
Call of Cthulhu, Sixth Edition and Savage Worlds roleplaying games. 

The Secret War Has Begun!
A terrifying World War Two setting, fully compatible with the

• New occupations, skills, equipment, and backgrounds from  
  across Europe, the British Commonwealth, and the United States

• How you can keep the home fires burning, become part  
  of the Allied war effort, or risk everything by joining  
  the partisans to bring down the Reich from within!

• What life was like serving with the various  
  military forces and on the Home Front

• An array of historical and fictional material to
  help you create exciting player characters and NPCs

• A background generator, designed to help you  
  find out what dark secrets your past contains…

Discover the secret history of World War Two: stories of amazing 
heroism, in which stalwart men and women struggle to overthrow a 
nightmare alliance of steel and the occult; of frightening inhuman 
conspiracies from the depths of time; of the unbelievable war 
machines which are the product of Nazi engineering genius – and 
how close we all are to a slithering end! The Secret War has begun! 

Section MAlec owton

The Investigator’s Guide to the Secret War is the definitive guide 

to the late 1930s and ‘40s for use by players and Keepers alike. 

Inside you’ll find a whole kit-bag stuffed with:
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Now where would you like me to file it?

- Peggy

   That’s everything typed up, Sir. 
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My involvement with Achtung! Cthulhu came about through a chance conversation my 

husband had with Sarah Newton at Dragonmeet a few years ago. He mentioned to her that we 

were involved in a homebrew World War Two live-action and table-top campaign, and later we 

got chatting about potential Home Front scenarios. I went away buzzing with ideas, and began 

digging out the history books ready to put some thoughts together. 

To cut a long story short, Sarah then directed me towards Chris [Birch], and when I eventu-

ally had a window to discuss the project properly with him almost eight months later, he asked 

me to pitch a section of the proposed Shadows of Atlantis campaign. He obviously liked it, and 

the next thing I knew, we were discussing the Investigator’s and Keeper’s Guides. And then the 

word “Kickstarter” was mentioned…

I remember feeling very nervous when Chris told me he was going to ask for £8,000 so that 

we could fund the project. “Wouldn’t it be terribly embarrassing if we didn’t get it?” I thought. 

So when we went sailing past that first barrier twenty-four hours later, I was both relieved and 

more than a little bit shocked—it certainly looked as if quite a few other people believed in what 

we were doing besides us!

Needless to say, the response to the Kickstarter took us all somewhat by surprise. The back-

ers’ generosity has enabled us to attempt far more than we’d expected, and has allowed us to 

assemble a team of talented individuals to bring our vision of the Mythos in the 1940s to grue-

some, tentacley life. The project has been a steep learning curve for me in terms of managing, 

coaxing, prompting, and cajoling those individuals into delivering their best work, and I hope 

that you will agree that the time taken to get it right has been well spent.

Lynne Hardy
Autumn 2013 

Foreword from Lynne Hardy
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“Green Light, Go, Go, Go!”
Audrey’s stomach lurched into her throat as the Whitley 

shrank away into the frigid night air and her body was jarred by 
the deployment of her parachute. The blood rushing in her ears 
subsided leaving her floating over the French countryside in near 
silence, finally able to take stock of the situation. 

Six months ago Audrey had been a clerk at Wyndham and 
Campbell, translating dreary French scientific journals. When 
His Lordship gave her his card and promised the adventure of 
a lifetime, she had leapt at the opportunity. Now, shivering as 
much in terror as from the biting wind that whipped at her hair, 
she longed for nothing more than the comfort and familiarity of 
her wobbly old desk. 

Somewhere below her, or so she was told, her Resistance 
contact Ariane would be waiting. But who else might be waiting 
down there? She had heard the stories during her training of the 

Gestapo and their ways, but surely they wouldn’t do anything 
to her—after all, she was just a girl! Surely they’d go easy on 
her, wouldn’t they?

