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FOREST FIRE
   

Hunting possible without spending a 
shift. The fire has Intensity C and 
is 20 hexes deep. SURVIVAL roll needed 
to find a way past. Even if success-
ful, no further travel this shift. 
If the roll fails, the path forward 
is blocked for the next shift too.
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PACK OF WOLVES
     

A pack of wolves begins tracking the 
PCs, howling in the distance, and 
attacks when the PCs are resting. 
They will attack an isolated PC if 
they can, preferably at night. If 
killed, each wolf will yield meat 
enough for D6 rations of food.
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FACTION: None NUMBER: PC
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BOOBY-TRAPPED VEHICLE
 

Deserted pickup truck. If the PCs 
investigate, ambushing marauders 
detonate a hidden charge (blast 
power B) and open fire. They 
have hunting rifles and one RPG-
16, one reload each, D6 rations 
of wild food. The truck is 
permanently destroyed, but spare 
parts can be scavenged from it.
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FACTION: Marauder NUMBER: PC+1
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GROUND ZERO
   

Crater from a nuclear strike, 
4D6x10 meters wide and one fifth 
as deep. Pond of greenish water 
in the bottom. An area twice as 
wide as the crater is radioactive, 
inflicting 1 rad every stretch. To 
pass, a vehicle needs to go off-
road and lose one hex of movement 
this shift before it can continue.
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FULL TANK
   

Abandoned gas station. Marauders, 
armed with AKMs and one RPK 
machine gun (one reload each 
and D6 rations of wild food) 
are lying in ambush inside, and 
attack if PCs approach. There 
is no gasoline left in the tanks 
but plenty of scrap around – PCs 
scrounging here get a +2 modifier.
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FACTION: Marauder NUMBER: PC+1
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HUNGRY & ANGRY
     

A group of refugees, starving 
and hypothermic. Some have 
cholera. They are aggressive and 
demand food and shelter. PCs 
can PERSUADE them to leave or use 
violence to chase them off.
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FACTION: None NUMBER: PCx4  

on-road, PCx2 
off-road
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MY KILL, MY MEAT
   

Hunters have just killed a moose 
and are carving up the carcass. 
They are protective of their 
prey and can threaten or even 
attack the PCs if they feel 
cornered. One of the hunters 
suffers from pneumonia.
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Civilian
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MARAUDER ROADBLOCK
   

Marauders at a roadblock. They have 
AKMs, one RPG-16 (one reload), a 
pickup truck with half a tank and 
a DShK machinegun (one reload), 
and 2D6 rations of domestic food. 
The marauders try to capture or 
kill the PCs. If they are captured, 
the marauders bring them to their 
leader. The marauders flee if 
half of them are incapacitated.

9
FACTION: Marauder NUMBER: PCx3 in 

daylight, PCx2  
in darkness
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MURDEROUS BASTARDS
     

A band of stragglers from the 
US forces in the area. They are 
starving and will hail the PCs as 
friends, but take the first chance 
they get to kill the characters 
and steal their gear. Some of the 
stragglers suffer from typhus and 
the PCs risk being infected.
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FACTION: US military NUMBER: PCx2  

on-road, PCx1  
off-road
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SHOOT ON SIGHT
     

Soviet soldiers  
searching for 
enemy stragglers.  
If they spot the PCs, they attack 
and call in fire support from a 
122mm howitzer with five HE rounds 
200 hexes away. The unit has a 
R-392A radio and D6 field rations.

J
FACTION: Soviet 
military

NUMBER: PCx2 on-road, 
PCx1 off-road
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SUPERIOR FIREPOWER
   

Soviet soldiers, including one 
officer, have set up a roadblock 
using a T-72 tank and sandbags. 
If they spot the PCs they will 
attack immediately. The T-72 
has half a tank of alcohol 
fuel and five HEAT rounds. The 
roadblock is also equipped with 
a DShK machinegun, with one 
reload, and 2D6 field rations.

Q
FACTION: Soviet 
Military

NUMBER: PCx3 in 
daylight, PCx1 

in darkness
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OUTNUMBERED
   

A Soviet  
convoy led by  
a BTR-70 APC (full  
tank, officer inside), followed by 
two GAZ-66 trucks (half tanks). If 
they spot the PCs, they attack. 
The BTR-70 has a KPV machinegun, 
with one reload. The convoy has an 
R-311 radio and PCxD6 field rations.

