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Chapter 1 - the Briefing

 Prologue - the Unit Reactivation
 Each of the characters should belong to one of the United 
Kingdom’s special operations forces, such as the SAS or SBS. The rules 
supplement Blood & Guts: In Her Majesty’s Service includes a prestige 
class for Increment operators, though this is not necessary and none 
of the characters need levels in that class. Further, while the adventure 
is intended for military characters, if the PCs are not military, perhaps 
they have some special skill or ability that leads to their recruitment. 
The adventure is not well suited for a non-military campaign, 
however the Special Actions Group, as described in Appendix 5: 
Organizations, might be a section of Interpol and the group may be 
acting on a request from the Albenistani government. Finally, plot 
hooks for character not in the military can be found in Appendix 1, 
coincidentally titled Plot Hooks.
 If the group completed Raid on Ashkasham and/or the Qalashar 
Device, Captain David Hensley—or whomever acted as the prime 
motivator in those earlier adventures—reactivates the group, still at the 
base in Uzebkistan from which they launched their previous missions. 
If the PCs are recovering from injuries, they can still be activated. 
The reactivation will come once a majority of the PCs are almost 
fully healed (at least 90% of their total hit points) and the rest have at 
least three-quarters of their hit points. The reactivation is supposed 
to happen soon after the attack on the Qalashar facility (known as 
Operation DISCONNECT), but if the PCs were heavily wounded in 
that adventure, the timetable can be pushed back to allow for recovery 
time.

 The Briefing
 You’ve only just finished a light lunch when you are called to a 
small ready room beside the mess. The SBS and SAS operators from 
your previous missions have departed Uzbekistan, so the only other 
individuals in the room are Captain David Hensley and Lieutenant 
Cameron Sykes. Cam gestures for you to sit at the chairs set up around 
a small table. On the table is a city map with some areas marked 
and noted on a key. Even without a title, you know enough about 
Albenistan to recognize a map of Khorforjan, the second largest city in 
that nation.
 Captain Hensley surveys you before he speaks. “Gentlemen, we 
have further need of your services. Since your return, you haven’t been 
briefed on the intelligence assessment of the Qalashar facility. Let me 
outline our discoveries. Most importantly, we have verified that the 
lab at the facility researched biological weapons. They maintained 
meticulous records. From what we’ve been able to glean from those 
records, the HMA now has a biological weapon. At least one shipment 
of a strain labelled E15631-October left the facility before we arrived. 
That particular batch was an aerosol Ebola, modified to survive for at 
least 24 hours outside a host. That makes it more infectious and more 
virulent than the strain now threatening central Africa. It also makes it 
pretty much the perfect biological weapon. The question is, who has it 
now.”
 The captain pats the stack of folders on the table in front of him. 
“We have shared this information with our allies. Everyone is getting 
involved: SAS, SBS, Delta, SEALs. Hell even GROM’s in on this. The 
problem is that they are all expecting targets outside the country. They 
intend to quarantine Albenistan and insure the weapon never leaves. 
Our fear is that the HMA does not intend to export it, but will use it 
within Albenistan. The most tempting target outside of the Albenistan 
government itself is at Khorforjan.
 Cam points to an area on the map. “That’s Camp Parker. It’s the 
headquarters for the Central Asian Stabilization Force - Albenistan. 
CASFOR-A is a United Nations operation. Its goal is to provide 

security and aid the local authorities in stabilizing the region along 
the Afghanistan border and in the Autonomous Province of Qurghon 
Khujand. We have no doubt the HMA would like nothing more than 
to drive CASFOR-A out of the country. This weapon could very easily 
do that.”
 The captain leans back in his chair. “We had operatives in 
Khorforjan based on the evidence found at Ashakshem. Since 
Operation DISCONNECT, the team has increased its surveillance 
activities and has made some interesting discoveries. Recent signal 
intercepts have mentioned Ali Ahmed, which is the name on 
the Syrian identity card and Syrian driver’s license found in the 
Ashkashem camp. Questioning of prisoners from Ashkashem and 
Qalashar has led us to believe that the individual pictured in these 
documents is Abbas, the leader of the HMA. The mention of his cover 
name indicates he may be traveling to Khorforjan.
 “The evidence has not compelled the SIS or CIA to act on it. We, 
however, have been given carte blanche in our attempts to track down 
the Device. Considering the evidence so far, I can think of no better 
target than Khorforjan. We require your team to make a clandestine 
entry into Khorforjan and find Abbas and the Qalashar Device.”
 “You won’t be going in completely blind. An Increment section is 
already in Khorforjan for Operation GHOST HAMMER, intended 
to identify and eliminate HMA agents and Security and Intelligence 
Group conspirators. Captain David Sloane and his Bravo Section 
have multiple targets under surveillance and have—so far—received 
complete cooperation from CASFOR-A. Further, he has found a useful 
source of information on the HMA.”
 Cam pulls out a thin folder and slides it over to you. On the front is 
a picture of a thirty-ish Semetic-featured man. “Abdel-Rahmen Khadr 
is a Jordanian-born reporter with Al Jariidah, an Arabic newspaper 
out of Beirut. He was educated in the UK and France. He’s been in 
Central Asia since before 9/11 and has cultivated connections with 
many of the factions, including the HMA. Sloane brought him onside, 
though he’s not completely sympathetic.”
 Captain Hensley’s eyes narrow. “We have little to go on and far 
too much to lose. Unfortunately, other than Sloane, his section and 
Khadr, we have no other resources in the area. CASFOR-A has been 
cooperative, but that could change at any time. Since our encounter 
with members of the Security and Intelligence Group at the Qalashar 
Facility, I am worried about revealing any information to the 
Albenistan government. It’s impossible to know how deep the rot 
goes.”
 Cam offers you a crooked smile. “Looks like it’s up to you to pull 
the fat out of the fire. You’re team is going to be our Alpha Section. 
Welcome to Operation SPOTLIGHT.”
  