“Here comes the ground, old girl—brace yourself.”
What was it that bloody Granger had said as she boarded the 

plane, fighting with her kitbag as she stumbled through the hatch?
“We never say good luck in the theatre; we’re a superstitious 

bunch. So I’ll just say break a leg!”

Welcome to the Secret War
CHAPTER 1

“You hold in your hands the future of the world...”
- Raymond Poincaré

When his Lordship gave her his card  

and promised the adventure of a lifetime, 

she had leapt at the opportunity.
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CHAPTER 1

A Bitter Pill to Swallow

The Treaty of Versailles forces Germany to accept the 
blame for World War One alongside Austria and Hungary, 
to pay huge reparation fees, and to concede large areas of 
territory. It is also intended to prevent German remili-
tarisation. The punitive terms of the Treaty are widely 
denounced in Germany and lead to a festering resentment 
against the rest of Europe. The League of Nations, 
forerunner of the United Nations, is formed as a result of 
the Treaty in order to maintain world peace and prevent 
further conflict.

WHAT IS 
ACHTUNG! CTHULHU?

Achtung! Cthulhu is a World War Two-inspired setting for 
Lovecraftian roleplaying, where player characters investi-
gate the dark machinations of madmen and monsters whilst 
battling to defend the world they know from the all-encom-
passing chaos that war brings. 

This book has been created for use with Chaosium’s Call 
of Cthulhu, Sixth Edition roleplaying game and Pinnacle 
Entertainment Group’s Savage Worlds system. Within these 
pages you will find historical details which will allow you to 
ground your game in as much (or little) reality as you want, 
rules for creating player characters, and copious quantities of 
equipment to support them in their activities. 

If you are playing Call of Cthulhu, look 
for this symbol, which highlights the rules 
relevant to your game. You also need to refer 
to Chapter 5: Your Country Needs You! 
(p.48) when creating your investigator. 

If, on the other hand, you are playing 
Savage Worlds, you need to look for this 
symbol instead, and refer to Chapter 7: 
The Savage Practice of War (p.96) when 
building your hero.

CHRONOLOGY OF A 
WORLD AT WAR

Established histories place the foundations of World War 
Two firmly in the events of 1918-1919, when the German 
nation is systematically humiliated by the victors of the 
so-called “War to End All Wars”. Their treatment, both 
real and perceived, sets the scene for everything that comes 
after. Bearing this in mind, we have included select events 
from the period before war is declared on September 3rd, 
1939. This timeline concentrates on the events of the West-
ern Front, but a few dates from other theatres of war are 
included for perspective’s sake. These other theatres, such 
as the Pacific, Eastern Front, and North Africa, will be dealt 
with in more depth in their own dedicated supplements.

Events within each year are arranged chronologically 
and, where possible, on a month-by-month basis. Specific 
dates have been included for particularly significant events.

1918
NOVEMBER

Germany signs the armistice which ends World War One. 

1919
JUNE

The Treaty of Versailles is signed by Germany. 

1925
OCTOBER

Germany signs the Locarno Treaties. It promises, amongst 
other things, never to invade France or Belgium again.

1928
The Kellogg-Briand Pact is signed. The signatories, including 
Germany, France, Britain, and the United States, promise 
not to use war as a means of solving disputes.

1931
Japan’s Kwantung army invades Manchuria in China, 
renaming it Manchukuo. In 1932 the army installs the last 
of the Manchu emperors, Puyi, the Xuantong Emperor, as 
a puppet leader.

1933
JANUARY

Franklin D. Roosevelt becomes President of the United 
States. Adolf Hitler becomes Chancellor of Germany. 

1934
AUGUST

Hitler takes absolute control of Germany after the death of 
President von Hindenburg. 

1935
FEBRUARY

Robert Watson-Watt carries out a proof of concept test of 
Range and Direction Finding (RDF). The US Navy intro-
duces the alternative term “RADAR” in 1940.
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