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Toreword from Lynne Hardy

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 ina homebrew World War Two live-action and table-top campaign, and later we
got chatting about potential Home Front scenarios. | 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 | 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 | knew, we were discussing the Investigator’s and Keeper’s Guides. And then the
word “Kickstarter” was mentioned...

| 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?” | thought.
So when we went sailing past that first barrier twenty-four hours later, | 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 | hope
that you will agree that the time taken to get it right has been well spent.

pep=R

/Ze Hardy

Autumn 2013




CHAPTER 1

Xelcome to the Fecret X

“#lou hold in pour hands the futuce of the world...”
- Rapmond Loincare

“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

When his Lordship gave her his card
and promised the adventure of a lifetime,

she had leapt at the opportunity.

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!”




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 is 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 (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
(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.

29 156

NOVEMBER
Germany signs the armistice which ends World War One.

jES:1.©

JUNE
The Treaty of Versailles is signed by Germany.

CHAPTER
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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.

1925

OCTOBER
Germany signs the Locarno Treaties. [t 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.

1953

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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MARCH
The Rhineland Crisis: the remilitarisation of the Rhineland
by Germany in response to France and the Soviet Union’s
mutual assistance agreement of 1935. Although this is in
direct contravention of the Treaty of Versailles and the
Locarno Treaties, Britain and France do nothing to oppose it.

JULY
The Spanish Civil War begins between the Republicans and
Francisco Franco’s (Fascist) Nationalists. The war ends with
Franco’s victory in April 1939.

APRIL
Germany begins to practice its aerial warfare tactics with the

bombing of the Spanish town of Guernica, carried out by the
Luftwaffe’s Condor Legion.

JULY
Japan invades China after the Marco Polo Bridge Incident,
seeking to take control of the country’s material resources.

1851 5

Theodore Obrig and John Mullen develop the first all-plastic
contact lenses.

MARCH
Austria is annexed by Germany in an event called the
Anschluss.

SEPTEMBER
The Munich Agreement: Germany successfully acquires the
Sudetenland, a German-speaking part of Czechoslovakia,
after the French and British, desperate to avoid another war,
accede to Hitler’s demands.

9159
MARCH

Germany invades the rest of Czechoslovakia. Britain and
France still do nothing.

MAY
The Pact of Steel is signed between Germany and Italy,
promising cooperation and support between the two nations.

AUGUST
The German-Soviet (Molotov-Ribbentrop) Pact is signed,
much to everyone’s surprise, given the well-documented Nazi
hatred of communism.

SEPTEMBER

1st: Germany invades Poland (Case White), using what
will become known as “lightning war” tactics, or Blitzkrieg;
Einsatzgruppen, the so-called “special action groups” or
“mobile killing units”, begin executing Polish Jews and other
non-combatants behind the frontlines. 3rd: Britain and
France declare war on Germany. The Battle of the Atlantic
begins with the sinking of the passenger liner SS Athenia off
the coast of Rockall in the Atlantic Ocean. 11th: troops of
the British Expeditionary Force (BEF) arrive on French soil.
17th: the Soviet Union invades Poland.

OCTOBER
The BEF is sent to northern France to defend the frontier
with Belgium.

NOVEMBER
Belgium and the Netherlands declare themselves neutral.
The Soviet Union invades Finland.

Decenmber

The Battle of the River Plate: the pocket battleship and
commerce raider Admiral Graf Spee is scuttled just off Mon-
tevideo, Uruguay after a battle with the British Royal Navy.

1940

APRIL
The Weser-Exercise: Germany invades Norway via Denmark
to secure supplies of iron ore.

Reter Unem

Austria’s annexation by Germany is often described

as a “bloodless” political and military coup. However,
political dissidents and undesirables are rounded up and
removed, one way or another. The action also leads to the
mobilisation of the British Royal Navy.

Raise a Glass

The legendary guerrilla warfare weapon, the Molotov
Cocktail, makes its first appearance during the Soviet-
Finnish “Winter War”, although there have been similar
incendiary weapons in the past. It is named after the
hated Soviet Foreign Minister, Vyacheslav Molotov.
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A Propaganda Coup

Operation Dynamo is a classic example of snatching
victory from the jaws of defeat, at least in the hearts and
minds of the public. The combined operation by the
“little ships” and the British Royal Navy lasts for nine
days and rescues approximately 338,000 men (nearly
200,000 of whom are British) but virtually no equipment,
leaving British forces at a distinct disadvantage for several
years. Many of the French soldiers rescued insist on being
repatriated immediately.

CHAPTER

MAY

British troops take up positions in Iceland to prevent occu-
pation by German forces. Churchill becomes British Prime
Minister after Neville Chamberlain resigns. 10th: the
German invasion of France begins with a feint into neutral
countries Belgium and the Netherlands, drawing French and
BEF troops away from the real area of attack through the
Forest of Ardennes (Case Yellow). German troops cross the
French border there on 12th. The Netherlands and Belgium
surrender to Germany. Operation Dynamo, the evacuation
of BEF and French armies from Dunkirk, begins.

JUNE

British Special Service Unit forces are established, based on
Boer kommando troop structure. They do not become known
by their more famous name, the Commandos, until 1941
(p-36). 5th: the Battle of France (Case Red) begins. 9th:
Norway surrenders to Germany. 10th: Italy declares war on
Britain and France. 14th: Paris is captured by the Germans.
21st: [taly invades southern France. 22nd: France signs an
armistice with Germany. Two days later, France is also forced
to sign an armistice with [taly.

JULY
The British Intelligence Service departments Section D,
MI-R, and Electra House (EH) are merged to form the Spe-
cial Operations Executive (SOE; p.41). The Folboat Troop
is formed, named after the folding canoes they use for oper-

ations; it will later be known as the Special Boat Section
(SBS). The Battle of Britain begins.

AUGUST
13th: Adlertag (Eagle Day), the start of the main aerial offen-
sive by the Luftwaffe against the RAE Italy attacks British
Somaliland, triggering the war in Africa.

SEPTEMBER
27th: the Tripartite Act is signed between Germany, Italy,
and Japan. Japanese forces occupy French Indochina under
the guise of co-operation with the French authorities, as

=

Sweet Revenge

The French armistice divides the country into a northern
Occupied Zone and a southern “Free Zone”, run by the
puppet Vichy regime under Marshal Philippe Pétain. Hitler,
in an act of supreme vindictiveness, insists that the event
take place in exactly the same railway carriage and at
exactly the same location used when Germany signed the
armistice in 1918. He even sits in the same chair as his
predecessor, Marshal Foch. He has the site destroyed three
days later, and the carriage taken to Berlin as a war trophy.

part of their Greater East Asia Co-Prosperity Sphere plan.
Operation Seeléwe (Sealion), the proposed German invasion
of Britain, is indefinitely postponed after the Luftwaffe fails
to destroy the RAE

OCTOBER
Hitler begins the first of a series of attempts to woo Franco
into joining the war on the side of the Axis during a meeting
at Hendaye, France. An agreement cannot be reached on
the necessary terms, in part due to huge bribes being paid to
Franco by the Allies, although Spain continues to covertly
aid the Germans wherever possible.

1941

JANUARY
Lt. Col. Dudley Clarke begins work on the entirely fictitious
Special Air Service (SAS) as part of his disinformation cam-
paign, Operation Abeam. Victor de Laveleye, of the BBC’s
Belgian Service, proposes the “V” campaign to rally anti-
Nazi support in Europe; Churchill is so taken with the idea,
he starts using his “V for Victory” hand gesture.

MARCH
The British Expeditionary Force lands in Greece. Erwin
Rommel begins his North Africa campaign.

APRIL
Germany invades Yugoslavia and Greece to rescue Italy’s fail-
ing campaign. Both countries surrender to the Axis.

MAY
HMS Hood is sunk (shortly after young actor Jon Pertwee
is transferred from it). Its nemesis, the Bismarck, is hunted
down and sunk three days later.

JUNE
David Stirling receives permission to form the first real
detachment of the SAS. 22nd: Operation Barbarossa, the
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German invasion of the Soviet Union, begins; despite
repeated warnings from Soviet, British, and American intel-
ligence, Josef Stalin is largely taken by surprise. The Soviet
Union, by default, now becomes one of the Allies. Finland
begins its second war with the Soviets in support of the
German invasion.

JULY
The British pass control of Iceland to the United States.
Stalin institutes a scorched-earth policy to deny resources to
the invading German army.

SEPTEMBER
Churchill establishes the London Controlling Section (LCS)
to co-ordinate first British, and then later the Allies’, strate-
gic deception plans.

OCTOBER

German forces attack Moscow (Operation Typhoon).

DECEMBER
7th: the Japanese air attack on Pearl Harbor officially brings
America into the war. 8th: the Allies declare war on Japan.
11th: Germany and Italy declare war on the US.

“There is no blinking at the fact that
our people, our territory, and our
interests are in grave danger.’

— Franklin D. Roosevelt

1942

JANUARY
The United Nations is effectively formed by the signatories
of the Atlantic Charter. Operation Drumbeat, known by
German submariners as the “second happy time”, begins with
U-boats attacking shipping along the East Coast of America.

FEBRUARY
RAF Bomber Command begins a concerted bombing effort
against German cities, with a view to destroying transport
and industrial infrastructure.

MARCH
The Commando raid Operation Chariot takes place, destroy-
ing the dry dock at Saint-Nazaire. The mass production of
penicillin begins slowly, with half of the first production
run used to treat just one patient. By June 1944, the United
States produces over two million doses in time for D-Day.

APRIL
King George VI awards the George Cross to the island of
Malta for its resistance to Axis bombing. Much to Japanese

surprise, the Doolittle Raid of American B-25 bombers
attacks Tokyo.

MAY
The first RAF 1,000 bomber raid targets Cologne (Operation
Millennium).

JUNE
The Battle of Midway between US and Japanese naval forces
begins to reverse the flow of the war in the Pacific in favour
of the victorious Americans.

SEPTEMBER
The Battle of Stalingrad begins.

OCTOBER
Hitler announces the Kommandobefehl (the Commando
Order): all enemy commandos are to be shot on sight,
regardless of armed status, even if they are surrendering.

NOVEMBER

Operation Torch: the US-led invasion of Vichy Northwest
Africa, begins, with Free French soldiers fighting their
Vichy-supporting countrymen. German troops march into
unoccupied France in response to the Vichy regime’s sub-
sequent surrender (Operation Anton); the French fleet is
scuttled. The war on the Eastern Front begins to turn against
the German Army.

’
f

V for Salvation?

The letter V is chosen by former Belgian Minister of
Justice, Victor de Laveleye, because it is the first letter
of victory, victoire, and vrijheid (the Dutch and Flemish
word for freedom). In June, 1941, the Morse code for V—
three dots and a dash—and the opening of Beethoven’s
Fifth Symphony, which reminds quite a few people of
the Morse version of the letter, are broadcast together,
becoming the BBC's European station identifier signal.
Aleister Crowley claims that the idea is actually his,
with the symbol forming a protective ward against the
power of the swastika, passing it to the BBC to help
the British war effort. He also claims that he advised
Churchill to use the famous hand gesture from July for
very much the same purpose. However, Joseph Goebbels,
Reichsminister of Propaganda, attempts to co-opt the sym-
bol, even though the German word for victory is “Sieg”,
leading to the campaign slowly falling out of favour.

r]




1943
JANUARY

Allied troops under Montgomery enter Libya and Tunisia.
The siege of Stalingrad ends.

MAY
The war in North Africa ends with the fall of Tunis (Opera-
tion Vulcan). Operation Chastise, the Dambusters raids,
against the Mohne, Eder, and Sorpe dams in the Ruhr
Valley take place. It is “Black May” for German U-boats,
with twenty-five percent of the U-boat fleet sunk; this is
considered the turning point in the Battle of the Atlantic.

JULY
The Battle of Kursk (Operation Citadel), the largest tank
battle in history, begins between Germany and the Soviet
Union on the Eastern Front.

SEPTEMBER
Italy surrenders to the Allies, leading to Plan Black, the
German invasion of the Italian mainland.

OCTOBER

Italy declares war on Germany.

b il o S ot

R Hitler

Whilst Colonel Claus von Stauffenberg’s assassination
attempt is one of the most famous, it is by no means the
only one. Although German resistance throughout the
war is fragmentary and largely individual, there are several
attempts to remove Hitler before July 1944. One of the
earliest is in 1934, but this is discovered, and at least one
of the conspirators sent to Dachau. Another, the Oster
Conspiracy of 1938, is negated by Britain and France’s
appeasement of Germany over the Sudetenland Crisis. In
November, 1939, the so-called Munich Plot fails because
Hitler leaves the Biirgerbréukeller early, narrowly missing a
bomb blast meant for him. In March 1943, well aware the
war is turning against them, a variety of senior German
military figures, many of them also involved in the July
1944 plot, attempt to blow up a plane Hitler is travelling
on with a bomb planted in a fake bottle of Cognac. But
the device fails, probably because of the low temperatures
in the plane’s hold. Hitler's increasing paranoia and
withdrawal from public life in 1943 seriously hampers
further attempts. Rumours began to circulate regarding
the Fiihrer’s “Devil’s Luck” as each and every attempt is
mysteriously thwarted...

CHAPTER 1

DECEMBER

H2X radar is introduced, enabling aerial navigation in bad
weather.

“I nave full confidence in your courage,
devotion to duty and skill in battle. We will
accept nothing less than full victory!”

— Dwight D. Eisenhower

1944
JANUARY

Dwight D. Eisenhower becomes the Supreme Commander of
the European Allied invasion forces.

JUNE
6th: D-Day—the Normandy Landings—commence. The
slow crawl across mainland Western Europe has begun.

JULY
20th: the Valkyrie plot fails in its attempt to assassinate Hitler
and bring Germany under military control using the Third
Reich’s own emergency plans. An injured Rommel is impli-
cated in the plot, and forced to commit suicide in October.

AUGUST
15th: Operation Dragoon-Anvil sees Allied troops land in
the south of France. 25th: Paris is liberated. The Red Ball
Express truck convoy system begins.

SEPTEMBER
Brussels is liberated. Operation Market Garden, “A Bridge
Too Far”, is launched at Arnhem, Nijmegen, and Eindhoven.
Most of France has been liberated by Allied troops, apart
from a few small pockets of German resistance.

DECEMBER

The Battle of the Bulge begins in the Ardennes Forest,
ending in January 1945.

Express Delivery

It is essential for the Allied war effort that supplies are
maintained from liberated French ports to the advancing
front. To ensure this, the Red Ball Express is set up.
Mostly driven by African-American troops, the route is
marked with red balls and closed to civilian traffic. The
trucks themselves are also marked out with red balls to
ensure they receive priority when using civilian roads. The
service is halted in November 1944 with the liberation of
the port of Antwerp.
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Professor A. Cowie and his small but determined band flee their German pursuers in a

stolen Kilbelwagen,

little realising wait awaits thenm in the deep, dark woods...

1945

JANUARY

Soviet troops capture Warsaw.

FEBRUARY
The battle for Iwo Jima begins. US bombers bring about the
Tokyo firestorm, although a further raid in March causes
much more damage. The liberation of Belgium is complete.

MARCH
Allied forces begin crossing the Rhine.

APRIL
The Battle of Berlin begins between the Red Army and a
mixed bag of German military and civilian forces. 12th:
President Roosevelt dies. Soviet troops capture Vienna.

The Allies meet up with Soviet troops on the banks of the
River Elbe.
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But Where's
The Rest O0f It?

In the real world, the events of World War Two continue

to unfold until late 1945, with the eventual surrender of
the Axis forces and a host of repercussions that are felt
for many years afterwards. But this is not the real world,
and there is no guarantee that things will turn out in
quite the same way at all. In fact, the shadowy forces
behind the Secret War have a strategy in place for what
to do once it becomes clear that things are no longer
going their way. Details of that plan can be found in the
upcoming Achtung! Cthulhu: Assault on the Mountains
of Madness campaign, and the Achtung! Cthulhu: Bye
Bye Baby supplement.
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CHAPTER 2

Heep the Lrome Lives Burning

“There is one front and one battle where everpone... will be privileged to vemain in action
throughout this war. That front is vight heve at home, in our dailp lives, and in our daily tasks.”
- Lranklin . Roosevelt

World War Two, more than any war before it, is fought on
two major fronts: the battlefront and the home front. This
chapter looks at how the conflict impacts on jobs, living
arrangements, food, fashion, and entertainment for those left
at home, in order to give you an overall feel for the world in
which Achtung! Cthulhu is rooted.

BLOOD, SWEAT & TEARS

Although the privations and horrors of the battlefront are
many, life at home certainly isn’t always easy, and in some
cases it is considerably more dangerous than being on the
frontline. For many parts of the world, civilian fatalities
far outnumber those suffered by the military. Besides the
death toll caused by bombing, the blackout regulations in
England and Germany lead to a huge increase in accidents,
and you are far more likely to suffer an amputation as a
result of an industrial accident whilst building war materiel
than you are through being on the receiving end of them
during combat.

Whistle While You Work

America and Britain are still suffering from the global
economic collapse caused by the Wall Street Crash as the
spectre of another world war rears its ugly head, though
war industries soon perform a miracle in virtually eradi-
cating the high levels of unemployment in both countries.
Germany, having endured its own share of economic woe,
enters the war with full employment but severe short-
ages in key areas, such as mining and agriculture. Strike
action is banned during the course of the war in Britain

and America, but dangerous working conditions and unfair
treatment lead to more strikes taking place than at any time
during the 1930s. In other countries, such as Germany, the
passive resistance measures of absenteeism and decreased
production are preferred, as outright action leads to impris-
onment or much, much worse. As well as carrying out their
day jobs, workers are also expected to fulfil voluntary duties,
such as air raid precaution activities, first aid provision,
fire-watching, or fire-fighting.

Although conscription removes many young men from
the workplace, not everyone is subject to it—certain profes-
sions are deemed so important to the war effort that male
workers in them are protected from the compulsory call to
arms. They are, however, free to volunteer. In Britain, for
example, mining, manufacturing, and farming are amongst
these reserved occupations, as is teaching for women. Skilled
workers are often in short supply, forcing Germany to pass
laws in the summer of 1942 to prevent companies from
poaching the best craftsmen from one another.

You are far more likely to suffer an
amputation as a result of an industrial

accident... than you are during combat.

JOBS FOR THE BOYS?

Before the war any woman with a job, once she weds (unless
she is very poor), is expected to give up that job and become
a housewife. The best she can hope for after marriage is to
join some sort of voluntary organisation, like the Women’s
Institute or the Associated Country Women of the World.
The workplace is for single women only. But the role of
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women changes dramatically with the onset of the war,
although some countries do everything in their power to
suppress female emancipation.

Germany and Vichy France are both pro-natalist regimes,
firmly believing that a woman’s place is at home raising lots
of future model citizens and keeping everything clean and
cosy for their spouse. At least, that’s the view for nice mid-
dle-class girls and their betters—poor women are there to
be exploited as agricultural labourers or in the dirtiest, most
dangerous jobs once the menfolk have joined the fighting.

Although women are mobilised for factory work in
France as soon as war is declared, a change of leadership
brings a change in legislation, preventing married women
from working if their husbands can provide for them. Moth-
er’s Day is turned into a national holiday to further underline
the regime’s policies. French women do not even have the
right to vote, unlike women in Britain, America, and Ger-
many, although Charles de Gaulle’s fledgling government
does agree in principle to the introduction of universal suf-
frage in the spring of 1944.

In Germany women’s employment falls dramatically
at the beginning of the conflict, partly due to the generous
allowances given to them if their husbands are serving in the
military. Only when the tide of war turns against them does
the German High Command insist on conscripting women
into war work, though many use their influence and connec-
tions to either avoid service all together, or ensure a “cushy
number” in a family business. The first serious attempt to
train women for armament and aircraft production does not
occur until December 1944. In Britain and America by this
time almost half the workforce in any given aircraft factory
is female, although women do have to receive union per-
mission in Britain to work in trades from which they have
previously been barred.

For the most part, Germany prefers to use slave labour
rather than women for its war economy: not only is it
cheaper, but there are fewer restrictions as to what the work-
ers can and cannot be made to do, or on how long they are
allowed to work. The French, in turn, are forced to repeal
their women'’s labour laws due to Germany’s ever growing
demands for foreign workers.

With very few exceptions, no matter where women toil,
they are paid substantially less than men even when car-
rying out the same jobs, with wages usually being between
twenty and forty percent lower. Not all women want to work,
though: in some cases, it is far more lucrative just to get mar-
ried. After entering the war America sees a rise in so-called
“Allotment Annies”, canny and unscrupulous women who
hustle departing soldiers into matrimony so they can pocket
their married living allowance. The most accomplished
Annies have anything up to six or seven husbands at a time.
Some even specialise in airmen, who have a much higher
chance of being killed in action, leading to a large compen-
sation payment that can set them up for life.

tan
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Historical Accuracy
versus Playability

Whilst women are heavily discriminated against in certain
countries during the war, and attitudes are seldom better
in many of the more “enlightened” ones, they play a huge
role in every theatre of the conflict, either directly in the
various covert and resistance operations, or indirectly in
essential support roles, taking risks equally as great as
their male counterparts. They acquire a degree of freedom
that most women have never experienced before, and are
determined to fight to hold on to that liberty. In your own
campaign, it is entirely up to you how historically accurate
you want your female investigators' occupations to be,
and how heavily they become involved in frontline action.
The same is equally true when it comes to handling
the treatment of African-Americans and other ethnic mi-
norities in the United States. Black troops are segregated
from white soldiers, limited to certain roles, and forbidden
to join the Marines or Air Corps. An executive order in
1941 outlaws discrimination in the war industry and wid-
ens the military roles permitted, leading to the creation
of such units as the Tuskegee Airmen. But if you would
rather not have to deal with this sort of discrimination in
your game, then remove it.

]

Home Sweet Home

Although the commonest cause of displacement during the
war is enlistment, there are many other reasons for people to
leave home. Half of the inhabitants of Britain move during
the war, either because of work commitments, because their
housing is destroyed, or through fear that it might be. Many
millions are evacuated in several waves throughout the war,
although most return when the threat fails to materialise, or
is much less severe than expected.

Subsidies are available in Germany from September 1940
to help parents pay for the cost of evacuating their children
to rural areas, and in the summer of 1943, several million
women, children, and old people are evacuated from the
Ruhr Valley, Berlin, and other cities in Germany in response
to Allied bombing raids.

In the event that you are bombed out, who do you turn
to for help? In Britain, the Women’s Voluntary Service takes
care of finding new accommodation, clothing, and food for the
victims of air raids, as well as providing information on casual-
ties and assisting the bereaved. In Germany, the Nazi Party is
responsible for the rest centres where people first go for shelter,
but finding new billets is the responsibility of the National
Socialist Welfare Organisation and the National Socialist
Women’s Association. Underused or vacant properties are
seized from their owners to provide housing for the homeless.




With the Best of
Intentions

Early in the war, the Children’s Overseas Reception Board
(CORB) plans to relocate thousands of British children
to the safety of Commonwealth nations abroad. The first
such shipment is that onboard the SS City of Benares,
which sets off from Liverpool en route to Canada with a
cargo of ninety child “seavacuees” on 13th September,
1940. The ship is sunk on 17th September by a U-boat
torpedo, killing seventy-seven of the children. Many of
the ship’s crew and the children’s adult chaperones are
also killed. CORB'’s activities are suspended soon after-
wards, although individuals are still permitted to evacuate
their children at their own risk.

)

CHAPTER 2

“Never thought I'd see the Government putting their
hands in their pockets to support our ‘piece’. Mind you, if
they want us to eat more potatoes, subsidising fish’n’chip
shops is certainly one way of doing it.”

—Maggie, London, September 1940.

Piece: hand-held food that can easily be eaten on the
move, such as bread and jam, bread and margarine, and
fish and chips.

The population movement in America is also spectac-
ular, with over twelve million people moving out of state
and thirteen million more moving within state to supply
the growing need for war workers. Unfortunately, migration
on this scale causes severe housing shortages in key areas,
leading to high rents and discrimination, and occasionally
sparking riots. A squalid shanty town grows up around Ford’s
Willow Run plant, where one of the real-life inspirations
for the world-famous Rosie the Riveter is employed, because
there is simply nowhere else to live.

Mass migrations are not just limited to the free coun-
tries—in France, an exodus is triggered by the German
invasion and occupation, leaving some towns and cities, like
Reims and Lille, as virtual ghost towns. Later in the war,
large numbers of French men also vanish into the countryside
to avoid forced labour conscription, becoming réfractaires, a
small number of whom form the foundations of the anti-Vi-
chy outlaw organisation, the Maquis.

As their countries are invaded, those of many nation-
alities flee to Britain, including Poles, Belgians, and
Norwegians. Considerable numbers join up to serve in the
British forces, or form regiments of their own operating
within the British military.

TIGHTEN YOUR BELTS

One serious consequence of war is a change in the availabil-
ity of consumer products; essential and non-essential alike.
France, Britain, Germany, and America all enforce rationing
during the conflict as a means of controlling supplies and
prices, although the extent to which the different goods are
rationed varies greatly. As with all rationing systems, the
merchandise still has to be paid for so even if you have the
necessary coupons, if you do not have the cash, you have to
go without. Germany and Britain both begin rationing very

early, with Germany introducing food rationing in August
1939. Britain’s first rationed item is petrol, with food ration-
ing commencing in January 1940. In France, rationing begins
in the summer of 1940 after the Fall of France, and in Amer-
ica in January 1942.

Heavily dependent on imports, Britain has to enforce
rationing quickly to make the best of potentially limited
resources, particularly in light of the Battle of the Atlantic.
Food rationing is covered by a coupon system, and is care-
fully constructed to ensure the best possible nutritional value
for the largest number of people. Although initially based on
set weights and measures of certain foods, later in the war a
points system is introduced, allowing families to vary what
they buy to a limited degree. Families must register with a par-
ticular shop in order to use their coupons. A points system is
also in place for items like new clothing, soap, and furniture.

The War Agricultural Executive Committee (War Ag)
also encourages farmers to up their game and dramatically
increase productivity throughout the war to reduce the coun-
try’s dependence on imported food. The Women’s Institute
opens Preservation Centres in rural areas to pickle, preserve,
bottle, and can every foodstuff imaginable, and quite a few
that aren’t. Regardless of location, in free or occupied terri-
tory, those living in the countryside tend to suffer less than
those in towns and cities, due to their access to seasonal and
alternative food supplies, such as game.

Bread is not rationed in Britain, although bakers are not
allowed to sell it fresh. They must wait a day so that the
bread is less appetising, and therefore will be eaten more
slowly, thus helping to protect flour supplies. In Britain,
America, and Germany, “victory gardens” are encouraged
to increase access to fresh fruit and vegetables, with every
spare bit of land in Britain being turned over to this purpose,
including royal parks and the moat at the Tower of London.
Interestingly, the health of Britain’s civilian population
improves substantially during the period due to the system
bringing up the standard of the less wealthy’s diet as well as
curbing the excesses of the more well-to-do.

Germany's rationing experience is chaotic at times. Adolf
Hitler’s troops plunder the nations they invade to feed them-
selves and their families back home, yet this still isn’t always
enough. At the beginning of the war, German agriculture




KEEP

THE HOME

FIRES BURNING

Agent David “Silk” Smith hoped Camille’s forgeries were as good as she
claimed, ox they’d soon be very unwilling guests of Black Sun...

suffers from a serious labour shortfall due to conscription and
a reluctance to draft women workers, hampering harvests.
Far more complicated than the British rationing system,
civilians are assigned to one of seven classes based on their
age and occupation, which in turn determines how many
calories a day they are entitled to.

Not only is there a national system, but there are also
local ones caused by a lack of certain goods, such as potatoes,
fresh vegetables, and fish, in certain areas. A points system
exists for clothing, textiles, and shoes, but there is no addi-
tional points system for food. Ration coupons even have to
be handed over in restaurants before you are allowed to eat.
Winston Churchill’s British Restaurants, on the other hand,
operate outside the rationing system, making their meals a
welcome top-up for those that can afford them.

From the beginning of 1942, German restaurants are
only permitted to serve “field kitchen” dishes on Mondays
and Thursdays, and vegetarian dishes on Tuesdays and Fri-
days. Up until 1943 there is sufficient food, although the
German people frequently describe their rations as “dreary”.
As the war goes on there are greater difficulties in import-
ing food, and unusual meats such as dog, fox, bear, and
beaver are added to the list of foodstuffs legally permitted
for human consumption.

The number of foreign labourers in the country increases
as time passes making matters worse by significantly raising
the number of mouths needing to be fed. However, whatever
food is available always goes to German citizens first, often
leaving the foreign workforce which the regime depends on
for its war activities to starve to death. Despite the rationing

Good Grub

The trial scheme that leads to the establishment of

the Community Feeding Centre programme begins in
Britain in July 1940, providing diners with the option

of a three course meal and hot drinks for a fixed price

per course. Churchill demands that they be renamed
“British Restaurants” in March 1941 as it sounds far less
depressing and raises expectations of a good meal. They
become very popular as the war progresses, and food is
free for the first forty-eight hours to those who have been
bombed out of their homes.

“I see the Party faithful are still filling their bellies while
the rest of us starve. It's one rule for them and another for
us, that much is clear. Life is difficult, yes, but the Fiikrer
will put everything right as soon as he realises how badly
the idiots under him are running the country.”

—Matthias, Hamburg, 1943.

fan
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system there are still haves and have-nots, with Party mem-
bers having access to better resources than workers, and
workers not always receiving their full allocations due to
supply issues, leading to much bitterness. Despite all the prov-
ocations, the German people do not riot as they did in 1918,
partly due to the regime’s overt use of terror and repression.




French food shortages are particularly brutal as a result of
the country’s occupation. Although each citizen is assigned
to a particular class like their German compatriots, food is
in very short supply due to the occupiers helping themselves
to the pick of the produce, and a loss of agricultural workers
to enforced foreign labour details. Food queues are long and
fights regularly break out as people’s patience wears thin,
leading to punitive measures by the ruling military that tend
to involve restricting food supplies even further.

The French, renowned for their love of food, suffer
the indignity of being issued with leaflets warning against
the dangers of eating stewed cat. Guinea pigs become very
popular, although not as pets, in a determined attempt to
maintain meat as part of the diet. Desperate for something,
anything, to eat, urbanites take the train out to the country-
side at weekends to hunt for food. From the autumn of 1941,
the rural population is allowed to send care packages to their
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Any 0ld Iron?

The Gl takes his name from the stamp on his kit. During
World War One it stood for “Galvanised Iron”, but now
represents “Government Issue”.

Bartering returns everywhere as a
means of acquiring extra supplies

without money or coupons.

urban families to try and ease shortages, although any food in
them often arrives in a far from edible state. The afternoon
aperitif is banned as alcohol becomes scarce, and tobacco
rations are slashed, further damaging morale. Britain, on the
other hand, goes to great lengths to ensure that beer and cig-
arette supplies are maintained to avoid just such a problem.

Although rationing is introduced in America, it is never
to the same extent as in Europe, with the allowances usually
being very generous indeed. Farmers become much wealth-
ier as they massively increase their productivity, leading to
an accompanying improvement in their standard of living.
Due to higher wages and longer hours, many households are
better off, and the social divide begins to close. The number
of supermarkets dramatically increases due to a shortage of
store clerks, and shelf height decreases so that women can
reach the goods for themselves.

Under the Counter

Of course, wherever there is demand, someone will find a
supply, with the black market soon flourishing under wartime
conditions. Although black marketeering and profiteering
are illegal and punishable in some places by very harsh sen-
tences, many people are more concerned with survival than
moral scruples, even in countries where ration restrictions
are relatively light, such as America. In France, the perpetra-
tors are known as BOF (Boeuf/Beurre, Oeuf, Fromage—Beef/
Butter, Eggs, Cheese) after their favoured merchandise. Even
French schoolchildren are in on the act, hoarding their
state-supplied vitamin biscuits and trading them for more
appetising goodies.

In Britain, black market spivs specialise in petrol, sugar,
and stolen ration books. In an attempt to prevent illicit
sales of purloined military fuel, red dye is added to make it
easily identifiable, although the spivs claim to have devel-
oped ways around this. The extra sugar rations allowed for
beekeepers are briefly dyed green, but the resulting green
honey is a little alarming, and the practice is soon stopped.
The arrival of American Gls on British shores with their
comparatively enormous military rations also helps to ease
shortages around their bases. Bartering returns everywhere as
a means of acquiring extra supplies without money or cou-
pons, and the fresh egg rapidly becomes a unit of currency,
at least in Britain.

Crime flourishes during war: not only do most people
turn a blind eye to the activities of the black marketeers,
but it is also easier to commit criminal acts wherever there
is a blackout in force. Looting from bombsites is a constant
and widespread problem, even where the death penalty
applies for those caught red-handed, as it does in Britain
and Germany, although the sentence is never actually car-
ried out in Britain.

Profiteering in other areas is also common. With the rise
in war production, unscrupulous businessmen cut corners to
maximise returns, either by faking the numbers working for
them in order to receive larger subsidies, or by selling shoddy
goods at premium prices. One of the worst cases is that of
the National Bronze and Aluminum Foundry Company of
Cleveland, who sell scrap metal as parts for fighter engines,
with easily predicted but nevertheless unfortunate results.

St b b 75T

pot S A o ineresth
but thy o> W #//aémai




KEEP THE HOME FIRES BURNING

DRESSED UP
T0 THE NINES
s 5

Although Britain is a major textile manufacturer, most of
the industry’s raw materials are imported and, as the naval
blockade begins to bite, fabric is in short supply. To bring
the market under control and prevent clothes prices from
sky-rocketing, the Utility Clothing Scheme is established
in 1941, under which a limited range of government-sanc-
tioned clothing styles allows the conservation of materials
and increases production efficiency.

Austerity regulations determine how much cloth can be
used per garment, the number of buttons and pockets are
restricted, and turn-ups on men’s trousers, double-breasted
jackets, pleats, and long hems are all banned. Each garment
is marked with the distinctive “cheeses” CC41 label. There
is some argument as to what the CC actually stands for,
with Civilian Clothing and Controlled Commodity being
the two favourites.

In America, the War Production Board brings in similar
restrictions in March 1942 when it issues strict instructions
on fabric use in clothing manufacture. Suits are no longer
permitted to have waistcoats and elbow patches are forbid-
den on jackets, unless they are genuinely patching up holes.
As in Britain, trouser turn-ups are also no longer permissible,
and skirts become shorter and narrower.

The war also sees a change in the types of fabrics used
to manufacture clothing. Traditional materials such as wool,
cotton, and silk are diverted to make uniforms and other war
materials, and new synthetic fibres and blends come onto
the market, such as rayon and nylon. These materials need
to be looked after in a completely different way and, as well
as pushing the “Make Do and Mend” message, the British
Ministry of Information also publishes booklets on how not
to ruin your new, scarce clothing.

Men’s Fashions

There are few changes in the way civilian men dress
throughout the war. The basic outfit of a three-piece suit,
a shirt (with detachable collar in a variety of styles), a tie,
and a hat remains the same, although the waistcoat of a suit
is often replaced with a pullover or cardigan as the war goes
on. The colours used are predominantly sober so that the suit
can be worn for a variety of purposes, and as the chemicals
needed for brighter dyes are redirected to the war effort. Ties,
frequently knitted or crocheted, are the only splash of colour
besides the ever popular Fair Isle jumpers.

Suit jackets have square, padded shoulders, wide lapels, and
a rounded cut at the front lower edge. The British Utility Suit
and the American Victory Suit are both made from synthetic
blends and stick faithfully to austerity guidelines. For casual
wear there is the sports jacket or the windjammer, usually a
leather or suede waist-length jacket, fastened with a zip or
poppers, and with elasticated welts at the cuffs and waistband.

Trousers are high-waisted to keep the back warm and
have button-fastening flies, with additional buttons to attach
elastic braces to. Very few trousers have belt loops. Although
turn-ups are officially banned after 1941/42, tailors have a
tendency to cut trousers too long in the leg, forcing them
to be turned up, as cutting off the excess material is classed
as terribly wasteful and is distinctly frowned upon. Shirts
can only be worn collarless when undertaking hard manual
labour, or lounging at home.

Men’s overcoats are large and thick for warmth, fasten
with a belt, and have a collar. They are usually worn with a
“choker”, a short fabric scarf of either rayon, silk, or cotton.
The alternative to an overcoat is the trenchcoat-style mack-
intosh. It is most disreputable to be seen out without a hat.
In Britain, the favourite styles are the trilby and the flat cap,
and in America the fedora and homburg. As the war pro-
gresses, the crowns and brims get smaller and the felt coarser,
but hats are never rationed.