 The PCs will need cover identities and a cover purpose for 
being in Khorforjan. The PCs can create their cover identities. The 
Increment also has a front organization called the International Aid & 
Development Organization, and the PCs can take on cover identities 
as project coordinators for the IADO. 
 The plan is to have the PCs enter Khorforjan by air. They will 
be booked on a flight from Istanbul, Turkey. Most of the Non-
Governmental Organization (NGO) personnel enter Albenistan 
through Turkey or Uzbekistan. If the PCs need special equipment, 
including weapons, surveillance gear, and explosives, Bravo Section 
will deposit the equipment in lockers at the Khorforjan Airport. The 
PCs will receive the number of the locker and the key to that locker at 
Istanbul. The key will be for locker 212 (and, if the PCs require more 
“special equipment” than would fit in one, large locker, other items 
would be in lockers 227 and 113).
 Further, Bravo Section has found a trustworthy local to attach to 
the group as a guide and aide. The local’s name is Ikrom Dostiyev. He 
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offers 50% concealment as well as 5 damage reduction. From the gate 
side, it offers 10% concealment.

 BZC2: Guardhouse
 This small wooden structure. It has openings on all sides through 
which the occupant can watch the approaches to the gate. Facing the 
gate, the opening tops a door.
 
 A single guard, be it a PMC or a SIG Thug, is stationed in the 
Guardhouse. Any other guard(s) assigned to the checkpoint patrols 
the gate, ready to assist. This patrolling guard will check identification 
of any individual attempting to pass the gate. The Guardhouse includes 
a telephone with a direct line to the police headquarters as well as a 
squad radio with which to request assistance. There is a “panic button” 
that can signal an alarm.

 Non-Governmental Organization compounds
 The Blue Zone is the home to many NGOs. The largest of these 
maintain compounds, like small, walled tenements, in which they 
house their personnel and administrative and logistics resources. 
The compounds usually include two or three buildings, which may 
have once been commercial structures or residential buildings. The 
three main compounds belong to the Global Medical Assistance 
Group, the International Humanitarian Organization and the Special 
Commission on Humanitarian Relief in Central Asia. One of the 
smaller compounds belongs to the International Islamic Physicians.

 Global Shield Security Services compound
 The Global Shield Security Services compound is the largest of 
the foreign enclaves in the Blue Zone. It consists of four three-story 
buildings surround by a 10 foot high stone wall. The stone wall is 
topped with razor wire. Each for the four buildings includes an 
observation post on its roof, complete with high-powered, night-vision 
capable binoculars. These Ops can also be used as firebases for snipers 
and support gunners. The compound also includes a small garage 
where the six armored Suburbans used by the PMCs are parked.

 Cafe Shahrom
 This café has a mostly open front with two swinging, glass doors. 
The glass in the doors is now missing. The building has seen better 
days, evidenced by its pock-marked walls. There are three tables, each 
with four chairs, assembled in front of the building on a rough patio.

 CS1: Café
 Within the café are only three tables, but there are counters along 
the north and south walls at which a customer could stand. At the 
back of the café, along the east wall, is a serving counter behind which 
are various coffee machines including the only working espresso 
machine in Khorforjan.

 During the day, the café is incredibly busy. The coffee is expensive 
(while $1.50 US per mug might sound reasonable, other coffee shops 
and cafes sell coffee at around $0.50 US per mug). While the attendant 
will accept Albenistani Dinars, they really push for foreign currency, 
and they can give change in US Dollars, Euro Dollars, UK Pounds and 
even Russian Rubles. 
 Behind the counter is a sink. It is in the northeast corner. There is 
a rack beside it where the mugs and plates are left to dry. There are 
sandwiches and pastries available. The sandwiches are stored in a 
refrigerator. The pastries are like danishes or croissants, filled with 
cream or fruit. The sandwiches have assorted meats, tomato, lettuce 
and onions. The pastries cost $2.00 US and the sandwiches cost $2.75 
US.

