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I NT
R ODUCT
ION
NTR
ODUCTION

DEMOLITIONS
KIT

The items detailed in this file are intended for saboteurs and resistance fighters operating behind enemy lines. These devices are useful for destroying
railways, fuel depots, and industrial equipment.
They are not particularly suited to the battlefield,
as most have detonation delays or are triggered by
special circumstances. These explosives are also
quite small and easily concealed, as shown on Table
1.

EXPLOSIV
ES
XPLOSIVES

AND

Welcome to the free preview

The explosives in
of 1948: Top Secret
this collection are
Explosives
Explosives. This preview
self-contained
offers a censored (XX) look
devices, designed to
at some of the tables and
be simple to use and
easy to hide. As
text from 1948: Top Secret
such, characters
Explosives.
without
a
demolitions kit do
You can get a full,
not suffer the –4
uncensored, copy of these
penalty to their
rules right here for only
Demolition’s skill
$1.85.
check that otherwise
applies to placing
explosives like C4
-Director General Bradley
and dynamite. In
fact, only the satchel
charge requires a Demolitions skill check to place.
All the other devices are so simple that they do not
even require a Demolitions check to use. However,
almost all of them can benefit from skillful
Demolition checks if the agent wishes to make them.

INCENDIARIES

Clandestine operatives often use explosives and
incendiaries to disrupt industrial production and
transportation of war materials within enemy
countries. They also use them to destroy enemy war
machines and kill enemy soldiers. A common task
of saboteurs is to place these devices in vital locations
and create the largest disruptions possible. As such,
these devices are easily hidden on the agent’s person
and are unobtrusive when they have been placed at
a target location. Each item in this section includes
modifiers for hiding it in a character’s possession
(Sleight of Hand) and concealing it at a target location
(Disguise).

This document is classified Top Secret. Do not copy. Do not remove from ECO Force Records Office.
Do not allow this document to be compromised. Destroy this document if necessary.

-4-

Top Secret
Explosives
Table 1: Explosives and Incendiaries
Explosive
Sleight of Disguise Damage Blast
Damage
Reflex Size
Weight
Weight
Purchase
Hand
Radius Type
Save
DC
Anemometer
+x
+0
4dx*
10 ft.
Concussion
xx
Tiny
0.5
0.5lb.
lb.
15
Capsules H
+x
+x
3dx*
10 ft.
xx
xx
Fine
0.1
0.1lb.
lb.
12
Explosive coal
-----Kit
+x
+0
--Concussion
-Dim.
11 lb.
lb.
14
Painted coal
+x
+8
6dx
xx ft.
xx
xx
Small
33 lb.
lb.
-Firefly
+x
+2
6dx*
10 ft.
Fire/concussion xx
Dim
xx
0.25 lb.
10
Oil slick igniter
+x
+x
2dx*
*
XX*
*
Tiny
11 lb.
lb.
12
Pocket incendiary +x
+4
2dx
-xx
-Dim.
xx
0.5 lb.
10
Satchel charge
+x
+0
8dx
xx ft.
Concussion
xx
Small
20
20 lb.
lb.
13
Thermite well
---------Large
+x
+x
20dx
-Fire
-Tiny
44 lb.
lb.
17
Small
+x
+4
10dx
-Fire
-Dim.
xx
0.5 lb.
15
* See this item’s description for special rules
Sleight of Hand: This bonus includes modifiers for size and shape. See the SRD for more on spotting concealed objects.
Disguise: Unlike normal disguise checks, a disguised object can be found with an opposed Search check, rather than Sense
Motive, which normally opposes Disguise. This bonus includes modifiers for the object’s size and shape.

RESTRICTION

AND PRICE
All items in this supplement are considered illegal (+4) except the satchel charge, which is restricted to military personnel (+3). Note that although purchase DCs are listed on
the table above, there is no fixed price for these items. Some
characters can obtain them for free while others must pay a
great deal. Many of these items are handed out to agents and
resistance fighters at no cost. Agents are equipped on an as
needed basis and are expected to return any unused explo-

sives when they complete a mission. Whole cases of these
items are often delivered to resistance groups who then dole
them out to their fighters. Agents and resistance fighters who
buy and sell these items on the black market find the purchase DCs to be whatever the current circumstance dictate
(plus a little more). Buyers and sellers must negotiate their
own price, taking into account the restriction modifier and
the suggested purchase DC on the table above. There are no
standard prices for these items.
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damage may not destroy the plane, the turbulence
and damage it causes forces the pilot to make a Pilot
skill check (DC XX) or crash (he gains a +2 to this
check if he made the Reflex save for the plane). If
the saboteur made a skillful Demolitions check and
managed to increase the damage inflicted with the
blast, the Pilot check is increased to DC 22 if the
damage was doubled, or DC XX if the damage was
tripled.