If serving in the forces, men have their uniforms. Indus-
trial workers of both sexes wear overalls, often over their
suit or dress. These overalls can be boilersuits, bib-and-
braces, or long overcoats, none of which are rationed. Shoes
are rationed, and as rubber and leather are in short supply,
alternative materials such as wood and cork are used for the
soles, and cloth for the uppers. Leather correspondent-style
shoes and brogues become increasingly rare as time goes by.
Wellington boots, properly known as galoshes in this time
period, need to be looked after carefully as replacements are
hard to come by.

When it comes to hairstyles, a variation on the British
military’s “short back and sides” cut is most common. The
long hair on top must be kept under control with a variety
of lotions and potions, such as brilliantine or Brylcreem. Bry-
lcreem becomes so associated with the RAF that its pilots

Darn It!

With material and clothing being in such short supply,
the Ministry of Information begins its “Make Do and
Mend” campaign in 1943, with the message also

being taken up on the other side of the Atlantic and in
Continental Europe. Numerous booklets are published
showing how to recycle, repair, and care for clothing

so that it lasts longer and clothing coupons can be
conserved. Classes are also run, films shown, and advice
centres opened to help people revive old-fashioned skills
such as darning. Rather worthy, often impenetrable, and
frequently quite dull, the toy doll Mrs Sew-and-Sew is
introduced in 1944 to front the campaign in an attempt to
liven it up. The recycling trend is very popular, and is seen
as being both patriotic and fashionable.




are sarcastically referred to as “the Brylcreem Boys”. Younger
men tend to be clean-shaven whilst those who serve, or have
served, in the military have moustaches. Only sailors, tramps,
and academics have beards. Shaving soap is not rationed in
order that men can maintain socially acceptable levels of
hirsuteness—if they can get hold of razor blades, which are
scarce in Britain by 1942.

Women’s Fashions

Military styles are popular in the run up to war, with mil-
itary jackets, brass buttons, and epaulettes all commonly
seen. Wide shoulders and narrow waists are the in-thing.
At the start of the conflict, it is highly unusual and utterly
scandalous to see a woman in “slacks” (trousers), although
as more and more women become involved in war work
and stockings disappear, this changes dramatically. Wom-
en’s slacks fasten at the side with buttons, and if not worn
for work are usually paired with a jumper of some sort.
Skirts hang just below the knee, usually with only a single
pleat to conserve fabric. Two-piece suits are popular, as the
jacket and skirt can be worn together, or separately to give
different looks. Simple base garments are dressed up with
accessories to ring the changes, and puffed sleeves are de
rigueur on everything. Men’s wardrobes are raided for cloth-
ing to adapt, or to wear outright.

Fashion is largely dictated by two sources: Paris and
Hollywood. After the Fall of France, many Parisian fashion
houses close down, although some work for the German
occupiers. With Paris Fashion Week gone, New York sets up
Press Week in 1943, giving American designers a chance to
move to the fore.

Despite the Nazi Party’s best efforts to exert control on
women’s fashions in Germany before the war, most women

1T "Raldrcnre

Besides rationing, the war has some very strange effects
on fashion and appearance. One new clothing item for
women is the shelter (or siren) suit, an all-in-one outfit,
frequently with a hood, that can be slipped on quickly

in the event of an air raid. Before the war, men predom-
inantly sleep in long nightshirts, but as the bombing
raids intensify they move over to pyjamas to preserve
their modesty, as do the ladies. Gas masks also cause
styling difficulties, with beards making them difficult to
fit, and the squashing effect of the centre strap leading to
a particular women’s hairstyle called the “gas mask curl™.
Spectacles also have to be redesigned to ensure their arms
don’t cause leakages. Parachute silk, usually from German
land-mine parachutes, is used to make a wide variety of
clothing, particularly ladies” knickers.

CHAPTER 2

continue to dress as they please, refusing to adopt either the
Trachtenkleidung folk costume, or organisational uniforms.
Once fabric shortages begin in Germany, even after join-
ing one of the many auxiliary services in operation, such
uniforms are often non-existent and membership is denoted
purely by an armband.

An iconic piece of clothing, at least in Britain, is the
“pinny”: an apron or pinafore that goes over clothes to pro-
tect them whilst working. Coupled with a headscarf and
rollers, this is the archetypal look of the working-class Brit-
ish housewife. Most women adopt men’s working clothes
when in factories, or working the land, both for practicality
and warmth. In Germany, the wearing of trousers by women
outside work causes a major scandal and is made illegal in
certain areas, although by 1944 Heinrich Himmler insists
that charges should not be brought against ladies flouting
this rule.

As with men’s “titfers”, women’s hats are not subject to
rationing, although headscarves are because of their fabric
requirements. Turbans and headscarves are popular as work
wear, as they protect the hair from dirt and becoming entan-
gled in machinery. They also become more common as the
price of women’s hats escalates as materials run short. Snoods
(crocheted or knitted hair nets) are also very popular for
controlling long hair, as they can be worn for both day and
evening, with a little dressing up. Berets are considered to be
very stylish, too. The heels on women’s shoes in Britain are
limited to a height of two inches, and in America, one inch,
with wedge heels making their first appearance.

Women’s hairstyles also change as the war progresses,
with new careers and shortages of shampoo and cosmetic
products, such as setting lotion, all playing a role in moving
to more practical, yet oddly still glamorous, hair-dos. Every-
one who can afford one has a permanent wave. Short hair is
fashionable if serving in the women’s auxiliary forces.

Even if a woman has long hair, it is usually worn up
during the day. Celebrities are recruited to promote the
use of certain styles, including film actress Veronica Lake.
Famous for her much copied, draped-over-one-eye, peek-
a-boo look, Lake is brought in to convince young women
to use the victory roll, a voluptuously-coiled hairstyle sup-
posedly named after fighter pilots’ celebratory manoeuvres,
largely to prevent workplace accidents. Elaborate quiffs are
standard at the start of the war, although by 1944 a sleeker,
“flat top” style is introduced that does away with all the com-
plicated curls and high-rise hair.

“If they’re good enough for Veronica Lake, then they’re

now...’

—/ulia, New York, 1942.

good enough for me! At least | can see where I'm going Q )
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Music & Songs of the Era

1939

Kiss Me Goodnight, Sergeant Major (Arthur Askey);

Das Mddchen unter der Laterne, aka Lili Marlene (Lale
Anderson); Moonlight Serenade (Glenn Miller); Over the
Rainbow (Judy Garland); Run, Rabbit Run (Flanagan and
Allen); Strange Fruit (Billie Holiday); We'll Meet Again (Vera
Lynn); We're Gonna Hang Out the Washing on the Siegfried
Line (Flanagan and Allen); Wish Me Luck as You Wave Me
Goodbye (Gracie Fields).

1940

Bless ‘Em All (George Formby); In The Mood (Glenn Miller);
A Nightingale Sang In Berkeley Square (Vera Lynn); When
You Wish Upon a Star (Cliff Edwards); Whispering Grass
(The Inkspots); You Are My Sunshine (Jimmie Davies).

1941

Boogie Woogie Bugle Boy (The Andrews Sisters);
Chattanooga Choo Choo (Glenn Miller); | Don’t Want to Set
the World on Fire (Horace Heidt): The Last Time | Saw Paris
(Tony Martin); Ca Sent si bon la France (Maurice Chevalier).

By the 1930s, the use of make-up is no longer seen as
particularly tawdry or tarty, except in Nazi Germany. A well-
groomed girl uses face powder, rouge, lipstick, and mascara,
if she can get them. Nail varnish disappears by 1943, and
lipstick becomes increasingly hard to come by, partly due
to a shortage of ingredients but also because of the cost as a
result of various luxury item taxes. Leg make-up, proprietary
and home-made, also becomes popular as stockings become
notoriously scarce, and women increasingly wear socks as an
alternative. Women are encouraged to take great care over
their appearance by the powers that be, in order to maintain
male morale...

PUTTING ON A SHOW

Maintaining morale is essential during times of national
strife and radio, newspapers, magazines, and the cinema all
have a role to play in lifting a nation’s spirits whilst at the
same time carefully juggling the need to keep the populace
informed of current events.

Hot to Trot

Dancing is one of the two most popular pastimes in Britain
during the war, although the rather staid foxtrot is gradually
replaced with more exotic dances from the United States,

1942

Douce france (Charles Trenet); Ich weiB, es wird einmal ein
Wunder gescheh'n (Zarah Leander); Jitterbug Waltz (“Fats”
Waller); Night and Day (Frank Sinatra); Obey Your Air Raid
Warden (Tony Pastor); Tangerine (Jimmy Dorsey); Rosie the
Riveter (Kay Kyser); A String of Pearls (Glenn Miller); The
White Cliffs of Dover (Vera Lynn).

1943

As Time Goes By (Dooley Wilson); C’Etait une Histoire
d’Amour (Edith Piaf); Praise the Lord and Pass the
Ammunition (Kay Kyser); When the Lights Go On Again
(Vaughn Munroe); Why Don’t You Do Right? (Benny
Goodman).

1944

Don’t Fence Me In (Bing Crosby and the Andrews Sisters);
I'll Be Seeing You (Bing Crosby); It Had to Be You (Helen
Forrest and Dick Haymes); Straighten Up and Fly Right (Nat
King Cole).

Pennsylvania 6=5000

One of the most famous proponents of the Big Band

is Glenn Miller. In March 1938, Miller forms his second
Orchestra, this time with an enhanced woodwind and
reed section, leading to the development of his charac-
teristic “sound”. In October 1942, with a view to raising
troop morale through music, he volunteers for military
service and is assigned to the Army Specialist Corps,
forming the Glenn Miller Army Air Force (AAF) Band after
completing basic training. Following many successful
tours entertaining the troops, in December, 1944, Major
Miller boards an aeroplane at RAF Twinwood Farm, near
Bedford, England, for a flight to Paris. The plane and its
occupants disappear without trace.

brought over by the newly-arrived troops. One of the most
popular with young Americans, and later their British
counterparts, is the Lindy Hop which first appears around
1935. Allegedly named after aviator Charles Lindbergh, it
develops from earlier African-American dance styles. The
Hop manages to maintain its prominence throughout the
war even with the advent of later dances, such as the Jit-
terbug. The Swing Era also begins around the same time,
with “big band” music reaching the height of its popularity
as the war progresses.

7 —




Agent Njall smiled to himself as he thought,
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“mhe audience are certainly going to get quite

a shock when they see tonight’s finale!”

Instrumental Big Band music aside, Allied songs during
the war fall roughly into three main categories: wistful and
romantic love-songs, uplifting and stirring patriotic anthems,
and light-hearted or bizarre comedic ditties. Frequently the
same song is covered by numerous artists on both sides of
the Atlantic, and all countries have their own particular
favourites. In America, Bing Crosby, The Andrews Sisters,
Ella Fitzgerald, and Benny Goodman are household names,
whereas in Britain, Gracie Fields, Vera Lynn, George Formby,
and Joe Loss are more familiar. In France, Edith Piaf, Maurice
Chevalier, and Tino Rossi entertain those living under the
occupation, while Josephine Baker keeps watch for the Allies.

Germany, however, has far more conventional tastes in
music, at least officially. Hitler hates jazz, and the socially
approved music of the Third Reich includes works by Rich-
ard Wagner, Richard Strauss, and Carl Orff, although
Swedish songstress Zarah Leander is a favourite of the
German soldiers.

The Silver Screen

“Going to the pictures” is the other main recreational activ-
ity in wartime Britain besides dancing, as even the few
people who had access to the British Broadcasting Corpo-
ration (BBC)’s fledgling television service before the war
have nothing else to watch now that the service has been
suspended. Although cinemas, theatres, and other live
“entertainments” are closed with the declaration of war in
Britain, they reopen a scant two weeks later.

The cinema is very popular in America too, with audi-
ence numbers doubling between 1940 and 1942. Germany
also boasts a very vibrant film industry, even though many of
its brightest stars have fled to America to escape persecution
and repressive government interference. Mobile cinemas
take the latest releases out into Germany’s rural areas to
spread the National Socialist message far and wide.

Movies are an excellent means of getting your message
across and are frequently used for propaganda purposes.
Historical and famous literary characters, such as Sherlock

Historical and famous literary
characters, such as Sherlock HolmeS...

are roped in to bolster morale.

Holmes and the Saint, are roped in to bolster morale and
denigrate the enemy. Patriotic films underlining duty and
honour, both civilian and military, become more numerous
as the conflict escalates, as do escapist movies.

The Germans are particularly fond of romantic musical
comedies, with Die grosse Liebe being the highest grossing
movie ever made by the Third Reich, whereas in America,
horror films and film noir become increasingly prominent.
Despite being under German control after the Fall of
France, the French movie industry still manages to make
some thinly veiled propaganda movies of its own, such as
Les Enfants du Paradis.
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Crystal Clear

Without television, most people get their news from one of
four sources: gossip, the cinema, newspapers, or the radio, and
most often from a combination of them all. The radio is also a
significant weapon in the battle to maintain a nation’s mood,
with light music, entertainment, and comedy programming
as equally important as the news. It can also be educational:
every morning, the BBC runs a programme called “Kitchen
Front” to help people make the most of their rations.

Radio can also be harnessed for propaganda purposes,
and both the Axis and the Allies make use of this fact
throughout the war, some more successfully than others.
In September 1939, Lord Haw Haw begins broadcast-
ing from Germany to Great Britain and America in his
programme “Germany Calling”. The alias, used by many
broadcasters, is most often used to refer to William Joyce,
an Irish-American fascist. Britain runs its own propaganda
radio programmes, with “black” radio stations taken care
of by the Political Warfare Executive (PWE), and in par-
ticular Denis Sefton Delmer. The BBC, however, is not
involved in any underhanded propaganda dissemination in
order to ensure that its international reputation for trust-
worthiness is not compromised.

Loose Lips

Censorship of the press is an unwelcome concept when
countries claim to be fighting for freedom. In Britain, the
Ministry of Information takes on press censorship as soon as
war is declared, preventing the publication or broadcast of
any news item that could damage public morale, although

the BBC is allowed to self-censor its radio broadcasts and
refrains from commenting on news items.

As early as 1938, the United States passes laws prevent-
ing the unauthorised photography, sketching, and mapping
of military bases. President Roosevelt, reluctant to use the
powers of press censorship available to him, only insists that
stories must be accurate and incapable of helping the enemy.
The censoring of mail and communications begins in the
United States in December 1941 with the passing of the first
War Powers Act, and in January 1942 the Office of Censor-
ship issues its first Voluntary Code, enabling the American
press to self-censor.

Although American censorship is predominantly self-im-
posed, there are certain areas that are off-limits. Broadcasting

“Don’t Mind If I Do!’

Starring comedian Tommy Handley and co-written by
Ted Kavanagh, It's That Man Again (ITMA) starts on
BBC radio in July, 1939, with an initial fortnightly run
and the action set on a pirate radio station. Taking its
name from a popular press method of referring to Hitler, it
overcomes an initial lack of enthusiasm from the listening
public after the declaration of war. With Tommy moving
to the Office of Twerps’ Ministry for Aggravation and
Mysteries, and then to the seaside resort of Foaming

at the Mouth, the show is one of the most popular on
British radio and spawns a host of well-known characters
and catchphrases.

Movies of the Era

AMERICAN

The Adventures of Robin Hood (1938); The Dawn Patrol
(1938); The Hound of the Baskervilles (1939); Stagecoach
(1939); Gone With The Wind (1939): The Wizard of

Oz (1939); The Great Dictator (1940); The Philadelphia
Story (1940); Pinocchio (1940); The Road To Singapore
(1940); Citizen Kane (1941); The Maltese Falcon (1941);
Casablanca (1942); Cat People (1942); | Walked With A
Zombie (1943); Double Indemnity (1944); To Have and
Have Not (1944).

BRITISH

The Thirty-Nine Steps (1935); The Lady Vanishes (1938);
The Four Feathers (1939); Goodbye, Mr Chips (1940); Let
George Do It! (1940); 49th Parallel (1941); “Pimpernel”
Smith (1941); The First of The Few (1942); In Which We
Serve (1942); Went the Day Well? (1942): The Life and

Death of Colonel Blimp (1943); We Dive At Dawn (1943):;
Fanny By Gaslight (1944); Henry V (1944): The Way Ahead
(1944); Brief Encounter (1945).

FRENCH

Le Jour se leve (1939); La Régle du Jeu (1939); Moulin Rouge
(1940); Paradis Perdu (1940); Remorques (1941); L'assasin
habite au 21 (1942); Les Visiteurs du Soir (1942); Le
Corbeau (1943); LEternel retour (1943); Le Ciel est ¢ Vous
(1944): Les Enfants du Paradis (1945).

GERMAN

Triumph des Willens (1935); Der Hund von Baskerville
(1936); Die Reise nach Tilsit (1939); Bismarck (1940);
Jud SiiB (1940); Die grosse Liebe (1942): Miinchhausen
(1943); Titanic (1943); Die Degenhardts (1944); Die
Feuerzangenbowle (1944).
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about the weather is a very contentious topic, as it is feared
it could give away vital strategic information to an enemy
planning a raid, and half of all Code violations involve the
weather. “Man in the street” broadcasts are also banned in an
attempt to prevent enemy agents using them to pass messages
to each other, even though this leads to a loss in advertising
revenue for the radio stations. Something else that is discour-
aged is the playing of specifically timed musical requests and
lost and found advertisements, as they are also good ways for
enemy spies to communicate.

Joseph Goebbels, Hitler’s Minister of Public Enlighten-
ment and Propaganda, tightly controls the dissemination of
information within Germany and its occupied territories,
through a variety of media. Listening to foreign radio sta-
tions, or reading foreign newspapers is severely punished.
The German people, though, grow disillusioned with
patently false news reports as the war progresses, becoming
increasingly aware that the press in general is just another
cog in Goebbels’ unrelenting propaganda machine.

Shades of Grey

Propaganda takes many forms, and there are many differ-
ent levels on which it operates. White propaganda is the
most obvious type, clearly coming from the side broad-
casting it. Many of the films released during the war are
thinly disguised white propaganda and morale-boosting
efforts. Grey propaganda usually has no clearly identifia-
ble source, and black propaganda purports to be from one
side when it is, in fact, being issued by the other. Black
propaganda neatly sells the lie the broadcaster wants by
carefully mixing together gossip, fiction, and truth. Some
of PWE's black stations are very popular amongst their
German audiences, even though they suspect them for
what they are, because the programmes are just so good
and give them more true information than Germany’s own
strictly regulated stations.

Section M, Metropole Hotel, London

FAOQO: The Editor, The Times
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CHAPTER 3

Hvome, Fweet Fome

“This is the peaple’s war. It is our war. A¥e ave the fighters.
Light it, then. £ight it with all that is in us, and map God defend the right.”
- the Wicar, IMrs FPMiniver, 1942

No matter the horrors taking place on the world-wide stage,
life carries on at home as best it can. For those countries

which are occupied times are bleak, even if you are prepared

to collaborate with the enemy. It is scarcely better in some

unoccupied countries, as the strains of war are suffered by the

civilian population as never before.

Below are social timelines for Britain, France, and the

Unites States of America, detailing events affecting the lives

of ordinary citizens in each of those countries away from the

traditional battlefields of Western Europe. As in the main

timeline, events are organised chronologically by year, and

then month, where possible.

DEAR OLD BLIGHTY

Separated from mainland Europe by the sea, Britain is in

an unusual and awkward position as war breaks out and the

Continental nations topple before Germany’s military might.

Although the last invasion of her islands had, technically,

taken place almost 900 years previously, everyone is well aware

that in these days of modern, mechanised warfare, the island

fortress may no longer be quite as impregnable as it once was.

1922
NOVEMBER

The BBC transmits its first radio broadcast from London.

1928

The Reverend Montague Summers publishes the first English
translation of the Malleus Maleficarum.

1930

Frank Whittle submits his first patent for the turbo-jet
engine. He has the first prototype running by 1937.

1931

DECEMBER
The British Empire formally becomes the British Common-
wealth with the signing of the Statute of Westminster. This
enables many former colonial territories to establish self-rule
whilst retaining British sovereignty.

052

Oswald Mosley founds the British Union of Fascists (BUF),
also known as the Blackshirts.

195

The “National” Grid for electricity supply is established as
the Central Electricity Board. However, the supply is patchy
and does not cover the whole country.

suggested
Scenario Styles

British-based campaigns are likely to involve “cosy
drama”, espionage, clandestine retrieval missions. civil
defence, and operations against infiltrating enemy agents

or unspeakable cults.




1936

Britain begins building the Chain Home Range and Direc-
tion Finding (RDF) station network, starting in the southeast
and eventually covering the whole of the east coast. The
network is rolled out to cover the west coast and Northern
Ireland after the Fall of France in 1940.

OCTOBER
Unemployed workers march from Jarrow to London to high-
light the plight of the northeast labour force after the town’s
industry collapses as a result of the Great Depression.

NOVEMBER
BBC Television begins regular broadcasting from Alexandra
Palace, London, expanding a limited service which began
in 1932. Broadcasting is suspended at the outbreak of war
in 1939.

DECEMBER
The debonair and highly popular King Edward VIII abdi-
cates the British throne having ruled for only eleven months,
after Parliament refuses to sanction his marriage to American
divorcée Wallis Simpson. His brother reluctantly becomes
King George VI.

LT

Air Raid Precautions (ARP) wardens are activated as a volun-
teer force. “Sellotape” is released in Britain, its name becoming
synonymous over time with adhesive tape in general.

1938

Sir John Anderson reveals the eponymous air raid shelter;
given free to families earning under a certain annual income,
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production ceases in 1941 due to metal shortages. Harry
Price revives the Ghost Club as a dinner society for discuss-
ing supernatural encounters.

MARCH
Section D is established by the Secret Intelligence Service
(SIS) to carry out sabotage and propaganda activities. It is
housed in the Metropole Hotel, London.

MAY
The Women’s Voluntary Service (WVS) is founded by Stella
Isaacs, Marchioness of Reading.

SEPTEMBER
The Auxiliary Territorial Service (ATS) is formed. The First
Aid Nursing Yeomanry (FANY) is asked to set up the ATS’
Motor Drivers Company. Prime Minister Neville Chamber-
lain delivers his “Peace for Our Time” speech on his return
from Germany after the Munich Crisis.

OCTOBER
The first edition of the weekly photo-magazine Picture Post
is published by Hulton Press.

1939

Alan Turing designs the Bombe, based on an earlier Polish
deciphering machine, to speed up the cracking of Enig-
ma-encoded messages. Income tax rises several times to raise
funds for the war effort.

APRIL
Limited conscription is introduced for men aged between
twenty and twenty-two.
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SUMMER

The Radio Society of Great Britain and the Radio Security
Service (RSS or MI8¢) set up the Voluntary Interceptors
(VI), a group of amateur radio enthusiasts charged with
intercepting enemy transmissions in support of the official
Y-station network. The unofficial evacuation of pregnant
women, children, their mothers, and teachers from towns
and cities begins.

JUNE
British men aged twenty to twenty-one years of age are
asked to register for the armed forces. Civil Defence exer-
cises begin. The Women’s Auxiliary Air Force (WAAF) is
formed, as is the Women’s Land Army (WLA).

JULY
The Women’s Royal Naval Service (colloquially known as
the Wrens) is reformed, having been disbanded at the end
of World War One.

AUGUST
Station X is established at Bletchley Park, Buckingham-
shire. The Mass Observation project asks British people to
record their daily lives in diary format. The Observer Corps
is mobilised.

== B - ————

Pounds, Shillings
& Pence

Unlike France, Germany, and the United States, British
currency does not operate under a decimal system, much
to the confusion of visitors.

£1 = 20 shillings (s) = 240 pence (d)

If something costs one pound, six shillings. and two
pence (tuppence), it is written as £1 6s 2d.

Section M is established in the lMetropole
Hotel in a suite adjacent to the one

occupied by Section D.

SEPTEMBER

1st: the Blackout begins. 2nd: the National Service Act ena-
bles the conscription of British men aged between eighteen
and forty-one who are not exempt from military service as
a result of their occupation. 3rd: a terrific storm hits the
north of England on the evening of the day Chamberlain
makes the dreaded announcement that Britain is at war.
8th: the Ministry of Food is established. 29th: the National
Registration Day for ID cards and ration books takes place.
The beginning of the Phoney War in Britain. The official
evacuation of 1.5 million people from the major cities in
anticipation of German bombing begins. Gas masks are dis-
tributed to most civilians, but not all. Petrol rationing begins.
The Air Ministry develops a series of decoy strategies to pro-
tect airfields from German bombers, the so-called Q- and
R-sites. The Friends’ Ambulance Unit (FAU) is reformed.

OCTOBER
The Ministry of Agriculture launches the “Dig for Victory”
campaign. Section M is established in the Metropole Hotel,
in a suite adjacent to the one occupied by Section D, with
whom they will be working closely.

DECEMBER
The first Canadian troops arrive in the UK. The British
government begins the internment of enemy aliens, initially
German and then Italian, including refugees; many are housed
on the Isle of Man. By the summer of 1942, most low-risk
enemy aliens have been released. Price controls are intro-
duced on basic foodstuffs to prevent inflation and profiteering.

1940

Harvest camps for children are instituted to help farmers
suffering from manpower shortages. Harvests are exception-
ally good due to an incredibly clement summer and autumn.
“Trekkers” begin to sleep outdoors in the countryside,
woodlands, and parks where they feel safe from the threat
of bombing raids. Income tax increases again. Unemploy-
ment is virtually eliminated thanks to the war effort. The
Non-Combatant Corps is formed.

JANUARY

Food rationing begins with bacon, butter, and sugar.

FEBRUARY
The “Careless Talk Costs Lives” campaign begins. The
civilian Air Transport Auxiliary (ATA) is established to
transport aircraft to and from airfields, production plants,
and repair shops.

MARCH
Meat rationing begins. Gas masks are now issued to every
British citizen, which people are legally required to carry at
all times. The first working Bombe, built by the British Tabu-
lating Machine Company, and known as Victory, is delivered
to Bletchley Park. Gordon Welchman’s later modifications
improve overall efficiency.

APRIL

Britain begins its ill-fated Norwegian campaign. The War-
time Social Survey begins; door-to-door canvassers soon earn




“Wild” Jack Howard

Charles Henry George Howard, 13th Farl of Berkshire,
20th Earl of Suffolk (1906-1941). The adventurous young
nobleman runs away from the Royal Naval College

to join the Merchant Navy and travels widely before
returning, avec parrot, to join the Scots Guards. Asked

to leave because of his rowdy behaviour and colourful
language, Jack sets sail for Australia. Upon his next
return, he enrols at Edinburgh University, later graduating
in chemistry and pharmacology. This helps to secure

him a position at the Ministry of Supply and his posting
to Paris (see p.27), where he acquires two large pistols,
known affectionately as Genevieve and Oscar, which he
carries with him everywhere.

CHAPTER 3

Nothing Like
A Nice Cuppaes.

If one thing typifies the British, it is their love of tea—the
Ministry of Information even thinks that the best cure for
an air raid is a good cup of char. And we are not talking
tea bags here—those are virtually unheard of in Britain at
this time—but good, old-fashioned loose-leaf tea, brewed
in a proper teapot.

Street with his “Irregulars”. The LDV is renamed the Home
Guard. The Battle of Britain begins.

AUGUST

the nickname “Cooper’s Snoopers” in the press, after cur-
rent Minister of Information Duff Cooper, no matter which
agency they work for.

MAY

Winston Churchill becomes Prime Minister when Cham-
berlain resigns as a result of the failure of the Norwegian
campaign. Anthony Eden, Secretary of State for War,
announces the formation of the Local Defence Volunteers
(LDV). The BUF is banned and its leadership arrested;
Oswald Mosley is imprisoned. Butter and sugar rations are
reduced. The War Agricultural Executive Committee (War
Ag) begins a survey of every British farm to establish what
measures will be needed to supply the nation’s food. 26th: a
National Day of Prayer takes place, called for by King George
VI at Churchill’s request.

JUNE

Aliens, and other stateless persons not already interred, are
subject to a nightly curfew and must remain inside between
the hours of 10.30PM and 6AM; enemy aliens must also sur-
render their wirelesses (radio sets). Jack Howard sets up his
bomb disposal research team, working from an office in the
Strand. Signposts are taken down all over Britain to ensure
confusion for any potential invasion force. The Government
bans the ringing of church bells except as a signal of inva-
sion. The Jockey Club announces an end to horse racing.
18th: Churchill’s “Finest Hour” speech. 30th: Germany
invades the Channel Islands, the only part of the British
Isles to be occupied during the conflict.

JULY

Tea rationing begins; margarine also becomes rationed. The
flying of kites and balloons is banned, as is the use of fire-
works. Strike action becomes illegal. Hugh Dalton forms the
Special Operations Executive (SOE), and moves into Baker

Wasting food officially becomes a crime. 13th: the Luft-
waffe begins its attempts to destroy the RAF as a prelude
to invasion. Enterprising chaps on Primrose Hill, London,
rent out telescopes to sightseers so they can get a better
view of the pitched aerial battles going on overhead. 21st:
Churchill’s “Never in the Field of Human Conflict” speech.
24th: a lone Luftwaffe bomber accidentally drops its pay-
load on London.

SEPTEMBER

7th: the London Blitz, also known as the Big Blitz, begins.
A second National Day of Prayer is organised. 15th: the
aerial Battle of Britain ends, to be followed by a naval block-
ade. Buckingham Palace is bombed when the King and
Queen are in residence; the fraught relationship between
the King and his subjects begins to ease as a result. The King
creates the George Cross and the George Medal to recognise
civilian bravery.

NOVEMBER
Coventry is bombed in Operation Moonlight Sonata.

DECEMBER
Bristol is heavily bombed by the Luftwaffe. The Boxing Day
Bank Holiday is cancelled.

1941

War Weapons Weeks are introduced by the Government as a
way to raise funds for equipping the armed forces. There are
yet more income tax increases.

MARCH
Cheese, jam, and conserves become rationed. Ernest Bevin,
Minster for Labour and National Service, issues the Essential
Work Order, which requires skilled workers to register with
the government in an attempt to limit skill shortages caused
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by conscription and volunteering. Morrison shelters, for
use inside the home, and named after the Home Secretary
Herbert Morrison, are introduced. Die Zeitung, a German
language newspaper aimed at exiles, begins publishing in
London; abridged versions are air-dropped over Germany

by the RAE.

APRIL
The first food shipments organised under the Lend-Lease Bill
arrive in Britain. The Observer Corps becomes the Royal
Observer Corps (ROC).

MAY
Jack Howard is killed, along with his team, defusing “Old
Faithful” in the bomb graveyard at Erith Marshes, near
London. The Blitz officially ends, although bombs continue
to fall on and off throughout the conflict. Fire services are
nationalised.

JUNE
Clothes, furniture, and coal are added to the list of rationed
items.

AUGUST
The government takes over the running of the country’s
railways.

SEPTEMBER
Utility clothing is introduced by the Government in an
attempt to control fabric shortages (p.15).

DECEMBER
The National Service Act (2) enables unmarried and, later,
married, British women aged nineteen to thirty to be called up
for war work. Points rationing is introduced for certain items.

1942

The Oxford Committee for Famine Relief (Oxfam) is
founded to help Greek women and children suffering under

German occupation. Nylon stockings become available in
the UK, albeit briefly. The Women’s Timber Corps (WTC)
separates from the WLA.

JANUARY
The first American GlIs arrive in the UK.

FEBRUARY
Soap rationing begins. A complex point system enables
people to vary what they can buy to cover a variety of house-
hold requirements.

MARCH

Fuel rationing is extended to cover gas and electricity.

APRIL
The Luftwaffe begins the Baedeker raids against historic
but predominantly non-strategic English towns and cities
in retaliation for the RAF’s bombing of Liibeck. They are

“Well, | can’t say that it's the most flattering of clothing,
but it's warm and pretty sturdy. It doesn’t cost an arm and
a leg, either and at least it’s not second-hand. | suppose it
will have to do, for now.”

—Maggie, London, October 1941.

Entering the Vernacular

Like many industrial towns and cities, Coventry suffers
badly because of its importance to the war effort. The
town is virtually destroyed in a single night by incendiary
bombs as the Luftwaffe attempts to eradicate local man-
ufacturing units. The German propaganda machine even
coins a new verb— " Coventrieren”, the act of devastating
a city by firebombing—to celebrate. They stop using

it when the RAF and USAAF begin blanket-bombing
German cities later in the war.




named after Baedeker’s Tourist Guide to Great Britain, from
which the targets are allegedly chosen by their star rating.
The raids last until June.

JULY
The United States Army Air Force (USAAF) begins arriv-
ing in Britain. Sweet rationing begins.

AUGUST

Biscuit rationing begins.

“Do one thing every day that scares you.’

— Kleanor Roosevelt

OCTOBER
Eleanor Roosevelt arrives in Britain for a three week visit to
inspect American and British troops.

NOVEMBER
The American Servicemen’s Club, “Rainbow Corner”, opens
on the corner of Shaftesbury Avenue, London.

1943

Harvest camps for adults are instituted to help farmers; each
participant carries out two weeks paid labour, with evening
entertainment provided by the Entertainments National Ser-
vice Association (ENSA). The Utility Furniture Catalogue is
introduced, aiming to do for furniture what the programme
did for clothing. The Dickin Medal for animal bravery is
introduced by the founder of the People’s Dispensary for Sick
Animals (PDSA), Marie Dickin.

MARCH
Tommy Flowers, an engineer at the Post Office Research
Labs at Dollis Hill, begins design work on Colossus, the first
programmable electronic digital computer, to speed up crack-
ing of the German Lorenz teleprinter cipher, Tunny.

APRIL
A small number of women are permitted to officially join the
Home Guard as “Nominated Women”.

DECEMBER
Bewin Boys: 48,000 British conscripts between the ages of
eighteen and twenty-five are sent underground rather than
to the frontline to make up for a chronic shortage of coal
miners.

1944

The Pay As You Earn (PAYE) tax system is introduced in
Britain due to the huge increase in the number of those
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eligible to pay tax. Helen Duncan becomes the last person
tried under the existing British laws against witchcraft.

JANUARY
Colossus Mark I successfully completes its first test run at
Station X (better known as Bletchley Park), having arrived
only a month earlier. The “Little Blitz” of industrial areas
begins, lasting until March.

APRIL

All overseas travel from Britain is banned.

JUNE
V1 bombs, quickly nicknamed “doodlebugs” by the British
public, begin falling on London (Operation Junk Room).

SEPTEMBER
Another National Day of Prayer is held on the fifth anni-
versary of the war. V2 rockets are fired on London. The
Blackout is officially downgraded to the “Dim-Out”.

DECEMBER
The Home Guard is officially stood down.

1945

APRIL
The Blackout is finally lifted in Britain.

THI _
NOT=S0=-BELLE EPOQUE
Due to the German invasion, France technically only has a
home front for a very short period of time, from September
1939 until June 1940. However, as the Resistance contin-
ues to develop throughout the war, the country establishes

a hidden and internal home front dedicated to foiling the
Germans and their own Vichy government.

1930

André Maginot, French Minister of War, initiates the con-
struction of a static line of defence, including concrete

suggested
Scenario Styles

Depending on when your game is set, French-based
campaigns are likely to involve espionage, Resistance
activities, such as sabotage and infiltration, and clandes-
tine retrieval missions.
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bunkers and machine gun posts, along France’s borders large group of French scientists flee from Paris to Bordeaux,
with Germany and Italy (the Maginot and Alpine Lines, and then on to Britain under the noses of the advancing
respectively). German army. After the armistice, France is divided into a

German-occupied northern zone and the Vichy-controlled
southern Free Zone. Initially, there is widespread support for

1 9 3 5 the Vichy regime and the occupation, and French soldiers
MAY even serve in special SS divisions (for example, the SS Char-
The Franco-Soviet Treaty of Mutual Assistance is signed, lemagne Regiment).

with a view to encircling Germany, and keeping its power

in check. JULY
Pétain achieves total power and becomes Head of the French
State, making Pierre Laval his deputy. The British Royal

1 9 3 9 Navy attacks the French fleet at Mers-el-Kébir, Algeria, and
SEPTEMBER at other locations, to prevent it from falling into German
3rd: France declares war on Germany following the invasion hands (Operation Catapult). Pétain cancels diplomatic rela-
of Poland. The French Communist Party (PCF) is driven tions with Britain as a result. de Gaulle sets up a French
underground by Prime Minister Edouard Daladier. intelligence service, the Service de Reseignements (SR) from
London; it is renamed the Bureau Central de Reseignements
OCTOBER et d’Action (BCRA) in January 1942. Germany cuts the rail
Jack Howard, accompanied by his secretary Beryl Morden, is and road links between the Occupied and Free French zones.
sent to Paris to act as liaison between the British Ministry of Rationing is introduced in Vichy France.
Supply and the French Ministry of Armaments.
SUMMER
One of the earliest French Resistance groups, the Groupe de
1 9 4'0 Musée de 'Homme, is formed by left-wing intellectuals with
FEBRUARY links to Parisian museums to defend French culture from
Female labour is made obligatory in certain professions and German influences. One of their activities is publishing the
companies, as well as in administration. underground newspaper Résistance.
MARCH AUGUST
Daladier resigns as Prime Minister, and is replaced by Paul Combat, originally the National Liberation Movement
Reynaud. (MLN), and one of the “big eight” of the French Resistance
movement, is founded by Henri Frenay in Lyon.
MAY
The Battle of France begins. OCTOBER
The Married Women’s Work Act bans women from working
JUNE outside the home if their husband can financially provide
Charles de Gaulle flees to London and sets up his “Free for them.