 It is very common for the 
private military contractors 
(PMCs) from Global Shield 
Security to come here for 
their coffee. They usually sit 
inside, though if there are 
enough PMCs around to 
make them feel safe (if there 
are 8 or 10), they will sit on 
the patio. Locals can’t afford 
this place, so the clientele are 
almost exclusively foreign.

 CS2: Kitchen
 The kitchen is extremely 
clean. Along with a large, 
wood worktable in the center 
of the room, there are smaller 
tables against the east and 
west walls. In the northeast 
corner of the room is a 
refrigerator door. Against the 
south wall is a large, bakery-
type oven. You can smell the 
fresh bread and pastries.

 There is usually only one person working here. Coffee, mugs, plates 
and utensils are stored under the worktables. The person working in 
the kitchen prepares the sandwiches and pastries. By the afternoon, his 
work is pretty much done, so he spends most of his time standing at 
the open back door, smoking.

 CS3: Refrigerator
 This large walk-in refrigerator stores a wealth of coffee, meat and 
vegetables. Considering the cost of getting these items in Khorforjan, 
the refrigerator might have more wealth than the cash register out 
front. Everything is stored on metal shelves along the walls.

 Though it is not necessary to refrigerate much of it, the ingredients 
for the bread and pastries are also stored in this refrigerator.

 Shometur Square
 Shadirvan Restaurant 
 This small, affordable restaurant offers both Tajik and Turkish 
cuisine. The service is good, and at least one of the servers speaks 
heavily-accented and slow English. After 7 PM, the restaurant presents 
live music from local performers. The selection of performers is 
eclectic and includes both modern and folk music.

 Intourist-Albenistan Restaurant
 During the days of Soviet governance, this was the official tourist 
restaurant in Khorforjan. The management has not changed, and 
the restaurant has survived the troubled times of the civil war and 
economic crisis. The food is actually quite good, much better—if locals 
are to be believed—than what was available before independence. The 
restaurant is still part of the Ministry of Tourism and Trade, and so is 
an official government restaurant.

 Volshebni Sir Pizza
 Basically a counter fronting a couple of large ovens and a work area. 
There are four stand-up tables flanking the door, along the windows. 
While not the largest or most aesthetically pleasing of locations, 
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 7. Kapris Tourist Hotel
 With a mundane collection of balconies, 
windows and neutral colors, this structure 
is many stories taller than the newer, 
flashier building beside it. Instead, this 
building offers the appearance of dull 
assurance.
 The Karpris Tourist Hotel was the largest 
of the government run hotels during 
the Soviet years. Since that time, it has 
been owned and managed by individuals 
with the same lack of appreciation for 
economics and market forces as the Soviet 
planners. Still, due to its size and location, 
it has continued to turn a slim profit. It has 
very few foreign guests.

 8. Khorforjan Casino International
 This structure of white and metal is well-
lit at all times, with flashing neon signs and 
spotlights at night. Its first two stories have 
no windows, save the glass double-door 
entrance, while its third floor has many, as 
well as balconies.
 A recent addition to Government Square, 
the casino was built atop the demolished 
remains of the Khorforjan Art Center, a 
carryover of the Soviet-era. While not as 
busy or flashy as many other international 
casinos, it does a respectable trade with 
the newly wealthy and those wishing to 
appear wealthy. There are also visitors 
from neighboring countries that frown on 
gambling.

 9. Dusti Park
 A small oasis in the busy and noisy 
square, this area is covered in trees and 
paved walkways. An impressive variety of 
flowers lines the walkways. In the center 
of this park, most times obscured from the 
surrounding roads by the trees, is a fountain and wading pool.
 Dusti Park was named after Alexander Dusti, a hero of World War II 
who came from Khorforjan. The park has existed, in one incarnation 
or another, since the time of the czars, but it has shrunk as the 
mechanisms of governance and trade encroached on it. The present 
Dusti Park has existed at its present size and designation since 1952.

 Outside of Khorforjan
 Ashanjube Internally Displaced Persons camp
 Built by the International Humanitarian Organization (IHO) 
with the help of the Global Medical Assistance Group (GMAG), this 
camp was designed to house 1,000 but is now bursting with more 
than 5,000 residents. It is the largest displaced persons camp in 
Albenistan. Although the international community did not involve 
itself during Albenistan’s civil war or during the economic crisis—both 
situations created large numbers of internally displaced persons—with 
increased security fears focused on this area of the world, NGOs have 
been welcomed into the area. Whether this will continue after the 
next election is a question plaguing the small NGO community in 
Khorforjan.