ANEMOMETER

This explosive consists of a small, metal detonation
device about 6 inches long and a 12-inch long piece
of fabric tubing. The fabric container must be packed
with 1 pound of plastic explosive (C4) that is not
provided with the anemometer kit (and not included
in the weight on the table above). The detonation
device is activated when the atmospheric pressure
reaches 15,000 feet above take-off level. Pulling a
safety pin and tightening a screw that seals a
pressurized chamber causes the triggering
mechanism to become armed. One wall of this
chamber is made of a flimsy, wax material. When
the pressure outside the sealed chamber drops to
the appropriate level (at 15,000 feet above the altitude
where it was set), the wax wall of the pressurized
chamber bursts and releases the firing pin.
The anemometer should be hidden in a plane’s
fuselage, preferably near the joint where the wing
meets the frame. Characters can make a Demolitions
skill check to place the explosive in an exceptionally
vulnerable location and do even more damage (see
the Demolitions skill). When the explosive detonates,
anyone within 10 feet of it must make a Reflex save
(DC 18) or suffer XX points of sonic damage. The
plane also suffers XX points of sonic damage, half if
the Pilot can make the Reflex save. Although this

FIREFLY

This small device consists of three simple pieces
that fit together into a unit small enough to be
concealed in the palm of a man’s hand. The firefly is
essentially a powerful firecracker that detonates
when immersed in gasoline. It comes with a safety
pin to prevent accidental detonation. When
immersed in gasoline (such as a vehicle’s gas tank
or a storage tank at a fueling depot), the rubber
washer inside begins to expand, eventually releasing
the firing pin, which strikes against a percussion cap.
When the percussion cap ignites, it detonates the
TNT packed into the bottom chamber. This, mixed
with the gasoline in which it is submerged, causes a
tremendous explosion and fire. The length of delay
depends on the temperature of the gasoline but is
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usually about 1d6+1 hours. Cooler temperatures
cause longer durations.
When the firefly detonates, the vehicle or storage
tank suffers XX points of sonic damage. It also takes
XX points of fire damage per gallon of gas in the
tank. An unattended vehicle or an attended one that
fails its saving throw (DC 15) automatically begins
burning and taking 1d6 points of fire damage per
round until the fire is put out.

XX: The material in this
free preview is censored
XX
(XX
XX). To see the full,
uncensored, version of
this material check out
Top Secret Explosives
today for only $1.85!
-Director General
Bradley

Table 2: Detonation Devices

Detonation
Device
AC delay
Detonation clock
Firing device (pressure)
Firing device (pull)
Firing device (release)
Time delay pencils

Disarm
Device
xx
xx
xx
xx
xx
xx

Size

Delay

Fine
xx
xx
Fine
xx
xx

xx
15 min. to 11 hr., 45 min.
*
*
*
xx

Sleight
Sleight
of
of Hand
Hand
+12
+12
xx
+12
+8
+8
+xx
+12
+12
+12
+12
+xx
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Purchase
DC
10
8
6
6
6
7
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1948 is a historical/sci-fi/fantasy adventure setting that focuses on an alternate WWII history. In
1948, no atomic bombs have been developed yet, though several nations are racing towards that
end. Instead, dozens of other "wonder weapons" have been invented including huge super-tanks
that weigh over 1,000 tons, ray guns, jet packs, flying platforms, and genetic mutations. There
are also plenty of extra-dimensional aliens, demons, monsters, and much more. The 1948 setting also features a heavy dose of magic and mysticism. Voodoo mystics, occultists, holy knights,
psychic spies, and arcane scholars are frequently encountered. Legends of huge underground
cities, lost tomes of power and races of superior beings entice governments on both sides of the
conflict to hunt down every possible advantage they can find.
Organizations, Agencies, and
Secret Societies
The Axis powers have used these new weapons to turn the tide of the war against the Allies. In
response, the Allies have developed many of their own wonder weapons, causing the battle fronts
in both Europe and Asia to shift back and forth several times. New Nazi jets have begun bombing
American cities. Japanese bioengineers have created unthinkable monstrous horrors that terrorize whole navel fleets in the Pacific. An ancient race of Nagas from inside the Earth has taken an
interest in the war as have disgusting aliens from Sirius Minor. In the center of it all is the long
and sordid history of the Templar Knights and a race of diabolical half-fiends, spawned nearly
1,600 years ago.
The Ninja
Behind the scenes, dozens of secret societies pull the strings like puppeteers. The Illumanati,
the Priori of Sion, the Freemasons, the Skull and Bones Society, the Black Dragon Society, the
New Forest Witches, the Golden Dawn and many other organizations all pursue their own
sinister goals as the world is ripped asunder!

Ray Guns
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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 1.0 Copyright 2000, Wizards of the Coast, Inc.
System Rules Document Copyright 2000, Wizards of the Coast, Inc.; Authors Jonathan
Tweet, Monte Cook, Skip Williams, based on original material by E. Gary Gygax and
Dave Arneson.
1948 Top Secret Explosives copyright 2005, Bloodstone Press.
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