French” movement. de Gaulle proposes the Declaration

of Union between France and Britain to Churchill. Carry-

ing millions of pounds worth of diamonds and the world’s |

supply of heavy water, Jack Howard, Beryl Morgan, and a An Une xpected

Proposition

i ) . Under de Gaulle’s plans, Britain and France would become
What Price Liberte? a full political and national Union in order to ensure the

: , . mutual protection and survival of both countries. Despite
With the new regime comes a change in priorities.

o ' French Prime Minister Reynaud’s attempts to sell the
Pétain's government blames the decadence of the Third idea to the French Council of Ministers, Marshal Philippe Q
Republic for France’s downfall and casts aside its famed

LS A ' Pétain leads the opposition in quashing the initiative,
motto “Liberté, Egalité, fraternité” (Liberty, Equality, forcing Reynaud to resign. France and Britain now go their
Brotherhood) for one more suited to its purpose: “Travail, separate ways, for better or worse
Famille, Patrie” (Work, Family, Fatherland).




CHAPTER

“No this, no that, and you know things must be bad
when even the fish start committing suicide. Herring may
not be my favourite food but these days, I'll take anything
| can get. At least shipping it here from the beaches in
Normandy means the fishes” deaths aren't in vain...”

—Yves, Paris, 1941.

NOVEMBER
The fledgling French Resistance movement begins to receive
support from the Special Operations Executive (SOE). The
black market is in full swing.

1941

The Groupes Mobiles de Réserve (GMR), Vichy French par-
amilitary units, are established by the Head of Police, René
Bousquet.

FEBRUARY

Bread rations are reduced in Vichy France.

JUNE
Vichy’s Communist supporters turn against the government
after the invasion of the Soviet Union.

SUMMER
La Derniere Colonne, a southern Resistance group, begins
publishing the underground newspaper Libération.

AUGUST

Wine rationing is introduced in Vichy France.

SEPTEMBER
In Paris, the tobacco ration is reduced, so that women have
no ration allowance at all.

1942

Chocolate and coffee are no longer available. Sugar and
sweets also become very hard to find.

JUNE
Pétain institutes the Reléve programme, where specialist
French workers can volunteer for a tour-of-work duty in Ger-
many in return for the release of French POWs taken during
the Battle of France. However, three workers must volunteer
to secure the release of one single POW.

SEPTEMBER
The Married Women’s Work Act is repealed due to mas-
sive labour shortages. Women are allowed to join the police
force, and girls from the age of fourteen can now be con-
scripted into work.

NOVEMBER
German troops march into unoccupied France as part of

Operation Anton, in response to the Vichy regime’s surren-
der to Allied forces in North Africa.

1943

Joseph Darnand founds the Milice Frangais, a Vichy para-
military organisation created to fight the growing French
Resistance movement. The American Office of Strategic
Services (OSS) begins support operations for the Resistance.
Gallia, a fact-gathering network specialising in military intel-
ligence and police activities, is formed.
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JANUARY
The Mouvements Unis de la Résistance (MUR) is formed
in southern France from the three main resistance groups,
Combat, Libération, and the Franc-Tireurs et Partisans (FTP),
with the help of Jean “Max” Moulin. The armed wing of the
organisation is known as the Armée Secréte.

FEBRUARY
The Service du Travail Obligatoire (STO) legislation comes
into force, compelling all non-exempt men born between
1920 and 1922 to register for compulsory work. Mass
abscondment caused by the legislation leads to the formation
of the Maquis, although that term doesn’t become widely
used until Spring 1943.

MAY
The France-wide Conseil National de la Résistance (CNR) is
formed in Paris.

JUNE
The French Committee for National Liberation is founded in
Algiers to unify all French anti-Vichy and anti-German forces.

SEPTEMBER
Construction of the V3 cannon site begins at Mimoyecques,
near Calais. It is badly damaged by Tallboy bombs during an
RAF air raid in July 1944.

OCTOBER
German forces begin the construction of V1 launch sites in
northern France.

1944

FEBRUARY
Vichy labour conscription laws are expanded, enabling
women to be requisitioned for work in Germany.

JUNE

The French Resistance assassinate the Vichy propaganda
minister, Philippe Henriot, in Paris. 10th: part of the 2nd
SS-Panger Division massacres the inhabitants of the French
village of Oradour-sur-Glane. The German troops had alleg-
edly been informed by the Milice that a German officer was
being held captive in the area but attacked the wrong vil-
lage, having supposedly mistaken its name for that of another
settlement nearby. de Gaulle announces the Provisional
Government of the French Republic (GPRF). V1 launch
sites in northern France are now operational.

AUGUST
25th: Paris is finally liberated. Pétain is arrested by the Ger-
mans. Those of the Vichy government still at liberty escape
to Germany in the face of increasingly brazen Resistance
activity, and re-establish their government at Sigmaringen.

SEPTEMBER
Most of France has been liberated by Allied troops, apart
from a few small pockets of German resistance.

MOM & APPLE PIE

Though often referred to as “the Good War” for America,
the United States is still a developing world power at the
outbreak of hostilities. Not yet fully recovered from the
effects of the Great Depression, the country has no wish to
be dragged into yet another European conflict. Far removed
from the frontline, the experience of war is, in many ways,
very different from that of those on the doorstep of Hitler’s
aggression. Yet in other ways the experience is very similar,
with war changing life on a massive scale.

1829

OCTOBER
The Wall Street Crash: the fall of the American stock market
leads to the Great Depression, affecting not only the United
States, but also the rest of the world.

1930

Adhesive tape is introduced by 3M under the name “Scotch
Tape”.

1933

JANUARY

Franklin D. Roosevelt becomes 32nd President of the United
States. As part of his mandate, Roosevelt introduces the New
Deal. The Great Plains turn into the Dust Bowl.

_—4—-——‘J'

suggested
Scenario Styles

As this guide deals only with the Western European
Theatre of the war, and because of the absence of a real
threat of a large-scale mainland invasion, American-
based campaigns are likely to involve noir-style detective
investigations, espionage, infiltration of strange cults
and enemy organisations, and clandestine search and
recovery missions.

Details of the Pacific Theatre will be dealt with in
Achtung! Cthulhu: Guide to the Pacific Front.




MARCH
The first of Roosevelt’s “fireside chats” is broadcast, during
which the President explains his policies using a mixture of
anecdotes and carefully chosen, easily understood language.

1988

JANUARY
The first canned beer becomes available in Richmond, Vit-
ginia, courtesy of the Gottfried Krueger Brewing Company
of Newark, New Jersey; the Felingfoel Brewery in Llanelli,
Wales, introduces their own version to the UK much later
in the year.

AUGUST
The first Neutrality Act is passed as part of America’s ongo-
ing isolationist policy, enabling the President to prevent the
shipment of arms to belligerent nations.

1936

Charles Lindbergh makes the first of many trips to Germany,
to report on the state of German aviation and the Luftwaffe;
he is hood-winked by Hermann Géring into thinking that
German aerial strength and development is far greater than
it actually is. The German-American League is formed from
the remnants of the American Nazi Party, with its own mil-
itary arm and version of the Hitler Youth. Ordered in 1938
to refrain from using official Nazi symbols by the actual Nazi
Party (NSDAP), the group is disbanded in 1941 after the
bombing of Pear] Harbor.

1937

Amelia Earhart disappears somewhere over the Pacific as she
attempts to complete her solo round-the-world flight. Spam,
a processed meat product, is introduced by the Hormel Food
Company; it will not officially reach Britain until 1941,
where it becomes a wartime staple.

MAY
The third Neutrality Act is passed, covering the same terms
as its predecessors, but also including a cash-&-carry policy
for trading with selected belligerents. The airship Hindenburg
crashes as it attempts to land at Lakehurst, New Jersey; Her-
bert Morrison’s eye-witness radio broadcast rapidly becomes
legendary.

15956

OCTOBER
Orson Welles’ radio adaptation of H. G. Wells’ War of the
Worlds causes widespread panic.

CHAPTER 3

1958

The Navy and Marines test Andrew Higgins’ Eureka boat as
a troop landing craft. After its spoonbill bow is redesigned,
it comes into service as the LCVP (Landing Craft, Vehicle,
Personnel), with a later LCM version for large, mechanised
transport.

JUNE
The US Coast Guard Auxiliary is formed, and is initially
known as the Reserve.

SEPTEMBER
America declares its neutrality as war breaks out in Europe.
Charles Lindbergh makes a speech on the radio pressing for
America to remain out of the war.

Orson Welles’ radio adaptation of
H. G. Wells’ War of the Worlds causes

widespread panic.

1940

Nylon stockings become commercially available; nylon
itself is discovered by Wallace Carothers whilst working for
DuPont in February, 1935. Roosevelt’s semi-covert military
build-up effectively signals the start of recovery from the
Depression. The Civilian Public Service (CPS) is founded.
Defence Bonds become available, only changing their name
to War Bonds after December 1941.

JANUARY
The American Women’s Voluntary Services (AWVS) is
founded.

MAY
Churchill negotiates the “loan” of fifty old destroyers from
the US in return for naval bases in Bermuda and the British
West Indies, but Congress does not release the ships until
September.

SEPTEMBER
The Selective Service Act is established, enabling the first
peacetime US draft. The America First Committee is estab-
lished to promote isolationism.

NOVEMBER
Roosevelt is re-elected President of the United States for a
historic third term.

DECEMBER
Roosevelt delivers his “Arsenal of Democracy” speech, mark-
ing the beginning of the end of American isolationism and
non-intervention.
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1941

FEBRUARY
The United Service Organizations (USO) is founded to pro-
vide troops with emotional support, and entertainment when
on leave. By November, the organisation is also entertaining
the troops through its Camp Shows.

MARCH
US Congress ratifies Roosevelt’s British Lend-Lease Bill; sub-
sequent Bills are ratified for China (April) and the Soviet
Union (October). The US, Mexico, Costa Rica, and Vene-
zuela impound all German, Italian, and Danish ships using
their ports.

APRIL

Greenland places itself under US control.

MAY
The Office of Civilian Defense (OCD) is established to
co-ordinate federal and state measures for protecting the
civilian population in case of war emergency; Eleanor Roo-

sevelt develops the Civilian Participation Branch of the
OCD. The Aircraft Warning Service (AWS) is formed.

JUNE
All German and [talian assets held in the US are frozen.
German and Italian consular and travel agency staff are also
expelled from the country; both Germany and Italy retali-
ate in a similar vein. The Office of Scientific Research and
Development (OSRD) is established. As well as developing
weapons technology, from late 1943 it also carries out medi-

cal experiments on conscientious objectors from the Civilian
Public Service (CPS).

JULY
The Tacoma Narrows Bridge opens across the Puget Sound,
Washington. In November it tears itself apart, earning the
nickname “Galloping Gertie”.

SEPTEMBER
Roosevelt orders all US vessels to attack German and
Italian shipping which threatens the passage of the Atlan-
tic convoys (the so-called “shoot first” policy) after the
USS Greer is attacked by a German U-boat. The Patrick
Henry becomes the first Liberty ship to be launched from
Baltimore.

OCTOBER
The USS Reuben James becomes the first American Naval
ship to be sunk by a U-boat during the conflict.

DECEMBER
7th: Japanese aircraft bomb Pearl Harbor, bringing Amer-
ica officially into the war; four days later, Germany declares
war on the United States. The Civil Air Patrol (CAP) is

N

-

Give Me Liberty

Nicknamed “Ugly Ducklings” by Roosevelt, the Liberty
ships are standardised, prefabricated, and mass-produced
emergency cargo ships. They are quick to build (with
the record for production being a mere four and a half
days), cheap, and easy to convert to other purposes.
The downside is that they are slow and unable to carry
as much cargo as other vessels. Named after prominent
deceased American citizens, groups can choose what to
call a ship if they raise $2 million through War Bonds.
The Patrick Henry is indeed named after the man who
uttered the immortal lines: “Give me liberty, or give me
death!”, hence: Liberty ships.

formed; in April 1943, it is transferred from the OCD to the
War Department as a USAAF Auxiliary force. The First War
Powers Act comes into force. The America First Commit-
tee is disbanded. The Constitution and the Declaration of
Independence are moved from the National Archives under

armed guard to Fort Knox, where they are held for safekeep-
ing until October 1944.

1942

JANUARY

Rationing begins, with tyres the first item on the restricted
list. The Navy establishes its airship patrol service at
Lakehurst; the airships provide anti-submarine patrols for
convoys in the Atlantic and Pacific. The War Production
Board (WPB) comes into being to ready peacetime indus-
tries for war, as well as overseeing the allocation of materials
and establishing production priorities. Roosevelt asks that
the Major League Baseball season goes ahead as usual. The
Office of Censorship issues its first Voluntary Code.

FEBRUARY

Japanese submarines shell a Californian oil refinery, one of
the few direct attacks against the American mainland. The
Volunteer Port Security Service (VPSS) is established.

MARCH

The Second War Powers Act enables the acquisition of
land for military purposes and changes naturalisation laws.
The internment of Japanese Americans begins en masse,
but not German or Italian ones, who are dealt with on a
case-by-case basis. The Farish/Standard Oil of New Jersey
(Exxon) “trading with the enemy” synthetic rubber scan-
dal breaks in America, bringing Harry S. Truman into the
political limelight.




APRIL
The “dim-out” of a fifteen mile coastal stretch of the Eastern
Seaboard is caused by German U-boat activity.

MAY
Petrol rationing begins in Eastern America. The Women’s
Auxiliary Army Corps (WAACQC) is established.

CHAPTER 3

The Majestic Office (MJ) is established,

modelled after the British Section U.

JUNE
The Office of Strategic Services (OSS), forerunner of the
Central Intelligence Agency (CIA), is set up by Presidential
decree; the Majestic Office (M]) is also established, modelled
after the British Section M, to operate alongside the OSS.
The Air Transport Command (ATC) takes over from the
Ferrying Command (established May 1941).

JULY
The US Naval Reserve (Women’s Reserve) is formed.

SEPTEMBER
The Women’s Airforce Service Pilots (WASPs) is established.

Jersey = Public Domain image.

Unknown — Rutgers University, New

Photo:

OCTOBER

The US Revenue Act institutes a 5% Victory Tax on all
earnings over $624, as well as raising other individual
income tax rates; until this point, most people in America
paid no income tax at all. The Beach Patrol is formed.

DECEMBER

Coffee becomes rationed.

1943

The Women’s Land Army of America is reactivated. The
Cadet Nurse Corps is founded.

FEBRUARY

Shoe rationing begins. Civilians may now only purchase
three pairs of leather shoes per year.

SPRING

The All-American Girls Professional Baseball League
(AAGPBL) holds its first matches. The league is formed to
maintain morale after the closure of many men’s baseball
teams due to conscription.

MARCH

Meat rationing begins.
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APRIL
Cheese, fats, and tinned goods are all added to the list of
items on ration.

JUNE
Federal troops are brought in to Detroit to quash a three-
day race riot caused by discrimination against the migrant
black workforce. The Zoot Suit Riots break out in California
between white military personnel and Latino youths; they
only stop when senior officers declare Los Angeles a no-go
area for sailors, soldiers, and Marines.

OCTOBER
Streptomycin, a new class of antibiotic, is discovered at Rut-
gers University, New Jersey.

1944

Black troops are permitted to take up ground combat roles
for the first time.

JANUARY
The first Victory ship, the SS United Victory, is launched.
The Victory class are the bigger, faster, more up-to-date
assembly-line relatives of the more famous Liberty ships.

MAY
Rationing for most cuts of meat ends. The Individual Income
Tax Act raises individual income tax but repeals the Victory
Tax; most people don’t notice and continue to pay it.

JUNE

President Roosevelt broadcasts the last of his fireside chats.

N

Fashion Faux Pas

Zoot suits are flamboyant, long-jacketed, baggy-panted
suits predominantly worn by jazz-loving Mexican-
American youths. Often associated in the press with
delinquency, crime, and street gangs, they also run
afoul of the WPB regulations on fabric use for suits
after March, 1942, and are seen as unpatriotic in some
areas for their obvious flouting of rationing restrictions.
The so-called Zoot Suit Riots in Los Angeles are part
of ongoing unrest between white and ethnic groups in
California, with clothing used as an excuse for violence
and discrimination.

NOVEMBER
Japan starts to send balloon bombs across the Pacific to
mainland America. The only casualties of the six-month
campaign are an adult and five children, who trigger a device
trapped in a tree while attempting to retrieve it.

1945

APRIL
12th: President Roosevelt dies after a prolonged illness.
Vice-President Truman takes over as the 33rd President of
the United States.




CHAPTER 4

din the Fevvice of One's Gountrp

“#our task will not be an easy one. Four enemy is well trained,
well equipped, and battle havdened. e will fight savagelp.”
- Dwight D, Eisenhower

There are many ways a person can serve their country in
time of war. They can become part of the military, willing to
die for their country on the battlefield, or they can wage a
more covert war against the enemy, one of surveillance and
sabotage. And then there are those who stay behind, man-
ning the domestic barricades and preserving the home. This
chapter gives an overview of the structures of the military,
intelligence, and auxiliary services operational during the
Secret War. More in-depth detail on the armed forces and
secret services can be found in Achtung! Cthulhu: the Keeper’s
Guide to the Secret War.

IN THE ARMY NOW

As is so often the case, few lessons are learned by the vic-
torious Allied nations from the carnage and stalemate of
the Great War. Germany, though stripped of its military
might at Versailles, is able to build a new army with the
coming of the Nazis, and with this new army develop fresh
strategies reflective of the modern era. While the British
still view tanks as infantry support vehicles, the Germans
recognise their potential and build the concept of Blitzkrieg
(“Lightning War”) around their ability to punch through
enemy lines.

This new modern form of warfare takes much of Europe
by surprise, as most countries are expecting German aggres-
sion to follow essentially the same patterns as those of the
Great War. Static defence is still seen as the order of the day
in France and the Low Countries, but the army the Allies
now face has tested its mettle in the bitter fighting in Spain
supporting the fascist leader Franco, and is well-practiced
in fast, dynamic combat. In France, the Germans simply

bypass the Maginot Line, the French network of bunkers
and emplacements that span the German border, while the
British Expeditionary Force supporting the French Army is
forced into retreat, again and again, as the inferiority of their
equipment and the ferocity of the veteran German forces
take their toll.

Much of the French Army is forced to surrender after the
Fall of France, and the British lose a huge amount of equip-
ment on the beaches of Dunkirk. However, the struggling
Allies, soon to be joined by the United States, are able to
rearm and finally learn from their experience with the new
German Army. With weapons and materials now reaching
the British Isles, despite the efforts of the German U-boats
that roam the Atlantic, the Allies are regrouping in prepa-
ration for a return to Europe.

Great Britain

Britain, despite many years of blatant German rearmament,
is relatively unprepared to fight a war. Though the Royal
Navy remains an effective and powerful force, the Army is
still comparatively small, albeit professional, and fully mech-
anised. The Royal Air Force, despite having well-trained
pilots coupled with first-rate communications and an inval-
uable radar network in place along the south and east coasts,
has insufficient aircraft. The British people are broadly sup-
portive of Neville Chamberlain’s attempts to avoid war, and
so when hostilities are declared, the economy is far from
being on a war footing.

The disaster of the British Expeditionary Force in France,
and the subsequent Miracle of Dunkirk during which some
200,000 British and 140,000 French troops are rescued from
the beaches of northern France under constant fire from the
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Luftwaffe, are Britain’s wakeup call. As the RAF fights des-
perately with the Luftwaffe over southern England, and the
Blitz rains bombs down upon London and the southeast, the
nation prepares for war and militarises at a rate unseen in any
other democratic nation.

Supported by American materials and equipment, pro-
vided under the terms of the Lend-Lease Act, and bolstered
by the rhetoric and leadership of Winston Churchill, Britain
has become the largest military base in the world.

THE BRITISH ARMY

The British Army has expanded dramatically since the start
of the war. Starting as a small mobile force of some 300,000
men, by 1941 the Army consists of around 2.2 million troops.
Although over 1.5 million men volunteer for military serv-
ice, Britain introduces conscription upon the outbreak of
war, even extending it to include women in 1941, though
not for combat duties.

Although still hampered by over-cautious and method-
ical strategies, by 1943, British infantry formations are
well-trained, well-disciplined, and well-equipped. While not
as flashy or daring as their American Allies, British soldiers
are known for their determination and bravery, and have

Nicknamed the Red Devils, the prototype
Barastetirst major action is the capture

of the Wirzburg radar station...

a historically-proven reputation for engaging and defeat-
ing numerically superior enemies. At section level, British
troops are equipped with rifles and BREN light machine
guns, and can count on considerable artillery and armoured
support when needed. As a mechanised army, infantry trav-
els using lorries and the Universal Carrier, a light, armoured
vehicle equipped with either a machine gun (BREN or Vick-
ers) or a Boys anti-tank rifle, allowing rapid deployment on
the battlefield.

The five infantry regiments of the Foot Guards: the
Grenadier Guards, the Coldstream Guards, the Scots Guards,
the Irish Guards, and the Welsh Guards, are some of the
oldest, the most senior, and the most able of the British
Army. Tasked with the protection of the King and other cer-
emonial duties, the Guards are widely held to be the most
professional soldiering units in the British armed forces, and
can be said to be their beating heart.

The Parachute Regiment represents the evolving face
of infantrymen in World War Two. Nicknamed the Red
Devils, the prototype Paras’ first major action is the capture
of Wiirzburg radar station at Bruneval in France. The success
of this mission demonstrates the potential for an airborne
infantry regiment, and the Parachute Regiment is officially
formed in 1942. Designated to land ahead of other troops
and capture key installations, the Paras serve in a range of

theatres, including North Africa, Italy, and Normandy, not
to mention the infamous Operation Market Garden.

Despite being early pioneers of tank warfare, Britain
begins the war trailing the Germans in tank design and doc-
trine, and never truly catches up. At the start of the war,
Britain fields only two armoured divisions, rising to nine by
the close of the war. British armour is split into two main
types: infantry support, designed to advance with infantry
and neutralise enemy strong points, and cruiser tanks which
operate independently of infantry and are intended to engage
in mobile war against enemy tanks. Later in the war, the
British expand their armour significantly, adopting the
American medium tank in large numbers, particularly the
ubiquitous Sherman tank.

The British still field a significant artillery force, provid-
ing support to the infantry with precise and accurate fire
guided by forward observers who advance with the infan-
try. British radio communication is well-organised, allowing
more efficient command and control, though equipment is
prone to malfunction in the field.

While the British Army suffers some major defeats in the
early years of the war, they weather the storm and are ready
to take the fight to Germany.

THE ROYAL NAVY

Despite treaties limiting naval construction before the war,
the Royal Navy is still the largest in the world, with modern
ships and many more under construction, including fifteen
battleships and battle cruisers, seven aircraft carriers, and
several hundred cruisers and destroyers, plus a fleet of sixty
submarines. Despite heavy losses in the early years of the
war, the Navy achieves a series of successes with the sink-
ing of Germany’s capital ships, effectively ending the threat
presented by the German Navy’s surface fleet. The Navy’s
most vital duty is the protection of the crucial Atlantic link,
defending vulnerable convoys against the silent hunters of
the German U-boat patrols.

The Royal Navy lost much of its naval aviation capa-
bilities after the Great War when the Royal Air Force was
formed, and only regains control of the Fleet Air Arm in
1937. As a result, both their carriers and aircraft are out-
dated, falling far behind the standards of both the US and
Imperial Japanese Navies, though antiquated Swordfish
biplanes are instrumental in sinking the German battleship
Bismarck, proving that British naval aviation still has teeth.

The British submarine fleet is locked in a constant battle
beneath the Atlantic with the numerically superior German
U-boat fleet. While the German submarines, operating in
wolf packs, stalk the vital merchant convoys, British subma-
rines operate primarily alone, engaging in more clandestine
operations, or hunting their German counterparts. During
the North African campaign, British submarines do get the
opportunity to hunt Axis shipping, but their targets are lim-
ited when compared to German submarines.




THE ROYAL AIR FORCE
Having only officially been formed in 1918, the RAF is
fortunate to be relatively unscathed by old doctrines and
strategies and, despite being heavily outnumbered during
the Battle of Britain, is able to engage and repel the relent-
less German bombing offensives that signal what would have

The RAF has a large contingent of foreign

pilots among its ranks, particularly from

France and Poland.

been the invasion of Great Britain. Though their aircraft at
the start of the war are of mixed capability, the RAF’s pilots
are among the best in the world and, once the Hawker Hur-
ricane and Supermarine Spitfire are introduced, the RAF
becomes even more formidable.

The RAF’s main combat strategy is the use of strate-
gic bombing to destroy Germany’s capability to wage war,
engaging in night bombing raids against German cities and
developing precision bombing techniques, the most famous
example of which is the Dambusters raid in May 1943. Ini-
tially RAF Bomber Command restricts itself to bombing
only military targets, but after the Luftwaffe destroys much
of Rotterdam in May 1940, authorisation is given to bomb
any target east of the Rhine.

The RAF has a large contingent of foreign pilots among
its ranks, particularly from France and Poland. During the
fall of their nations, many pilots fly their aircraft to the near-
est friendly territory rather than let them be taken by the
invading Germans, and these men now fight alongside their
British comrades.

B

CHAPTER 4

COMMANDOS

The Commando, or Special Service, brigades are the most
influential Allied special forces formation in World War
Two. Virtually all subsequent British special forces units
derive from the Commandos.

Based on an idea by Lt. Col. Dudley Clarke, the Com-
mandos are formed at Winston Churchill’s insistence in 1940
after the fall of Dunkirk, as a means to take the war to the
Germans and bolster morale at home, although the trade-
mark green beret isn’t formally adopted by them until 1942.
Before this, men wear their original regimental head-dress
and insignia.

From 1940-1943, Commandos are used as small, highly
mobile raiding forces, not intended to be in the field for more
than 36 hours. From 1943, the Commandos’ role becomes
spearheading Allied landing forces, a role they perform in
the Operation Torch landings in Tunisia, the Allied invasion
of Sicily, and the Normandy landings on D-Day.

The following Commando units are of special note:

e No. 10 (Inter-Allied) Commando is a commando unit
consisting of nationals of Axis-occupied countries,
including Jewish Germans and Austrians serving under
a nom de guerre. Never deployed as a whole unit, troops
and individuals are detached for specific missions which
require their linguistic or regional knowledge.

e No. 30 Commando (later 30 Assault Unit) is an intel-
ligence gathering unit working in the vanguard of the
Allied advance post D-Day. Staffed by Royal Navy
officers and guarded by Royal Marine Commandos, these
raiders are search specialists trained in the recognition of
military technology, enemy documentation, safe crack-
ing, and prisoner interrogation.

“Our attempts to signal the fr:.gate met w:.th failure, and so it was declded
that we should board her. I don’t think 1’11 ever forget what we found...”

= Lieutenant John Griffin
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¢ No. 62 Commando (or the Small Scale Raiding Force) is
a small commando force under the control of the Special
Operations Executive (p.41) carrying out cross-channel
intelligence gathering raids, as well as field-testing tactics
and equipment.

United States

At the outbreak of the war in Europe, the United States
military is in transition. Although its naval capabilities are
excellent, the Army and Marines are relatively small and
outdated, and its Air Force is still subordinate to the Army.
Fortunately, while Europe is thrust into war, ready or not,
the United States is spared direct conflict for another two
years, giving all services ample time to rearm and prepare for
the coming storm.

Despite the crippling effects of the Great Depression and
the strong isolationist movement working in the United
States, which believes that the country should remain neu-
tral and let Europe deal with its own problems, President
Franklin D. Roosevelt signs the Lend-Lease Act in March
1941, creating a programme through which the United
States can provide the Allied nations in Europe and China
with materials and munitions, effectively ending the US pre-
tence of neutrality.

When the Japanese Navy launches their spectacular
raid on Pearl Harbor six months later and, under the terms
of their treaty with the Japanese, Germany declares war on
America, the Axis wakes a sleeping giant which (by the end
of the war) possesses a military second only in numbers to
the Soviet Union, and without a doubt forms one of the
most technologically advanced armed forces in the world.

US ARMY

In 1939, the US Army is a professional force of around
175,000 men, though one hampered by obsolete equipment
and a peacetime officer class more interested in political
careerism than military matters. Fortunately, the nation’s
neutral stance gives the new Chief of Staff, General George
Marshall, the opportunity to rapidly overhaul the army and,
by 1940, through limited conscription, the US Army has
grown to 1.4 million men and updated their equipment and
vehicles significantly.

Unlike the British or French, the US Army bases promo-
tion on personal merit and individual leadership, as opposed
to class and status distinctions, and encourages innovation
and free-thinking amongst its officers. Unfortunately this
culture credits an officer who takes daring risks, often at the
cost of many lives among his own men, more than an officer
who protects the lives of his troops.

Surprisingly, the enlisted men in the US Army do not
have a similar culture to their British and French allies,
being treated simply as resources to be shifted between units
as required. Unlike other armies, which pull depleted units
out of combat to reinforce and restore them, the US Army

chooses to insert new, green troops into weakened units,
resulting in a loss of cohesion amongst soldiers. The veter-
ans tend to treat the newcomers as outsiders, resulting in a
loss of morale and combat effectiveness. In addition, as the
newcomers do not receive the benefit of learning from the
veterans, as further losses are taken, the veteran element is
further whittled away.

Aside from this flaw, the US soldier is well-trained and
equipped, more so than his British ally, and has the advan-
tage of better health and a better diet than any other soldier
in the world. The higher standard of living, and the levels
of nutrition available to the average American despite the
Great Depression, produces a fitter and more durable soldier.

At squad level, troops are armed as standard with the
M-1 Garand rifle, providing greater firepower than the
bolt-action rifles of other armies, though the weapon’s
requirement to expend a full magazine before reloading can
prove difficult at times, particularly the unique metallic
“ping” made as the clip automatically ejects, alerting enemy
troops to a soldier with an empty weapon. The standard
squad level support weapon is the Browning Automatic
Rifle (BAR), a powerful but limited weapon, both in terms
of ammunition capacity and rate of fire, especially compared
to the German MG34. Fortunately, due to the abundance of
resources available to them, most squads often sport multiple
BARs to compensate for this deficiency.

While the majority of US Army units serve with distinc-
tion during the war, a number deserve additional mention.

FIRST SPECIAL SERVICE FORCE

Also known as the Black Devils, the 1st Special Service
Force (FSSF) is created in 1942 as a winter warfare special
forces unit to harass German troops in Norway. However,
operational requirements change, and the FSSF first sees
combat in Italy in 1943-4, before moving on to fight in
southern France, until late 1944 when it is disbanded.
Consisting of volunteers specifically recruited for their
outdoor skills, the FSSF is unique in that it is a combined
American and Canadian unit of 2,000 men, under the
command of Colonel Robert T. Frederick, giving rise to yet
another nickname—Freddie’s Freighters. Trained as comman-
dos, mountain warfare specialists, and parachutists, the FSSF
uses unique clothing, rations, equipment, and weapons, as well
as a homogenised command structure. The brigade’s nickname
is purportedly taken from a reference to the blackened faces
of the unit’s troops found in a German officer’s personal diary.

US AIRBORNE

An American Colonel, Billy Mitchell, is the first strategist
to suggest the insertion of assault troops by parachute. It is
the USSR that first experiments with the concept, and Nazi
Germany that first uses it in combat in their spectacular
invasion of Crete.

The most famous US Airborne units are the 82nd and
the 101st (Screaming Eagles) Divisions.
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US ARMY RANGERS

The US Army Rangers are formed in 1942, and are the
American equivalent of the Commandos. The 1st Ranger
Battalion first sees action as part of the Dieppe raid of 1942,
within two months of the unit becoming active. The 1st
Ranger Battalion is then transferred to North Africa where it
plays a pivotal role in the Algerian and Tunisian campaigns,
performing night raids and behind-the-lines attacks.

3rd and 4th Ranger Battalions are created from 1st
Ranger Battalion, and all three battalions, also known as
Darby’s Rangers, are sent to Sicily, and then Italy in 1943.
All three battalions are virtually eliminated to the last man
by the fighting at the Battle of Cisterna in early 1944.

The 2nd and 5th Ranger Battalions are raised in the
United States, and participate in the Normandy landings
in June 1944, seizing a coastal battery at Pointe du Hoc, and
breaking out of the beachhead at Omaha beach respectively.
The two battalions fight through France, Belgium, and Ger-
many until 1945. Attached to cavalry units, the battalions
are used for infiltration, river crossings, and seizure of road
junctions and prisoner-of-war camps.

US NAVY

The US Navy is already a considerable size in 1939, includ-
ing fifteen battleships, five aircraft carriers, and thirty-seven
cruisers. Naval thinking has always assumed that the Japa-
nese navy presents the greatest threat to the United States,
and as a result only the US Navy is capable of rivalling Japa-
nese expertise in naval aviation and warship technology.

After the Japanese sneak attack at Pearl Harbor, in
which eighteen warships are destroyed and over 2,400
men lose their lives, the US Navy enters an emergency
programme of shipbuilding, ordering dozens of new vessels
(including sixteen large and nine smaller aircraft carriers).
By the end of the war, the US Navy has more ships than
the combined navies of all other combatants in the war,
including the British Royal Navy.

Much of the US Navy’s activity centres around the
Pacific theatre, fighting a long series of battles against the
formidable Imperial Japanese Navy, and supporting the US
Marines in their campaign to liberate the Pacific islands
occupied by the Japanese aggressors. In the Atlantic, the US
Navy cooperates with the British to keep the Atlantic ship-
ping routes open and defend convoys from the ever-present
threat of the German U-boat fleet.

Like the Japanese, the US Navy focuses its fleets around
its aircraft carriers, and is a leader in naval combat using
aircraft, especially dive bombing and torpedo bombing. Sev-
eral of the key battles of the Pacific take place between the
air fleets of the Japanese and US carrier forces (see Achtung!
Cthulhu: Guide to the Pacific Front for further details).

The US submarine fleet comprises less than two per
cent of the Navy’s strength, yet it is responsible for caus-
ing over thirty per cent of Japanese naval losses, including
eight aircraft carriers. They contribute to the isolation of the
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Japanese economy from overseas imports, but at a terrible
cost. The US submarine force loses over fifty boats and more
than 3,500 men in the battle beneath the waves.

US ARMY AIR FORCE

Unlike their British counterparts, the US military does not
maintain an independent air force during the Second World
War. Instead, military aviation falls under the command of
the US Army Air Force, or in the case of naval aviation,
the US Navy. However, under direction from Roosevelt, the
USAAF undergoes a massive expansion programme in 1939,
and by the time America enters the war in Europe, she brings
a huge number of bombers and fighters to the fray, coupled
with a virtually global logistics network capable of supplying
and maintaining such a massive combat force.

While the RAF specialises in night bombing raids, the
USAAF maintains a policy of precision daylight raids creat-
ing the nightmare of “around the clock” bombing, which in
the later years of the war extends from military targets to the
near obliteration of German cities.

Despite the heavy defensive armaments of the US B-17
and B-24 bombers, losses in early bombing raids are terrible,
mostly due to the lack of US fighter escorts, which leaves the
enormous bomber formations vulnerable to the elite pilots
of the still-intact Luftwaffe. However, the introduction of the
likes of the P-51 Mustang ensure greater protection and, by
the closing stages of the war, with the Luftwaffe no longer a
threat, the daily bombing raids operate with relative impunity.

Like much of the United States at this point in his-
tory, the USAAF is subject to racial segregation, with most
African-American soldiers barred from combat positions.
However, several USAAF squadrons are composed of Afri-
can-American aviators, including the 332nd Fighter Group
(“The Red Tails”) and the 99th Fighter Squadron, which
earns three Distinguished Unit Citations during the course
of the war.