 IDP1: Medical Facility
 The doors to the south and east lead to the main office of the 
medical facility. The office has a desk for Dr. Abdulaziz Shah, one for 
Dr. Muhammad Kazhegeldin and one shared by the local staff of five 
nurses. There is a book shelf along the west wall filled with medical 
texts, dictionaries, and translation dictionaries such as English and 
Tajik, English and Russian, French and Russian, and Russian and 
Tajik. There are low cupboards against the northwest walls and a 
hallway leads out of the main office to the north, along the east wall. 
The cupboards contain administrative supplies, like paper, pens, 
paperclips, and notebooks.
 Along the hallway are a series of six doors. These doors mostly have 
signs in Tajik and Russian indicating “Examination.” The door closest 
to the main office has a sign saying “Supplies.”
 The supply room has a desk by the door with a ledger in which the 
staff maintains an inventory of the items. The door is padlocked and 
the window is protected by a wire metal grill. The supply room has 
stores of medicine and medical equipment, such as bandages and 
splints, as well as cleaning supplies and small items such as batteries, 
light bulbs, and screws.
 The exam rooms are small and have a bed, two chairs and a small 
writing table. At the end of the hallway is a ward with 20 beds, only 
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himself with a hint of arrogance and you can see the disdain and 
suspicion in his eyes.

 Teishiyev appreciates Dr. Kazhegeldin and respects Dr. Shah, and 
will speak to them, but he dislikes the rest of the NGO staff. They are 
foreigners. Part of Teishiyev’s dislike is the bitterness that his nation 
cannot take care of its own population. The foreign NGOs are a constant 
reminder of his nation’s weakness.
 

Chapter 4 Countdown to Hell

 This adventure is based on a map of events rather than a map of 
places. The radicals of Holy Mother Albenistan (HMA) have laid their 
plans for action, and this chapter outlines the timeline of that plan as it 
will unfold without interference. The Increment section will, hopefully, 
do their best to halt the plans of the HMA, but they will not succeed 
without help from the PCs. 
 Abbas’ intent was to develop a biological weapon to use against the 
government center in Isherbazi. However, with the weapon developed, 
the playing field had changed. Isherbazi had become much more secure 
and Western forces have come to Albenistan. Abbas has decided to 
use the weapon on the Westerners in Khorforjan, where the HMA has 
extensive support and a large network. 
 Abdurahkim Boboyev, a leader of the HMA in Khorforjan, had 
decided that the target should be Camp Parker, the base for the UN’s 
Central Asian Stabilization Force – Albenistan (CASFOR-A). He has 
hopes that if the biological agent originates at Camp Parker, blame will 
be placed on NATO or foreigners as a whole. With blame placed on 
foreign governments, the public demand for their removal would force 
Umarov to dispense with his greatest asset: CASFOR-A. 
 Abbas has arrived with a briefcase device developed at the Qalashar 
facility, designed to spread an extremely virulent, hardy and aerosol 
form of the dreaded Ebola virus. Along with the device, Abbas has 
brought two other briefcase devices, not for the biological agent, rather 
for use as diversions.
 By the time the PCs arrive in Khorforjan, Abbas is ready to set his 
plans in motion. The PCs will have four days to counter Abbas’ plan 
and break the HMA network in Khorforjan.
 Once the reconnaissance of Camp Parker is complete, Abbas will 
decide that an attack on Camp Parker is untenable. He will decide, 
instead, to use the device in the Blue Zone, the area which houses the 
non-governmental organizations (NGO) operating in Khorforjan. He 
will keep to his timetable, meaning that on the fourth day after the PCs 
arrive, the device will be used in the Blue Zone.
 If the Increment section arrests or otherwise neutralizes important 
NPCs or are able to disrupt any of the planned occurrences, the direction 
taken by the HMA will change. It will be necessary for the GM to be 
very familiar with the HMA’s plans. As those plans are disrupted, the 
HMA will continue to attempt to complete its goal, however it may 
need to find a new way to do so. 

 Day 1, Wednesday 
 1. An Unwelcome Visitor
 Ikrom Kamilov will move from his safe house in the industrial sector 
with a guard detail of five Urban Soldiers at around 0545. They will use 
a pickup truck belonging to one of the Urban Soldiers and travel along 
back roads to reach the New Office of Sadirov Holdings. Kamilov 
will sit in front with the driver while his four other soldiers ride in the 
back.  Abbas awaits him at the office and Kamilov should arrive around 
0600. 
 The discussion at the office is minimal. It has already been decided 
that Kamilov will reconnoiter the defenses of Camp Parker. Abbas is 
already beginning to question the wisdom of using the Device in such 

