boys took his father’s hunting knife with him one day, and stabbed the Vicar in the chest, then took his own 
life. !e Vicar’s spirit never really left the Chapel, and he came back about hundred and fifty years later scaring off the 
people. !e Chapel was closed and got the nickname the ghost chapel.
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Ammo slam, toss an empty of full shell at the target for 1d20+1 damage.
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has one mission, shot down the plane, and it will try to do that whatever comes in between.
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Ians death in the livingroom



Burnt notes from the fire place



Ghost Chapel

W

S

N

E