K
FACTION: Soviet 
Military

NUMBER: PCx5 (of which 
PCx1 are in the BTR-70)
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FOR MY COUNTRY
     

Village of 2D6 houses, surrounded 
by barbed wire and sandbags. Guards 
have AKMs with two reloads and a 
frag grenade each, and one RPG-16 
(two reloads) and an 82 mm mortar 
(four HE rounds). Villagers are very 
suspicious of foreign soldiers but 
may be reasoned or even traded with.

A
FACTION: 
Civilian

NUMBER: PCx2 guards in 
the daytime, PCx1 guards 

in darkness, 2D6x5 
inhabitants overall
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DENSE FOG
       

A thick fog descends on the 
landscape, limiting visibility to 
10 hexes. The fog counts as heavy 
rain for the purposes of driving.
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RABID DOGS
       

A pack of wild dogs tracks the PCs, 
and will attack them if they get 
the chance. The dogs have a 1 in 6 
chance to be infected with rabies.
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FACTION: None NUMBER: PCx2
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VIPER’S NEST
   

A burnt-out derelict bus. The 
wreck is beyond repair, but the 
PCs can scavenge parts from it. 
There is plenty of scrap around 
and any roll to scrounge in the 
area gets a +2 bonus. A viper 
has made its nest inside the bus 
and will attack any PC who enters 
it. This counts as an ambush. 
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FACTION: None NUMBER: 1
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THE FINAL REST
   

A crater from a nuclear strike, 3D6x10 
meters wide and one fifth as deep. 
Debris everywhere (scrounging rolls 
+2), and the corpse of a soldier with 
an assault rifle lies at the bottom. 
An area twice as wide as the crater 
is radioactive (1 rad per stretch). 
To pass, a vehicle needs to go off-
road and lose one hex of movement 
this shift before it can continue.
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HOUSE ON FIRE
       

A farm set ablaze. Corpses of 
civilians on the ground, recently 
shot or beaten. Inside the 
buildings, roll MOBILITY to avoid 
intensity C fire. Scrounging at +2. 
After a stretch, armed civilians 
show up, assuming the PCs are 
behind the attack. They are armed 
with shotguns and pistols.
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Civilian
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DESPERATE TIMES
     

A group of refugees, starving, and 
hypothermic - and desperate. They 
plead with the PCs for food and 
protection. Several suffer from 
dysentery and the PCs risk being 
infected.

7
FACTION: Civilian NUMBER: PCx4  

on-road,  
PCx2 off-road
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HUNTERS AND THEIR PREY

 

Hunters lying in wait for prey. 
They hail the PCs and try to 
barter for ammunition or weapons. 
They have knives and hunting bows 
with five arrows each, and enough 
raw meat for D6 rations of food.
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EVERYTHING HAS A PRICE

   

A band of marauders have set up 
a roadblock using sandbags. They 
are ready to negotiate with the 
PCs and will let them pass, for 
the right price. They will defend 
themselves if attacked. They are 
armed with AKMs and the group 
has one RPG-16 (with one reload), 
as well as a civilian light truck 
with half a tank of alcohol fuel.

FACTION: Marauder NUMBER: PCx3 in 
daylight, PCx2 

in darkness
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WHATCHA GOT?
     

A band of US stragglers from the 
US forces in the area. They will 
hail the PCs, and try to barter 
with them or just plead for food, 
ammunition and protection. They are 
all starving.

10
FACTION: US military NUMBER: PCx2  

on-road, PCx1  
off-road
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CASH IS KING
     

Soviet soldiers 
(one with RPG-16 
with one reload) searching for 
enemy stragglers. If they spot the 
PCs they hold them at gunpoint but 
try to barter. One of the soldiers 
has pneumonia. The group also 
has PCxD6 field rations and some 
other gear and random scrap.