a secure area. Boboyev has assured Abbas that Camp Parker is poorly 
guarded, but Abbas requires proof.
 At 0730, Kamilov will leave the office and will travel to the outskirts 
of the city. He will use his older, unimpressive eastern European sedan 
and travel with two of his Urban Soldiers. He will leave the car with 
his Urban Soldiers and continue along the road on foot. He will be 
disguised as an itinerant laborer and therefore won’t be traveling 
armed. He is carrying an old rucksack, approximately the same size as 
the Device, and he intends to leave it near the main gate of the camp.
 Three times along the road to Camp Parker, Kamilov is stopped and 
searched. Each time, the soldiers questioning and searching are polite, 
but Kamilov can see the suspicion in their eyes. Even before reaching 
the main gates, he has made up his mind to advise Abbas that Camp 
Parker is too well-guarded for an attack with the Device to succeed.
 At approximately 0830, Kamilov arrives at the main gate. He pesters 
the guards about work. They have little patience with him and are 
less polite and more aggressive than the soldiers patrolling the roads. 
Kamilov is experienced enough to identify the vehicles of the quick 
reaction force (QRF) ready to roll.
 As soon as Kamilov drops his rucksack, someone shouts at him. He is 
accosted and questioned. He pretends he no longer wants the rucksack. 
After carefully searching the bag, the soldiers roughly force him to 
take it and escort him half-way to the city. While Kamilov is unable to 
understand what the soldiers are saying, he can understand their tone 
and notes their watchfulness.
 Kamilov is back at the car by 1000. He passes by the car, as planned, 
and meets his Urban Soldiers in an alley just off the main street. They 
return to the New Office to confer with Abbas. Abbas decides the attack 
on Camp Parker will be scrapped. He chooses to contact Saparmurat and 
assess the HMA assets in the Ashanjube Internally Displaced Persons 
camp. He tells Kamilov to contact Boboyev, Hasanov, and Iskanov for 
a meeting at the New Office at 2300.

 2. Kamilov the Messenger
 Abbas decides, after hearing of Kamilov’s difficulties around Camp 
Parker, that the plan needs to be changed. While an authoritarian, Abbas 
does appreciate the input of his subordinates, so he sends Kamilov to 
contact the main players in his plan. Abbas will need Kamilov’s eastern 
European sedan, so Kamilov takes his moped. He departs the office at 
1055 after having a short, light meal.
 At 1130, he arrives at the small apartment complex in which Boboyev 
lives. Boboyev is not at home but is actually working in his office, at 
Boboyev Construction, conveniently located in the main square beside 
the apartments. Kamilov arrives there around 1140. He has a short 
discussion with Boboyev, which leads to an argument, as Boboyev is 
not particularly happy that Abbas has changed the plan unilaterally. He 
agrees to meet at the New Office that evening.
 At 1155, Kamilov leaves the Boboyev Construction offices. By 1205, 
he arrives at the Old Sadirov Office, where Hasanov is working at 
this time. Hasanov greets him cordially. Muzaffar Hameed, the main 
contact for the HMA and the rogue SIG faction, is the manager and is 
also in attendance. Kamilov, whose first loyalty is to Hasanov, explains 
the situation and also explains that Boboyev is already angry regarding 
Abbas’ decision, taken without consultation. Hasanov is more 
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support in the Afghanistan border region. He had the help of elements 
from within Afghanistan as well as nationalist and extreme religious 
organizations in the other republics. While the civil war raged, Abbas 
created the Albenistan Motherland Army (AMA). They protected the 
people living in the border region, most of whom were poor farmers 
and various disaffected itinerants of one sort or another. 
 It took many years, but Abbas proved patient. He controlled the border 
with Afghanistan. He allowed drug and weapon smugglers, as well as 
fugitives from international justice, to traverse his protected domain. 
The fees levied for this access and protection stuffed the AMA’s coffers. 
When Abbas spent his accumulating wealth, he spent it on weapons.
 After the elections in 2001, the AMA began attacks on government 
structures, vehicles and personnel. Abbas recruited among those who 
had supported the National Army for Freedom and Reconciliation or 
the Albeni People’s Liberation Army. The rank and file from the civil 
war did not see the elections as addressing their concerns, not when 
they still lived in poverty. They believed the AMA propaganda that 
government corruption caused the destitution of Albenistan.
 When the War on Terror began, a strange meeting took place in 
Khorforjan. Abbas sat down to tea with Lieutenant General Avaz 
Niyazov, a powerful officer within the Security and Intelligence Group 
(SIG). Lt. General Niyazov worried about the influence of the Western 
powers in Albenistan, and he felt the democratically elected government 
did not have the strength to stand up to the West. He agreed to help 
Abbas overthrow the current government. Niyazov intended to set up a 
military dictatorship. Abbas knew that but had plans of his own.
 Along with SIG, Niyazov represented disaffected elements of the 
military and the State Security Police (SSP). The alliance of this rogue 
group and the AMA allowed Abbas carte blanche. He did not need to 
fear prosecution or arrest. He began to design a grand scheme and he 
recreated the AMA as Holy Motherland Albenistan (HMA), calling it 
a war against the decadent influence of the West and the corruption 
of the government. The HMA gained massive support in the border 
region, where AMA support had been the strongest, but also in the 
Autonomous Province of Qurghon Khujand, where the government 
exercised minimal control.
 With the arrival of the Central Asian Stabilization Force – Albenistan 
(CASFOR-A), Abbas has felt threatened, and has decided that to 
succeed in toppling the Albenistan government he needs to drive out 
the foreign powers. As such, Abbas has decided to strike at CASFOR-A 
in Albenistan. As things turn out, CASFOR-A is too secure, and so the 
attack is aimed at the foreign non-governmental organizations (NGOs) 
in Khorforjan.
 In Khorforjan, he will use the alias of Ali Ahmed Hussein, a Syrian 
national working for a charitable NGO called the International Aid and 
Assistance Conference. He has cards and a dummy office set up in 
Damascus. A call to the number will reach an answering service which 
will save a message on voice mail which Abbas can access. If anyone 
actually travels to the office, they will find it devoid of personnel. There 
is an office with office furniture but there are no files or other indications 
of work. If questioned, Abbas will say that he is in Albenistan preparing 
groundwork for a report on possible assistance Middle Eastern nations 
can provide.
 Goal: Abbas wants to free Albenistan from what he sees as government 
corruption and the undue influence of the West. 
 Motivation: Abbas truly believes Albenistan cannot reach its full 
potential until it makes a complete break from its Soviet past, and 
that includes politicians and relationships from the days of the 
USSR—especially Abdul Umarov. He believes the West, meaning 
the democratic, developed nations of the world, are only interested in 
using Albenistan, and Albenistan can only receive fair treatment from a 
position of strength. 
 What He Knows: Abbas knows everything about the HMA plans in 