France

In 1939, the French Army stands at 900,000 regular sol-
diers, with millions more in reserve. France, with her shared
border with Germany, and the memories of the Great War
still fresh, begins to rearm in 1936, and at the outbreak of
war her army is considered one of the strongest in the world.
Unfortunately, French military thinking has been stagnant
for several decades, with the first French armoured divisions
only being formed as the war begins, and defence being very
much the overriding strategy.

The French place great faith in the Maginot Line, the
huge complex of defences and emplacements stretching
from Luxembourg to Switzerland along the German border,
to provide protection against German aggression. Composed
of three interdependent lines of fortifications containing
anti-tank emplacements, pillboxes, and artillery positions it
is a formidable barrier, but one that proves ultimately useless




IN THE SERVICE OF ONE’S COUNTRY

when the German Army invades through the Ardennes
Forest, completely circumventing the Line.

Though French soldiers fight with great bravery against
the encroaching German units, a lack of strong leadership
forces them into retreat. Though around 140,000 French sol-
diers are evacuated from Dunkirk, the majority are returned
to France after a few weeks rest, and subsequently join the
thousands of French POWs in German hands, leading to
the French Republic Army effectively ceasing to exist in
1940. The evacuation itself is only such a miraculous suc-
cess thanks to the sacrifice of 35,000 French soldiers, who
form the rear guard and fight on as the last ships disappear
from the beaches.

Of those soldiers who escape the beaches at Dunkirk,
around 3,000 stay in Britain and join Charles de Gaulle’s
Free French Army in London. By the end of 1940, the Free
French Army has swelled to around 7,000 men, many of
whom come from the French colonies in North Africa. As
the war continues and the tide begins to turn against Ger-
many, the number of volunteers steadily increases, and units
of Free French are integral to the Normandy landings. Ini-
tially their role is limited to a handful of pilots flying with
the RAE but as the war continues the Free French Army
fields nineteen divisions, including several armoured ones.

After the Fall of France, the British become concerned
that the French Navy, much of which is out of port when
the nation surrenders, might fall into German hands and
become part of the attack against Great Britain. The French
warships are given an ultimatum: either join the Allies, or

adopt neutrality. When the ultimatum is rejected, the British
launch an assault against French ships in the Algerian port of
Mers-el-Kébir, resulting in the deaths of almost 1,300 French
servicemen, the sinking of one battleship, and the damaging
of five other vessels. This attack, though necessary, continues
to cause bad blood between the two allies.

Germany

Following the defeat of Germany in the Great War, and the
stringent restrictions placed upon her by the Treaty of Ver-
sailles, Germany’s military is seriously curtailed for much of
the inter-war period. The army, the Reichswehr, is limited to
100,000 men, while the navy is restricted to a mere 15,000
men serving on a dramatically reduced fleet (consisting of
only six battleships, six cruisers, and no submarines). Armed
aircraft, tanks, and armoured cars are prohibited, as is the
production of machine guns, rifles, and other war munitions.

Following Adolf Hitler’s rise to power, Germany shows
an ever-growing disregard for the terms of the Treaty and
begins a concerted rearmament process. This rearmament
allows Germany to discard the outdated military doctrine
that still exists amongst the Allied militaries, and develop
new strategies and tactics more befitting a modern industrial
war machine. These new doctrines are tested in the Span-
ish Civil War, as the German military provides support for
Franco’s Fascists, proving their worth and giving German
troops experience that comes into its own in the opening
moves of the war.

9_




THE WEHRMACHT

Formed in 1935 from the remnants of the Reichswehr, Ger-
many’s defensive force, the Wehrmacht, quickly expands
through the introduction of conscription. Though German
propaganda often shows the Wehrmacht as a mechanised
force storming across Europe, in reality at the start of the
war, only around ten percent of infantry units are equipped
with transports, with the rest still moving on foot, or in some
instances using bicycles. Later in the war, mechanised forces
increase to around half of the army, but attrition in the field
and the crippling of Germany’s industrial output by Allied
bombing severely hampers transportation.

While core units of the Wehrmacht are well equipped,
industrial shortages often result in other units being given
older equipment. Regardless of their supply status, German
soldiers are generally well-trained and highly motivated at
the beginning of the war, characterised by aggressive tactics
in the field. Officers are given the freedom to accomplish
objectives rather than being forced to carry out orders to the
letter. Later in the war, as Germany’s fortunes wane, political
infighting and punitive punishment of transgressions begins
to wear down morale. However, German soldiers fight to the
bitter end in the defence of Germany against the Soviet Red
Army, down to the last inch of ground.

A common misconception is of the German Army,
supported by hundreds of unstoppable tanks, smashing a
path through enemy formations. In reality, German armour
at the start of the war, while newer in design, does not
perform any better than Allied armoured vehicles. The
German Blitzkrieg tactic, punching through enemy lines
in force and at speed, is effective due to the integration
of armour, infantry, and artillery support, not the strength
of German tanks. German advances in tank technology,
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The Allies are saved from a number of
terrible defeats by the arrogance and

egotism of Hermann Goring.

particularly the Panther and Tiger tanks, do not appear
on the battlefield until Germany has suffered significant
losses against superior Soviet armour. Although plagued by
supply and repair problems, German armour is universally
feared by enemy troops and is never taken lightly when
encountered.

German artillery, like its British counterpart, is char-
acterised by large, heavy-calibre weapons deployed at
divisional and corps level for barrage fire. German advances
in rocket technology lead to the development of such
weapons as the Nebelwerfer rocket artillery, which com-
bines sheer destructive power with the psychological terror
caused by the screaming sound the rockets make as they
fire. One weapon of note among German artillery pieces is
the infamous 88mm. Originally designed as an anti-aircraft
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weapon, the 88mm is rare in its class for being traversable
to a horizontal attack plane. This feature allows it to be
deployed as an anti-tank weapon with stunning success.
Eventually, when the Germans develop the Tiger tank, the
88mm is chosen as its main weapon but due to the size of
the loading mechanism, it is mounted on its side within the
cramped Tiger turret.

THE LUFTWAFFE

German military aviation effectively ended after the Great
War, but begins to take form again soon after Hitler assumes
power, under the overall command of Hermann Géring, a
vain and arrogant Great War fighter ace. Goring has little
direct involvement in the development of the Luftwaffe
during its early years, though his political influence does
ensure that the Luftwaffe’s membership is far more ideolog-
ically Nazi that the other military arms, with the exception
of the Waffen-SS.

The Luftwaffe, unlike British and American military
aviation, places little emphasis on strategic bombing, field-
ing primarily medium bombers during the Battle of Britain
and the Blitz. Though these bombers cause terrible dev-
astation across southeast England, their relative strength
is dwarfed by the mass raids conducted by the RAF and
USAAF with their squadrons of heavy bombers. However,
German aircraft technology is among the best in the world,
leading to the development of such lethal aircraft as the
Messerschmitt Bf109 fighter, which engages in desperate
dogfights against the RAF’s Spitfires and Hurricanes, and
the terror-inducing Junker Ju-87 dive-bomber, known as the
Sturzkampfbomber, or Stuka.

The Allies are saved from a number of terrible defeats due
to the arrogance and egotism of Goring, who blindly believes
in the supremacy of his aviation force. As the British Expedi-
tionary Force retreats towards the beaches of Dunkirk, Géring
insists that it is the Luftwaffe who should drive the Allies into
the sea, preventing the deployment of the Wehrmacht which
would probably have destroyed the British forces. Equally,
the Luftwaffe’s failure to defeat the RAF during the Battle of
Britain crushes German plans for invasion.

THE KRIEGSMARINE

The German Navy, severely restricted in size after the
Great War, undergoes a massive rearmament and expan-
sion programme just prior to World War Two though, like
the British, German naval thinking still focuses on the use
of large battleships. However, by the outbreak of war, only
around twenty percent of the planned vessels are completed.
Despite some early successes, the Kriegsmarine suffer serious
losses during the Battle of Norway, and a concerted effort
by the British Royal Navy to neutralise German battleships
results in the fleet being reduced to providing artillery sup-
port along the Baltic coast for much of the later war.

While the German surface fleet fails to fulfil its poten-
tial, the same cannot be said of the U-boat fleet. Through




IN THE SERVICE OF ONE’S COUNTRY

vastly superior numbers, German U-boats are able to oper-
ate in wolf packs, hunting down the merchant convoys
that cross the Atlantic supplying Britain and the Soviet
Union with much needed materials and supplies. The
Fall of France increases the danger presented by German
U-boats as the Germans build huge, reinforced submarine
pens along the French Atlantic coast, enabling the wolf
packs to operate further from home. These new bases, com-
bined with a network of resupply ships and even resupply
submarines, mean that the U-boat fleets remain a constant
threat throughout the war.

Yl SPY

By the beginning of the Second World War, the Great
Game of espionage is long out of its infancy and being
played upon the world stage by every nation, whether they
are directly involved in the conflict or not. Below is an over-
view of the various intelligence agencies employed by the
Allies and Germany.

British Intelligence

The British have, without a doubt, the longest history of
using espionage to further their political, military, and even
economic goals, with Sir Francis Walsingham'’s Elizabethan
network of foreign and domestic agents being one of the ear-
liest examples. Operating on an essentially informal basis
for the next few centuries, and using diplomats and military
attachés as the main operatives, activity is largely restricted
to periods of outright hostility.

In 1909, the War Office authorises the establishment of
the Secret Service Bureau (SSB) to coordinate the ever-ex-
panding role of the intelligence community. Organised into
a series of military intelligence departments and identi-
fied by a number with the prefix “MI”, the men (and later
women) of the SSB are drawn from the ranks of the Army,
Navy, and the Metropolitan Police, and serve with distinc-
tion during the Great War. Though several departments
of the SSB are dissolved during the inter-war period, the
Secret Intelligence Service (SIS, or M16) and Security Ser-
vice (MI5) continue their work. The list below highlights a
few of the nineteen “official” departments operating during
the Second World War. For details of the others, see The
Other Secret War, Achtung! Cthulhu: the Keeper's Guide to
the Secret War.

e MI5. The Security Service, responsible for internal secu-
rity and counter-espionage.

e MI6. The Secret Intelligence Service, with jurisdiction
over the collection of foreign intelligence.

e MIS8. The Radio Security Service (RSS), responsible for
monitoring and analysing radio transmissions for enemy
intelligence.

e MI9. The Escape and Evasion department, responsible for
developing and delivering escape aids to prisoners of war.

e MI17. The secretariat providing clerical and administra-
tive support for the other departments.

With the spectre of war looming over Europe and efforts
to maintain peace crumbling, steps are taken to establish new
intelligence departments specifically geared towards combat-
ting German aggression. The activities of the first of these,
Electra House (EH), are considered to be un-gentlemanly by
the Foreign Office, even though they established it. Operating
from 1938, and charged with the creation and dissemination
of propaganda, EH is largely unsuccessful in its remit.

Section D, SIS’ own sabotage and propaganda arm, is set
up not long after EH. Along with MI-R, the guerrilla warfare
section, the three departments work on shoestring budgets
with little official support and frequently at cross-purposes,
with Section D and EH often duplicating propaganda oper-
ations. Results from these offices are mixed, and Section D is
often unsuccessful in its early sabotage missions. MI-R shows
greater success, and is instrumental in the creation of the
Independent Companies that go on to form the basis of the
Commandos, as well as helping to train the Auxiliary Units,
Britain’s secret resistance army (see p.46).

Late in 1939, having realised that certain operations are
beyond the purview of the regular intelligence and espio-
nage services, enquiries are begun that lead to the foundation
of Section M, Section D’s sister organisation charged with
investigating and dealing with the growing threat from
German occult and mystical groups. A multinational affair
from the outset, Section M is closely supported by its own
Special Service Unit, nick-named “Badger’s Commandos”
after their leader, Captain Eric “Badger” Harris. For further
details on Section M, see Secret and Occult Societies, Ach-
tung! Cthulhu: the Keeper’s Guide to the Secret War.

After the Fall of France, in July 1940 Churchill orders
the establishment of a single sabotage organisation with
orders to “set Europe ablaze”, leading to the integration
of Section D, EH, and MI-R, and the birth of the Special
Operations Executive (SOE). Only Section M and MI-R’s
research unit remain separate, with the tinkerers and boffins
from MI-R going on to form what will become known as
“Churchill’s Toyshop”, MD1.

Big Boys Toys

Besides Ministry of Defence | (MD1), there is also the
Admiralty’s Department of Miscellaneous Weapons
Development (DMWD), better known as the Depart-
ment of Wheezers and Dodgers. Both are charged with
designing weaponry for both the regular and irregular
British forces.




The department which emerges as the SOE, also known
as the Baker Street Irregulars after the location of its new
headquarters, is initially organised into three sections: SO1
(propaganda), SO2 (active operations), and SO3 (plan-
ning). However, SO3 is quickly absorbed into SO2, and SO1
becomes the Political Warfare Executive (PWE) within the
year. The SOE’s main task is the sabotage and subversion
of the German war effort, targeting rail networks, industrial
targets, and the Nazi military infrastructure to hamper their
operations. Due to the often complex political landscapes of
the countries in which they are working, there are frequently
multiple SOE sections per country to ensure co-ordination;
France alone has six.

Although the SOE has few agents in the occupied ter-
ritories upon its foundation, there is soon a robust network
of spies, informers, and saboteurs all across Europe. The
organisation is also less susceptible to the problems caused
by recruiting almost exclusively from the “Old Boys Net-
work” of public school acquaintances that hampers military
intelligence, instead drawing on all sections of British society
to fill their ranks, even the criminal fraternity. It is also one
of the few arms of the British military to accept women for
active field work. Each new recruit undergoes an intensive
training programme, covering a variety of combat styles,
ways of avoiding the enemy once in the field, demolition
and sabotage techniques, radio operation, cryptography, and
the rather essential parachute training.

THE ARMED FORCES

Rather confusingly, the British military maintains its own
intelligence operations outside those provided by the MI
departments. The Army’s Intelligence Corps (AIC) is formed
in 1914 at the outset of World War One, only to be dis-
banded in 1929, prior to reactivation in July 1940. While
the SOE conduct their dirty war in occupied Europe, the
men of the AIC focus their efforts on supporting the British
Army through their ranks of interpreters, imagery analysts,
and signals interception units. Along with the other military
intelligence arms, Army Intelligence tends to look down upon
their SOE colleagues, and throughout the war there exists a
reticence to share information, despite many AIC operatives
joining SOE operations in occupied territories, particularly in
Europe and the Far East. Approximately forty percent of the
Army personnel at Station X belong to the Intelligence Corps.

As their name suggests, the AIC operate at both a stra-
tegic and tactical level to support the Army. At the strategic
level, their work in photographic analysis and interpretation
proves invaluable in identifying, amongst other things, radar
sites, as well as providing essential support in locating V1
rocket sites. At the tactical level, the AIC maintains a fleet
of vehicles known euphemistically as “Gin Palaces”, packed
with radio detection equipment to intercept and locate
enemy radio transmitters.

The Naval Intelligence Division (NID), initially estab-
lished as the Foreign Intelligence Committee in 1882, is also
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known as “Room 39” due to its location in the Admiralty.
Probably the oldest of the British military intelligence depart-
ments, its role has changed over the years from that of a naval
staffing department with an intelligence-gathering remit, to
one focussed solely on covert operations. Unlike the other
services, Naval Intelligence does not operate at a tactical level,
restricting itself to providing strategic intelligence regarding
enemy ship movements and analysing enemy signals. It is
behind the formation of the Special Intelligence Unit in 1942,
which later becomes 30 Assault Unit, part of the Commandos.

The youngest of the British services, the RAF’s Intel-
ligence Branch officially dates from 1939, although it can
trace its roots back to the origins of the service itself in the
Royal Flying Corps’ reconnaissance activities. During World
War Two, it takes over control of Signals Intelligence at
Station X, as well as continuing in its role of analysing and
interpreting aerial reconnaissance images, working from RAF
Medmenham in Buckinghamshire in what becomes known
as the Central Interpretation Unit (CIU). A sister organi-
sation to Bletchley Park, this unit incorporates the Bomber
Command Damage Assessment Section and the RAF’s Night
Photographic Interpretation Section.

The Battle of Britain brings additional responsibilities,
as RAF Intelligence operatives take on the interrogation of
enemy airmen shot down over the UK. As the war begins to
turn and the Allies start to carry out raids over Germany and
occupied Europe, RAF Intelligence also develops a network
of operatives, in conjunction with SOE and local resistance,
to provide downed Allied airmen with assistance in escap-
ing capture by German forces so that they can return home.

The SOE’s main task is the sabotage and
subversion of the German war effort...

to hamper their operations.

US Intelligence

It is only in the late 19th Century that the American intel-
ligence services are formally established with the creation
of the Office of Naval Intelligence (ONI) and the Army’s
Military Intelligence Division (MID), although informal
operations have existed since the birth of the nation. ONI
continues to provide world-wide intelligence throughout the
Great War and into World War Two, while MID undergoes
a number of reorganisations, eventually becoming the Mili-
tary Intelligence Service and, one month before the Japanese
attack on Pearl Harbor, the Fourth Army Intelligence School.

THE OFFICE OF STRATEGIC SERVICES

President Roosevelt, concerned at the demonstrable lack
of espionage and counter-espionage activity carried out by
ONI and MID, commissions William “Wild Bill” Donovan
to draft a strategy for the creation of a central intelligence
service capable of undertaking the type of special operations
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Joining the
Establishment

Section M and Majestic have been designed to offer
investigators umbrella organisations under which they
can pursue their Mythos- (and war-) related activities.
Both recruit the best and brightest they can find, and
work closely with the military where necessary, allowing
a wide range of investigator types the chance to work
together when, under normal circumstances, they would
be unlikely to frequent each other's company.

necessary if the United States is going to enter the war.
Based on the strength of his report, Donovan is appointed
Coordinator of Information in 1941, and by mid-1942 the
Office of Strategic Services (OSS) is founded.

Like its British counterpart, the SOE, the OSS is
involved in espionage and sabotage, with additional responsi-
bility for black propaganda. It, too, suffers from petty rivalries,
in this case with the FBI, the MID, and the ONI, which all
fight to protect their existing areas of command. This leads
to Donovan focussing the OSS on active operations in the
field, with agents present in every accessible theatre of war,
often working in cooperation with their SOE bretheren.
However, the initial relationship between the two agencies
is occasionally fraught, hampered by British prejudices con-
cerning American inexperience, and American concerns
over dependency on their more senior British cousin.

Two thirds of all OSS agents are drawn from the officers
and enlisted men of the US Army and Army Air Force. One
quarter is made up from civilians possessing the skills and
contacts needed for covert operations who, on recruitment,
are given commensurate military rank. The remainder come
from the Navy, Marines, and US Coast Guard. Like the SOE,
the OSS has a large female contingent.

Also like its British cousin, the OSS has a sister organ-
isation tasked with managing the more esoteric threats
mounted by the Axis forces and various enemies within.
Majestic (M]), as the group is known, is established by
Donovan at the same time as the OSS, but is run largely
independently of its cover organisation. It also enjoys far
friendlier relations with its European allies, as many of its
staff work initially for Section M. For further details on
Majestic, see Secret and Occult Societies, Achtung! Cthulhu:
the Keeper’s Guide to the Secret War.

THE FEDERAL BUREAU OF INVESTIGATION

The FBI, under the watchful gaze of ]. Edgar Hoover, oper-
ates as both a federal criminal investigation unit and the
United States’ counter-espionage agency. Before the out-
break of war, the FBI is largely focused on the fight against
organised crime, as well as internal security, but as the Axis

powers march inexorably across Europe, its responsibilities
rapidly escalate. On the homefront, its attention is focussed
on potentially dangerous German, Italian, and Japanese
nationals, with an active internment campaign against Jap-
anese citizens taking place after Pearl Harbor.

Outside of the United States, the FBI has a fairly
restricted role, although they have formed the Special Intel-
ligence Service to operate in Latin and South America, with
instructions to closely monitor the rapidly expanding German
spy community. Unusually, their relationship with Majestic is
quite good, with a relatively high degree of information-shar-
ing, particularly when it comes to “unusual” material.

German Intelligence

Intelligence operations in the Third Reich follow a very differ-
ent pattern from those of Britain and America. The Abwehr,
the German military intelligence agency, is similar in structure
to its Allied counterparts, but the operations of the Sicherheits-
dienst (SD) and Gestapo secret police focus on uncovering
real or imagined enemies of state within their own borders.
Unlike the Allied intelligence and security services, these two
agencies operate with impunity, using fear as a key weapon
in their repressive activities, which they make little effort to
disguise. Further details on the SD and Gestapo can be found
in Achtung! Cthulhu: the Keeper’s Guide to the Secret War.

THE ABWEHR

Germany’s military intelligence agency technically predates
the foundation of the nation itself, coming into existence
in the 1860s during Prussia’s war with Austria. Having sur-
vived German unification, its agents are still active during
the Great War, but the organisation is officially abolished
under the terms of the Treaty of Versailles.

Reforming in 1921, the Abwehr acts as a purely coun-
ter-intelligence force dealing with reconnaissance,
communications monitoring, and counter-espionage, report-
ing to the Oberkommando der Wehrmacht (OKW, “Supreme
Command of the Armed Forces”). It is the only German
intelligence department not directly controlled by the Nazi
party. The rise of the SD, the Nazi’s own intelligence agency,
marginalises the Abwehr during the 1930s, and only the
arrival of a new director, Wilhelm Canaris, prevents it from
once again being dismantled.

In 1938, Canaris reorganises the Abwehr into three
main sections: Central Division (planning, strategy, and
administration), Foreign Branch (analysis, and General
Staff of the Army and German Foreign Ministry liaison),
and Abwehr I, 11, and III (foreign intelligence collection,
sabotage, and counter-intelligence, respectively). Though
hindered by their constant battles with the SD, the Abwehr
is a largely capable organisation, and during the early years
of the war it stages a number of successful operations. Many
of its officers, although they are nationalists, are not sup-
porters of the Nazi regime.




The French Resistance

The Fall of France and the subsequent armistice of June 1940
see the great Gallic nation reduced to a mere dominion of the
Third Reich. In the north, in the German Occupied Zone, life
continues almost as normal for most citizens, though purely
at the whim of the Nazi invaders. In the south, the collabora-
tors of Philippe Pétain’s puppet Vichy regime administer the
French State under the careful eye of their new masters.

The stark choice for every citizen is either to collaborate
with the occupying forces or to join the small but growing
insurrection. From his base in London, Charles de Gaulle ral-
lies the Free French Forces to fight for their country alongside
their British and American allies. Meanwhile, in the towns
and cities of occupied France, directly supported by the SOE
and the OSS, new Resistance movements are appearing.
There are eight main Resistance groups in France: the Com-
munist Front National and Franc-Tireurs et Partisans (FTP), the
predominantly Socialist Libération-Nord, and Libération-Sud,
the predominantly Gaullist Combat, as well as the Organisa-
tion Civile et Militaire (OCM), Ceux de la Libération, and Ceux
de la Résistance. There is also the highly politically diverse and
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Vive la France?

There are other paramilitary forces operating within France
during the time of the German occupation, and details of
these collaborationist groups can be found in the French
timeline, along with further information on some of the
Resistance units mentioned above, starting on p.26.

loosely organised Maquis rural guerrilla force, operating with
far more freedom than their urban compatriots within Vichy
France, secretly supported and aided by the local populace.

Although the political affiliations of each resistance
cell vary on a group by group basis, all are committed to the
battle for French liberation and are united, albeit loosely at
times, by a shared hatred of their common enemy. There is a
wide variation in the capabilities of each cell, ranging from
enthusiastic amateurs operating illegal underground printing
presses, all the way up to battle-hardened left-wing partisan
veterans of the Spanish Civil War.

During the early days of the conflict, the Resistance is
tasked with carrying out acts of sabotage and subversion, as
well as providing assistance to the British, American, and
Free French (BCRA) intelligence services, wherever possi-
ble. They are heavily involved in providing safe passage for
those fleeing the clutches of the Gestapo, saving the lives of
countless Allied airmen and Jewish refugees. Later in the
war, as plans for the invasion of Normandy proceed apace,
they focus on destroying transport and communication net-
works, as well as other distraction and delaying tactics, often
at great personal cost.

Using whatever equipment they have available to them,
the Resistance initially makes do as best it can, with many
still bearing the arms issued to them as members of the
French Army before the inglorious Fall. Later, following
multiple SOE and OSS clandestine air drops, they become
better armed, with the ubiquitous STEN gun rapidly becom-
ing synonymous with Resistance activity. The Allies are
keen supporters of the French Resistance, partly in order to
maintain their political relationship with de Gaulle, but also
because they are ferocious and dedicated fighters, with little
left to lose and so much to gain.

“I can still hear the Germans’ sereams when it changed. I have no idea why he... it left
me alive, but then, maybe it wanted a witness.” = Monsieur P. Roche




IN THE SERVICE OF ONE’S COUNTRY

SUPPORTING ROLES

For those who decide not to join up, or who are unable to
do so, there are a variety of auxiliary groups to join. Many
of these are increasingly staffed by women as the conflict
escalates, thereby freeing up men to fight on the frontlines.
Some are attached to the military; others are purely civilian,
with some seen as good training for military service.

Entertainment

The British auxiliary created to entertain the troops and
other war workers in September 1939 is the Entertainments
National Service Association (ENSA), a branch of the
Navy, Army, and Air Force Institutes (NAAFI). A differ-
ent interpretation of the acronym is soon coined: “Every
Night Something Awful”. The American equivalent is the
fully civilian United Service Organizations (USO), who
provide recreation services for US troops when on leave
and on base, as well as staging camp shows. They are sup-
ported by the Special Services Unit of the United States
Army when abroad.

A Woman’s Work

CIVILIAN

The American Women’s Voluntary Services (AWVS) is set
up in New York to mobilise and train American women in
all aspects of voluntary war work and support. It is non-po-
litical and open to all, and follows in the footsteps of the
Women’s Voluntary Service (WVS) in Britain. Both ser-
vices are uniformed and crucial to the war effort, particularly
in the case of the WVS which is responsible, amongst other
things, for organising and supervising British evacuation
protocols. In Germany, similar activities are carried out by
the Nationalsozialistische Frauenschaft (NSF), the women’s
branch of the NSDAP.

Feeding the nation is a major goal during wartime. To
ensure this continues, the Women’s Land Army (WLA) is
reactivated in Britain shortly before the outbreak of war.
Known as Land Girls, they make up ten percent of the rural
workforce. In the American equivalent, the girls are known
as “farmerettes”. A branch of the British WLA, the Women’s
Timber Corps (WTGC; the “Lumber Jills”), contains a large
number of female graduates due to the surveying and logistics
work it involves.

MILITARY
All three branches of the military: Army, Navy, and Air
Force, set up female auxiliary units. In Britain, the Auxiliary
Territorial Service (ATS) is the women’s branch of the Brit-
ish Army. The American Women’s Army Auxiliary Corps
(WAAC) attains full military status in 1943, and changes
its name to the Women’s Army Corps (WAC). Although
not in the frontline, ATS members are amongst the last

Doing Their Bit

The camp shows of the USO and ENSA help to bolster
troop morale, and many famous actors, singers, and
comedians give concert tours to help the war effort,
including Bob Hope, Marlene Dietrich, Laurel and Hardy,
Al Jolson, George Formby, Vera Lynn, and Arthur Askey.
But many stars of the silver screen are military personnel
themselves, such as David Niven, John Mills, and James
Stewart, or work for the intelligence services, such as
Noél Coward and Josephine Baker.

evacuated from France after the German invasion, and
WAC:s serve behind the lines all over the world, although
most remain Stateside. Their roles include clerical, postal,
and logistical work, driving, telephony, radar operation, and
anti-aircraft gunnery.

For the British Navy, there is the Women’s Royal Naval
Service (WRNS, more commonly known as the “Wrens” or
“Jennies”). The American Navy has its own female auxil-
iaries, officially known as the US Naval Reserve (Women’s
Reserve), but also referred to as the Women Accepted for
Voluntary Emergency Service (WAVES). SPARS, a nick-
name based around its parent organisation’s motto, is the
US Coast Guard’s Women’s Reserve. The women serve in a
variety of roles, including flying transport planes, acting as
mechanics and electricians, working as analysts and intelli-
gence operatives, and in clerical work.

The Women’s Auxiliary Air Force (WAAF) of the RAF,
unlike their Navy counterparts, are not permitted to fly air-
craft but otherwise carry out similar activities. Perhaps their
most iconic role is as plotters in operations rooms across the
country. The Women’s Airforce Service Pilots (WASP),
attached to the US Army Air Force (USAAF), starts life
as the Women’s Auxiliary Flying Squadron (WAFS). Their
duties include ferrying planes for the USAAF in America, a
role that is fulfilled by the civilian Air Transport Auxiliary
(ATA; both male and female pilots) in Britain.

In Germany, women can join the Marinehelferinnen
(Navy Auxiliary), various Army Auxiliaries, including the
Nachrichtenhelferinnen (Signals Auxiliary, where the women
are also known as Blitzmddel), and the Luftwaffenhelferinnen
(Air Force Auxiliary), although the militarisation of the
female population is strongly resisted by the German hierar-
chy, and most of the women are volunteers. Although largely
confined to clerical and administrative duties, these ladies
also serve as anti-aircraft auxiliaries, the Flakhelferinnen.

Britain’s First Aid Nursing Yeomanry (FANY) is estab-
lished as a mounted, rapid response auxiliary unit to aid the
Royal Army Medical Corps (RAMC) before World War
One, and one of the few entry qualifications when World




War Two starts is the ability to drive. FANY also acts as
the military identity for women serving in the SOE. Brit-
ish nurses can also join a variety of other services, including
Queen Alexandra’s Imperial Military Nursing Service
(QAIMNS) and the Voluntary Aid Detachments (VAD).
The American Cadet Nurse Corps is formed as part of the
Public Health Service to cope with nursing shortages in both
the Army, and Navy, Nurse Corps. In Germany, nurses can
join one of the religious nursing sisterhoods or the German
Red Cross (DRK).

Civil Defence

Being so close to mainland Europe, the threat of aerial
bombardment is recognised as a risk long before war breaks
out, and the Air Raid Precautions (ARP) service is set up
in Britain as a volunteer force several years in advance of
the commencement of hostilities. Its members are replaced
by paid, full-time wardens in 1940 and renamed Civil
Defence (CD) wardens a year later as their duties widen.
It is their job to enforce the blackout, drive ambulances
and provide first aid, and help with rescue, demolition, and
decontamination. The Citizens Defense Corps (CDC) per-
forms similar duties in the United States under the auspices
of the Office of Civilian Defense (OCD). In Germany, the
Reichsluftschutzbund (RLB) is responsible for training civil-
ians in air raid precautions and organising their services.
Although membership is initially voluntary, by 1935 it
becomes compulsory for all able-bodied adult citizens not
otherwise engaged.

In order to give the public as much warning as possible
of an imminent air raid, the Observer Corps, later the Royal
Observer Corps, is mobilised to track aircraft movement in

Actions Speak Louder
Than Words

In June 1940, alarmed by the shortage of equipment

and proper training for the fledgling LDV, the publisher
of Picture Post, Edward G. Hulton, decides to take
matters into his own hands. With his friends Captain
Tom Wintringham, a veteran of the Spanish Civil War,
and George Child Villiers, the 9th Earl of Jersey, Hulton
establishes a private training facility at Osterley Park,
Hounslow, running two-day courses in irregular warfare.
Through campaigns in America, and with the help of the
National Rifle Association, Hulton also acquires a variety
of guns for the LDV. The War Office, which is under-
standably alarmed at having a paramilitary force operating
outside its control, takes over the reins in September
1940, eventually closing Osterley Park in 1941.

CHAPTER 4

the skies above Britain. The Seaborne Observers are formed
in 1944, and attached to the Royal Navy. A similar service,
the Luftschutzwarndienst (LSW), is used to track aircraft and
warn of air raids over Germany. The American Aircraft
Warning Service (AWS) acts as a civilian branch of the US
Army’s Ground Observer Corps.

As well as the bombing risk, there is also a danger of
invasion for Britain, however slim. A civilian fighting force,
the Local Defence Volunteers (LDV), is formed from those
men not eligible for conscription in May 1940 to protect
against such an eventuality. Often said to stand for “Look,
Duck, and Vanish”, it is later renamed the Home Guard at

The Local Defence Volunteers (LDV)... said

to stand for “Look, Duck, and Vanish”, is

later renamed the Home Guard.

Churchill’s insistence. The Home Guard’s main role, how-
ever, becomes carrying out Civil Defence tasks, freeing up
regular soldiers for battle training. Within the Home Guard
is a clandestine, last line of defence organisation known as
the Auxiliary Units (AU). Recruited from men with superb
local knowledge, such as gamekeepers and poachers, it is the
AU’s job to sabotage, destroy, assassinate, and resist to the
death if Germany does invade.

When the National Guard is called up for military ser-
vice from 1940 onwards, the individual states of America
form their own State Defense Forces (SDF), with the excep-
tion of Arizona, Montana, Nevada, and Oklahoma. These
militias are exempt from national service. The German
equivalent of the British Home Guard, the Volkssturm, is
formed in the closing stages of the war from old men and
boys too young to be conscripted. Their remit is the same
as that of their British counterparts: to provide a last ditch
heroic defence of their country in the face of invasion.

Originally beginning life as the US Coast Guard
Reserve, this boat-owning, volunteer civilian force is
renamed the US Coast Guard Auxiliary (USCGA) in 1941
when an official military Reserve is created. Some members
of the Auxiliary join the Coast Guard’s equivalent of the
Home Guard, the Temporary Reserve (TR). Other wings of
the USCGA are the Beach Patrol and the Volunteer Port
Security Service (VPSS), and together the various subdivi-
sions are responsible for the monitoring and protection of
America’s waterfronts.

The United States Civilian Air Patrol (CAP) is estab-
lished to carry out anti-submarine, anti-sabotage, and border
patrols, in addition to providing courier services and mount-
ing search and rescue missions. The Air Transport Command
(ATC) takes over from the earlier Ferrying Command of
the Air Corps. It has both military and civilian compo-
nents, and is responsible for ferrying aircraft, personnel, and
mail, as well as maintaining air routes, outside the United
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States. The ATA in Britain is engaged in ferrying planes
for the RAF, and its pilots must be able to fly anything and
everything, often with the minimum of training and with the
most rudimentary of in-flight instruments.

And Not TForgettinge...

Of the various ambulance services operating during the
war, the civilian American Field Service (AFS) provides
support for a large array of multinational forces, carrying
the injured and dead away from the battlefield, as does the
Friends’ Ambulance Unit (FAU), staffed by British Quak-
ers and conscientious objectors. The FAU also operates in
mainland Britain.

Conscientious objectors in America can join the Civilian
Public Service (CPS) to carry out alternatives to military
service, such as environmental, agricultural, and social work.
In Britain, the equivalent is the Non-Combatant Corps,
whose members’ tasks include bomb disposal. Conscientious
objectors are also employed in agriculture and mining in
Britain, or work within the RAMC.

The Coast and Geodetic Survey (C&GS), America’s
first civilian scientific survey, provides observers, cartog-
raphers, scientists, and meteorologists for the war effort,
alongside the Weather Bureau. The Met Office in Britain,
part of the Air Ministry, also provides crucial information on
the weather, with cartography and surveying carried out by
the Ordnance Survey.

— 47 —
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"3t takes twentp pears or move of peace to make a man;
it takes onlp twenty seconds of war to destrop him.”
- Baudonin I, King of Belginm

The sudden blaze of torchlight and the whip crack of a bullet
slicing through the air only inches from her head was the first
Ariane knew of the patrol.

“You! Halt! Hands in the air! Schnell!” barked the ser-
geant, a man who barely fitted into his grey uniform.

Frozen in the light, Ariane stood with her back against the
handlebars of her battered bicycle, feeling the cold, hard anger of
her silent companion emanating out from its hiding place in the
basket. She could almost taste its eagerness for action.

Feigning nervousness to keep them off their guard, the
Frenchwoman sized up her chances. There were only three of
them, probably a patrol out of Orleans put on alert after the
increase in parachute missions the Allies had been mounting
recently. But all three had their weapons raised, and while she
might be lucky and dodge the rifle shots, that MP38 could cut
her in half in a second. It had better know what it was doing. But
when had it ever been wrong before?

“What are you doing out here? You know the curfew forbids

)

it,” snarled the sergeant, his accent terrible. At least this one
spoke some French.

“My father, Monsieur, he is very sick. [ must fetch the
Doctor to him,” Ariane trembled.

