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 The maritime team is tasked to submarine and surface water 
craft insertions. It is commanded by a navy petty officer first class. 
The maritime team has training with diver delivery vehicles as 
well as unpowered watercraft, such as kayaks, and long distance 
swimming. All operators in the maritime team have completed 
combat diving certification with the Canadian Forces and regularly 
cross-train with the US Navy Special Warfare Group, Seal Air 
Land Teams—the SEALs—and the UK’s Special Boat Service.

 The mobility team is responsible for overland insertions, 
including the use of vehicles. The team is commanded by the 
section’s NCO, a warrant officer. The mobility team is regularly 
attached to the pathfinder or reconnaissance team to assist in long-
range, overland actions. Each operator in the team is a mechanic 
with expert knowledge of a wide range of military and civilian 
vehicles. The entire team has extensive combat and crisis driving 
training.

 Part of the headquarters element, the eight-man signals team is 
responsible both for signals intelligence and electronic warfare. It 
is commanded by a lieutenant. In the field, the signals team would 
be the communications hub for the CSRS. The team would also 
monitor communications of opposing forces and, if required, jam 
those signals. Jamming is rarely done unless the signals team is 
part of a larger, regular military group, as jamming will reveal the 
presence of the CSRS detachment in the field.

 During a plainclothes operation, the signals team would have the 
responsibility to monitor telephone and computer network 
traffic. This often requires covert entry of an area in 
order to place the monitoring devices, though 
sometimes the tap can be placed outside the 
target location, such as on the telephone 
lines leading to the location.

 It is very rare, but not impossible, for 
a team to be split during a deployment. 
Unless acting under extreme necessity, 
teams are deployed together and operate 
together. Sections may be split into their 
component elements, but splitting a team 
is avoided if at all possible.

The CSRS Armoury
Weapons
Colt Canada C7A2 assault rifle
 Colt Canada (known as Diemaco 
before its purchase by Colt) manufactures 
versions of the AR15/M16 in Canada. 
These are the standard longarms of the 
Canadian Armed Forces. The C7 is a 
Canadian-made variant of the M16. 
The C7A2 is the most recent version, 
incorporating many advances as well as 
an integral optical sight, a three position 
collapsible stock, and a modular rail 
system.

Colt Canada C8 Special Forces Weapon 
carbine
 Colt Canada, manufacturers of licensed 
versions of the AR15/M16 in Canada, produces 
a carbine version of the C7, the C8 carbine. With 

the increased use of Colt Canada weapons in the special operations 
forces of Europe and the growth of special operations capable 
units in Canada, Colt Canada developed a carbine specific to the 
needs of special operations forces. This is the C8 Special Forces 
Weapon (SFW). Among its specifications are a special chamber 
configuration and barrel, a three-position telescoping stock and an 
ambidextrous fire selector.
 Game Notes: This weapon can have a 3-round burst setting, but 
it is not standard.

Colt Canada C8 Close Quarters Battle short assault rifle
 The C8 CQB is a C8 carbine, further shortened and made more 
compact for ease of use in confined spaces. It is the most compact 
of the Colt Canada carbines, designed for urban combat and 
operations in built up areas. A short assault rifle, it is similar in size 
to a sub-machinegun but fires a rifle cartridge. 
 Game Notes: This weapon can have a 3-round burst setting, but 
it is not standard.

Heckler & Koch MP5K sub-machinegun
 The MP5 family of sub-machine guns was developed from the 
Heckler & Koch G3. The MP5K sub-machinegun is a redesigned 
MP5 for CQB and concealment. It has no stock, but does have a 
large forward hand-grip as it is meant to be fired from handhold 
at all times. The MP5K can be fired in semi-automatic or full 
automatic modes, while the MP5KA4 also has a 3-round burst 
setting. 
 Game Notes: This weapon can have a 3-round burst setting, but 
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Junior Officers
Air Force and Army Navy
Captain Lieutenant (Navy)
Lieutenant Sub-Lieutenant
Second Lieutenant Acting Sub-Lieutenant

Subordinate Officers
Air Force and Army Navy
Officer Cadet Naval Cadet

Senior Officers
Air Force and Army Navy
Colonel Captain (Navy)
Lieutenant-Colonel Commander
Major Lieutenant-Commander

General (Air Force and Army)/Flag (Navy) Officers
Air Force and Army Navy
General Admiral
Lieutenant General Vice-Admiral
Major-General Rear-Admiral
Brigadier General Commodore

Non-Commissioned Members
Air Force and Army Navy
Chief Warrant Officer Chief Petty Officer 1st class
Master Warrant Officer Chief Petty Officer 2nd class
Warrant Officer Petty Officer 1st class
Sergeant Petty Officer 2nd class
Master Corporal Master Seaman
Corporal Leading Seaman
Private Able Seaman
Private (recruit) Ordinary Seaman

Senior Appointments
Air Force and Army Navy
Canadian Forces Chief Warrant Officer Canadian Forces Chief Warrant Officer
Command Chief Warrant Officer Command Chief Petty Officer
Group/Formation Chief Warrant Officer Group/Formation Chief Petty Officer
Brigade Chief Warrant Officer
Base Chief Warrant Officer Base Chief Petty Officer

Canadian Ranks
 While the Canadian Forces are combined under a central 
command structure, the rank structure is not likewise combined. 
The ranks for the Air Force and the Army are the same, but those 
of the Navy are different.
 Below, are the ranks for officers and non-commissioned members, 
divided into the differing services. 
 Note: the term of lieutenant is pronounced “leftenant” in the 
Canadian Forces.
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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. 
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Smaller and more secretive than JTF-2, the CSRS is Canada’s newest 
special operations force. Too bad they’re completely fictional.
Following the fashion of SEP’s Covert Forces, this supplement outlines the background and 
organization of the fictional Combined Security Reconnaisance Section. Need to know how 
to get into this secretive special operations force? It’s here. What does your character car-
ry when on an extended patrol? Check out the Extended Operation Kit. How about the Colt 
Canada C8 SFW stats? Oh yeah, that’s here too.  This supplement is packed with everything 
you need to fashion a character from Canada’s fictional finest.

And that means more than just a cup of Timmy’s coffee and a hockey stick.
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from a specific establishment. Heck, I can barely skate . Were we following Canadian stereotypes, we’d mention beer, eh?




