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Like Poland, Romania had long been a country
surrounded by unfriendly neighbors. After centuries of
struggles for independence and a disastrous WW!I cam-
paign on the side of the Allies, it found itself involved
inWWII asthethird partner of the Axisin Europe. The
Romanians never shared the globa goals of the Ger-
mans or Italians, nor their ideological motives; Roma-
nia's ams were less high-flying, aimed at defending
their own territorial integrity. Once they had taken back
from the Soviets the border regions they had been
forced to give up, the Romanians were pushed and
pulled rather reluctantly along by the Germans on their
way to Moscow. Another Romanian province was
much closer to their hearts, but, unfortunately, it wasin
the hands of another Axis partner, Hungary.

Romania's surprisingly large military was ill-pre-
pared for a modern war, however, and it soon showed.
While they were prepared to pay high prices for their
victories, such as taking Odessa, the toll became
unbearable as the troops were caught in savage battles
farther and farther away from their homeland, includ-
ing the infamous disaster that was Stalingrad.

And when the tide turned, Romania chose to
switch sides. Fighting alongside the Soviets, their sus-
picious former enemies and new alies, Romanian
troops advanced through Hungary dl the way to Ger-
many.
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The end of WWII saw Romania on the side of the
victors, but the country gained little from the struggle.
The peasantry making up most of the population was
still dead poor, the military was only a shadow of itself,
many Romanian citizens were dead, and the survivors
would soon be shrouded by the Iron Curtain.

Asasetting for aGURPSWWI| campaign, Roma:
nia offers many interesting prospects. Internal politics
allow for adventures involving Romanian agitators,
courtiers, and decison makers, as well as foreign
agents; backroom deals and court intrigues will often
give way to political nations and street fighting.
Other campaigns might put Romanian soldiers against
the Russians (perhaps on the side of the Germans at
Stalingrad), against their archenemy, the Hungarians, or
even againgt the Germans, fighting the Nazis with their
own weapons, supplied by them earlier inthewar. Play-
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ers wanting to fight the Soviets on the Eastern Front
may do so, without having to accept characters who
bear the Nazi stigma.

Foreign servicemen also have much to do in or
over Romania. German troops fought side-by-side with
Romanian soldiers, Soviet tankers swerved into Roma-
nia on their way to Germany, and U.S. bombers
dropped their load over Romanian targets.

Romania also offers unique possibilities for Weird
War |l campaigns. Many Romanians were deeply
superdtitious, and the nation offered a colorful folklore
to match. Vampires, werewolves, ghosts, and other hor-
ror creatures abound. The gamemaster could easily cre-
ate widely different campaigns based on one or more of
these legends, with the war either a mere background,
or being influenced by paranormal activities into alter-
native directions.
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Cornered in the uncomfortable periphery of
Europe, Romania had spent centuries fighting for inde-
pendence. In both World Wars, it fought to keep its bor-
dersintact and to reclaim its lost provinces, but where

in World War | it stumbled upon victory in defeat, in
World War I1 it ultimately found defeat in victory.

RUBBER-
BAND
BORDERS

In 1918, empires collapsed and new countries
appeared on the map of Europe. Romania, however,
had already been in existence as an independent state
since 1861, but from that date to 1945, it was to experi-
ence wild changes to its borders. While economic,
social and ideological forces were at work in Romania
just as everywhere else in the interwar years, the terri-
torial and ethnic issues were more troublesome than in
many other countries.

VicToRY IN DEFEAT

When World War | began, Romania (p. W60) was
a small, crescent-shaped kingdom born of the erosion
of the Ottoman Empire and the Balkan Wars (see
Bloody Balkan Backwaters, p. 4). ltsking, Ferdinand I,
was related to the German Kaiser, and was sympathet-
ic to the Central Powers, but an alliance with them was
impossible because of theterritory that filled the hollow
of the crescent: Transylvania. This mountainous
region’s population was two-thirds Romanian, but it
was part of AustriaHungary, and the Hungarians had
very much the upper hand there. So Romania remained
aneutral; one, however, whose goodwill was critical for
the Central Powers — Romania provided them with
petroleum and the supply line that made Turkey's war
possible.
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For these same reasons, the Allies began pressuring
the Romanians, offering them territory and military
support. Siding with them could be the only way to
wrest Transylvania from its Austro-Hungarian masters.