Khorforjan and about the HMA organization through Albenistan. He 
knows a fair amount about the SIG conspirators but he is not immersed 
in their organization. He knows about Niyazov, now a general in the SIG 
headquarters in Isherbazi. He knows that the SIG conspiracy stretches 
into the military and SSP. He is aware of Colonel Olim Iskanov and 
Senior Lieutenant Yaqub Rakhmonov as the principal players in the 
SIG conspiracy in Khorforjan, but is not interested to know more.
 What He Will Tell: Abbas will tell nothing. Unless drugs or coercive 
interrogation are used, Abbas will not break under regular questioning. 
His own life means nothing to him compared to the completion of his 
mission.
 Tactics: While a trained and experienced combatant, Abbas will not 
enter into combat willingly but will seek to escape. His first inclination 
is to flee and seek help. If forced to fight, he will use mainly autofire 
while making a fighting withdrawal. He will fight defensively, using 
his move action to attempt to escape combat.

 Boboyev, Abdurahkim, owner of Boboyev Construction and 
Sadirov Holdings, supporter of the HMA in Khorforjan
 Smart Hero 4/ Charismatic Hero 4/Dedicated Hero 2: CR 10; 48-year 
old Male; HD 4d6+4 and 4d6+4 and 2d6+2; hp 55; MAS 12; Init +4; 
Spd 30 ft.; Def 14, touch 14, flatfooted 14; BAB +5; Grap +4; Atk +4 
melee (1d4-1, combat knife), or +5 ranged (2d4, Skorpion Machine 
Pistol); FS 5 ft. by 5 ft.; Reach 5 ft.; AL HMA; SV Fort +6, Ref +3, Will 
+6 AP 5; Rep +6; Str 9, Dex 10, Con 12, Int 14, Wis 12, Cha 15.
 Skills: Bluff +13, Computer Use +6, Craft (mechanical) +9, Craft 
(structural) +9, Demolitions +6, Disable Device +6, Disguise +5, 
Forgery +7, Gather Information +9, Intimidate +9, Knowledge 
(business) +20, Knowledge (civics) +6, Knowledge (current events) +7, 
Knowledge (physical sciences) +11, Knowledge (popular culture) +6, 
Knowledge (streetwise) +10, Knowledge (technology) +6, Knowledge 
(theology and philosophy) +5, Profession +7, Read/Write Language 
(Arabic, Russian, English, and Tajik), Repair +5, and Speak Language 
(Arabic, English, Farsi, Russian, Pashto and Tajik).
 Feats: Advanced Firearms Proficiency, Brawl, Deceptive, Dodge, 
Educated (business, physical sciences), Improved Initiative, Personal 
Firearms Proficiency, Point Blank Shot, Quick Reload, Simple Weapons 
Proficiency
 Talents (Smart Hero): Savant (Knowledge [business]), Trick
 Talents (Charismatic Hero): Coordinate, Inspiration
 Talents (Dedicated Hero): Skill Emphasis (Bluff)
 Occ: White Collar (Knowledge [business], Knowledge [physical 
science])
 Possessions: Skorpion Machine Pistol, 2 Skorpion magazines, combat 
knife, street clothes.
 Background: Boboyev is the son of an engineer and a government 
bureaucrat. His parents grew up under Stalin and learned well to restrain 
from criticizing the government. They whole-heartedly supported the 
Soviet leadership right up until Albenistan’s independence, when they 
began to whole-heartedly support Abdul Umarov’s government. They 
continue to do so, living in a small apartment with intermittent heat and 
water in Isherbazi.
 Abdurahkim did not follow his parents’ example. Even in university, 
where he studied structural engineering, he joined radical campus 
organizations and voiced opposition to the Soviet’s in Central Asia. 
He spent five years in a labour camp soon after graduation. It broke his 
parents’ hearts. They used what influence they had to shorten his term 
of incarceration. He learned from that point to only voice his opinions 
to those he truly trusted. That proved a very small number of people 
and his parents were not among them.
 By 1991, when Albenistan gained its’ independence, Boboyev had a 
relatively successful construction firm in Khorforjan. He and his wife 
had two daughters, both of whom attended private school in Moscow. At 
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Appendix 1: Plot Hooks