J
FACTION: Soviet 
military

NUMBER: PCx2 on-road, 
PCx1 off-road
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DROP YOUR WEAPONS
   

Soviet soldiers at a roadblock 
with a BTR-70 APC (half tank, 
full reload for the KPV). If they 
spot the PCs, they order them to 
surrender, but can be PERSUADED to 
let them go, for a price. If the 
PCs surrender, they are taken to 
the nearest Soviet division HQ. 
The unit has PCx2 field rations.

Q
FACTION: Soviet 
military

NUMBER: PCx3 in day-
light, PCx1 in darkness
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LOADED LIKE A FREIGHT TRAIN

   

A freight train commandeered by Soviet 
forces. MOBILITY roll to jump on. The 
train has guards and is loaded with 
5,000 liters of alcohol fuel, 1,000 
field rations, 200 AK-74 rifles, 6,000 
rounds of 5.45x39 mm ammo, 50 hand 
grenades (frag), and 10 RPG-16 rocket 
launchers. Train moves D6 hexes per 
shift until it arrives at a local HQ.
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military
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BUYING AND SELLING
     

A small village of 2D6 houses. 
It is defended by local civilians 
who are ready to barter with the 
PCs for weapons or protection, in 
exchange for food and lodging. 
They are armed with shotguns and 
pistols. The PCs might even be 
offered to stay here indefinitely.

A
FACTION:  
Civilian

NUMBER: PCx1 guards 
in the daytime, PCx1/2 

guards in darkness. 2D6x5 
inhabitants overall
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SUNSHINE
     

Suddenly, the thick gray clouds 
of soot from countless nuclear 
detonations dissipate, and the sun 
breaks through the smog. The sight 
of the sun heals 1 point of stress 
and the weather turns to fair.
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HUMAN’S BEST FRIEND
       

A wild dog starts following the PCs. 
If they attack the mutt, it will run 
off, but come back later. If the PCs 
treat the dog well (PERSUASION roll), 
it will become their loyal companion 
for the rest of its life, and even 
defend them against attackers.
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FACTION: – NUMBER: 1
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THE SMELL OF VICTORY
   

A dozen car wrecks, all burnt out, 
with charred corpses inside. The 
cars were hit by a napalm attack 
some weeks or months earlier. The 
corpses in the cars are such a 
depressing sight that it causes 1 
point of stress. The wrecks are 
beyond repair but they can be 
scavenged for parts. There is plenty 
of scrap around (scrounging +2).
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THE WATERING HOLE
   

A crater from a nuclear strike, 2D6x10 
meters wide and one fifth as deep. D6 
deer drink from a pond of scummy water 
at the bottom. The PCs can kill the 
deer for meat (eating it gives 1 rad). 
An area twice as wide as the crater 
is radioactive (1 rad per stretch). To 
pass, a vehicle needs to go off-road 
and lose one hex of movement this 
shift before it can continue.

5

T
W

IL
IG

H
T

: 
2

0
0

0
 C

O
R

E
 S

E
T

Josh Overbeek (Order #46093754)



THE FINAL REST
     

A small farm, largely intact but 
deserted. Decomposing bodies of 
a family can be found inside. The 
father seems to have killed his 
family with a shotgun and then 
turned the weapon on himself (the 
sight causes 1 point of stress). 
3D6 rounds of 12 gauge ammo can be 
found in the house, and scrounging 
rolls here get a +2 bonus.
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THE ORPHANS
     

A farm with three children (10-15 
years) living in it. Their parents 
left months ago to find help. The kids 
have 2D6 rations of domestic food and 
one shotgun with one reload. They are 
suspicious but can be appeased with 
a PERSUASION roll. If the PCs leave, a 
band of PCx2 marauders, armed with 
AKMs, approach the farm. They will 
attack the kids unless stopped.
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FACTION: Civilian NUMBER: 3
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IN GOOD COMPANY
   

A group of local hunters by a 
campfire. They are cooking a fresh 
kill (D6 rations of food) and are in a 
good mood. The hunters are on their 
guard, but can be assuaged with a 
PERSUASION roll. Some have dysentery.

8
FACTION:  
Civilian

NUMBER: PC–1

T
W

IL
IG

H
T

: 
2

0
0

0
 C

O
R

E
 S

E
T

Josh Overbeek (Order #46093754)



JOIN US OR DIE
   

Marauders with AKMs and a pickup 
truck (half tank) with a pintle-
mounted DShK-38 HMG (one reload) at 
a roadblock. They are not overtly 
hostile. Instead, they ask questions 
about the PCs’ gear, and then offer 
the PCs to join their group. If they 
decline, the marauders will threaten 
them, and might even attack them 
rather than let them leave.