On August 27, 1916, Romania declared war
against Germany and AustriasHungary and was imme-
diately overrun by an offensive that took over 90% of
its territory; the court, government, and remaining
forces were pushed into las, with their backs to the
Russian border, and when Russia surrendered, Roma-
nia had no choice but to do the same. However, in the
end, it declared war again, just in time to make it on the
winning side.

So after being thoroughly trounced on the battle-
field, Romania came out smelling like arose, doubling
in size. It got Transylvania from Austria=Hungary and
solidified its control over Southern Dobrudja; the col-
lapse of Russia dlowed it to grab Bessarabia, too.
These were largely Romanian-spesking regions, but
they came burdened with large foreign minorities. The
language barrier with these minoritieswasareal hurdle,
since Romanian was, and is, the only Romance lan-
guage in the region.

Enemies Everywhere

Romania was surrounded by resentful rivals. The
heir of the Czarist Empire, the Soviet Union, would
remain weak for years to come, but its sheer size made
it an awkward neighbor, with Ukrainian minorities in
Bessarabia. Both Bulgaria and, beyond it, Turkey, had
no love for the Romanians.

Most importantly, there were the Hungarians, who
had just lost Transylvania and had a minority popula-
tion in that now-Romanian province. Hungary was
smaler than Romania, but still it made a roughly
matched enemy, smarting for revenge. It did not help
that, in 1919, Romanian troops had advanced al the
way to Budapest in order to stomp out the short-lived
Hungarian Communist government of Bela Kun. The
Magyars did not forget the occupation of their capital.

Treading Carefully

The main objective of Romanian foreign policy
after 1919 was making sure that those enemieswouldn’t

3



sa|uu 001

_::.u._ 006l
YINVINOY!

4 HSSN
_,_

-
Y

-

§ : ......\,ka..‘.u...

-
=
&=
=
@
-
=
-
=
=
o
=




3. ROMANIAN
SOLDIERS

Romanians needed to muster al their strength,
resolve, and skills to face the war they found them-
selves committed to. Roleplaying Romanian soldiers
can be a difficult challenge, with the stack decked them
at every turn.

CREATING A
ROMANIAN
CHARACTER

GURPSWWII and the other books in the line have
many templates for creating characters. The following
information is presented in the corebook format, and the
guidelines on pp. W68-85 should be followed. Trest
Romanian soldiers as Soviets for rank-

noblewomen, and wives (or even mistresses), of impor-
tant politicians. This might be an intriguing position,
though such characters would have to act indirectly,
through their men. Later on, when war reached Romania,
women more often had to fend for themselves, but their
plight worsened, too. They weren't as systematicaly at
risk as German women when the Soviets arrived, but the
threet existed.

Romanian Advantages:

Purchase Military Rank and resulting Wedlth, with
remaining points spent among: +1 to HT [10]; Acute
Senses (p. B19) [2/leve]; Combat Reflexes (p. B20) [15];
Common Sense (p. B20) [10]; Extra Fatigue (p. Cl24)
[3leve]; Fearlessness (p. CI25) [2leved]; High Pain
Threshold (p. B20) [10]; Patron (Iron Guard) (p. B24)
[varies]; Ritiable (p. Cl29) [5]; Reputation from medals
(p. W63) or good conduct (p. B17) [varies]; Strong Will
(p. B23) [4/level]; Toughness 1 (p. B23) [10].

based Wesdlth (p. W63). Romanian officers

often will have betier Wealth than tha | JROMANIAN MILITARY RANKS

mandated by their rank; however, promis-
ing and ambitious cadets of peasant ori-
gins could make it to the middle cadres
and then be propelled further up the career
ladder by the fortunes of war.