“I have my papers here if I may show you, Monsieur?” she
continued, slowly lowering one hand to reach for the bicycle.

“Very well, make it quick though.” The sergeant was grow-
ing bored of this conversation, just the opportunity Ariane
needed.

“Of course Monsieur, they are in the basket. I will show
you them right away.”

Swiftly tearing off the blanket which shielded the basket’s
true contents, Ariane stepped smartly to one side, then flung
herself and the bike onto the ground as her silent partner made
its presence felt.

Once the screaming and shooting stopped, Ariane glanced
up to see the three Germans lying twisted and motionless on the
road, their bodies flickering in and out of view in the light of the
torch that rocked on the ground before them. Checking to make
sure that her passenger had returned to its makeshift nest, she
limped away into the darkness, desperate to put as much distance
as she could between her and the scene. She had a rendezvous to
make. She just hoped she would make it there before the German
bullet that had punched a neat hole through her side drained her
strength too much to continue.

Cin GETTING
M gmARTED

In order to play Achtung! Cthulhu, players first need to
create their characters, also known as investigators. World
War Two brings together people from all nations and all
walks of life, meaning that there is a great deal of scope in
choosing where your investigator originally hails from, what
they are doing when war breaks out, and what they plan
on doing to thwart the ever growing evil that threatens to
engulf their world.

In this chapter we look at how to create your investi-
gator, starting with their nationality, then working through
what their occupation is, and how the Cthulhu Mythos may
have already touched their lives. We also cover rules for
creating military characters, and those for enabling civilian
characters to answer the nations’ call to war.

A summary of the character creation rules can be found
in the Quick Play Guide, starting on p.131.




YOUR COUNTRY NEEDS YOU!

AN ENPIRE UNITED
IN DEFIANCE

As the nations of Europe fall like dominoes under the jack-
boots of the Third Reich, Britain appears to be alone in the
gathering darkness. However, as the lights go out one by
one across Europe, Britain does not stand in isolation—she
has the support and resources of what was once the largest
Empire the world had ever seen to aid in her defiance. With
colonies, dependencies, and the self-governing nations of the
Commonwealth and Empire quickly declaring war on Ger-
many, Britain soon becomes a melting pot for nationalities
and cultures from all around the globe.

Commonwealth countries which contribute significant
resources and manpower to the war effort are:

World War Two brings together people from

all nations and all walks of life..
to thwart the evil that threatens to

engulf their world.

Australia

Despite suffering severe hardship during the Great Depres-
sion, Australia follows British policy towards Nazi Germany
and declares war within days of Britain. Many Australian
pilots fight gallantly to defend King and Country during
the Battle of Britain, while troops serve in North Africa,
the Mediterranean, and extensively in the Pacific alongside
American forces.

Canada

Canada joins Britain’s declaration of war against Germany,
and her troops serve extensively in Italy and Northern
Europe. Her greatest contribution is her involvement in
the Battle of the Atlantic helping to maintain the crucial
supply lines to Britain, losing thousands of men of the
Canadian Merchant Navy as they brave the U-boat wolf
packs to keep food and raw materials flowing into Brit-
ish ports. Many of her servicemen also see duty with their
American compatriots in the joint First Special Service
Force (p.37).

India

The Jewel in the Crown, still a key part of the British
Empire, declares war against Germany with Britain and
sends over three million volunteer troops to fight the Nazis
alongside the Allies, while a number of Indian states donate
vast sums to support the war effort. India’s troops not only
defend the country’s borders from Japanese invasion, but they
also serve with distinction in every theatre of war, while her

strategic position in the Indian Ocean provides a key resup-
ply centre for operations against Japan.

New Zealand

New Zealand declares war on Germany immediately after
it has confirmation that the British ultimatum has expired.
Like the Australians, the country’s troops serve heroically
in North Africa, [taly, and the Pacific. They also provide
personnel for the Royal Air Force.

south Africa

Due to the race politics of South Africa the nation pos-
sesses a limited army, as commanders only arm men of
European descent. However, they do field a large number of
supply and logistics troops from ethnic communities. South

African troops play significant roles in several battles in
North Africa.




COMMONWEALTH
INVESTIGATORS

Although we expect that most players will choose to play
either American or British characters, investigators can hail
from any of the Commonwealth and Empire nations as they
rally to Britain’s cause. Either choose a nationality for your
investigator, or roll on Table 1 to determine which country
they originate from.

DOWN, BUT NOT OUT

The Nazis like to believe that resistance to their rule will
end after the invasion of a nation, but they are to be proven
wrong at every turn. Even as their tanks and troops rout the
armies of their victims, those who refuse to bow down either
take a stand and become fighters for the resistance or, in the
case of their leaders, flee to Britain, which becomes home to
a number of “governments in exile”. Belgium, Czechoslova-
kia, the Free French, Greece, Luxembourg, the Netherlands,

Table 1: Commonwealth
Investigator Nationality

I;(:l(:o Nationality g‘:l(:o Nationality
0l1-15 Australia 61-67 Jamaica

16-20 Caribbean* 68-71 Malta

21-25 Cameroon 72-75 Kenya

26-35 Canada 76-83 New Zealand
36-40 Cyprus 84-87 Nigeria

41-45 Gambia 88-92 Rhodesia

46-50 Ghana 93-98 South Africa**
51-60 India 99-00 Ceylon (Sri Lanka)

*Caribbean nations include: Antigua and Barbuda, Belize,
the Bahamas, Barbados, Jamaica, St. Kitts, St. Lucia, and
Trinidad and Tobago. Jamaica is included in this list as a
separate nation due to the larger contribution it makes to
the war in terms of troop numbers.

**South Africa provides a large number of support

troops for the Allied cause. In addition, a number of
other Southern and Central African nations contribute
troops (both support and frontline) to the fight, including
Lesotho, Botswana, Swaziland, Mozambique, Malawi,
Namibia, Tanzania, and Zambia.

CHAPTER 5

Norway, and Yugoslavia all establish governments in opposi-
tion to the puppet regimes set up in their homelands by the
Nazis. Nationals who have managed to escape from Nazi occu-
pation, or expatriates determined to fight for liberation, flock
to their uprooted government’s cause.

London in particular is now a beacon of freedom for all
nations under the yoke of Nazi oppression, with every man
and woman ready to play their part in the liberation of their
homelands. Though they are no doubt watched closely by

The Nazis like to believe that
resistance to their rule will end after

the invasion of a nation...

the security forces, these displaced nationals even include

a number of exiled Germans who have fled Nazi tyranny.
Some, such as the actress Marlene Dietrich, take a major
stand against the fascists, publicly campaigning against them.
In addition, though their country remains officially neutral |
in the war, a number of Spanish Republicans join the Allied
cause after their defeat at the hands of Franco’s fascist army
and its Nazi supporters.

Displaced Nationals

As the displaced people of Europe regroup in Britain, many
join the battle against Adolf Hitler and his followers, and all
make excellent choices for investigators. Either choose one
of the following nationalities, or roll on Table 2 to randomly
determine one.

For advice on how to handle German player characters
other than exiles, please see Inside the Reich, in the Achtung!
Cthulhu: the Keeper’s Guide to the Secret War.

Table 2: Displaced
Investigator Nationality |

Roll : ! Roll X A

Bioo Nationality D160 Nationality

01-08 Belgian 59-63 Luxembourger

09-16 Czech 64-70 Polish

17-24 Dutch 71-78 Yugoslavian

25-32 Danish 79-85 Spanish Republican

33-50 Free French 86-95 Norwegian )
51-58 Greek 96-00 German Exile




YOUR COUNTRY NEEDS YOU!

WHAT DO YOU DO?

If you have no clear idea yet of what your investigator does
for a living, the following tables allow you to randomly deter-
mine their occupation. Whilst any of the occupations in the
Call of Cthulhu, Sixth Edition rulebook and various other
sourcebooks can be used with Achtung! Cthulhu, the occu-
pations in the tables below are particularly appropriate to the
Secret War setting. Further details on many of these occupa-
tions can be found in the Occupations section, starting on
p-59. Some occupations exist in both civilian and military
forms which affects the skills available to them (see each
occupation description for more details). If you decide to
start off as a civilian investigator, there is still the option to
sign-up later for military service (or get drafted! See p.72). If
you already have an idea of what you want your investigator
to be, go straight to the relevant section (for civilian occu-
pations, from p.59; for espionage occupations, from p.65; and
for military occupations, from p.73).

Civilian Occupations

If you want your investigator to have a civilian job, roll per-
centile dice and consult Table 3: Civilian Occupations to
randomly decide your investigator’s occupation.

Covert Occupations

If you want your investigator to be involved in covert
activities, roll percentile dice and consult Table 4: Covert
Occupations to randomly decide your investigator’s occupa-
tion. Some of the occupations included are civilian, but can
be seconded to the secret services. The Military Intelligence
Officer description can be found on p.78, and is subject to
the military character generation rules (p.67).

Military Occupations

If you want your investigator to be part of the military, or
a civilian seconded to it, roll percentile dice and consult
Table 5: Military Occupations to randomly decide which
occupation your investigator has. Some of the occupations
included are civilian (Aviator and Boffin), and are not sub-
ject to the additional rules for military character creation.
If you roll a career that doesn’t fit with your nationality,
simply roll again.

HOW DO YOU KINOW
THE MYTHOS?

If you want to dial up the mystery and add some more fla-
vour to your game, try these Mythos Background Seeds.
These suggest that this is not the first time that your hap-
less investigator has stumbled across the strange or the

Roll
D100

01-04
05-08
09-13
14-17
18-21
22-26
27-30
31-34
35-39
40-43
44-47

48-52

—_—t

Table 3: Civilian

Occupations
Occupation ;Tgo Occupation
Antiquarian* 53-56 Labourer
Artist* 57-60 mz::jnt N
Aviator 61-65 Musician*

Black Marketeer 66-69 Nurse

Boffin 70-74  Parapsychologist*
Clergyman* 75-78 Police Detective*
Comptographer 79-83 Policeman
PRctg™ 8l :Dr:ifveitteigator*
Driver* 88-91 Professor*
Entertainer 92-95 Secretary

Farmer* 96-00 Spiritualist

News

Correspondent

*Can be found on p.42 of the Call of Cthulhu,
Sixth Edition rulebook.

Roll
D100

0l-10

I1-22

23-34

35-36

47-58

Table 4¢ Covert

Occupations
i poll Occupation

Occupation D100 P
Boffin 59-70 Partisan
! Aggnt/MlS 71-81 Professor*
Operative
MI6 Operative 82-93 Resistance Agent
Military Intelligence 04-00 .Secretal

Officer
OSS/SOE Operative

*Can be found on p.42 of the Call of Cthulhu,
Sixth Edition rulebook.




Table 5¢ Military

Occupations
Roll Roll .
i (o] ation
D100 Occupation Bi6o ccup
Air Force: A 51-54 Army Special:
01-04 Air Force: Aircrew st SSF
i : Army Special:
i CirForce: ) 7 Ay SSEOMRRLY
Special Duties Pilot us Army Rangers
10-13  Army: Artilleryman  60-63 Navy: Diver
14-18 Army: Infantryman  64-68 Navy: Sailor
! Army or Navy:
19-23  Army: Sniper 69-72 A
Engineer
24-27 Army: Tanker 73-77 Medic
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occult. Perhaps the event was something that happened
during childhood, or have you come across a strange object
or item? Maybe you witnessed or found something while
you were at college, at work, or after you had joined the
military or secret service? Each event, no matter how small,
will leave a little mark, and these can be used to give you
a starting point for your character. It may suggest experi-
ence in the military, special forces, time at college or, if
you like, you can re-roll if it suggests a line of experience
your character concept would not have. For example, if
you don’t plan to be a special agent or in the Resistance,
ignore that result and roll again. If your Keeper approves,
you can choose the table to roll on, but then roll for the
actual experience. These experiences are meant to be the
seeds of greater stories for both the Keeper and investigator
to build upon as they wish.

Roll 1D6 and consult Table 6 to see when your investiga-
tor first encountered something strange in their life.

Now that you have determined when in your investiga-
tor’s life he had his first contact with the odd or unknown,
go to the relevant table (7,8,9,10,11, or 12) and roll 1D10
to randomly decide what that encounter entailed.

CHAPTER 5

Table 6
Mythos Encounters
- Occupation Ly
1D6 B No.
I It's this “thing” you had, or still have... 7
2 It was when you were just a child... 8
3 It was when you were at college... 9
4 It was just one day in the town where r
you lived...

5 It was when you first joined up... Il

6 It was when you first became an agent... 12

-

I

The Personal Touch

These Mythos Background Seeds may not be to your
liking, but making up your own is easy. Just ask yourself,
the Keeper or your investigator a few questions. It is not
important to answer every one, as it is more likely that just
one or two will be sufficient to inspire some creative ideas.

What strange event from your childhood do you still
dream about, even now?

What odd toy do you still keep with you?

Who or what was watching you as a child?

What did your family promise would happen one day?
Why was that “thing” kept in the attic or basement?

* What do you think that object was that your parents

kept in a locked box?

* What strange voices did you hear at night and what

did they say?

* What was really in that book your parents kept

locked away?

* What strange sounds came from your house at night?
* What secrets did your garden hide?

* What strange creature did you see as a child?

* What secret do you hide?

* What strange mark do you carry?
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/mable 7: It’s This “Thing” You Had Or Still Have...

/ Roll

Dio Event

I There was a box in the attic with something very, very old in it; an heirloom that was never spoken of. Which long
dead relative put it there and why? What do you think it does? Did you keep it when you left home?

2 One night you found something very disturbing beneath a loose floorboard. You put it back, fearing it, but it called to
you in the night. You left that house long ago but you can still remember that voice as it slithered across your mind.
What did the thing look like? What did the voice say? Can you still hear it?

3 Your godfather, a strange old man that rarely visited, arrived unannounced one day and gave you a “gift”. You never
saw him again after that day, but oh, his eyes... The thing still sits under your bed, and you know what he spoke of
will soon force you to use it. What dread thing do you fear will come to pass? What will happen when you use his gift
to you?

4 It has been given to every third child since anyone can remember, ready for...Well, apparently you'll know when it hap-
pens. Why is the third child so important? What peculiar shape does the thing take, and what do you think it does?

5 The toy you have kept with you since childhood was always odd. In fact, you don't remember ever receiving it as a gift,
but it has always been there by your side. What odd emotion does it make you feel when you hold it? Why do you

keep it with you wherever you travel?

6 A large picture in the front room showed a strange landscape. Your father was given it by a close friend, and he hung
it out of reach above the fireplace. Sometimes as the firelight flickered you could have sworn that you saw movement,
and one day you climbed up to get a closer look. You slipped on the mantelpiece and almost fell, when a dark hand
grabbed you from out of the painting. You shuddered as the shadow retreated just as suddenly back into the trees in
the picture. Now the picture lies rolled up in your case. You haven't looked at it since. Where do you think the scene
in the picture is? What saved you that night? Why didn’t you leave the picture at home when you left?

7 It was a relic of the Great War, inscribed with a strange symbol, given to your father by a dying soldier. He passed it
to you in his will along with an address in England. Who lives at the address? What is the item and what does the
symbol mean? Who was the dying soldier?

8  The map was in the book of children’s tales your mother read to you at night. She would talk about wondrous distant
lands and point them out on the map. Her eyes as she described these far-off vistas always made you sad, but it
seemed to make her happier telling those tales so you listened and remembered. When she died you vowed to find
this land but every time you tried to look at the map on your own, the details seemed to shift and move. One day you
know you'll figure out the mystery. What might you need to read the map? Why did she describe the place with such
sadness? What might it cost you to travel to this place?

9 The instrument was amongst the household junk in the attic, and was apparently a favourite of a long dead aunt.
When you first played it, it was like you knew how to all along, and strange things would happen as the notes
tumbled forth. Did you ever find out anything about that aunt? What did you think happened when you played the
instrument?

10 You found it when you were out walking one day, something obviously handmade but strangely organic. It was right

in the path as if it was left there for someone—someone like you, perhaps? Now it sits on your sideboard, a mere
curio for visitors, but you know it has a secret. What does it look like? Why do you think it was left for you? When
will you need it?
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Table 8: It Was When You Were Just PR O U o offe

Event

Something festered in the family home. Things moved through the house at night, and no-one would ever walk the
corridors after dark, let alone speak of it. Did you ever see or feel anything? Why your house? What happened when
you left?
Something is wrong with your brother or sister’s shadow. They say yours is the same, and you feel like there’s
something inside it waiting to come out. What will happen when it does? What is different about your family? What
price will you pay because of it?
You've been hiding all these years, says grandma, hiding out so they won't catch you. But now this war has changed
everything. You know she doesn’t approve, but maybe you can make use of what you are. Why are you different?
What or who is hunting you?
When you were young, something terrible came out of the forest. Your family managed to drive it off but you know it
was there watching, waiting for you. Why did it want you? Where has it gone now?
There was a very old door in the basement, barred and locked, but your parents insisted it led nowhere. One day you
found the key. Why do you pretend you never opened that door? What did you see through it? Do they know what
is behind it?
There’s an old ruin in the garden, impossibly old. Sometimes you heard voices from the garden, from the stones
themselves. Once, as you foolishly explored at night, following a childish whim, it was as if the voices surrounded
you, speaking strange phrases which burned into your memory. What happened that night in the garden? Why did
the voices call you? What will you know when you finally discover the language they spoke?
You left before your family could initiate you. It sends shivers down your spine just thinking about it—you'll never go
back! What was your family doing? What did you see? Are they looking for you?
You used to love playing by the pond with your little wooden boats as a child, until that day. Afterwards you could
feel those eyes on you, cold and calculating, but they never came close again. What happened that day and why do
you think that thing stayed away?
The voices in your house would come and go, always asking you for help. You were the only one who could hear
them. One day you followed them, and found what they were talking about. Ever since then your family has been
afraid to look you in the eyes. What did you find? Who or what were the voices? Why are your family afraid?
It happened in India, as you travelled with your family before the war. You don’t remember much, and your family
refuse to talk about that day. The strange scar you now carry throbs more and more often. You can feel something
bad is going to happen one day soon. What happened that day? What does the scar look like? What is coming?

— 54 —
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Table 9: It Was When You Were At College...

Event

The college library was never the same after those students risked it all. The trouble is you saw them, and they know
it. Why haven't they acted? What do you think you saw?

Experiments take all manner of strange forms but this one was one for the books. The only thing is, you're not sure
if you were the experiment or the experimenter. Watching what you created take shape has left you wondering
what you could really achieve. Will you try it again one day? What unique substance or item do you need for the
experiment? What do you think will happen if you are truly successful?

Being invited in to the society was one of the most important days of your college life. It promised so much, until
you learned what was expected of you as a society member. What were you required to do? What one person in

your current vicinity is also a member? Are you in favour or not with the society? What unusual symbol does the

society use?

The boxing team was your release, until he joined it, a diminutive figure with piercing eyes. No one else would fight
him, and he always fought in a strange style that scared you. From that day you seemed to be at odds—it was like he
was constantly pushing you. If it wasn’t in the ring, he made your life miserable around campus. Then, he turns up
in your life again, but this time you have a feeling things are different. What did he push you to do at college? Why
do you feel that you will need him in the future?

The professor was always mumbling as he wandered the halls in between classes. Once, you caught him repeating
THAT word, something dark you remember from a terrible dream. When you confronted him, he seemed like a
cornered animal and what he told you frightened you to the core. What did he say? What happened in your dream?
What happened to the professor?

The professor’s library was different to the college library, full of old texts, many of them copies of even older books
and scrolls. Sometimes he’d flash them around in class as examples of what you should all be aspiring to. For some
reason he took you under his wing and asked you to help catalogue his library. It was a treasure trove to someone
obsessed with the strange as you were. What one book did the professor give you when you left? What one legend
did you read about from an old scroll? What do you think the professor was hiding?

No one ever took much notice of the old statue in the corner of the college square. After all, it was just one of the
many quirky features of your campus. But after the trip to Africa with your parents, you knew differently. What did
you find out about the statue? What secret did it hold? What happened that stormy night you tried to confirm your
suspicions?

The grounds of the college held many wonders and just as many secrets, but one drew you in like a fly to a spider’s
web. If it wasn't for your own family’s secret, it might have been fatal. What did you discover that day? What is your
family’s secret? What terrible thing did you avoid?

You had a stack of books due back at the library when they came calling. You overheard them getting heavy-handed
with some students down the hall, checking every room, looking for the book, the book in your stack. You realised
the mistake you had made and, climbing out of the window, you've been on the run with the book ever since. What
mistake did you make? What is in the book? Who do you think is looking for the book?

You were an idiot at college, always the practical joker, and this one was aimed at those stuck up professors who
always seemed to make your life miserable. The rest of the students were going to love what you had planned. That
is until you got a little too close to the Professors’ Lounge, and saw what they were doing. You've not spoken about
it since that day but you need to tell someone. What did you see? Why have you waited all this time? And, more
importantly, did they see you?
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Table 10: It Was Just One Day In The Town
Where Youghiveds.s ..

Event

The man just ran up to you in the street one night, panic written across his face. You're not afraid of a little trouble, so
you tried to help him calm down. But it was no use—something was coming down the street, and he turned and ran
away. You couldn’t quite see what it was in the darkness, and looking at it made you lose focus. When it passed you,
it left you gagging by the side of the road. Why have you felt different since? What happened to that man?

The gym was in a dead end street, and was usually busy by this time of night. When you arrived it was like everyone
had just left: a dumbbell rolling across the floor, a punch-bag still swinging. Then you remembered the new guy and
what he had said. Was he really what he claimed to be? What did he say to you, and why do you feel it’s not the last
time you'll see him? And where did everybody go?

You always wondered about the odd monument in town. Every time you passed it, you felt a tickling sensation down
your spine. What strange history does the monument have? Why is it connected to your family, and what do local
legends say happened when you were born?

The local police refused to touch it, and you were the only fool dumb enough to agree to look into it for the old lady.
Now you wish you had kept your mouth shut. What did she lose? Why were the police afraid to go near it?

The priest said he knew your parents, before the “accident”. He said they entrusted him with the book and their notes
to pass on to you. What is in the book? Why are you afraid to look at the notes?

Your aunt or uncle has been in the sanatorium ever since that Christmas. You used to visit them every Sunday, always
hopeful that they'd tell you what happened. Just last week they told you where to find a key, and a keyhole in the
house. What did you find inside? What made you leave on a train with a hastily packed bag?

That advert kept appearing in the newspaper every week. It'read like a question, and for some reason you knew the
answer, but when you turned up at their office it was derelict. Apparently the company had paid for those adverts for
a couple of years ahead, but why? What did you find in the old cabinets in the dusty office? What do you hope you'll
discover one day soon? What was the question?

The docks were already a dangerous place without them. People were scared, and you were doing your best to keep

out of the way, but one day you ended up in the wrong street at the wrong time. They surrounded you, but when they
looked in your eyes something happened. The leader whispered something, a strange curse by the sounds of things, and
they ran! Now they're gone and people are whispering. What is in your eyes? Who were “they”? What was the curse?

The ageing hotel was once a grand old dame in the 1920s, and it must have been quite a luxurious place to stay until
those fatal events. Now it’s run down and barely half of it is habitable. You were helping smarten the place up for a
few meals when you came across the old ballroom. What did you see inside? What were the strange inscriptions?
Why will you never go back there again no matter how much they pay you?

The postman began delivering those letters, more
and more every day. How did their authors all know
you? Who was writing to you? Why were they
writing to you, of all people? What was in the letters?
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Table 11: It Was When You First Joined Up...

Event

Your unit was called out from the training camp to help the local police. You swear you've never seen anything like
it, and a lot of good people bought it that night. Was it some kind of experiment gone wrong? What did it look like?
How was it stopped?

You and a few of the new guys found some old tunnels under the camp. Only you made it back alive. What
happened down there? Why did the military promote you? Could you have done anything to get the others out alive?

During the evacuation from France, you were fighting in woodland when these... things... appeared and took soldiers
from both sides. The next thing you know you and your friend were fighting back to back with some Germans, just
trying to get through the night. The next morning the Germans let you get a good head start, and thanks to them
you made it to Dunkirk. What will happen when you meet those Germans again? What were those things? Where
have you seen their likeness before?

It was a lonely outpost with some research nutcases beavering away inside, and it was just your luck to be sitting

it out watching over them through the wind and the rain until they were done. HQ never said how long that would
be, which made you worried this was one of “those” missions. They never told you to watch what came out of the
lab though, and you and Jones were the only ones to make it out alive, although Jones is now a mental wreck. What
came out of the lab? Where is Jones now? What was the last thing he said before they took him away?

The Atlantic convoy was fighting a fierce storm when it happened, while you were helping tie down some of the
cargo. If you hadn’t been quick, it would have taken you too. What did you see in its eyes? What saved you?

A strange mist enveloped your unit as you patrolled the valley. You would never forget the looks in your squad’s eyes
as they began killing each other, but none of them tried to attack you. Why were you unaffected? Why didn’t they
attack you?

As your unit took cover in the ruins, you stumbled and fell through a hole into a subterranean room. As the gunfire
and explosions above shook the dust from the cavern ceiling, you could make out the almost invisible shape in
front of you. What do you think you found that day? Why do you think it is dangerous? Where had you seen it or
something like it before?

The plane was flying low to avoid detection, but whatever spotted you treated it like lunch. Tumbling out of the
plane like an insect from a tin can, you could only watch helplessly as the crew were picked off one by one by those
things. It's just as well you were wearing a parachute, and holding off opening it until the last moment probably
saved you, but every night you see those things in your sleep. What attacked your plane that night? Why did the
pendant your girlfriend gave you burn against your skin? Why was HQ unsurprised by your report?

The guys in the armoured company told you the rumours. Of course you had to go and see for yourself. The tank
was still where they said they'd left it and, well, they knew when you returned what you had done. Needless to say
they don't tease you any more. Why was the tank left where it was? What did you do? What strange dreams do you
now have?

You arrived back from the patrol late one night, and when you woke up everyone was gone. Everyone except you.
Your tent was marked with strange symbols. Why were you spared? What do you think the symbols meant?

: :
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(s Table 12: It Was When You First Became An Agent...

Roll
DIO
I Berlin was beautiful in the spring, until the Nazis came. They made an effort to distract people with all their grand
plans and new buildings of course, but some of you weren't that stupid; Berliners hadn't liked Hitler from the start. But
there’s something worse than Nazis in Berlin, and it's not the only reason you joined the Resistance. What have you
seen? Why are you really taking part in the insurrection?

Event

2 You have been running since the war began. Nothing remains of your old life, except what you carried all those
miles in your suitcase. Now, in your new home in occupied Europe, you have found a fresh purpose. With what you
brought with you in the case, you know you can make a difference. What did you bring with you? Who has taken you
under their wing? What purpose do you both share?

3 When they first recruited you, you didn’t imagine you'd be parachuting into occupied Europe, but here you are and
with a lot of new friends to help. But there have been reports... At first you thought it was the Germans, but this is
something different. You're determined to find out what is truly going on and stop it, before either the Allies or the
Germans think it’s a good idea to use it! What reports have you heard? What have you found out? What good could
you do with it if you don’t stop it?

4 The training is the hardest part, so when you were caught up in that event it's no surprise you were one of the few
survivors. What happened? Who are the other survivors? Why are they afraid of you? What don’t you remember? !

5 The nondescript building was where you were to have the next step of your training, but you never expected this. It
left quite a mark on you, and that's not all! What did they teach you there? What mark did it leave on you and why?

6  They picked you because of something else, not just the qualities they needed. Something that marked you out as
different from the rest. What have you seen? What do you know that makes them need you?

7 You were caught once and interrogated. They won't make that mistake again, but if anything you now have a bigger
problem. Why did they let you go? What have you brought upon yourself by your actions?

You were supposed to be helping evacuate named individuals and their equipment from France before the Germans arrived,
but no-one said anything about a lorry load of books and a mad priest! Why do you think the Allies wanted him? How
did you, and the priest, survive that journey? What book did he give you as thanks? What did he tell you to do with it?

9 During your first mission something went terribly wrong. Several of you experienced it, and HQ won't believe a word
of it. You all know what happened but what else could you do? What happened that fateful night? Who else survived
and where are they now? Why do you feel it's not the last time you've experienced these events?

10 Protect a high ranking officer on the way back from France, they said, but not from anything else, just from himself!
Why was he trying to hurt himself? What was he saying or doing? What else did you see during that journey that you
have refused to speak of until now?

reflect the time in which the game is set. There are also some
new occupations specifically designed for Achtung! Cthulhu.

ALL IN A DAY’S WORK

Which occupation you choose for your investigator helps to
determine which skills he possesses, as well as any potential
contacts he may have or career paths he might follow. As
already mentioned in “What Do You Do?” (p.51), any of
the occupations listed in the Call of Cthulhu, Sixth Edition
rulebook or any other Call of Cthulhu supplement can be
used in the Secret War with the Keeper’s permission, but the
following have been adjusted to fit in better with the Ach-
tung! Cthulhu setting. The alterations may be as simple as
changing the name to make it more evocative of the period,
or include an updating of the description and skills to better

Occupations are available to both sexes where appropriate,
although female soldiers, etc., are likely to be limited to the
various auxiliary corps if you are playing a historically accu-
rate version of the game (see p.45 for further details).

Each occupation has a brief description of what that
occupation entails, its predicted earnings (civilian only),
suggested connections, potential specialisations, the associ-
ated skills for that occupation, and any additional benefits
that the package provides. Skill descriptions can be found on
p-86, or Call of Cthulhu, Sixth Edition, p.62 onwards. If you
are interested in additional bonuses or background texture,
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you could also use the Traits system described in Cthulhu SPECIALISATIONS

by Gaslight, Third Edition when creating your investigator, Aeroplane Ferrying, Aircraft Manufacturer Test Pilot, Cou-
although this is not a requirement for playing Achtung! rier, Mapping and Surveying, Passenger Services, Racing
Cthulhu. Pilot, Record-breaker, Stunt Pilot.

NON=-MILITARY
OCCUPATIONS p

Pay Day

If you want your investigator to follow a civilian or intel-
ligence/espionage career as opposed to a military one, In The 1920s Investigator’s Guide, Chaosium introduced
then choose from one of the occupations listed below or, earnings per annum based on social class for each
as mentioned above, any from the various Call of Cthulhu occupation, as opposed to rolling for an income during
supplements available if your Keeper agrees. Follow standard investigator creation, as in the Call of Cthulhu, Sixth
investigator creation rules (Call of Cthulhu, Sixth Edition, Edition rulebook. Although the class system is beginning
p.36-37), spending your EDUx20 points only on the skills to break down by the 1940s, Achtung! Cthulhu uses
given to you by your occupation, up to a maximum value of a similar framework to The 1920s Investigator’s Guide,
99 points per skill. Having done that, allocate your INTx10 though where you live has a large effect on what you can
points on personal interest skills, which can be used on any earn. The wages shown in the table below are for civil-
skill, excluding Cthulhu Mythos. ians. Military pay scales are very different, with the basic
Some occupations give the investigator a bonus to one or British infantryman earning only around fourteen shillings
more of his Attributes. These can take the investigator over (approximately $3) a week, compared to his American
what would otherwise be the maximum value for a given counterpart on £3 [0s (approximately $14) or more.
Attribute and, in the case of EDU and INT, increase the
number of skill points available to spend. However, Idea, . Britain/ United
Know, and Luck still cannot exceed 99. Class Britain (£) Euro "
pe ($) States ($)
Should you then wish for your investigator to join, or be
conscripted into, the military, see the additional rules on p.72. Lower 50-150 200-600 350-1000
Lower to
: Middle 150-250 600- 1000 1000-1750
Rules are for the obedience of fools )
B the guidance of wise mens ” Middle 250-500 1000-2000 1750-3500
— Douglas Bader Middleto  soo0-1000 20004000 3500-7000
Upper
Upper 1000-2500  4000- 10000 7000-17500

C IVIL I“Q‘II Wealthy 2500+ 10000+ 17500+
OCCUPATIONS

*For investigators based in Germany, use the same social

Aviator class earnings values as the British. For investigators
You don’t need to be in the military to learn how to fly, as based in France, use 75% of the earnings shown if in Paris
the Aviator proves. Many young men and women, fascinated or another large city, 50% if in the countryside.

by the power of flight and the freedom it brings, fly for fun or

Remember: if you are playing a more historicall
profit and occasionally both. Civilian pilots like the Aviator Pk 4

accurate version of the Secret War, then women, African-
Americans, and other racial minorities earn anything from
20-40% less than the values shown above.

can be seconded to military services, such as those flying for
the British Air Transport Auxiliary (p.45).

EARNINGS EXCHANGE RATES
Lower to Middle, Middle, Middle to Upper. £l =94
$1 =2.5RM
CONNECTIONS IRM = 20F

Aircraft manufacturers, airfield personnel, courier com- "
) 1% ) RM—Reichsmark; F—French Franc.

panies, film studios, government surveying departments,
mechanics, pilots. Access to a plane.
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N SKILLS

Bargain, Electrical Repair, Listen, Mechanical Repair, Navi-
Amy Johnson gate (Air/Sea), Pilot (Single-prop or Multi-prop), Radio
Operator, and Spot Hidden, plus up to two other professional
or personal interest skills.

(1903-1941). Introduced to flying as a distraction, Miss
Johnson soon proves she knows how to handle an
aeroplane, becoming the first woman to fly solo from BONUS
Britain to Australia. Numerous other firsts and records
follow, and with the declaration of war, she joins the ATA
(p.45) as a ferry pilot. Sadly, there she achieves another
first: that of being the first member of the ATA to die

in service, with the exact circumstances leading to her Black Marketeer
death remaining unclear. They Flew Alone, also known as
Wings and the Woman in America, is a film made of her

Home Ground: the Aviator can add an additional +20% to
Navigate when flying over familiar territory.

War provides many opportunities, if you know where to look
for them. The Black Marketeer is a combination thief, smug-
life in 1942. gler, gambler, and entrepreneur, always on the lookout for a
tasty bit of merchandise that he can sell on at a profit, with

hidden caches scattered here, there and everywhere. He is

frequently only a few steps ahead of the law, who take a very

dim view of his line of business.

EARNINGS !
Lower, Lower to Middle, Middle. ‘

CONNECTIONS
Criminals (including organised crime), customs officials,
dock workers, local police, shopkeepers.

SPECIALISATIONS

Food, fuel, luxury items, ration books.

SKILLS
Accounting, Bargain, Climb, Conceal, Fast Talk, Fist/
Punch, Forgery, Hide, Listen, Locksmith, Persuade, Psy-
chology, Scrounge, Sneak, and Spot Hidden, plus up to two
other professional skills.

BONUS
Nobody’s Fool: the Black Marketeer is virtually immune to
Fast Talk or Persuade. Treat every attempt to do so as a Dif-

ficult skill check.

I it tnro /\

/f/ oSN Fmatter /’7[ we AN ff@f/f/\f/\ ‘%
[T' nefs; eﬁmw w/ww p cah

D ;ﬁifj&jﬁ /\Z/i;;; on Ml%:/l/r%, And when | say

nythi //V%/@WMW%
oy 2D

Thanks to Brett




YOUR COUNTRY NEEDS YOU!

: A
Barnes Wallis : Aghtung! chul@u
. Prill DiffTfculties
Barnes Neville Wallis (1887-1979). Initially trained
as a marine engineer Wallis switches first to airships,
acting as chief designer of the British R/00, before being
recruited by Vickers as an aeroplane designer, where he is
involved in the development of the Wellington bomber. {
Wallis is, without a doubt, a highly gifted scientist, en-
gineer, and inventor. He is, though, most famous for the
bouncing bomb, codenamed Upkeep, used in the raids
against the Ruhr Valley dams during Operation Chastise
(see p.8), and the Tallboy earthquake bomb, used against
V2 rocket sites.

There will be certain situations in an Achtung! Cthulhu
adventure or supplement that will present an investigator
with more, or less, of a challenge to his standard skill
ability. In such instances, the skill's percentile value is
temporarily modified. If the challenge is easy, but there
still exists the chance of a mishap, the skill's value is
doubled. However, if the challenge is difficult, the skill’s
value is halved and rounded down. For example, an
investigator with Spot Hidden 30% faced with an Easy
Spot Hidden check would roll against an enhanced value
of 60%, but against one of only 15% if facing a Difficult
Spot Hidden roll. This modification can also be applied to
Idea or Know rolls.

Boffin The Keeper is, of course, free to modify an investiga-
tor’s skill rolls according to the situation and as he sees fit.