FACTION: Marauder NUMBER: PCx3 in 
daylight, PCx2 

in darkness
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THE AMBUSH
       

A column of black smoke rises ahead. 
If the PCs investigate, they find a 
recent ambush. US stragglers have 
been badly hit by marauders. Most 
of the soldiers are dead, but some 
are still alive, dying and pleading 
for help. They are all starving 
and hypothermic and have no gear.

FACTION: US military NUMBER: PCx2 dead, 
PCx1 dying from 

critical injuries
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THE CARNAGE
   

An explosion is heard, and the PCs see 
a Soviet UAZ-469 jeep hit by a roadside 
bomb. It’s burning and inoperable but 
can be repaired. Dying Soviet soldiers 
lie on the road. After a stretch, the 
marauders who planted the bomb arrive 
(PCx2 in number, armed with AKMs).

FACTION: Soviet military NUMBER: PCx1 
dead, PCx1 dying 

from critical 
injuries
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DEATH FROM ABOVE
   

A Soviet army camp with PCx6 soldiers, 
a T-72 tank, four army tents, and 
trenches. If the PCs are spotted, the 
Soviets attack. Soon, the PCs hear a 
roar from a jet plane. It launches a 
missile at the Soviet camp, damaging 
the T-72 beyond repair. Only PCx1 
Soviet soldiers remain. If the PCs 
make a RECON roll, they can recognize 
the plane as an A-10 Thunderbolt II. 
It is part of Operation Reset and the 
pilot can confirm this if contacted.
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PRISONER BLUES
   

Three dozen prisoners are being herded 
along the road by Soviet soldiers. 
The prisoners are local civilians. If 
the PCs approach the Soviets will be 
on their guard and might attack. The 
prisoners are exhausted but can help 
the PCs and will be very grateful if 
set free. One or more of them is a 
CIA agent in hiding. Several of the 
prisoners have pneumonia.

FACTION: Soviet military,  
US intelligence

NUMBER: PCx2
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FACTION:  
Civilian

NUMBER: PCx1 guards in 
the daytime, PC/2 guards 

in darkness. 2D6x5 
inhabitants overall.

THE MAGNIFICENT FEW
     

A small village  
of 2D6 houses.  
The PCs are stopped by guards firing 
warning shots. If the PCs convince 
them that they come in peace 
(PERSUASION roll), the villagers will beg 
them for help against a local band 
of marauders. Later PCx2 marauders 
appear, armed with AKMs. They are 
careful and can be reasoned with, but 
their goal is to plunder the village.
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RAIN OF ASH
       

Suddenly, the air is filled with 
gray flakes of ash. This rain of 
ashes reduces combat visibility 
to 5 hexes during this shift and 
gives a -1 modifier to all ranged 
attacks. It also gives a -2 
modifier to the DRIVING roll for 
traveling, and inflicts 1 rad.
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FACTION: – NUMBER: 1

BEAR’S DEN
     

The PCs stumble into the territory 
of a very hungry bear that has 
turned to attacking humans. If the 
PCs are on foot, it will attack them 
for food. It’s heavily irradiated, 
so any attack from it that causes 
damage will also inflict 1 rad on 
the victim. Eating the bear’s meat 
will also give 1 rad per ration.
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THE BATTLEFIELD
     

An area where a big tank battle 
has taken place months ago. There 
is much unexploded ordnance in 
the area, and scrounging here 
requires a RECON roll – failure 
triggers a blast power C explosion. 
Most vehicles are damaged beyond 
repair, but with a successful TECH 
roll the PCs find a T-72 that is 
inoperable but can be repaired.
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ARMAGEDDON
   

A huge crater from a nuclear strike, 
6D6x10 meters wide and one fifth as 
deep, with a lake of greenish water 
at the bottom. An area twice as wide 
as the crater is radioactive (1 rad/
stretch). Dozens of armored vehicles 
here are destroyed beyond repair, but 
D6 can be scavenged for parts. To pass, 
a vehicle needs to go off-road and 
lose one hex of movement this shift.
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WATCH YOUR STEP
   