FEMALE
JHARACTERS

Romanian society had very tradi-
tional ideas about a woman's role — she
was expected to stay home and be agood
mother. Besides, Romania was dow to
reach a total-war footing; women were
not as needed to replace men in the work-
place as they were elsewhere. The most
notable exception wasin the countryside,
where peasant women increasingly found
themselves forced to run things in the
absence of their husbands or fathers.

In the early war years, the most inter-
esting female roles would be reserved for
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Army/Air Force Navy
Maresal al Romaniei -
General de armata Amiral de flota

General colonel (de corp) Amiral
General locotenent (de divizie) Viceamiral
General mgjor (debrigada)  Contraamiral

Colonel Comandor
Locotenent colonel Capitan-comandor
Major Locotenent-comandor
Capitan Capitan
Locotenent major Locotenent
Locotenent =

Sub-locotenent Aspirant
Plutonier major Maistru Principal
Plutonier Maistru Clasa |
Sergent major Maistru Clasa Il

£ Maistru Clasa 11

- Submaistru
Sergent Sergent

Caporal Caporal
Soldat-fruntas Fruntas

Soldat Marinar

MICHAEL’S ARMY

19



BIBLIOGRAPHY

History

Axworthy, Mark and Serbanescu, Horia. The
Romanian Army of World War 2 (Osprey Publishing,
1991). In addition to the color plates, it offersinfo on the
order of battle, organisation, equipment and campaigns.

Axworthy, Mark et a. Third Axis, Fourth Ally:
Rumanian Armed Forces in the European War (Arms
and Armour, 1995). An extensive treatment, including
the military history.

Bantea, Eugen, Constantin, Nicolae and Zaharia,
Gheorghe. Romaniainthe War Againgt Hitler’'s Germany,
August 1944 - May 1945. A typical Communist-era prod-
uct, but useful for the atmosphere of the final campaigns.

Chamberlain, Peter and Gander, Terry. Small Arms,
Artillery, and Special Weapons of the Third Reich
(Macdondd and Jane's, 1978). Has photos and statis-
tics on most weapons issued.

Smith, Walter and Smith, Joseph. Small Arms of
the World (Gallahad, 1973). Illustrates and describes
most small arms.

Fiction

Furst, Alan. Blood of Mictory: a Novel (Random
House, 2002). Theblood of victory isthe Romanian ail,
and the anti-hero hasto find away to disrupt itsflow up
the Danube, towards Germany.

Internet

Romanian Armed Forces in the Second World War.
Detailed site covering organization, small arms, armored
vehicles, etc. Available at: www.worldwar 2.rof.

The Romanian Royal Aeronauticsin WWII. Details
the air force. Available at: www.arr.go.ro/.

Romania 41-45. Covers various aspects of the
Romanian involvement. In Romanian, but easily navi-
gable. Available at: www.haobby.ro/romar my.html.

Stuck for an adventure?

No problem.

e23 sells high-quality
game adventures
and supplements
in PDF format.

« Get complete sample adventures free!

o PDFsfrom the major players in online pub-
lishing — plus gems from the up-and-comers,
and digital editions of out-of-print classics.

» Seethe ratings other users have given . . .
and add your own ratings.

« Buy it once, have it aways. Download your
purchases again whenever you need to.

,‘STEVE JACKSON GAMES

[
/ e23.sjgames.com ®

Download « Print « Play

€23 is part of Warehouse 23, the online store at Steve Jackson Games. Warehouse 23 is
also the official Internet retailer for Dork Storm Press, Atlas Games, and many other
publishers. Visit us today at www.warehouse23.com for all your game STUFF!

MICHAEL’S ARMY 41