Primarily a scientist or an engineer, the Boffin has a dis-

tinctly more practical bent than his academic brother, the

Professor. Avidly researching ways to develop new objects
and procedures, or to make existing ones better, the Boffin’s
brain is constantly active, and he is never happier than when EARNINGS

he has a new problem to solve. Purely a civilian, the Boffin is Lower, Lower to Middle.
often seconded to the military in time of war.
CONNECTIONS
EARNINGS Academics, boffins, intelligence operatives, military person-
Middle. nel, secretaries. Access to computing and/or code-breaking
machines.
CONNECTIONS.
Academics, craftsmen, equipment suppliers, military engi- SKILLS
neers, intelligence operatives, military personnel. Access to Comptography, Cryptography, Electrical Repair, Electronics,
tools and other relevant equipment. Fast Talk, Library Use, Mathematics, Mechanical Repair,
Other Language (any appropriate), Physics, and Spot Hidden,
SPECIALISATIONS plus up to three other professional or personal interest skills.
Anatomist, Botanist, Chemist, Geologist, Nuclear Physicist,
Physiologist, Physicist, Weapons Designer, Zoologist. BONUS
Gifted: the Comptographer gains an additional +1 INT.
SKILLS

Craft (any appropriate), Institutional Lore, Library Use, Per-

suade, and Spot Hidden, plus six other professional skills and Entertainer

one personal interest skill. There are as many types of entertainer as there are stars in
the sky. The Entertainer is a singer, a dancer, or a stage or

BONUS screen actor, and quite frequently a little bit of everything.
Brain Box: the Boffin gains an additional +1 EDU and +1 INT. Each Entertainer has an important role to play in main-

taining the nation’s morale. From repertory theatre and
vaudeville to the silver screen, the public loves to follow

Comptographer

Although in their infancy, electromechanical code-breaking salt isn’t going to let an insignificant thing like war stop him

the Entertainer’s up and downs. Any Entertainer worth his

machines and computers have arrived by the 1940s in one from performing to his adoring fans, wherever they may be.
form or another, including the German Z3 and the British

Colossus. Specialists are required to program the settings and EARNINGS

retrieve information vital to the war effort. This is the role Lower (street entertainers and buskers), Lower to Middle,
of the Comptographer. Middle, Middle to Upper, Upper (wealthy movie stars).
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CONNECTIONS CONNECTIONS
Actors’ guilds, designers, the film industry, journalists, other Other labourers, local employers, trade union. Access to
entertainers, theatre managers, writers. Potentially access to tools, materials and other relevant equipment.
make-up and costumes.
SPECIALISATIONS
SPECIALISATIONS General Factory Worker, Farm Labourer, Forestry Worker/
Actor, Comedian, Dancer, Singer. Lumberjack, Munitions Factory Worker, Specialist Factory

Worker (e.g. aero engines, aeroplanes), Women’s Land
SKILLS Army, Women’s Timber Corps.
Bargain, Disguise, Dodge, Fast Talk, Hide, Listen, Own Lan-
guage, Perform, Persuade, and Psychology, plus up to three SKILLS

other professional skills. Bargain, Fast Talk, Fist/Punch, Drive (Automobile and/or
Horses, depending on the job), Dodge, First Aid, Mechanical
BONUS Repair, and Operate Heavy Machine, plus up to three other
The Entertainer can also choose one of the following: professional or personal interest skills.
Pretty as a Picture: the Entertainer gains an additional +1 APP.
BONUS
Supple: the Entertainer gains an additional +1 DEX. Tough as Old Boots: the Labourer gains either an additional

+1 CON or +1 STR.

Labourer \
Someone has to do the dirty and dangerous jobs, or the Only spies, diplomats and [
world would grind to a halt. That person is the Labourer, journalists seem to be able to travel 1

frequently unskilled and, therefore, badly paid compared to E el these days
v v O
a skilled Craftsman. However, the shortage of workers in war

industries soon sees companies competing to recruit the best
workers, and agriculture always needs more strong backs to

bring in the harvest. News Correspondent
News is big. News makes money, and with the political
EARNINGS situation all over the world being what it is, the News Cor-
Basic labourers, such as navvies and farm labourers: Lower. respondent is an important and well-respected link in the

Ficton B e ot ding onthelindistry and B GRr i information chain, especially as only spies, diplomats, and

war) e e idelle journalists seem to be able to travel freely these days.

One particular specialist is the Photojournalist, who
must also take pictures to go with his words. He works
either freelance, for one of the highly popular photo-mag-
azines, such as Life and Picture Post, or is part of a newsreel

David Niven

team.

James David Graham Niven (1910-1983). Graduating from
the Royal Military College, Sandhurst in 1930, Niven is
transferred to the Highland Light Infantry and serves in
Malta for two years. Bored, the dashing officer flees to
America to become an actor after an unwise comment

to a senior officer lands him under close arrest. He is
becoming a recognisable Hollywood star when war is
declared and returns to Britain for military service against
British Embassy advice. After a brief stint in the Rifle
Brigade, Niven joins the newly formed Commandos as
part of the Phantom Squadron (p.81). He also works with
the Army Film Unit and, as well as starring in several
propaganda films, helps to set up the deception operation
Copperhead, where M.E. Clifton James impersonates Field
Marshal Montgomery prior to the D-Day landings.

EARNINGS
Depending on the importance and wealth of his employer:
Lower to Middle, Middle.

CONNECTIONS
Diplomats, foreign governments, hoteliers, military contacts,
the news and/or newsreel industry, socialites. The Photojour-
nalist will also have access to photographic and, potentially,
film recording equipment.

SPECIALISATIONS
Arts and Social Correspondent, Crime Correspondent,
Entertainment Correspondent, Photojournalist, Political
Correspondent, War Correspondent.
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Strong Stomach: depending on the Foreign Correspondent’s
Specialisation and location, he is immune to the SAN loss
caused by witnessing serious injury and death.

Merchant Navy/Marine

Plying the waters of the world, be they rivers, lakes, or
oceans, the civilian sailor has a difficult and dangerous job,
one that has only been made worse by the outbreak of war,
roaming U-boat packs, and merchant raiders.

EARNINGS
Low (deckhand) to Middle to Upper (Captain).

As you will notice, the occupations listed here have caused by witnessing relatively mundane paranormal events,
something important that those in the Call of Cthulhu, for example: ghosts.
Sixth Edition rulebook do not: bonuses. To make sure that
players picking traditional Call of Cthulhu characters are DRIVER
not penalised by their choices, here is a list of suggested Mechanically Minded: when it comes to repairing an auto-
bonuses for the occupations mentioned in the tables on mobile with which the Driver is familiar, treat all Mechanical
p.51. Use the bonuses for the Medic occupation for civilian Repair skill checks as Easy.
Doctors, and use those of the Entertainer for Musicians. The
Private Investigator can choose either Strong Stomach or FARMER
Strong of Faith, depending on his preferred area of expertise Tough as Old Boots: the Farmer gains either an additional +I
(or, potentially, both). CON or +1 STR.
If the Farmer owns his own farm, then he also receives the
ANTIQUARIAN AND PROFESSOR Credit Rating skill.
Brain Box: the Antiquarian/Professor gains an additional +1
EDU and +1 INT. POLICE DETECTIVE/POLICEMAN
Nobody's Fool: the Police Detective/Policeman is relatively
ARTIST immune to Fast Talk and Persuade. Treat every attempt to do
Special skill: Art History, with a base chance of 40%. so as a Difficult skill check.
Strong Stomach: see News Correspondent, p.63 for a
CLERGYMAN AND PARAPSYCHOLOGIST desaibtig i A it it
ption o 0
Strong of Faith: depending on the Clergyman/
i Parapsychologist’s training, he is immune to the SAN loss
SKILLS CONNECTIONS
News Correspondent: Bargain, Conceal, Fast Talk, Hide, Dockyard personnel, port drinking establishments and their
Listen, Other Language (any appropriate), Own Language, patrons, seamen’s unions, shipping companies.
Persuade, Psychology, and Sneak, plus up to three other pro-
fessional or personal interest skills. SPECIALISATIONS
Photojowrnalist: Bargain, Chemistry (Photo Development), g{iﬁi;iﬁ::;:azc}?ver’ PeeatiparticuleiiopiEietantic
Climb, Fast Talk, Jump, Hide, Library Use, Listen, Other (i ‘=
Language, Own Language, Persuade, Photography, and SKILLS
Psychology, plus up to two other professional or personal RSl b i M EonitbllEleptrical Repair, Jump) Machan
interest skills. ical Repair, Navigate (Sea), Operate Heavy Machine, Pilot
Boat or Pilot Ship, Rope Use, and Swim, plus one other pro-
BONUS fessional or personal interest skill.

BONUS
A Beer in Every Port: the Merchant Sailor can order a beer
and a woman in every port he visits. The Merchant Sailor
gains 1D6 modern languages, each starting at EDUx1.
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Ministry of Information Photo Division Photographer =
Gas drill at a London hospital 1940 — Public Domain image.

Photo:

Nurse

Doctors can diagnose the sick, but it is usually the Nurse
who cares for them in the long run. The central tenets of
nursing have not changed since Mary Seacole’s time, and the
Nurse is still just as likely to be close to the frontlines as she
is to be nursing a wealthy, private patient. In a historically
accurate Secret War game, Nurse is one of the few Occupa-
tions that a female investigator can take without arousing
dismay and condemnation.

EARNINGS
Lower to Middle, Middle.

CONNECTIONS
Hospitals, nursing schools and colleges, medical supply
companies, mortuaries. Access to medications and medical
equipment.

SPECIALISATIONS
District Nurse, General Practice Nurse, Midwife, Military
Nurse (see p.78), Private Nurse, Surgical Nurse.

SKILLS
Biology, Credit Rating, Drive Automobile, First Aid, Library
Use, Medicine, Persuade, Pharmacy, and Psychology, plus up
to three other professional or personal interest skills.

CHAPTER 5

BONUS
Strong Stomach: depending on the Nurse’s Specialisation or
location, she is immune to the SAN loss caused by witness-
ing serious injury or death.

Scecretary

Whatever films, including the 1936 movie More Than A Sec-
retary, might think, the wartime Secretary is not just stuck in
the typing pool waiting to marry her boss. She is involved in
code-breaking and early computing, adventure and excite-
ment (like Wild Jack Howard’s secretary Beryl Morden),
and espionage (like the Double Cross committee’s secretary
Gisela Ashley).

EARNINGS
Lower, Lower to Middle.

CONNECTIONS
Depending on whom the Secretary works for: business and
commerce, intelligence services, law enforcement agencies,
legal profession, medical, military. Access to the company’s
records and equipment.

SKILLS
Accounting, Bargain, Credit Rating, First Aid, Institutional
Lore, Library Use, Listen, Other Language, Own Language,
Persuade, and Psychology, plus up to two other professional
or personal interest skills.

BONUS
Specialist skill: Shorthand and Typing, with a base chance
of 40%.

Spiritualist
A student of the magical and mystic arts or alternatively,
depending on your point of view, a gifted conman or woman,
the Spiritualist researches into the unknown, whether for
enlightenment, power, or slightly more mundane rewards.
Dabblers and practitioners come from all walks of life, hence
the wide spread of incomes available.

EARNINGS
Lower, Lower to Middle, Middle, Middle to Upper.

CONNECTIONS
Psychical and occult societies, libraries, museums, theatres,
the clergy, and, if fraudulent mediums: the legal profession,
law enforcement agencies.

SPECIALISATIONS
Psychic Powers, Ritual Summoning and Manifestations,
Spirit Mediums.
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SKILLS
Anthropology, Bargain, Conceal, Disguise, Fast Talk, His-
tory, Library Use, Listen, Occult, Other Language, Perform,
Persuade, Psychology, Spot Hidden, plus up to two other
professional or personal interest skills.

BONUS
Inner Strength: the Spiritualist gains an additional +1 POW.

Strong of Faith: depending on the Spiritualist’s training
and personal belief, he is immune to the SAN loss caused
by witnessing relatively mundane paranormal events, for
example: ghosts.

INTELLIGENCE &
ESPIONAGE
OCCUPATIONS

FBI Agent/MI5 Operative

An agent of MI5, Britain’s internal security and counter-in-
telligence department, the Operative works closely with his
colleagues in the Police Force and Special Branch hunting
down foreign agents and saboteurs. Occasionally his work
will take him overseas, particularly to the colonies, which
have become a hotbed of enemy espionage activity. The FBI
Agent, famous from the war against organised crime and
prohibition, operates mostly in the United States and Latin
America, but during the war fulfils the same function as the
MI5 Operative, for the most part.

EARNINGS
Middle.

CONNECTIONS
Criminals, government officials, informants, legal profession,
police.

SPECIALISATIONS
Arrest, Interrogation, Surveillance and Eavesdropping. With
the Keeper’s permission, the Operative can also be acting as
a double agent, either for or against their country.

SKILLS
Bargain, Disguise, Drive Automobile, Espionage, Fast Talk,
Handgun, Hide, Law, Listen, Persuade, Psychology, and Spot
Hidden, plus up to two other professional or personal interest

skills.

BONUS
Nobody’s Fool: due to his suspicious nature, the MI5 Opera-
tive is relatively immune to Fast Talk and Persuade. Treat
every attempt to do so as a Difficult skill check.

MI6 Operative

As an agent of Britain’s foreign intelligence service, the MI6
Operative can be found in His Majesty’s embassies around
the globe or working his contacts on the streets of foreign
cities, gathering intelligence and engaging in acts of espi-
onage whilst constantly evading the attention of enemy
counter-intelligence agents. Though working to the same
end, there is considerable friction between him and the SOE
Operative, who MI6 see as “upsetting the apple cart” with
their acts of sabotage and destruction.

EARNINGS
Middle.

CONNECTIONS
Criminals, diplomats, expatriates, informants, local business-
men, military.

SPECIALISATIONS
Analysis, Code-breaking, Intelligence Gathering, Surveil-
lance. With the Keeper’s permission, the Operative can

also be acting as a double agent, either for or against their
country.

SKILLS
Anthropology, Bargain, Conceal, Cryptography, Disguise,
Espionage, Fast Talk, Handgun, Hide, Other Language, and
Spot Hidden, plus up to two other professional or personal
interest skills.

BONUS
Gone Native: due to his work overseas, the MI6 agent has
an in-depth knowledge of one foreign country and is able to
blend in with others of that nation (relevant Disguise skill
checks are treated as Easy).

Juan Pujol

Juan Pujol Garcia (1912-1988). Qualifying as a chicken
farmer, even though he dislikes chickens, Pujol also quickly
learns to dislike fascism and communism as a result of

the Spanish Civil War. Determined to become a spy, Pujol
does not accept the Allies’ constant rejections of his
services and invents his own fictitious network of agents
to feed the Germans misinformation. Taken seriously by

the British once his German handlers start to trust him,
Pujol moves to England and becomes the MI5 double \$

agent, Garbo. A key figure in the British Double Cross
network, his army of fictional spies is heavily involved in
the deception campaign preceding Operation Overlord.




Shanghai Surprise

Based on techniques used to train the Shanghai Municipal
Police prior to the war, Defendu is a hand-to-hand combat
system which includes elements of boxing and jujitsu.

It is taught to SOE and OSS operatives as part of their
training, as well as to their military compatriots in the
British Commandos.

0SS/SOE Operative

Part of Churchill’s plan to set Europe ablaze, the SOE Oper-
ative works in occupied Europe sabotaging enemy transport,
spreading propaganda, and working alongside the Resistance
to make life as miserable as he possibly can for the enemy.
Permanently locked in a game of cat and mouse with the
Gestapo, he lives a precarious existence where every knock
at the door could lead to his capture. His American counter-
part is the OSS Operative, who works closely with the SOE,
though their budget is far more impressive.

EARNINGS
Middle.

CONNECTIONS

Criminals, government officials, military, partisans, Resistance.

SPECIALISATIONS
Demolitions, Liaison, Planning, Propaganda, Radio
Operator.

SKILLS
Conceal, Cryptography, Demolitions, Disguise, Espionage,
First Aid, Handgun, Hide, Martial Arts (Defendu), Other
Language, Radio Operator, Sneak, and Submachine Gun,
plus two other professional “cover” skills.

BONUS
Mind over Matter: As the Operative is trained to resist inter-

rogation, treat all Psychology skill checks against him as
Difficult.

Strong Stomach: the Operative is immune to the SAN loss
caused by witnessing serious injury or death.

Partisan

He fought the fascists in the Spanish Civil War and now
that they have come to his country, the Partisan has dis-
appeared into the mountains and the forests to fight a
guerrilla war against them. Though supplied by the Allies,
this is very much his war, and he fights it the only way he

CHAPTER 5

knows—hitting them fast and leaving no prisoners, only
bodies, to act as a warning to the Nazis. His politics vary
from communist to anarchist to nationalist, and while he
may loathe rival partisan groups, he will put those differences
aside for an opportunity to wreak vengeance on the invaders.

EARNINGS

Low.

CONNECTIONS

Local population, rival partisans, SOE agents.

SPECIALISATIONS

Forest, Mountain.

SKILLS
Climb, Conceal, Demolitions, Drive Automobile, First Aid,
Hide, Heavy Weapons (Machine Gun), Navigate (Land),
Ride, Rifle, Sneak, Submachine Gun, Survival, Swim, and
Track.

BONUS
Local Hero: loved by his own people, the Partisan can call
upon the local populace for food, supplies, and shelter, and
they will gladly assist.

Strong Stomach: the Partisan is immune to the SAN loss
caused by witnessing serious injury or death, having seen so
much during the war in Spain.

Resistance Agent

Vive la Resistance! Her nation’s pride violated by the Nazi
invaders, the Resistance Agent has devoted herself to the
cause of liberation. Working with the support of British and
American intelligence, she works as an unassuming citizen
by day, but by night she fights the Germans. Dropped into
her country after training in Britain, she is at constant risk
of detection and execution, but this is a small price to pay
for the freedom of her country. Working only with her local
circuit to prevent the compromise of their network, she has
limited resources and nobody to call on for backup.

EARNINGS

Low.

CONNECTIONS

Criminals, local people, partisans, SOE controllers.

SPECIALISATIONS
Courier, Radio Operator, Sabotage, Strategy and Planning.

SKILLS
Conceal, Cryptography, Demolitions, Espionage, Fast Talk,
First Aid, Handgun, Hide, Locksmith, Photography, Radio
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Operator, Sneak, and Submachine Gun, plus two other pro-
fessional “cover” skills.

BONUS
Inner Strength: due to her fervent belief in her cause and her
desire to see her country liberated, she received a bonus +1

POW.

Strong Stomach: the Resistance Agent is immune to the
SAN loss caused by witnessing serious injury or death,
having seen so many of her comrades die at the hands of

the Gestapo.

MILITARY CHARACTER
GENERATION

In Which We Serve

Military occupations are similar to civilian occupations.
However, due to the intensive training programs employed
to turn raw recruits into competent fighting men, capable of
working as part of a cohesive unit under immense pressure,
they provide additional skills and abilities over and above
those available to the man in the street.

As the warring nations expand their militaries, men
of fighting age are faced with a choice to either volunteer
or wait to be called up. Volunteering has the advantage of
giving the investigator a choice of which service to enter,
and often even which branch to train in. Some forces, par-
ticularly the US Navy, Air Force, and Marine Corps, only
accept volunteers, and although some US Army units are
volunteer only—such as Airborne—the Army is the desti-
nation service for most draftees. Conscripts go where they
are needed most, and for much of the war that is the Army.

There are two methods of generating a military inves-
tigator. The investigator can either choose to enter the
military as their main occupation, and become a career sol-
dier—the backbone of the armed forces. Alternatively, the
investigator may have already started a civilian career, and
then either volunteered in his country’s hour of need, or
received his call-up papers.

At this time, most countries prohibit women from serving
in combat roles, though there are many instances of women
joining the fight when the situation becomes desperate
enough for their nation. However, the Allied nations do call
women up to serve in rear echelon occupations. Details of
specific military occupations for women can be found on p.80.

Careexr Soldiers
CREATING A CAREER SOLDIER

Creating a career soldier follows many of the standard Call
of Cthulhu rules, but with several changes that reflect the
specialist training provided by the military.

Table 1%3¢ Drafted!

Roll IDI0 Service
-8 Army
9 Navy

10 Air Force

DETERMINE CHARACTERISTICS

Roll your investigator’s characteristics (3D6 for STR, CON,
POW, DEX, and APP; 2D6+6 for SIZ and INT; and 3D6+3
for EDU), then determine his starting SAN, Idea and Know
(see Call of Cthulhu, Sixth Edition, p.36 for further details).

CHOOSE A SERVICE

Investigators who decide to become career soldiers can choose
which service they are going to enter. Each service has mini-
mum requirements to ensure that the candidates they receive
are fit and able. The military accepts virtually all applicants
in the first instance, usually finding a suitable non-combat
occupation for those individuals not fit for active duty, and
only rejecting personnel during basic training as a last resort.

If, however, the investigator gets drafted rather than
volunteers, roll percentile dice on Table 13: Drafted! to
determine his destination.

— 67 —

04 SYUBY

SPTTHSPUTA 3338N




Percentile roll
compared to
CON

CONXI |
and above

CONx10

CONx8

CONx7

CONx6

CONXx5

CONx4

CONx3

CONx2

CONXxI

Table 14:

Physical Fitness

Result

Rejected for military service. The
investigator is considered to be beyond
the help of the fitness programme
and cannot enlist. He must choose an
alternative occupation outside of the
military and be prepared to regularly
explain why he is not in uniform.

Rear-echelon occupations only. The
military can use the investigator, but
only just. He will be assigned to a
non-combat role where his lack of phys-
ical fitness will not be an impairment.

Rear-echelon occupations only. See
above.

Adjust CON to CON minimum if below.

The instructors take a special interest
in (or dislike of) the investigator and
work him twice as hard as his fellow
recruits. Increase CON to the minimum
required for service in the basic service
occupation. However, the investigator
is not eligible for specialisations with
higher characteristic requirements.

Adjust CON to CON minimum if
below. See above.

CON +1D2. The investigator was

evidently in poor shape when he joined,

but the military always says it will
make a man out of you. Increase CON
by +1D2 points.

CON +1D2. See above.

CON +1. The investigator completes
physical training in good shape,
increasing his CON by +1 point.

CON-+1. See above.

No CON adjustment. The investigator
completes the training in good shape,
but receives no additional benefits.

Top of Class. The investigator sails

through the training course, even win- &

ning the admiration of the instructors.
With a few more men like him, we may
just win this war. .

CHAPTER 5

BASIC TRAINING

All recruits, regardless of the service they enter, are
required to pass “basic” in order to be accepted into the
military. Lasting 8-10 weeks, basic training focuses on
physical conditioning, team and discipline building, and
instruction in basic service skills. In all services, basic train-
ing is designed to toughen up an individual and prepare
him for the stress of combat duty. In the most savage of
regimes, basic training is used to break the individual and
rebuild him as the service requires.

A major part of basic training is to work on a recruit’s
physical fitness to ensure that he is physically capable of car-
rying out his duties once in the field. As the war intensifies,
the military is loath to reject a candidate and will only do
so if given no choice due to extreme physical conditions or
mental health issues that would present a threat to other
soldiers. Roll percentile dice and consult Table 14: Physical
Fitness to determine the result of basic physical training.

It is left to the Keeper’s discretion whether a reroll is
allowed if the investigator fails his CONx11 test, particularly
if the player has his heart set on a military character.

BOOT CAMP

Once the investigator has completed basic physical training,
he is put through a gruelling course aimed at teaching him
the basic skills required to be a soldier. This training is con-
sidered separate from occupation skills and does not count
as part of the investigator’s EDUx20 skill points that must
be spent on occupational training.

Consult Table 15: Basic Training and give your investi-
gator one skill advance of +1D6 per point listed.

For example, Army training provides Fieldcraft (2) as part
of basic training—an investigator undergoing this training would
roll 2D6 and add the result to his Fieldcraft skill.

Initial Rank

With basic training completed, the investigator must choose
whether to join the service of his choice as an enlisted sol-
dier, a Non-Commissioned Officer (NCO), or as an Officer.
As with initial enlistment, there are minimum requirements
for joining at each level. Consult Table 16: Rank Training,
and if the investigator meets the requirements for joining
at the chosen level, he receives one skill advance of +1D6
per point listed.

The investigator’s final rank will be determined after he
completes his occupational training, and may result in him
receiving both NCO and Officer training.

Military Occupations

The investigator is now ready to choose a specialist occupa-
tion within his service. Military occupations start on p.73

I X and each provides a description of the occupation and the
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Table 15: Basic Training

Service Skill Advances

Close Combat (1), Fieldcraft (2),
Army ! : ! ;

First Aid (1), Rifle (1), Tactics (1)

Damage Control (1), First Aid (1),
Navy Navigation (Sea) (1), Pilot Boat (1),

Rifle (1), Tactics (1)

Fieldcraft (2), First Aid (1), Rifle (1),
Air Force

Tactics (2)

skill set associated with that occupation, along with any
requirements that must be met to join, and any benefits the
occupation provides in addition to skills.

Requirements for specialist occupations take the form
of training requirements and minimum characteristic scores
needed to join the service. The military wants everybody they
can get, but if you do not meet the minimum requirements
then you will have to find another way to serve your country.

Table 16: Rank Training

Rank Requirements  Skill Advances
Private None Military Doctrine (1)
Command (1),
NCO INT 11+ Military Doctrine (1),
Tactics (1), Teach (1)
Command (2),
Officer INT 11+, Cred]t Rating (1),
EDU 12+ Military Doctrine (1),

Tactics (1), Handgun (1)

The military will make you the best
that you can be, but some men are made to

be even better.

TRAINING PACKAGES

The military will make you the best that you can be, but
some men are made to be even better. Each of the major
combatants in World War Two fields a number of spe-
cialist and elite combat units, trained to take the war to
their enemies, and to complete their mission objectives
under the most extreme conditions. These special forces
soldiers are hand-picked from the regular armed forces to
undergo exacting training to prepare them for their highly
specific duties.

Before continuing with creating your investigator, you
should decide if he wishes to join one of the special forces
units. The Military occupations descriptions indicate which
training packages are available to each service, and the train-
ing packages themselves are listed on p.85. In order to qualify
as a recruit for one of the training packages your investigator
must meet the requirements listed by the package. Unlike
occupation requirements, training package requirements
also include minimum skill values needed to be considered
for recruitment. Make a note of these requirements before
choosing your specialisation, and spend your occupational
skill points to ensure you meet them.

To represent the intensive training and physical hardship
involved in joining the special forces, each training package

lists a Successful Completion test. To qualify for the skill
advances associated with the package, your investigator
must successfully complete this test. In most cases a second
attempt is permitted, but failure of this second test results in
the investigator being returned to his original unit (RTU).
Successful completion of a training package provides a +1D6
skill point advance for each point listed per skill. Skill point
advances are not cumulative if multiple packages are taken—
only the highest for a given skill applies.

For example: Having successfully met the other entry criteria
for the Commandos, investigator Peter Bancroft has passed both
his Commando, and Winter & Mountain Warfare Training.
Each of these training packages give two skill advances to Climb,
but because the advances do not stack, he only gets to roll 2D6
to add to his Climb skill, not four. In the same way, he also only
gets to roll 5D6 to advance his Pilot Boat skill, not eight.

SPECIALISATION

Each military occupation also lists a number of specialisations
representing the varied roles that each occupation represents
in the field. When choosing your military occupation, choose
a specialisation and note the additional skills it provides.

As per the standard Call of Cthulhu, Sixth Edition rules,
multiply your investigator’s EDU by 20. These points can be
spent on any of the skills listed as part of your occupation,
up to a maximum of 99 points in any skill.

PERSONAL SKILLS

Once all occupational skill points have been assigned,
training packages completed, and any occupational bonuses
noted, multiply your investigator’s INT by 10. These are
your personal skill points which can be spent on any skills
(excluding Cthulhu Mythos), and represent your investiga-
tor’s interests and activities in those few precious hours of
R&R each week before he is thrown back into the cauldron
to serve his country.
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Rank & Decoration
(Optional)
Now that your investigator has completed his military
training, he is assigned to a unit and begins his career.
Investigators who choose to be career soldiers are con-
sidered to have several years of service under their belt
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already, and may have increased in rank since they joined
the services.

Your investigator begins his career at the minimum
rank of his Initial Rank (Private, NCO or Officer). Con-
sult Table 17: Ranks for the appropriate service and note
his starting rank.

Table 17: Comparative Allied Ranks
/" ENLISTED

British Army Royal Navy Royal Air Force us Army us Navy USAAF
Aircraftman, . . :

Private Ordinary Seaman e Private Seaman Recruit Private
Second Class

Able Sedfoan Aircraftman, Private, Seaman Private,

First Class First Class Apprentice First Class

Lance Corporal — Leading Aircraftman ~ Corporal Seaman Corporal

y Petty Officer,
| L S @ | |
Corpora eading Seaman Corporal orpora Third Class Corpora
NON-COMMISSIONED OFFICERS
British Army Royal Navy Royal Air Force us Army Uus Navy USAF
! Petty Officer,
S t Petty Offi S S
ergean etty Ofticer ergeant Sergeant o hlClass ergeant
) y Petty Officer,

- — Fl ff taf
Sergeant-Major ight Sergeant Staff Sergeant First Class Staff Sergeant
Warrant Officer Class |~ Chief Petty Officer Warrant Officer Top Sergeant Chief Petty Officer Top Sergeant

COMMISSIONED OFFICERS

British Army Royal Navy Royal Air Force us Army us Navy USAAF

Second Lieutenant  Sub-Lieutenant  Pilot Officer Second Lieutenant ~ Ensign Second Lieutenant
Lieut tJG

Lieutenant — Flying Officer First Lieutenant |eu.enan J First Lieutenant
(Junior Grade)

Captain Lieutenant Flight Lieutenant Captain Lieutenant Captain

Lieutenant- Lieutenant-
Maj Squadron Lead Maj Mai
ajor L quadron Leader ajor Com ajor

Lieutenant-Colonel ~ Commander Wing Commander Lieutenant-Colonel ~ Commander Lieutenant-Colonel

Colonel Captain Group Captain Colonel Captain Colonel
Rear-Admiral :

Brigadier Commodore Air Commodore Brigadier s | Brigadier
Commodore

Major-General Rear-Admiral Air Vice-Marshal Major General Rear-Admiral Major General

— Vice-Admiral Air Marshal Lieutenant-General  Vice-Admiral Lieutenant-General

General Admiral Air Chief Marshall General Admiral General

Fo-~ po
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To determine your investigator’s active rank at the
beginning of his Achtung! Cthulhu career, add his INT and
POW together, then roll percentile dice and consult Table
18: Promotion.

As indicated, continue to roll on the Promotion Table
until your investigator either fails the INT+POW check (a
standard or critical failure) or reaches the rank of Major.
Record his final rank and any decorations on the Investigator
Sheet and flesh out the details of the events that occurred
during his active service in consultation with the Keeper.

Alternatively, an investigator’s active rank can be deter-
mined through discussion with the Keeper rather than by
rolling for it. This is appropriate if, for example, the Keeper
intends to run a campaign at a specific level, such as Enlist-
ed-only. If the Keeper wants to simulate a proper chain of
command, then he should ignore the rank cap and allow
progression beyond Major.

DECORATIONS TABLE

If your investigator is decorated during the course of his
active service, roll percentile dice and compare the result
with your POW, then then consult Table 19: Decorations
to determine which decoration you receive.

You should discuss the result of the Decorations Table
roll with the Keeper and agree the circumstances of the
event that led to your investigator’s award. The Keeper
should feel free to introduce other decorations appropriate to
the era such as the British George Cross (given to civilians)
and the Victoria Cross, or the American Medal of Honor.
However, these have not been included in the decoration
table to maintain game balance.

ﬁw&ﬁﬂ%ﬁ 1742
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Table 18: Promotion

Percentile Roll Outcome

Critical Failure

The investigator is wounded in the line of duty. Roll 1D10:

The investigator is awarded a wound badge appropriate to his nation’s armed services (see
Decorations Table) and begins play at his current rank. You should agree a suitable story with the

(26-00) I-3: Lose | STR, 4-5: Lose | DEX, 6-9: Lose | CON, 10: Lose | APP
Keeper regarding the cause and type of wound inflicted.
The investigator makes no further promotion rolls.

Failure

(Higher than INT+POW)

Success
(Lower than INT+POW)

The investigator performs his duties as required, but is not considered for promotion. He begins
play at his current rank and makes no further promotion rolls.

The investigator’s conduct during the completion of his duty has been recognised and he has
been promoted. His rank is increased by one and he receives another set of skill advances as

listed under his rank on the Rank Training Table (see p.69).

Make another roll on the Promotion Table.

An Enlisted Man who reaches maximum Enlisted Rank is automatically promoted to NCO and
receives the skill advances listed on the Rank Training Table.

A NCO who reaches maximum NCO Rank does NOT automatically receive a promotion to
Officer. He can continue to roll on this table and receive addtional NCO skill advances.

Critical Success
(01-05)

The investigator’s actions have gone above and beyond the call of duty.

Recognising his heroism, he is decorated by his superiors. Roll percentile dice and consult the
Decorations Table.

In addition, his rank is increased by one and he receives another set of skill advances as listed
under his rank on the Rank Training Table (see p.69).

An Enlisted Man will automatically be promoted to NCO and receive the NCO skill advances. %
An NCO will be recognised as potential Officer material and receive a field commission. He is
promoted to Officer and receives the Officer skill advances.

Make another roll on the Promotion Table.
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Table 19: Decorations

Percentile Roll UK us

POWX3 or more

POWx2 Navy: Distinguished Service Cross (DSC)
Army: Military Cross

Mentioned in despatches =

Silver Star

Air Force: Distinguished Flying Cross (DFC)
POWx| Distinguished Service Order (DSO)—
for command and leadership (officers only)

Conspicuous Gallantry Medal (CGM)—

Distinguished Service Cross, Navy Cross or
Distinguished Flying Cross

enlisted/NCO ranks

Civilian Investigators &
the Military

Despite the patriotic sacrifices of those men who choose to
make the military their lives, the Allies still need every man
they can get, whether it be via the draft or voluntary enlist-
ment. In the opening days of the war, the need for men is
at its greatest, and the military are eager to accept anybody
who meets the age and physical requirements for service,
providing them not only with additional troops but access
to their pre-war skills and occupations.

As an alternative to the career soldier, you may wish
for your investigator to be a civilian who, either through
personal choice or through the draft, has joined the armed
forces to fight for his country. The following rules are pro-
vided to help you create your investigator in Civvy Street,
and then forge a life for him in uniform.

CREATING A CIVILIAN INVESTIGATOR

First create your civilian investigator as described on p.59
of this chapter. Once you have completed your investiga-
tor’s skill purchases, you can choose to either volunteer for
a service or accept conscription and roll on the Draft Table
(p-67). Once his service has been selected, your investiga-
tor undergoes basic training in the same manner as a career
soldier and should roll percentile dice and consult the Phys-
ical Fitness Training Table to determine how well he fares
during his induction into the military. Note that it is possible
for your investigator to be judged as unfit for service and be
rejected. Civilian investigators who are rejected by the mil-
itary receive no further training or experience.

Assuming your investigator has passed his physical
training, he is put through boot camp and receives the skill
advances listed for his service on p.69. If the investigator
doesn’t have any points in a given skill, they start at the
base chance for that skill, as listed under its description
(new and adapted skills can be found on pp.86-95, and in

Call of Cthulhu, Sixth Edition, p.62-74), and apply any
advances accordingly. Next, determine your investigator’s
initial rank and increase his skills according to the Rank
Training Table (p.69). When choosing your initial rank,
take into account the background and civilian occupation
of your investigator. For example, a Miskatonic University
Professor would be more likely to enlist as an Officer than
would a hobo, while a Private Detective could be consid-
ered Officer material but would more likely make one hell
of a Sergeant.

Despite the patriotic sacrifices of
those men who choose to make the
military their lives, the Allies still

need every man they can get.

Military Training

Unlike the career soldier, a civilian joining the military has
already spent many years training in his civilian profession
and, due to the pressures of training men and shipping them
to the front, the military cannot dedicate their resources to
providing such in-depth tuition. To represent this limited
training, the civilian investigator receives a number of +1D6
skill advances equal to his INT characteristic that he can
spend on the skills of his chosen military occupation.

For example: Kelsey Pilanksy, a former New York policeman
outraged at the Nazi invasion of his beloved Poland, has joined
the United States Army Air Force. He was always a smart cop,
with an INT of 14, so when he has completed his basic training
he receives 14 skill advance rolls of +1D6 to spend on his military
occupation skills.
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Civilian investigators can attempt to complete training
packages as long they meet the minimum requirements, but
unlike career soldiers they do not have the option to tailor
their military training to achieve that goal. If they meet
the requirements they can take the package, otherwise: no
dice, buddy!