An old industrial area with low buildings, 
overgrown and riddled with bullets. An 
area of 5x10 hexes is mined (page 68 of 
the Player’s Manual). If the PCs back 
out, they will need to find another way 
forward. If they are on foot or in an 
off-road vehicle, they can keep moving, 
but must choose another hex side on the 
travel map to exit the hex from.
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THE OLD WANDERER
     

The PCs come across a lone wanderer, 
a wizened old man who lost his family 
in a marauder attack months ago. 
Now, he’s a husk of a man, starving 
and suffers from typhoid fever and 
amnesia (stats as refugee). Still, 
there are grains of useful information 
about the area in his cryptic rants.

7
FACTION: None NUMBER: 1

T
W

IL
IG

H
T

: 
2

0
0

0
 C

O
R

E
 S

E
T

Josh Overbeek (Order #46093754)



A POUND OF FLESH
     

Hunters gathered around a campfire, 
eating freshly cooked meat. They don’t 
want to share, and are eager to make the 
PCs move along. With a RECON roll, the PCs 
spot a bloody shoe or piece of clothing. 
These hunters have turned to cannibalism 
and will get very aggressive if found out.
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FACTION: None NUMBER: PCx1
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DEATH FROM BELOW
   

A roadside bomb is buried beneath 
the roadway. In a vehicle, a RECON 
roll at -2 is needed to avoid a blast 
power B shaped charge. If the bomb 
is detonated, marauders come driving 
(pickup truck with half tank and a DShK-
38 HMG with one reload) after a stretch. 
They have AKMs with one reload each.
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FACTION:  
Marauder

NUMBER:  
PCx2
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THAT’S AN ORDER
     

A band of stragglers from the US 
forces in the area. They are starv-
ing. One of them is an officer of 
higher rank than any of the PCs, 
and will use this fact to order 
the PCs to do what he wants, which 
is for them to become part of his 
unit. If denied, he will get very 
agitated and might even turn violent.

10
FACTION:  
US military

NUMBER: PCx2 on-road,  
PCx1 off-road
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HAMMER OF GOD
     

A Soviet recon unit ambushes the 
PCs. One has an SVD sniper rifle with 
one reload. The Soviets get a +3 
bonus to the opposed RECON roll for 
the ambush. As soon as the Soviets 
spot the PCs, they call in artillery 
fire from a 152 mm howitzer located 
300 hexes away, with 2D6 HE rounds.
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military
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THE KILL ZONE
 

Soviet forces have set up an ambush 
in order to capture or kill the PCs. 
They have spent a stretch setting it 
up (+2 modifier). A sniper with an 
SVD sniper rifle (one reload) attacks 
first to draw the characters out. The 
sniper will try to pick off one PC at 
a time. The unit has D6 field rations.
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FACTION: Soviet 
military
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PRISONERS OF WAR
   

A Soviet convoy led by a T-72 tank 
(half tank, three HEAT rounds, one 
reload for the HMG). It’s followed 
by a GAZ-66 truck (half tank) that 
carries a dozen US prisoners of war 
in pretty bad shape. The Soviets 
will attack the PCs if they are 
spotted. The POWs are starving 
and sleep deprived, and will be 
very grateful if set free. Several 
of the prisoners are sick from 
typhoid fever. They have no gear.
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FACTION: Soviet military NUMBER: PCx2

T
W

IL
IG

H
T

: 
2

0
0

0
 C

O
R

E
 S

E
T

Josh Overbeek (Order #46093754)



THE MAD KING
     

A village of 3D6  
houses, surrounded  
by barbed wire. It is defended by locals 
led by a power-mad leader. He offers 
the PCs to become part of his private 
army. If they refuse, he orders them 
to leave half of their gear. The leader 
has STR B, AGL C, INT B, EMP A, COMMAND 
B, and carries an Uzi with two reloads. 
The guards have hunting rifles with one 
reload each, and one RPG-16 (one reload).

A
FACTION: Civilian NUMBER: PCx1 guards in 

the daytime, PC/2 guards 
in darkness, 3D6x5 
inhabitants overall
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