 So what happens if the characters are not a part of the Increment, or 
even part of the military? If the PCs have completed the Qalashar Device, 
the hook that got them involved there can usually be extended here. 
If the PCs have already proved themselves as capable, extraordinary 
individuals, the Increment or the NATO Special Actions Group could 
recruit the team on a temporary basis—the organization’s resources 
are stretched thin and they need outside help. If the PCs are already 
attached to a Department 7 organization, it has been made aware of 
the threat in Khorforjan. In an ongoing campaign, Abbas and the HMA 
could have ties to whatever opposing force the PCs combat. If none of 
these hooks fit, here are some other options.

 1. Simply choose a different MacGuffin. A MacGuffin is a term 
coined by Alfred Hitchcock to refer to the thing that sets the plot 
in motion, like the briefcases in Pulp Fiction and Ronin. For this 
adventure, the MacGuffin is the Qalashar Device, however, changing 
this into—for example—a rare antiquity the HMA are smuggling out of 
Albenistan would create a good “Dr. Jones” style of adventure. Maybe 
it’s a shipment of drugs that is heading toward Europe or Asia and the 
PCs are Interpol agents looking to stop it, or members of a rival drug 
gang looking to snatch it. While the biological attack will not happen, 
everything else still can. The HMA are still involved in setting up car 
bombs and attacking CASFOR-A. Both the HMA and CASFOR-A may 
wonder how the PCs are involved, and the PCs might find themselves 
the target of either or both.

 2. If the PCs are mercenary types, Ted Romer makes them an offer 
they can’t refuse and they become private military contractors with 
Global Shield Security Services. Manuel Gonzalez has got wind of 
something heavy going on and the PCs are hired as a type of special 
actions team. The PMCs fear the danger relates to the HMA, but they 
have no solid proof or leads. Manuel has contact with Major Walters 
and through this connection, the PCs could come into contact with 
Captain Sloane, who decides they may be of some use. Maybe Manuel 
has noted that Khadr runs with a shady crowd and the PCs are set loose 
on him to get information. Maybe Sloane allows the PCs to learn that 
Iskanov might be involved some how, hoping to use the PMCs as a 
kind of auxiliary resource.

 3. The PCs are representatives of the Umarov government, either 
Albenistanis or mercenaries brought in from outside the nation. The 
government has suspicions that Colonel Iskanov may be involved in the 
conspiracy. The State Security Police have uncovered the conspiracy 
within their own ranks and their interrogation of subjects has cast 
suspicion on Colonel Iskanov. Further, surveillance may have tipped 
the SSP off to Abdel-Rahmen Khadr’s connection to the HMA. This 
gives the PCs a lead. As the PMCs are paid by the government, the PCs 
may be able to use them as a resource.

 4. The PCs are NGO staff or supporters sent to Khorforjan to 
investigate the situation there. This could allow for a wide range of 
PC types. Doctors, security specialists, project managers and even 
reporters or celebrities attached to the NGO could logically be a part 
of this initial contact team. Perhaps Manuel Gonzalez or even Captain 
Sloane warns the group of the possibility of grave danger in Khorforjan. 
If these are humanitarians, they will want to help defuse the situation

 in any way they can. For a reporter, this would make a heck of a story, 
and an exclusive no less. Maybe the action movie star who is attached 
to the charity gets it into his head that he’s an action hero in real life.