Once the investigator has allocated his military occu-
pation skill advances, he begins active service at his initial
rank. Any additional rolls for rank improvement are at the
Keeper’s discretion.

MILITARY
OCCUPATIONS

THE AIR FORCE

Aircrew

Large aircraft such as bombers and transport aircraft need
more than just pilots to operate effectively. Bombardiers
drop bombs accurately. Navigators plan and advise the air-
craft’s course, while Flight Engineers monitor systems and aid
pilots. Gunners provide point defence.

ENTRY CONDITIONS & PREREQUISITES
e EDU must be 13 or greater. CON must be 11 or greater.
SIZ must be 14 or less.
o Basic Training: Air Force.
e To become Aircrew, the investigator must successfully
complete Parachute Training.

RANK
Bombardier/Flight Engineer: NCO, Officer.

Gunner: Enlisted, NCO.
Navigator: NCO.

SPECIALISATIONS

Bombardier, Flight Engineer, Gunner, Navigator.

SKILLS
Common: Fieldcraft, First Aid, Heavy Weapons (Machine
Gun), and Parachute.

Bombardier: Common skills, plus Artillery (Aerial), Pilot,
and Radio Operator.

Flight Engineer: Common skills, plus Aeronautical Systems,
Electronics, Mechanical Repair, and Radio Operator.

Gunner: Common skills, plus Heavy Weapons (Aircraft
Cannon), Mechanical Repair, and Spot Hidden.

Navigator: Common skills, plus Meteorology, Navigate (Air),
and Radio Operator.

BONUS

Aircrew can also choose one of the following:

Blessed: Aircrew receive +5% to Luck rolls when on active
service.

Escape & Ewvade: Aircrew are trained to evade capture if shot
down over enemy territory. Aircrew gain an additional +10%
to Fieldcraft skill checks if evading capture.

Pilot

Pilots are the Air Force’s backbone—without them it cannot
operate. In some forces only officers are pilots, whilst in
others both NCOs and officers are permitted to fly. The
bigger the aircraft and the more numerous the crew, the more
likely it is that the pilot is an officer. All pilots train on sin-
gle-engine aircraft. Those chosen for bomber, transport, and
maritime patrol duties then train on multi-engine aircraft.
The fighter pilot has the most daring image, but bomber
duty is the most dangerous. A fighter pilot with five kills to
his name is classed as an Ace, whereas a bomber pilot who
survives 30 operations is just considered to be lucky.
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As the war develops, jet-engine aircraft are introduced,
with the British Gloster Meteor and the German Messer-
schmitt Me 262 both seeing active service. Helicopters
are also introduced before the end of the war: the German
Flettner Fl 282 “Hummingbird” and Focke-Achgelis Fa 223
“Dragon”, and the American Sikorsky R-4.

There are also pilots flying for the Navy. Ship-based air
power proves to be a deciding force in naval conflict during
World War Two. The loss of an aircraft carrier can dictate
the outcome of a battle—the US Navy’s decisive victory at
the Battle of Midway is achieved by air power, and fatally
damages the Imperial Japanese Navy.

ENTRY CONDITIONS & PREREQUISITES
e EDU must be 13 or greater. CON must be 12 or greater.
SIZ must be 14 or less.
e Basic Training: Air Force (Navy for Naval Pilots).
e To become a Pilot, the investigator must successfully
complete Parachute Training.

RANK
NCO, Officer.

SPECIALISATIONS
Bomber, Fighter, Night-fighter, Test Pilot, Transport.

“The more mechanical becomes the weapons
with which we fight, the less mechanical
’

nust be the spirit which controls them.’

— Field Marshal Wavell.

SKILLS
Common: Electrical Repair, Fieldcraft, Mechanical Repair,
Meteorology, Navigate (Air/Sea), Parachute, Pilot (Sin-
gle-prop), and Radio Operator.

Bomber/Transport: Common skills, plus Aeronautical Sys-
tems, and Pilot (Multi-prop).

Fighter/Night-fighter: Common skills, plus Heavy Weapons
(Machine Gun), Spot Hidden, and Tactics. With the Keep-
er’s permission, Pilot (Jet-engine) can also be taken.

Test Pilot: Common skills, plus Aeronautical Systems,
Electronics, and Pilot (Multi-prop). With the Keeper’s per-
mission, Pilot (Jet-engine), or Pilot (Rotary-wing), can also
be taken.

BONUS
Ace: Fighter Pilots only. Make a Pilot skill check: if the result
is a Special (where the result of the dice roll is equal to or
less than one fifth of the investigator’s skill percentage), roll

1D6 to determine the number of confirmed enemy kills. If
the result is a Critical (01-05), roll 1D20 to determine the
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number of confirmed enemy kills instead. Any result of 5 or
more means that the character is an Ace with that many kills
to his name. The player should agree the details of the kills
with the Keeper. It is up to the Keeper how this affects the
game. If, however, the result of the skill check is a failure of
greater than 20%, roll 1D4 to determine the number of times
the investigator has been shot down or crashed.

Tour of Duty: Bomber Pilots only. Make a Pilot skill check.
If the result is a Special, roll 5D6 to determine the number
of missions successfully completed. Keep making Pilot skill
checks until you fail or complete a Tour of Duty. For RAF
pilots, a full Tour consists of 30 combat missions, whereas
for USAAF pilots it is 25, then 30, and finally 50 missions.
Bomber pilots receive +2D6 points to their Pilot skill on
the completion of a successful Tour of Duty. The Keeper
must agree that there has been sufficient time for these
missions to have taken place as part of the investigator’s
back story. Pilots rotate through desk or training posts after
completing a Tour of Duty. Any successful combat missions
that take place in play also count towards the completion
of a Tour of Duty.

Lucky: Test Pilots only. Make an additional Pilot or Luck
check, using whichever is highest, in catastrophic situations
when a Pilot skill check has been failed, including Critical
Failures.

Naval Pilots

SKILLS
Artillery (Aerial), Electrical Repair, Mechanical Repair,
Navigate (Air/Sea), Parachute, Pilot (Single-prop), Radio
Operator, Spot Hidden, and Tactics.

BONUS
Hunt Target: the Naval Pilot scans the horizon for the bat-
tleships he is hunting. The Naval Pilot can add +10% to his
Navigate or Spot Hidden skill to locate his targets.

THE ARMY

Artilleryman

Artillery is the Army’s most lethal weapon, and the Infantry-
man’s friend. Artillery provides support for advancing forces
and eliminates opposition. Artillery can serve on the front-
line providing direct support against targets, behind the lines
providing indirect support on call, or providing air defence
against enemy aircraft. World War Two artillery is crew-
served, and artillery is operationally grouped in batteries.

ENTRY CONDITIONS & PREREQUISITES
e CON must be 10 or greater. STR must 10 or greater.
e Basic Training: Army.
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RANK
Enlisted, NCO, Officer.

SPECIALISATIONS
Anti-aircraft, Anti-tank, Forward Observer, Gunner, Moun-
tain Artillery, Reconnaissance.

SKILLS
Artillery (any appropriate), Drive Automobile, Drive
Tracked, Demolitions, Fieldcraft, Mechanical Repair, Oper-
ate Heavy Machine, Radio Operator, Spotter (Forward
Observer), and Tactics.

BONUS

Blood and Guts: Soldiers are immune to SAN losses from
dead bodies, violent death and bloody injuries. If the Artil-
leryman is a career soldier, this bonus is instantaneous at the
start of play. If the Artilleryman was initially a civilian, then
the bonus only applies after the first 10 Sanity points have
been lost in this way. Both the career and civilian Artiller-
yman suffers a secret phobia which may exhibit itself when
they are away from the frontline, the details of which must
be agreed with the Keeper.

Artillerymen specialising as Gunners (any gun) can also
choose one of the following additional bonuses:

Line of Sight: a Gunner can add +10% to their Artillery skill
if their gun is direct-firing at the target.

Rapid Fire: if a battery’s Gunners all successfully roll their
Tactics skill, they can increase the number of rounds fired
by their gun per combat round by one for the duration of
the barrage.

Infantryman

The army’s weapon is the Infantryman. The basic infantry
doctrine is to close with the enemy and to destroy him.

ENTRY CONDITIONS & PREREQUISITES
e CON must be 10 or greater.
o Basic Training: Army.

RANK
Enlisted, NCO, Officer.

SPECIALISATIONS
Heavy Weapons, Infantry, Radio Operator, Squad Support.

SKILLS
Infantryman: Rifle, and Tactics, plus five skills from the
following: Close Combat, Fieldcraft, Fist/Punch, Grapple,
Handgun, Kick, Military Doctrine, Rifle Grenade, Subma-
chine Gun, or Throw.

Specialisation: Pick one skill from the following: Heavy
Weapons (Anti-Tank Weapon), Drive Automobile, Heavy
Weapons (Flamethrower), Heavy Weapons (Machine Gun),
Heavy Weapons (Light Mortar), Radio Operator, or Ride
Motorcycle.

BONUS

Blood and Guts: see p.75 for the full description of this bonus.
Infantrymen can also choose one of the following:

Five Rounds Rapid: Infantrymen can double their rate of fire
if they are being charged by the enemy, for the duration of
the charge.

Scrounger (POWx3): the Poor Bloody Infantryman can
always locate life’s little luxuries or essential daily items.
Use this skill to locate food, drink, weapons, and ammuni-
tion on the frontline, or to acquire alternative equipment
whilst in barracks. Further details of this skill can be found
on p.93.

oniper

A Sniper is a highly trained marksman. A sniper’s targets
are enemy personnel, but they are also tasked with recon-
naissance and intelligence gathering as well. Normally
operating with a spotter, a Sniper can operate alone if nec-
essary. Contrary to what you see in the movies, the best
spot for a sniper position is not always a church bell tower
or perched high in a tree.

Only the Soviets start World War Two with snipers. The
British quickly catch up, with company marksmen hold-
ing up the German advance on Dunkirk, and World War
One sniper training schools restarted. The Germans also
reinstitute World War One training programmes, and the
Hitlerjiigend produce able but suicidal sharpshooters towards
the end of the war. By 1943, most major combatants have
snipers of similar competency.

All major combatants have dedicated sniper versions of
their main battle rifles, the Germans going so far as to issue
a special sniping round.

ENTRY CONDITIONS & PREREQUISITES

e CON must be 11 or greater. DEX and INT must be 14
or greater.
e Basic Training: Army.

RANK

Enlisted, NCO, Officer.

SKILLS

Climb, Fieldcraft, Listen, Military Doctrine, Psychology,
Rifle, Spot Hidden, and Tactics.
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BONUS
Blood and Guts: see p.75 for the full description of this bonus.

Snipers can also choose one of the following:

Dead Evye: Snipers can treat targets at greater than their
weapon’s triple base range as being one range band closer.
Quadruple base range is treated as Triple; Quintuple is
treated as Quadruple etc.

Invisible: a Sniper can add +10% to his Fieldcraft skill checks
when concealing himself, or add +10% to his Spot Hidden
skill checks when attempting to detect an enemy sniper.

Tanker

The tank was born in World War One, but came of age in
World War Two. Heinz Guderian, German tank pioneer,
said “Where tanks are, the front is”. Blitzkrieg proves that
tanks can win tactical victories in a short time period, but
the tank’s ultimate weakness is how it is deployed.

The tank’s continual evolution makes it a fearsome
enemy on the battlefield, but Allied numerical superior-
ity counters superior German tanks such as the Panther or
Tiger. Infantry countermeasures also evolve to deal with
deadlier tanks. As the war progresses, tank variants appear:
the tank-destroyer, the assault-gun, the flame-tank, and var-
ious tracked engineering vehicles such as mine-clearers and
bridge-layers.

ENTRY CONDITIONS & PREREQUISITES
e CON must be 10 or greater. SIZ must be 14 or less.
e Basic Training: Army.

=11/

RANK /
Enlisted, NCO, Officer.

SPECIALISATIONS

Commander, Driver, Gunner, Loader, Radio Operator.

SKILLS
Artillery (Direct Fire), Drive Tracked, Fieldcraft, Electri-
cal Repair, Heavy Weapons (Machine Gun), Mechanical
Repair, and Tactics.

BONUS
Blood and Guts: see p.75 for the full description of this bonus.

Weak Point: the Tanker can add +10% to one appropriate
skill they possess (for example: Artillery (Direct Fire), Drive
Tracked, Tactics, etc.) to locate and target an enemy tank or
vehicle’s weak point.

THE NAVY

Diver

Most naval capital ships carry sailors qualified to dive. They are
required to inspect and repair damage, carry out maintenance,
clear entanglements, and search flooded compartments, as
well as undertake mine clearance and salvage duties.

Divers use standard hard helmet diving dress or self-con-
tained breathing apparatus—early breathing apparatus gear
has been available since 1900. This is a closed-circuit breath-
ing device, or re-breather, that scrubs carbon dioxide and
recycles oxygen. Re-breathers have a longer duration and
are more easily available than the open-circuit breathing sets
that appear at the end of the war.
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ENTRY CONDITIONS & PREREQUISITES
e (CON must be 10 or greater. DEX must be 12 or greater.
o Basic Training: Navy.

RANK
Enlisted, NCO.

SPECIALISATIONS
Frogman, Hard-hat Diving.

SKILLS
Climb, Combat Engineer, Demolitions, Diving, Mechanical
Repair, Melee Weapon (Knife), Pilot Boat, Swim.

BONUS
Hardy: divers receive +1 to CON and STR.

sailor

Battleships, aircraft carriers, destroyers, frigates, corvettes,
minesweepers, supply vessels, and submarines all need sail-
ors to operate them. In wartime, the sailor does not wear
the “tally” or the name of his ship on his cap. Naval gunners
are often deployed on civilian ships to help protect them
whilst in convoy.

ENTRY CONDITIONS & PREREQUISITES
e (CON must be 9 or greater. EDU must be 9 or greater.
o Basic Training: Navy.

RANK
Enlisted, NCO, Officer.

SKILLS

e Sailor: any eight skills from the following: Artillery
(Anti-Submarine Weapons), Artillery (Naval), Craft
(any appropriate), Cryptography, Damage Control,
Electrical Repair, Heavy Weapons (Machine Gun),
Mechanical Repair, Navigate (Sea), Operate Heavy
Machine, Pilot Boat, Pilot Ship, Radio Operator and/or
Radio Operator (Sonar), Rifle, Rope Use, Spotter (Firing
Solutions), Submachine Gun, Swim, Torpedo.

o Submariner: Pilot Submarine, plus seven skills from Sailor.

o Surface Vessel: Pilot Boat or Pilot Ship, plus seven skills
from Sailor.

e Officer: as above, plus Command.

BONUS

A Sailor can also choose one of the following:

Cross the T: the Sailor can add +10% to the Spotter (Firing
Solutions) skill when using the ship’s guns.

Depthcharge!: the Sailor can add +10% to the Artillery
(Anti-Submarine Weapons) skill when hunting submarines.

12 Seconds to Impact: the Sailor can add +10% to the Spotter
(Firing Solutions) skill when firing torpedoes.

A Beer in Every Port: the sailor can order a beer and a woman
in every port he visits. The Sailor investigator gains 1D6
modern languages, each starting at EDUx1.

COMMOIN MILITARY
OCCUPATIONS

There are occupations which are common across all the
branches of the military. They are gathered here so as not to
clutter the arm’s mission-specific occupations. To use, apply
the arm-specific basic training package, and then purchase
skills from the occupation skill list.

Engineer (Army/Navy)

While Army engineers make garrisons work, camouflaging
equipment and emplacements, creating fortified positions,
and clearing roads and obstacles, their Naval equivalents
look after and maintain the ship’s systems, and perform
repairs after wear or combat. Army Engineers are also
involved in breaching obstacles and defences, clearing rivers
and trenches, laying minefields, and blowing up bridges and
other significant installations.

ENTRY CONDITIONS & PREREQUISITES
e CON must be 9 or greater. EDU must 11 or greater.
e Basic Training: Army or Navy.
e Special Forces Engineers must successfully complete both
Commando and Parachute Training.

RANK
Enlisted, NCO, Officer.

SPECIALISATIONS
e Army: Combat Engineer, Engineer, Miner.
e Navy: Electrical, Engines, Weapons System:s.

ARMY SKILLS
Rifle, and Tactics, plus six skills from the following: Craft
(any appropriate), Combat Engineer, Drive Automobile,
Drive Tracked, Electrical Repair, Demolitions, Fieldcraft,
Mechanical Repair, and Operate Heavy Machine.

NAVY SKILLS

e Common: Chemistry, Damage Control, Mechanical
Repair, Physics, and Swim.

e Electrical: Common skills, plus Electrical Repair, and
Operate Heavy Machine.

e Engines: Common skills, plus Operate Heavy Machine.

e Weapons Systems: Common skills, plus Artillery
(Naval), Demolitions, Heavy Weapons (Machine Gun),
and Torpedo.




BONUS
Army Engineers can also choose one of the following
bonuses:

Booby Trap: an Engineer can add +10% to his Demolitions
skill when setting or defusing a booby trap.

Minefield: an Engineer can add +10% to his Combat Engineer
skill when setting, detecting, or defusing a mine.

Naval Engineers instead receive:

Still Afloat: an Engineer can add +10% to any appropriate
skill check when attempting to repair damage to keep his
vessel afloat and operational.

Intelligence Officer

(Military)
Intelligence supports commanders making decisions. In
peacetime, intelligence is gathered from public and less
public sources, such as eavesdropping on wireless traffic,
maintaining up-to-date maps, etc. In wartime, intelligence is
gathered from patrols and photo-reconnaissance. Field secu-
rity units gather battlefield intelligence, question informants,
and interrogate prisoners of war. This Intelligence Officer
works specifically for a branch of the armed force’s own intel-
ligence service (Army, Air Force, or Navy), rather than an
external agency, such as MI6.

ENTRY CONDITIONS & PREREQUISITES
e CON must be 10 or greater. EDU must be 11 or greater.
e Basic Training: Air Force, Army, or Navy.

RANK
Enlisted, NCO, Officer.

SPECIALISATIONS
[-Corps Operative, Filed Security, Military Attaché.

SKILLS
[-Corps Operative: Cryptography, Military Doctrine, Other
Language(s), Photography, Photo-interpretation, Rifle, and
Spot Hidden.

Field Security: Drive Automobile, Fast Talk, Fist/Punch,
Handgun, Military Doctrine, Other Language(s), Persuade,
and Rifle or Submachine Gun.

Military Attaché: Anthropology, Espionage, Fast Talk, Hand-
gun, Military Doctrine, Other Language(s), and Persuade.

BONUS
Fluent: the Intelligence Officer speaks one enemy language
fluently - Other Language (EDUx4).
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Medic

Field medics give immediate first aid on the battlefield, and
sustaining care to allow the casualty to be evacuated from
the battlefront through aid posts and field hospitals. Combat
medics are usually unarmed, but in some theatres like the
Pacific they carry arms for self-defence.

Nurses serve in field and general hospitals, offering hos-
pital care whilst patients are recovering from injuries. This
is one of the few military occupations open to women in a
historically accurate campaign.

Doctors serve in aid posts and casualty clearing stations,
performing triage and stabilising patients. They also serve in
field and general hospitals looking after the health of service-
men. Surgeons serve in field hospitals, treating the casualties
evacuated there. Doctors can also serve as Ship’s Surgeons
and Flight Surgeons.

Hospital ships are the naval equivalent of field hospitals.
The US Army pioneers the concept of the Mobile Army
Surgical Hospital (MASH) in 1945, replacing the field hos-
pital and bringing surgical facilities closer to the battlefront.

In peacetime, intelligence is gathered

from public and less public sources.

ENTRY CONDITIONS & PREREQUISITES
e CON must be 10 or greater. EDU must be 11 or greater.
e Basic Training: Air Force, Army, or Navy.

RANK
Field Medic: Enlisted, NCO.

Nurse, Doctor/Surgeon: Officer.

SPECIALISATIONS
Doctor, Field Medic, Nurse, Surgeon.

SKILLS
Field Medic: Biology, Fast Talk, Fieldcraft, First Aid, Medi-
cine, Military Doctrine, Persuade, Pharmacy, Psychology, and
Tactics.

Nurse: Biology, Drive Automobile, First Aid, Medicine, Mil-
itary Doctrine, Persuade, Pharmacy, and Psychology.

Doctor/Surgeon: Biology, First Aid, Listen, Medicine, Military
Doctrine, Other Language (Latin), Own Language, Persuade,
Pharmacy, Psychology, Spot Hidden, and Surgery.

BONUS
Strong Stomach: military medics can ignore SAN loss for all
injury, death and gore-related Sanity checks.

Well Educated: Doctor/Surgeon only. The investigator gains
an additional +1 EDU.
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Signalman

Signals allow World War Two military forces to communi-
cate, operate cohesively, and to co-ordinate attacks. Signals
are an integral part of command and control. As well as wire-
less communications, there are also telephony (landlines),
Aldiss lamps, and semaphore. Carrier pigeons are also still
used in certain circumstances. Special forces signallers are
also trained to use the S-phone—a ground-to-air commu-
nication device.

ENTRY CONDITIONS & PREREQUISITES
e CON must be 9 or greater. EDU must be 11 or greater.
o Basic Training: Air Force, Army, or Navy.
e Special forces signallers must successfully complete Com-
mando and Parachute Training.

RANK
Enlisted, NCO, Officer.

SKILLS
Cryptography, Electrical Repair, Listen, Mechanical Repair,
Radio Operator, Spot Hidden and Telephony.

BONUS
Speed Morse: the Signaller adds +10% to their Radio Operator
skill to send messages quickly, or to decode high-speed Morse.

opecialist
Some military careers just don’t fit in boxes. We call them
Specialists.

ENTRY CONDITIONS & PREREQUISITES
e CON must be 10 or greater. DEX must be 10 or greater.
EDU must be 10 or greater.
e Basic Training: Air Force, Army, or Navy.

RANK
Bomb Disposal Expert, Musician: Enlisted, NCO, Officer.

Padre: Officer.

SPECIALISATIONS
Bomb Disposal Expert, Musician, Padre.

SKILLS
Bomb Disposal Expert: Chemistry, Drive Automobile, Electri-
cal Repair, Demolitions, Listen, Mechanical Repair, Military
Doctrine, Operate Heavy Machine, and Physics.

Musician: Fieldcraft, First Aid, Military Doctrine, Other Lan-
guage (Music), Perform, Psychology, Rifle, and Tactics, plus
Fast Talk or Persuade.

Padre: Bargain, Fast Talk, Institutional Lore, Military Doc-
trine, Occult, Other Language (Latin or Hebrew), Persuade,
Psychology, and Theology.

BONUS
Cut the Red Wire: Bomb Disposal Expert only. The Expert
adds +10% to any appropriate skill roll when attempting to
defuse an unexploded bomb, or other ordnance or booby trap.

Quick March: Musician only. Anyone hearing the Musician
play after he makes a successful Perform roll adds +10% to

complete any arduous or repetitive task.




Uplifting Words (Padre only): any character listening to the
Padre as he makes a Critical Success Fast Talk, Persuade,
or Theology skill check can add 1D3 SAN to their current
Sanity score.

PEMALE MILITARY
OCCUPATIONS

All the major combatants, except the Soviet Union and
Imperial Japan, have women’s Army, Air Force, and Navy
auxiliary services that provide non-combatant military
support. The Soviet Union allows women to serve in mil-
itary units, often in frontline service (see the upcoming
supplement Achtung! Cthulhu: Guide to the Eastern Front
for further details). All of the major combatants encourage
female nursing services.

If you are playing a historically accurate campaign, female
military characters can choose an occupation from the follow-
ing: Aviator/Pilot, Artillery, Driver (p.42 Call of Cthulhu,
Sixth Edition), Medic, or Signalman. Further details on the
various auxiliary forces can be found on p.45 and in Table 20.

LLITE MILITARY
OCCUPATIONS

The Foot Guards

Some of the oldest, and the most able, infantry regiments
of the British Army are the Foot Guards: the Grenadier
Guards, the Coldstream Guards, the Scots Guards, the
Irish Guards, and the Welsh Guards. Guardsmen have a
reputation for doing things by the book, having a smart
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appearance no matter what the conditions, and of being
expert marksmen. The Irish Guards are a preferred regiment
for Roman Catholic officers.

ENTRY CONDITIONS & PREREQUISITES
e CON must be 11 or greater. DEX must be 12 or greater.
SIZ must be 15 or greater.
o Basic Training: Army.

RANK
Enlisted, NCO, Officer.

SPECIALISATIONS

Airborne, Guardsman, Motorised Infantry.

SKILLS
Common: Military Doctrine, Rifle, and Tactics.

Airborne: Common skills, plus six additional skills listed
under the Paratrooper specialisation (p.81). Airborne Guards
must successfully complete Parachute Training.

Guardsman: Common skills, plus six additional skills from
Infantryman (p.75).

Motorised Infantry: Common skills, plus Artillery (Direct
Fire), Drive Tracked, Electrical Repair, Fieldcraft, Heavy
Weapons (Machine Gun), and Mechanical Repair.

BONUS
Guards investigators can also choose one of the following:

Spit & Polish: Guards always keep their weapons and equip-
ment clean. Disregard malfunction ratings.

Table 20: Women's Auxillary Services

Country Army Air Force Air Transport Navy Nursing N S
<A Women Women Accepted
us Women'’s Army Corps QRS T Airforce Service  for Volunteer us Army Medical Corps
Colps Pilots Emergency Service
First Aid Nursing Yeomanry,
Queen Alexandra’s Royal
' =1 . e . W e o Army Nursing Corps,
B AUX|.I|ary Territorial Women s Auxiliary Air Tr_ansport . omle; S _oya PrinceséiMary’s Royal Al
Service Air Force Auxiliary aval Service ForeeiNTTTG Savias
Queen Alexandra’s Royal
Naval Nursing Service
Various, including , ) y
y Luftwaffenhelferinnen — Marinehelferinnen —
genmany Nachrichtenhelferinnen gl f
.
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By the Book: Guards add +10% to their Tactics skill. However,
their deployment is obvious and may be flanked by opponents
who succeed at their Military Doctrine skill checks.

A “Para” is trained to be disciplined,
self=reliant, and aggressive, as he
will be dropped behind enemy lines to

capture objectives.

Paratrooper
(Parachute Regiment)

The Parachute Regiment becomes a full regiment in
1942, with perhaps its most famous engagement being
that at Arnhem in late 1944. It gains its nickname, the
“Red Devils”, from the “Green Devils”, the Fallschirmjiger
(German paratroops) in Tunisia, 1943. A “Para” is trained
to be disciplined, self-reliant, and aggressive, as he will be
dropped behind enemy lines to capture objectives, and be
expected to hold them against enemy forces.

The Parachute Regiment fights in North Africa, Italy,
France, the Netherlands, and Germany.

ENTRY CONDITIONS & PREREQUISITES
e CON must be 13 or greater. DEX must be 12 or greater.
o Basic Training: Army.
¢ The investigator must successfully complete Parachute
Training.

RANK
Enlisted, NCO, Officer.

SPECIALISATIONS
Paratrooper, Pathfinder.

SKILLS

Paratrooper: Fieldcraft, Fist/Punch, Parachute, Rifle or
Submachine Gun, and Tactics, plus four skills from the
following: Close Combat, Grapple, Handgun, Jump, Kick,
Military Doctrine, Submachine Gun, or Throw. Add one
additional skill from the following: Heavy Weapons (Anti-
Tank Weapon), Heavy Weapons (Machine Gun), or Heavy
Weapons (Light Mortar).

Pathfinder: Fieldcraft, Demolitions, Fist/Punch, Parachute,
Radio Operator, Rifle or Submachine Gun, and Tactics, plus
two skills from the following: Close Combat, Grapple, Hand-
gun, Jump, Kick, Military Doctrine, Submachine Gun, or
Throw. Add one additional skill from the following: Heavy
Weapons (Anti-Tank Weapon), Heavy Weapons (Machine
Gun), or Heavy Weapons (Light Mortar).

BONUS
Forced March (CONx6): a successful Forced March skill
check allows the Paratrooper to march up to 50 miles in 24
hours, and then fight without penalty.

Phantom

Officially known as the GHQ Liaison Regiment, Phantom
is a secret reconnaissance unit involved in gathering and
disseminating accurate real-time battlefield intelligence. Its
members are specifically recruited for their existing skills,
and then trained in wireless operation and ciphers.

Phantom squadrons are attached to other military units
as required, and operate in the Mediterranean, North Africa,
Italy, France, Northeast Europe, and Germany.

ENTRY CONDITIONS & PREREQUISITES

e Any of the following skills: Drive Automobile, Electrical
Repair, Mechanical Repair, Other Language(s), or Ride
Motorcycle, at 60% or above.

e Basic Training: Army.

e Investigators attached to Commando units must pass
Commando Training.

e Investigators attached to the SAS must pass Commando
Training and Parachute Training.

RANK
Enlisted, NCO, Officer.

SPECIALISATIONS

Antenna Erector, Driver, Radio Operator.

SKILLS
Cryptography, Military Doctrine, Radio Operator, Rifle, and
Tactics, plus three skills from the following: Drive Automo-
bile, Electrical Repair, Fieldcraft, Mechanical Repair, Other
Language(s), or Ride Motorcycle.

BONUS
Wireless Ear: the Phantom radio operator can differentiate
wireless traffic from different enemy units simply by listening
to it, and adds +10% to their Radio Operator or Listen skill,
whichever is highest, when attempting to do so.

US Airborne

Like the British, US Airborne forces are modelled on the
tough and self-sufficient Fallschirmjiger, and the training
reflects that. Only volunteers are accepted for parachute
training. US Airborne are known for their distinctive uni-
form, jump helmets and boots, which are different from those
of the rest of the US Army.

The US Airborne serves in Sicily, Italy, France, the
Netherlands, Germany, New Guinea, and the Philippines.
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ENTRY CONDITIONS & PREREQUISITES
e CON must be 13 or greater. DEX must be 12 or greater.
e Basic Training: Army.
e The investigator must successfully complete Parachute
Training.

RANK
Enlisted, NCO, Officer.

SPECIALISATIONS
Combat Support, Paratrooper, Pathfinder.

SKILLS
Combat Support: Parachute and Tactics, plus six skills from
either Artilleryman (p.74) or Army Engineer (p.77).

Paratrooper: Fieldcraft, Fist/Punch, Parachute, Rifle or Sub-
machine Gun, and Tactics, plus five skills from Infantryman

(p.75).

Pathfinder: Demolitions, Fieldcraft, Fist/Punch, Parachute,
Radio Operator, Rifle or Submachine Gun, and Tactics, plus
three skills from Infantryman (see p.75).

BONUS
No Gained Ground Relinquished: US Airborne investigators
add +10% to their Tactics skill when the position they are
holding is counter-attacked.

SPECIAL FORCES
OCCUPATIONS

GREAT BRITAIN

Commandos

Commando training is hard and intensive, and becomes the
basis of special forces and SOE paramilitary training. Fitness
is paramount, and marches and assault courses are features of
the six week curriculum. The tutors are masters of unorthodox
warfare learnt in lawless Shanghai. As well as the training and
the opportunity for dangerous service, there are other perks of
commando service: the soldiers find their own accommoda-
tion and do not stay in barracks, which many commandos
consider a welcome relief from the demands of Army life.

During 1940-43 Commandos are used as raiders in short
duration missions of less than thirty-six hours. From late
1943 onwards, Commandos are used as assault troops in
the vanguard of any invasion or assault force, tasked with
securing strategic objectives using their specialised skills, and
holding them until the main force arrives.

Commandos on raids could be subject to the Commando
Order if captured (see p.7 for further details).

ENTRY CONDITIONS & PREREQUISITES

e Volunteers only. Conscripts can volunteer once past
Basic Training.
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e CON must be 13 or greater.

o Basic Training: Army.

e The investigator must successfully complete Commando
Training.

o Additional, optional training packages: Parachute Training,
Winter & Mountain Warfare Training.

RANK

Enlisted, NCO, Officer.

SPECIALISATIONS

Intelligence Gathering (30 AU), No.10 Inter-Allied, Raider.

SKILLS

Raider: Climb, Close Combat, Demolitions, Fieldcraft, Fist/
Punch, Grapple, Handgun, Martial Arts (Defendu), Pilot
Boat, Rifle, Submachine Gun, Survival (Arctic/Desert/Tem-
perate/Tropical*), Tactics, and Throw, plus one skill from
the following: First Aid, Heavy Weapons (Machine Gun) or
Heavy Weapons (Light Mortar), or Radio Operator.

No. 10 Inter-Allied: as per Raider, plus Other Language (Eng-
lish) at EDUx%3.

30 AU: As per Raider, plus Other Language (German), Per-
suade, Locksmith, and Spot Hidden.

*Choose an appropriate climate for the theatre you are being

deployed to.

BONUS

Commando investigators can also choose one of the following:

Silent Kill ([STR+DEX]x2): a successful skill check grants
the investigator an automatic impale attack. On a Critical
Success (01-05), the person being attacked is killed instantly.

Quick Draw (DEXx3): on a successful skill check, the
investigator can ignore the effects of a surprise attack on

his DEX rating.

RAF Special Duties

Pilot/Air Crew

A Special Duties Pilot is highly skilled at flying at night, in
moonlight. Flying at low-level across Europe, he can find
a small illuminated field and land on it to deliver or pick
up SOE agents, or deliver agents and supplies by parachute.

161 Squadron specialises in flying Lysander and other
types of aircraft into occupied Europe to insert SOE and SIS
agents, and to pick up returning agents and other individu-
als. 138 Squadron uses Halifaxes and Stirlings to parachute
agents into occupied Europe, and to drop supply canisters of
war materiel to waiting Resistance groups. A Special Duties
Air Crew is also required for larger planes.

ENTRY CONDITIONS & PREREQUISITES
¢ Volunteers, recommended by superior officer for special
duties.
e Pilot must be 60% or higher. For Aircrew, their key skill
must be 60% or higher.
e Basic Training: Air Force.

RANK
Enlisted, NCO, Officer.

SPECIALISATIONS
Agent Courier, Supply & Agent Drops.

A Special Duties Pilot is highly skilled

at flying at night, in moonlight.

SKILLS
Agent Courier: Electrical Repair, Handgun, Mechanical
Repair, Military Doctrine, Navigate (Air/Sea), Parachute,
Pilot (Single-prop), Radio Operator, and Spot Hidden.

For Supply & Agent drop crews, use the skills listed under
Pilot and Aircrew occupations.

BONUS
A Special Duties Pilot investigator can also choose one of
the following:

Moonlight Vision: once acclimatised, Special Duties Pilots are
not penalised for attempting actions in low light levels.

Dead Reckoning: Special Duties Pilots can add +10% to their
Navigate skill when flying over enemy territory.

UNITED STATES OF AMERICA

First Special
Service Force

Another crack special forces brigade, the FSSF is unique in
that it is a combined American and Canadian unit of some
2,000 men, all fully trained as commandos, mountain warfare
specialists, and parachutists.

ENTRY CONDITIONS & PREREQUISITES
e Volunteers only. Marital status: single, aged 21-35.
e CON must be 12 or greater. EDU must be 14 or greater.
e Basic Training: Army.
e The investigator must successfully complete Commando
Training, Parachute Training, and Winter & Mountain
Warfare Training.
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RANK

Comy

Enlisted, NCO, Officer.

SKILLS

Climb, Close Combat, Drive Tracked, Fieldcraft, Hand-
gun, Martial Arts, Parachute, Rifle, Ski, Submachine Gun,
Survival (Arctic), and Tactics, plus one from the follow-
ing: Demolitions, First Aid, Heavy Weapons (Anti-Tank
Weapon), Heavy Weapons (Machine Gun); or Heavy
Weapons (Light Mortar), Heavy Weapons (Flamethrower),

Mechanical Repair, Radio Operator, or Throw.
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BONUS

FSSF investigators can learn one of the following:

Silent Kill ([STR+DEX]x2): a successful skill check grants
the investigator an automatic impale attack. On a Critical
Success (01-05), the person being attacked is killed instantly.

Quick Draw (DEXx3): on a successful skill check, the
investigator can ignore the effects of a surprise attack on

his DEX rating.

US Army Rangers

The American equivalent of the Commandos, the Rangers
are formed in 1942. Ranger training is the same as Com-
mando training, and is carried out under the same live-fire
conditions. Serving first in Dieppe in 1942, they move to
North Africa and then to Sicily, before taking part in the
Normandy landings.