 5. The PCs are part of the SIG rogue faction, however they have 
retained some ethics and scruples and cannot accept the possible deaths 
of hundreds of thousands of innocent civilians to “further the cause.” 
They are trying to stop the plan with only a minimum of information 
(contact with the HMA is made through Colonel Iskanov’s office) and 
without getting caught by their SIG associates. They may need to make 
an alliance of necessity with CASFOR-A or the PMCs. 

Appendix 2: Equipment

Personal Equipment

Satcom: This is a man-portable satellite communications terminal. 
In order to contact a satellite, that satellite must be in line-of-sight, 
meaning the satcom cannot communicate with a satellite that is beyond 
the horizon. Most satcom terminals can be used as computer modems 
and have encryption capabilities. An example of a satcom would be the 
AN/PRC 137F Satellite Communications Terminal.

Squad Radio: This is a man-portable radio used for long-range 
communications, such as with the unit’s base. The squad radio is also 
used to communicate with other units and vehicles when on a joint 
operation. Most squad radios can be used as computer modems and 
have encryption capabilities. The effective range is up to 35 miles, but 
the normal range in less than ideal conditions is 20 miles. Examples 
of squad radios would include the UK/PRC-320 and the AN/PRC 119 
Single-Channel Ground and Airborne Radio System.

Squad Radio with Satcom: This is a squad radio that has satcom 
capabilities. This unit performs as do satcoms and squad radios. An 
example of a squad radio with satcom would be the ANPRC-117F.

Tactical Radio: This is a man-portable radio used for short-range 
communication between members of the same unit. In most situations, 
every member of a unit will have a tactical radio, which keeps all 
members connected. The effective range is up to 2 miles. Examples 
of tactical radios include the UK/PRC-349 and the SABER series of 
radios.

Personal Equipment Table 

Vehicles

Armored Sedan: This vehicle represents the type of secretly armored 
vehicle used by Captain David Sloane in Khorforjan. While appearing 
to be a luxury sedan of a type manufactured in Europe, its engine has 
been modified and its body has been armored.

Name Size Weight (lbs.) Purchase DC Rest.     
Satcom M 8 23 --
Squad Radio M 18.5 21 --
Squad Radio/Satcom M 15 24 --
Tactical Radio T 1 15 --

Vehicles Table 
Name Crew Pass Cargo Init Man. Top Speed DEF Hard HP Size Purchase DC Res.
Armored Sedan 1 4 325 lb. –2 -2 230 (23) 8 8 34 H 36 Lic (+1)
Armored Suburban 1 8 500 lb. -4 –4 175 (17) 8 8 40 G 36 Lic (+1)
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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 2002-2003, Wizards 
of the Coast, Inc.; Authors Bill Slavicsek, Jeff Grubb, Rich Redman, 
Charles Ryan, Eric Cagle, David Noonan, Stan!, based on material by 
Jonathan Tweet, Monte Cook, Skip Williams, Richard Baker, Peter 
Adkison, Bruce R. Cordell, John Tynes, Andy Collins, and JD Wiker.

Raid on Ashkashem Copyright 2004 Sword’s Edge Publishing; Author 
Fraser Ronald
The Qalashar Device Copyright 2004 Sword’s Edge Publishing; 
Author Fraser Ronald
The Khorforjan Gambit Copyright 2005 Sword’s Edge Publishing; 
Author Fraser Ronald

DESIGNATION OF PRODUCT IDENTITY: As per section 1(e) 
of the Open Game License, version 1.0a, the following are designated 
as Product Identity: SEP; SEP Spec Ops; the Qalashar Device; Raid 
on Ashkashem; the Khorforjan Gambit; the adventure text, excluding 
Appendices and anything designated as Open Game Content; all 
artwork; all maps; all NPC names.

DESIGNATION OF OPEN CONTENT: As per section 1(d) of the 
Open Game License, version 1.0a, the following are designated as 
Open Content: Chapter 6 NPC statblocks and tactics not including 
names, backgrounds, goals, motivations, what he knows, and what 
he will tell; Appendix 2: Equipment; Appendix 3: Skills and Feats; 
Appendix 5: Organizations.
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THE KHORFORJAN GAMBIT
is from SEP’s SPEC OPS line.

Also look for:

RAID ON ASHKASHEM

THE QUALASHAR DEVICE

Also look for SEP’s ROLES AND CLASSES Products

CAPABLE HERO SPECIALIZED CLASS

COMBAT HERO SPECIALIZED CLASS

COVERT HERO SPECIALIZED CLASS

COUNTER-TERRORISM ASSAULTER PRESTIGE CLASS

SPECIAL OPERATIONS MARKSMAN PRESTIGE CLASS

and

SPEC OPS RECCE PRESTIGE CLASS

All from Sword’s Edge Publishing