ENTRY CONDITIONS & PREREQUISITES
e Volunteers only.
e CON must be 13 or greater.
e Basic Training: Army.
¢ The investigator must successfully complete Commando
Training.

RANK
Enlisted, NCO, Officer.

SKILLS
Climb, Close Combat, Demolitions, Fieldcraft, Fist/Punch,
Grapple, Handgun, Martial Arts, Pilot Boat, Rifle, Subma-
chine Gun, Survival (Desert/Temperate/Tropical*), Tactics,
and Throw, plus one skill from the following: First Aid,
Heavy Weapons (Machine Gun), Heavy Weapons (Light
Mortar), or Radio Operator.

*Choose an appropriate climate for the theatre you are being

deployed to.

BONUS
US Army Rangers investigators can learn one of the
following:

Silent Kill ([STR+DEX]x2): a successful skill check grants
the investigator an automatic impale attack. On a Critical
Success (01-05), the person being attacked is killed instantly.

Quick Draw (DEXx3): on a successful skill check, the
investigator can ignore the effects of a surprise attack on

his DEX rating.
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TRAINING PACKAGES

Each of the training packages listed below details the course

length, the requirements to pass the course, and the skill

advances gained upon successfully completing that training.

As mentioned in the Training Packages section on p.69, if

multiple packages are taken, the investigator only applies

the highest advance for any given skill; the advances are not

cumulative. Each number in brackets represents the number
of D6 rolled to advance that skill.

Combat Swimmer Training

Course Length: five weeks.

Successful Completion: the investigator must succeed at
both a Swim skill check and a CONx5 roll. One re-roll
(either or both checks) is allowed if the course is failed
at the first attempt. Further failure results in a Return to
Unit (RTU).

Skills: Close Combat (2), Demolitions (4), Diving (4),
Pilot Boat (5), Pilot Mini-Sub (5), Swim (4).

Commando Training

Course Length: six weeks.

Successful Completion: the investigator must succeed
at a CONX5 roll. One re-roll is allowed if the course is
failed at the first attempt. Further failure results in an
RTU.

Skills: Climb (2), Close Combat (2), Demolitions (5),
Fieldcraft (2), Fist/Punch (1), Grapple (2), Handgun (1),
Heavy Weapons (Machine Gun) (2), Martial Arts (3),

Pilot Boat (3), Rifle (1), Submachine Gun (2), Survival
(Arctic/Desert/Temperate/Tropical*) (4), Throw (2).
Bonus: Enemy Weapons Proficient. Commandos can use
enemy infantry weapons without penalty.

*Choose one specialisation appropriate to the theatre you are

being deployed to.

Winter & Mountain
Warfare Training

Course Length: nine weeks.

Successful Completion: the investigator must succeed at a
CONX5 roll. One re-roll is allowed if the course is failed at
the first attempt. Further failure results in an RTU.
Skills: Climb (2), Pilot Boat (5), Ski (5), Survival
(Arctic) (3).

The investigator only applies the

highest advance for any given skill; the

advances are not cumulative.

Parachute Training

Course Length: two weeks.

Successful Completion: the investigator must succeed at
a DEXx5 roll. One re-roll is allowed if the course is failed
at the first attempt. Further failure results in an RTU.
Skills: Jump (5), Parachute (5).

Bonus: successful investigators can wear the parachutist’s
badge, also known as “Jump Wings”.
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CHAPTER 6

Getting Mour Lrands Dirty

"3 never worey about action, only inaction.”
- Winston Churchill

previous chapter can be found in the Call of
Cthulhu, Sixth Edition core rulebook, by the
beginning of the war it is nearly a decade since the Roaring

Cih Although many of the skills mentioned in the

Twenties ended, and times have moved on. Not only that,
there are a multitude of new experiences and proficiencies
brought about as a result of the escalating conflict. Below are
detailed additional and updated skills for investigators taking
part in the Secret War.

Aeronautical Systems (01%)

As progress marches forward, propelled by the needs of
warfare, the complexity of aircraft also increases. This skill
provides an understanding of the principles of flight systems
and aircraft design, as well as the ability to operate, repair,
and modify them, assuming the availability of the relevant
parts and equipment. Attempts to repair an aircraft can be
made using this skill without these, but treat as a Difficult
skill check, and then only for the most basic repairs.

Artillexry (01%)

Military characters only. The Artillery skill is required to
operate any non-portable heavy weapons, such as field guns,
tank guns, naval cannons, or shore batteries. As many such
weapons require a crew to operate, attempting to do so sin-
gle-handedly is a Difficult action, and may be impossible for
larger weapons at the Keeper’s discretion.

Specialisations: Aerial (bombs, bomblets, and torpe-
does dropped by aeroplanes), Anti-Aircraft, Anti-Submarine
Weapons (depth charges), Anti-Tank (towed weapons,
including the fearsome German 88mm), Direct Fire (infan-
try guns, tank guns), Indirect Artillery (including field guns,
mortars and howitzers), Naval Artillery (including shore bat-
teries), and Rockets.

Close Combat (25%)

Military and Espionage characters only. The infantryman’s
best friend is his rifle, and many hours of basic training are
devoted to teaching the use of the rifle as an effective melee
weapon, particularly when attacking with fixed bayonet.
Due to their training in the use of bayonets and other close
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combat weapons, investigators with the Close Combat skill
use this for all attacks with knives and bayonets, or when
using a rifle-butt as a club. Additionally, in the desperation
of battle the infantryman may use this skill to attack using
an impromptu weapon, such as a tyre chain or the faithful
Army issue entrenching tool (p.115).

Combat Engineer (15%)
Military characters only. Those with the Combat Engineer
skill are experienced in the use of construction and demo-
litions under combat conditions, including building and
breaching defences, placing obstacles such as tank traps or
barbed wire, deploying, detecting or defusing mines, and
camouflaging emplacements.

Defusing explosives or mines out of combat is a Normal
task but it is Difficult if attempted under fire. When defusing
explosives, a Fumble (Critical Failure) indicates the charac-
ter has accidentally detonated the device.

A Failure under peaceful conditions means the character
is unsure of the device and must spend more time studying
it before attempting to disarm it again next round. A Failure
under combat conditions means the character in his haste
jars the device, and for a split second there is the risk of
detonatation unless the character succeeds in a Luck roll.
Failure of the Luck roll means the device detonates, while a
Success signifies the character can catch his breath and try
again next round.

The Combat Engineer skill also allows the character to
use specialist devices such as the Bangalore torpedo for clear-
ing barbed wire.

Command (05%)

Military characters only. Rank may give a character the per-
mission to command, but only the Command skill gives him
the actual ability to do so. It allows a character to effec-
tively lead NPC troops in complex tasks, both in and out of
combat, as well as determining the skill level of the troops
under his command. For example, if a character has the
Command skill at 50%, then the troops under his command
have a skill rating of 50% for whatever activity the character
is commanding them in.

A successful skill use allows the affected unit to use artil-
lery, explosives, hand-to-hand combat, heavy weapons, rifles,
and so on, as directed by the character, but the unit must roll
separately to determine if the activity itself is actually accom-
plished. Any activity attempted by the unit must be within
reason for the type of troops being commanded—after all, an
infantry unit is unlikely to be able to repair, or fly, a bomber,
no matter what their officer’s Command skill level is.

The basic number of troops affected by the Command
skill is determined by the character’s rank. NCOs can only
command their immediate unit; a lieutenant can command
up to a platoon; a captain can command up to a company;

and a major can command up to a battalion. An enlisted
man can attempt to use Command, but only at the base
percentile chance (unless he has spent character creation
points to obtain the skill), and only at the level of his
immediate unit.

Any unattached units encountered in the field can also
be controlled using this skill, as can those whose command-
ing officer is outranked by the character, although characters
should treat this roll as Difficult if the commander they are
attempting to usurp is well-liked by his troops.

Fumble: unit tasks become Difficult until the character
makes a subsequent successful Command roll, or for
1D6+1 combat rounds.

Failure: unit tasks incur a -5% penalty for 1D4 combat
rounds.

Success: the unit acts coherently as directed by the
character.

Special: unit tasks receive a bonus equal to the charac-

ter’s POW for 1D4 combat rounds.

Critical Success: unit tasks become Easy for 1D4
combat rounds.

Attempts to command another type of military force from
the character’s own, for example an Army lieutenant attempt-
ing to direct Navy sailors, is classed as a Difficult skill check.

Comptography (01%)

Computers are in their infancy during World War Two.
These machines are massive calculation engines taking up
entire rooms with their state-of-the-art vacuum tubes and
thyratrons, and require constant upkeep and maintenance.
The Comptography skill permits a character to operate one
of these devices, replacing parts as they inevitably burn
out, and ensuring that calculations are completed correctly.
Should a character have access to one of these rare comput-
ers, a Comptography roll may be made when working on
scientific or cryptographical problems, potentially giving a
bonus to once science, Cryptography, or Mathematics skill
roll. (This permits the cracking of complex or military codes
that would normally be impossible by the use of the Cryp-
tography skill alone. The time taken to crack such codes is
at the Keeper’s discretion.)

Fumble: the character’s attempt to use the computer
has resulted in a fatal error, burning out a number of
essential components. Not only are the computer’s cal-
culations useless, but the machine must be taken offline
for 1D6 days to repair the damage.

Failure: the character fails to deduce any meaningful
insights from the data produced.




Success: the calculations produced by the computer
greatly enhance the character’s project, giving a +10%
bonus to the next science, Cryptography, or Mathemat-
ics skill roll.

Special: the calculations provide great insight into the
project, giving a +15% bonus to the related science,
Cryptography, or Mathematics skill roll. In addition,
the character has discovered new methods for operating
the computer, and may increase his Comptography skill
by +1D6%.

Critical Success: not only has the computer produced
astounding results (+25% next science, Cryptography,
or Mathematics skill roll), but it has also provided a
number of insights that allow the character making the
skill roll to increase his skill by +1D6%.

Cryptography (01%)

This skill deals with the creation, deciphering, and cracking
of codes. A successful roll allows the character to encode or
decode a message but only if the cipher is already known.
It does not allow the character to crack military codes—
after all, huge amounts of time and energy are expended by
entire teams of specialists throughout the war to bring about
such miracles—but the Keeper can allow the breaking of
simple ciphers or poor quality codes. A failed roll results in
an unintelligible transcript, whereas a Fumble results in a
misleading, and potentially dangerously garbled, message
being translated.

Damage Control (15%)

Fires are particularly dangerous on ships and submarines,
and every sailor learns the basic rules of damage control and
emergency repair. Damage Control allows the character to
use fire-fighting equipment and direct others to ensure fires
are quickly brought under control.

Training in this skill also gives the character the ability
to repair critical damage to a vessel under combat condi-
tions to ensure that watertight integrity is maintained. Any
critical damage to a vessel, including hull breaches, can be
temporarily repaired by a successful Damage Control roll,
though the Keeper should treat blocking hull breaches as
a Difficult task.

Fumble: the character’s actions increase the severity of
the damage. Depending on the location of the damage,
the results could be catastrophic for the vessel.

Failure: the character is unable to repair the damage.

Success: the character temporarily repairs the damage
and, in the case of a hull breach, succeeds in blocking
the gap.
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Special: the repair proves sound, and the character is
able to make progress with secondary repairs, giving a
+10% bonus to his next Damage Control roll.

Critical Success: not only does the repair fix the
problem, but the repair is good enough not to need
revisiting afterwards.

Although the term “Damage Control” is specifically used
to refer to such ship-board training and activity, the skill can
be extended to cover similar land-based activities, such as
the protection of large buildings and installations.

Demolitions (01%)

The Demolitions skill covers military or professional train-
ing in the storage, transport, and use of explosives (for
example, dynamite and TNT) in the field to achieve spe-
cific tasks, such as destroying bridges and fortifications, or
immobilising tanks. The ability to defuse a range of explo-
sive devices is also covered by this skill, as is a knowledge of
the use of timers and detonators, including fuse pencils and
other SOE favourites.

If the character has Demolitions at 60% or higher, then
most regular uses of the skill should automatically succeed.
Demolishing massive structures, such as bridges, dams, and
buildings, are Difficult unless the character has access to
accurate plans or blueprints.

Fumble: the explosive goes off while the character is
setting it, or too early in the case of a timed explosion.

Failure: the charge either fails to detonate, or does far
too much (or too little) damage.

Success: the charge does the expected damage. On a
successful Luck roll, any desired and feasible special
effect, for example blowing up a bridge, is also achieved.

Special: the charge does special damage, and any
desired feasible special effect is also achieved.

Critical Success: the charge causes the desired effect,
and ignores any target armour.

For those who have not had the benefit of military or
professional training, the Electrical Repair skill can be sub-
stituted instead with the Keeper’s permission, as described in
the weapons table on p.65 of Call of Cthulhu, Sixth Edition.

Diving (01%)

Although equipment does become available to the public
during the 1930s, enabling the development of private diving
clubs, the use of underwater breathing apparatus for diving
during the Secret War period is sufficiently unusual that it
is not covered by the standard Swim skill. Diving, used in
conjunction with Swim, represents the ability to use breathing
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apparatus for extended diving activities. Under normal cir-
cumstances the character should make a Diving roll on the
way down and one on the way back up to ensure no mishaps
occur, but if engaged in combat any activity must be attempted
at half skill unless a successful Difficult Diving check is made,
including making an attack. The Diving skill gives the charac-
ter experience in emergency procedures while diving, and can
be used to attempt a repair on diving equipment should it fail.

Drive Tracked (10%)

Military characters only. This skill replaces Operate Heavy
Machine with respect to military vehicles, and is the abil-
ity to drive tracked vehicles including half-tracks, mobile
artillery, and tanks in normal conditions. Driving in adverse
conditions such as heavy mud or snow is a Difficult task.

Espionage (01%)

Espionage characters only. This represents the character’s
knowledge of the methods employed in clandestine intelli-
gence gathering and covert operations. This includes evasion
techniques, signalling and counter-surveillance, the use of
dead letter drops and other secret methods for communicat-
ing, as well as training in specific operational requirements
and the concealment of activities in enemy territory. The
Espionage skill can be used for counter-intelligence purposes
to detect likely enemy spy activity, and for employing surveil-
lance techniques to catch them.

Though in peacetime forgery is a crime,
in wartime it is a critical requirement

in the world of espionage.

Pieldcraft (05%)

Military characters only. The Fieldcraft skill replaces Conceal,
Hide, and Sneak skills for military characters, and represents
the basic military skills required to operate in the field, such
as stealth, camouflage, and observation. Characters with the
Fieldcraft skill will know the best way to approach an enemy
position using cover to mask movement, how to cross rivers,
and how to lay down an ambush.

Fieldcraft also represents camouflage techniques, allow-
ing the character to obscure small firing positions and
booby-traps. In addition, it can be used for short-term basic
survival such as foraging and finding shelter.

Tolklore (05%)

Knowledge of the customs, stories, and beliefs of an identifia-
ble area, region or people, such as a particular nomadic tribal
region, the Celts, or the Romany Gypsies. This knowledge is

primarily related to cultural traditions and legends, and can
be used instead of Anthropology to detect the historical pres-
ence of a particular people through carvings and other signs.

Torensics (05%)

Though criminal forensics is still in its infancy compared to
modern techniques, investigators with this skill are trained
to determine facts about incidents based on the scientific
evidence at the scene, while ensuring that evidence remains
uncontaminated. This skill can be used to search for finger-
prints and other hidden evidence at a particular location,
though this process is slow and painstaking so is unsuitable for
quick searches, as it takes many hours to complete properly.

A character using the Forensics skill can learn one
hidden piece of information about an incident scene for
each 1D6 hours spent carefully analysing it. This information
should be factual only, for example identifying the number
of people involved in a gunfight, or finding a fingerprint on
an iron poker at a murder scene. A Critical Success can pro-
vide a second piece of information at the Keeper’s discretion,
while a Fumble indicates the character has contaminated the
scene in his rush to find the evidence.

Torgery (01%)
Though in peacetime forgery is a crime, in wartime it is a
critical requirement in the world of espionage. Every intel-
ligence agency maintains a department of master forgers
capable of reproducing enemy permits, identification papers,
and incriminating documents. Assuming a character has
access to the right materials, or the ability to Scrounge (see
p-93), a successful Forgery attempt allows him to spend 1D6
hours producing one set of papers or one permit. If the docu-
ment being forged is particularly complicated or the character
has had to scrounge the materials then the check is Difficult.

Fumble: the character makes an unrecoverable mistake
while creating the duplicate, and must start again with
new materials.

Failure: the resulting document is good enough to pass
brief inspection, but anyone making a successful Spot
Hidden roll will identify a major flaw in it when used.

Success: the document will pass normal scrutiny, but a
detailed examination will reveal a mistake on a Difficult
Spot Hidden roll.

Special: the document will pass normal scrutiny, and
the character develops a “knack” for producing further
copies, giving a +20% bonus to subsequent attempts at
producing further replicas of this specific document.

Critical Success: the document is a perfect copy, and
even the most detailed scrutiny will fail to identify it as
a forgery.
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Heavy Weapons (15%)

The Heavy Weapons skill represents training in man-port-
able heavy calibre weapons, mostly used for anti-tank or
fire support in combat. Characters with military training
are assumed to have received general training in the use
of a number of weapon types. When choosing a specialisa-
tion, the character may attempt to use other types of heavy
weapon at half his normal skill value, representing his gen-
eral familiarity with these weapons.

Specialisations include: Aircraft Cannons, Anti-
Tank Mines, Anti-Tank Weapons (including Anti-Tank
Rifles, PIAT, Bazookas and Panzerfaust), Flamethrowers,
Light Anti-Aircraft, Light Mortars, Light Cannons, and
Machine Guns.

Hypnosis (05%)

The ability to place individuals into trance-like states during
which they are susceptible to suggestion, which can be used
to control addiction, change habits, and cope with chronic
pain. Attempting to place an individual into a hypnotic
trance requires a skill roll and, despite what the pulp Hol-
lywood thrillers would have you believe, the subject must
be willing, or at least not resisting (a variety of medications
can aid in this respect). Once in a trance, the subject can
be ordered to carry out simple commands, though the hyp-
notist must make a successful Psychology roll to convince
the subject to do something completely against character or
potentially hazardous.

Fumble: the subject in question and the character are
incompatible, and the character cannot attempt to
hypnotise this particular subject ever again.

Failure: though the subject was not hypnotised, the
character may attempt another session after a reasona-
ble amount of time (Keeper’s discretion).

Success: the subject falls into a trance.

Special: the subject falls into a trance and, due to the
strength of the effect, the character may put the sub-
ject into a trance at will in future without making a
Hypnotism roll.

Critical Success: the subject falls into a trance and,
due to the strength of the effect, the character may
put the subject into a trance at will in future without
making a Hypnotism roll. All attempts to persuade
the subject to act against character or in a dangerous
manner are treated as Easy.

Institutional Lore (01%)

Reflects the investigator’s knowledge of the workings and
intricacies of an organisation, usually that to which they
belong, such as a university or government department. This
represents the investigator’s familiarity with their organisa-
tion and the people within it, as well as their standing among
colleagues and their ability to gain access to superiors in
what is still a highly bureaucratic world. Assume the inves-
tigator knows any information that is considered common
knowledge, but for more technical or obscure knowledge a
check should be made.

This skill should also be used when attempting to cut
through red tape or to find the right person to speak to, for
example bypassing the usual bureaucratic chain of com-
mand to gain a meeting with the Head of the Department,
or convincing the postman to let the investigator deliver the
Dean’s mail for him.
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Jury Rig (25%)

You can pretty much guarantee that when something
breaks down, you never have quite the right part or piece of
equipment on hand to fix it. The ability to cobble together
something that will do the job out of the odds and ends you
do have lying around is therefore invaluable. A successful
Jury Rig roll allows the creation of a relatively simple item
out of whatever materials are available, or the ability to use
such materials to repair another damaged or faulty item;
this could be a rickety bridge, a rudimentary fortification,
or even a booby-trap or decoy. Used in conjunction with
Electrical Repair and Mechanical Repair, as long as there are
appropriate components, tools, and maybe even a workshop,
quite sophisticated items of equipment can be jury rigged,
should the occasion demand it. Want to retrofit that cap-
tured Volkswagen with armour plates and a machine gun?
Now you know how!

Mathematics (EDU x2%)

A companion skill to Physics, this represents the ability to
carry out advanced mathematical calculations, and is an
essential weapon in the fight to crack enemy codes. A skill
of 20% allows a person to do calculus and analytic geometry,
while at 40% differential and integral calculus and non-Eu-
clidean geometry become understood. At 60% a character
is capable of creative, innovative mathematical work, and
would no doubt be quickly approached to discuss certain
special projects being investigated in New Mexico. Beyond
90% the character is at ease discussing his theories with Ein-
stein, but is perhaps more susceptible to SAN loss due to the
nature of his work.

Melee Weapon (Various)

For non-military characters, or for military ones who would
not normally receive Close Combat training, Melee Weapon
can be used instead for close-quarters fighting. There are
many different types of melee, or hand-to-hand, combat
weapons available.

Specialisations include: Axe, Club, Knife, Spear, and
Sword, amongst others. The base chance for each specialisa-
tion varies, as shown in Table 21.

Meteorology (10%)

Skill in Meteorology allows a character to predict local or
regional weather conditions for up to three days, provid-
ing they have experience of the area’s weather patterns. As
well as predicting weather conditions, the Meteorology skill
allows the identification of different weather effects, their
cause, and the likelihood of danger presented by them. A
meteorologist would also easily be able to detect any subtle
but unnatural weather conditions, such as unusual fogs or
strangely moving clouds, where others might miss them.

Military Doctrine (05%)

Military characters only. Military Doctrine represents a military
character’s knowledge of the armed forces, including ranks and
insignia, protocols and procedures, and concepts such as mil-
itary strategy and the varying schools of warfare. Characters
can use this skill to know a specific piece of information relat-
ing to military matters, be that the correct chain of command
to approach the Quartermaster General, or the standard pat-
tern of attack for infantry assaulting reinforced emplacements.

Characters can also attempt to use this skill when trying
to cut through red tape or justify actions that would be
considered against regulations. A minor infringement of reg-
ulations would require a Normal skill check, while a major
infraction against them would require a Difficult Military
Doctrine skill check in order to justify it, and reduce it to a
minor infringement; a second skill roll cannot then be made
to reduce this infringement any further. A classic example of
a character with a high Military Doctrine skill would be the
“barrack room lawyer” capable of spouting military regula-
tions to justify any action (or more likely any lack of action)
to superiors.

A Keeper can also use Military Doctrine to identify errors
in plans for battle proposed by the characters. Once a plan
of attack is decided, the Keeper can roll a Military Doctrine
skill test in order to advise the character of potential flaws.

Photo=Interpretation (01%)

The ability to analyse photographic imagery for specific pat-
terns and information, and to glean intelligence from images.
Training in photo-interpretation allows a character to iden-
tify enemy troop positions and other intelligence based on
aerial photography supplied by the RAF on their regular
reconnaissance flights over occupied Europe. Characters with
this skill may make a check to spot concealed enemy forces
and other features of interest from photographs, such as mis-
sile launch sites. In addition, photo-interpretation allows the
detection of faked imagery and alterations to photographs.

Table 21: Melee Weapon

Specialisations

Specialty Base Chance
Axe 20%
Club 25%
Knife 25%
Spear 15%
Sword 15%




Parachute (01%)

Military and Espionage characters only. At the start of the war,
parachuting is still a relatively new concept for the mili-
tary, but by the end of the conflict and the huge landings
in Crete, Normandy, and the Netherlands, it has become
an accepted tool of war. The Parachute skill enables a char-
acter to successfully deploy and land via parachute without
injury. In ideal conditions, a character should only make a
Parachute skill check upon landing to ensure he does not
land badly, or else he suffers 1D6 Hit Points of damage on
impact. A Fumble indicates that not only has the character
landed badly, but he has also come to earth miles from the
intended drop point. In high wind or combat conditions,
a Difficule skill roll is required to land or make significant
course changes. Any actions attempted while parachuting,
such as firing a weapon, are treated as Difficult.

At the start of the war,
parachuting is still a relatively new

concept for the military.

Pilot (01%)
The Pilot skill remains essentially unchanged from that on

p.73 of Call of Cthulhu, Sixth Edition, but the following
specialisations are available to investigators:

Pilot Aircraft—Jet-engine (military only), Multi-prop, Rota-
ry-wing (military only), Single-prop.

Others—Pilot Boat, Pilot Mini-sub (military only), Pilot
Ship, Pilot Submarine (military only).

Perform (05%)

This skill represents a character’s ability to perform in public,
whether musically, acting, dancing or singing, and may rep-

resent a pre-War career on the stage or in radio, television,
or even films. Though the BBC ended all TV broadcasts in
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1939, their radio services kept the morale of the nation afloat
throughout the war, as well as giving the secret services a
channel for communicating with agents overseas. Characters
with this skill and a foreign language are ideal candidates for
undercover work, or as presenters for the many foreign lan-
guage services broadcasting propaganda in occupied Europe.

Radio Operator (01%)

Knowledge of the use of radio transmitting and detection
equipment, as well as the maintenance and repair of radio
sets in the field. Radios have quickly become essential to
ensure combined forces can coordinate on the battlefield,
particularly artillery and air support. Radio Operator can also
be used to attempt to break through enemy radio jamming,
requiring a Difficult roll to successfully transmit for 1D6
rounds through the interference, after which the enemy may
attempt to jam the broadcast again. Radio Operator also per-
mits the use of radar equipment (as it is introduced) for the
detection of enemy aircraft.

As well as radio operation, the skill includes the ability
to understand and transmit Morse Code at a rate equal to
one word per minute per skill percentile.

Naval characters may choose to specialise their Radio
Operator skill in Sonar, allowing them to use sonar equip-
ment to detect enemy ships and submarines. When
attempting to use either radar or sonar, a Radio Operator
skill check must be made, and adjusted to Difficult if the
enemy is attempting to avoid detection (such as in the case
of a submarine).

Fumble: the enemy contact has completely evaded the
radar or sonar detector, remaining hidden from all fur-
ther attempts to locate it, and receiving a +10% bonus
to its first action as it appears from an unexpected loca-
tion to strike.

Failure: the enemy contact has been lost momentar-
ily. The character may make a roll next round in an
attempt to reacquire the target.




GETTING YOUR HANDS DIRTY

Success: the character has detected the enemy, though
must continue to make skill checks each round to
maintain contact.

Special: the character has a solid lock on the enemy
contact which may not evade detection again for the
duration of combat.

Critical Success: the character has a solid lock on the
enemy contact which may not evade detection again.
Any attacks against the target receive a +20% bonus
for their first strike due to the character’s excellent
tracking skills.

Ride Motorcycle (15%)

Provides skill in the operation of motorcycles and motorcy-
cle-sidecar combinations.

Rifle Grenade (15%)

This skill should be used for the indirect or direct fire of
grenades launched using a rifle attachment, such as the
American 22mm rifle grenade compatible with the M1
Garand and Carbine, and the M9A1 High Explosive Anti-
tank grenade. This is the period equivalent of the modern
skill Grenade Launcher.

Rope Use (10%)

Though the days of sailing ships with hundreds of yards of
rope securing their sails are long gone, every sailor knows
how to tie off a rope. Rope Use gives the character the
ability to tie different types of knot, and make use of ropes
for securing and restraining others, as well as knowing how
to get out of such restraints themselves. Characters with
this skill can use it to construct makeshift winches and lifts
between ships.

Sabotage (05%)

Espionage characters only. The knowledge and techniques
required to sabotage equipment and vehicles, with or with-
out explosives. A successful Sabotage roll indicates that
the user knows how to disable the equipment or vehicle
without explosives. It also indicates the best course for
maximum damage or delay, and can aid a Demolitions or
Combat Engineer skill check in doing greater damage or
being more effective.

Fumble: the character is discovered in the act of sabo-
taging his target.
Failure: there is little or no damage caused to the target.

Success: the target is disabled for 1D4 days.

Special: the target is disabled for 1D4 weeks.

Critical Success: the target is permanently disabled.

Scrounge (10%)

This is a survival skill particularly useful in inhabited areas. A
successful roll allows the character to “rustle up” food, small
quantities of fuel, and maybe even some useful tools, through
a variety of techniques: stealing, bartering, or otherwise appro-
priating (or rather misappropriating) items found nearby.
Scrounge can also be used in conjunction with other skills,
such as Mechanical Repair and Jury Rig, if specific materials
need to be found in order to carry out essential repairs.

This is not a skill for surviving in the great outdoors, as
it relies on having at least some degree of civilisation in the
vicinity to be able to scrounge off. Only items which might
conceivably be available in that particular locale can be
scrounged. You are just not going to find a wedding dress on
the Normandy beaches—unless you know exactly the right
people to ask, of course...

ski (05%)

Training in the use of skis for downhill skiing, long-distance
travel over snow, and knowledge of correctly maintaining
equipment. With limited training, most people can ski in
normal conditions, requiring one Ski roll for each hour of
travel, though terrain and weather conditions may require
additional rolls. In combat situations, a character attempt-
ing to do anything other than ski must make a Difficult ski
roll in order to carry out another activity, such as shooting
a weapon. A Fumble result means the character has fallen
during his attempt to manoeuvre and risks injury, requiring
a successful Jump roll to avoid suffering 1D10 damage.

Spotter (05%)

Military characters only. The Spotter skill represents a char-
acter’s ability to work out firing coordinates for long-range
weapons.

The Spotter skill has the following specialisations:

Firing Solutions (naval artillery)—Long range weapons,
both direct and indirect fire, are affected by a number of fac-
tors, including wind speed and direction, distance, and even
the curvature of the Earth. At sea, they are also affected
by a vessel’s bearing and speed. As a result, considerable
calculations are required to ensure accurate targeting. A
character can calculate a firing solution for a specific loca-
tion or vessel, and attempt to use this solution to decrease
the range of one Artillery attack against that location or
vessel by one band.

Forward Air Control—allows a character to direct friendly

aircraft to attack ground targets without endangering allied




troops. If the Keeper rules that air support is available at
any time, a map and radio-equipped character can direct air
attacks against enemy positions. Low visibility conditions
increase the difficulty of this to Difficult. Success indicates
that the air strike hits true.

Forward Observer (land-based artillery)—provided they are
in contact with the firing battery or its fire control, a forward
observer can attempt to adjust friendly fire. For each round
of fire, the forward observer can report and adjust the fire
coordinates by making a successful skill check. Each round of
fire that is successfully adjusted increases the accuracy of the
artillery fire by 5% up to the limit of the forward observer’s
skill. If the skill check is failed, the artillery has fired off-tar-
get. A forward observer can also attempt to call friendly fire
on a position if he is able to observe the target. A skill check
must be made to successfully relay the target coordinates.
Once fire has arrived, the forward observer can attempt to
adjust the target co-ordinates as above.

surgery (01%)

The advances in medical technology made in the 20th
Century have greatly increased the survival rates for men
wounded in battle. All armies now field surgeons among
their medical personnel, working in makeshift tent hospitals
behind the frontline treating the worst injuries inflicted by
the war. Characters with the Surgery skill are able to perform
surgical procedures, often under combat conditions, to save
the lives of the injured. Performing a surgical procedure at
a field hospital is a Normal difficulty task, while attempting
to perform a procedure under withering machine gun fire on
Omaha Beach is a Difficult task, to say to least.

Survival (01%)

Knowledge relating to survival techniques for hostile and
extreme environments, including how to dress, find shelter,
safety techniques, hunting, foraging, and basic treatment of
associated medical problems (such as frostbite or malaria).
This skill is only applicable if the character’s survival is
threatened by the environment, such as by a lack of water,
food, or shelter.

When training in the Survival skill, the character should
specify the type of environment he has been trained to oper-
ate in from Arctic, Desert, Temperate, Tropical, or Mountain.
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Tactics (01%)

Military characters only. The Tactics skill allows a character
to understand the ebb and flow of battle, and to choose his
actions accordingly. The use of Tactics affects a wide vari-
ety of skills, including the choice of which weapon to use
and where the character positions himself on the battlefield;
attempts to use such skills without first using Tactics are
automatically Difficult. Predominantly working at an individ-
ual level, Tactics can only affect larger troop numbers when
combined with the Command skill.

Fumble: the character’s appalling tactical appraisal of
the situation gives his combat tasks a -25% penalty for
1D4 combat rounds.

Failure: the character’s flawed understanding gives his
combat tasks a -10% penalty for 1D4 combat rounds.

Success: the character is able to make an adequate
tactical assessment, and his combat tasks are performed
systematically in accordance with his tactical goals.

Special: the character gains valuable tactical insight
from his reading of the situation, providing a +10%
bonus to his combat tasks for 1D4 combat rounds.

Critical Success: the character makes sound and effec-
tive tactical decisions, providing a +25% bonus to his
combat tasks for 1D4 rounds.

The advances in medical made in the
20th Century have greatly increased the

survival rates for men wounded in combat.

Teach (10%)

This skill represents the character’s ability to impart knowl-
edge of a skill to another person. To teach a skill, the
character must have twice the student’s skill percentage, or
a skill rating of 50% (whichever is lower) in order to have
the necessary ability to train it. A successful teaching session
takes 1D3 days, and imparts one skill advance check to the
student in the chosen skill.

Telephony (01%)

The ability to operate and repair telephone equipment,
particularly field telephones and telephone exchanges. Knowl-
edge of this skill allows a character to redirect telephone
signals through an exchange, listen in on calls, and make
basic repairs and maintenance checks to telephone handsets
and exchanges. Characters with this skill may also attempt
to place listening devices in telephones, and will be able to
recognise the sounds of a telephone that has been bugged.




Theology (05%)

Theology is the study of the divine, and particularly the use

of analysis and argument to help understand and develop
religious theories. Characters trained in theology should
specify the religion they have theological training in, and
have an understanding of the doctrines, history, dogma, and
teachings of their chosen religion. Characters can also use
this skill to conduct services, assuming they are ordained
ministers of their religion. Academic theologians may not
conduct religious services, tending to be historians or archae-
ologists with an interest in religious matters.

Characters with the Theology skill are likely to know
more about other faiths than the average man, and receive
half their skill for theological investigations of similar reli-
gions (Islam, Christianity, and Judaism all share certain
similarities, while Buddism and Hinduism share a geograph-
ical and cultural basis).

Torpedo (01%)

Military characters only. The Torpedo skill provides the
knowledge necessary to maintain, load and fire naval tor-
pedoes, both from submarine firing tubes and ship-mounted
torpedo launchers. Torpedoes in this era are unguided weap-
ons aimed and fired by sight, making them highly inaccurate
weapons, though the use of the Spotter (Firing Solutions)
skill can greatly increase the chances of hitting a target.

Firing a torpedo from a stationary vessel (either subma-
rine or surface) is a Normal task; firing while moving is a
Difficult task.

The Torpedo skill may be used to attempt to defuse unex-
ploded torpedoes, though this should always be considered a
Difficult task. Refer to the Combat Engineering skill for rules
regarding defusing explosive devices.
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Che Savage Lractice of War

“#You have to learn the rules of the game. 2nd then pou have to plag better than angone else.”
- Albert Ginstein

ﬂ""ﬁ . In Chapter 5: Your Country Needs You! we

3(5 J looked at how to create a player character for

Achtung! Cthulhu using the Call of Cthulhu,

Sixth Edition rules. In this chapter, we explore the mechanism

for building an investigator using Pinnacle Entertainment’s
Savage Worlds system.

THE TRAINING
PROCESS

Creating a character for Savage Worlds: Achtung! Cthulhu
is easy—Ilike all good new recruits, you just need to follow the
drill (described below). You will also need a copy of either the
Savage Worlds Deluxe or Savage Worlds Deluxe: Explorer’s
Edition rulebook; in particular Chapter 1: Characters. If you
have created a Savage Worlds character before, many of the
following steps will be familiar to you, although there are
some additional new ones specific to the Secret War setting.

l. Race

Every investigator in Achtung! Cthulhu is human. All
investigators receive a free Edge during character creation,
but remember that the character must meet the requirements
of the Edge to qualify for it.

NATIONALITY
You can choose your nationality from any of the Allied
Nations. If you do not know which nationality you want to
play you can, with the permission of your Game Master, roll
on one of the relevant Nationality tables on p.50. The Game
Master (referred to elsewhere in this book as “the Keeper”)

may have a specific country (or countries) in mind for your
campaign, so be sure to check that your choice is compatible
with that.

2. Role
CHOOSE A SERVICE

If you want your hero to be in the military, decide if he is in
the Army, Navy, Air Corps, or Marines. Again, your Game
Master may require your character to be in a specific service
to better fit the proposed campaign.

In the world of Achtung! Cthulhu, civilians with spe-
cialised knowledge can be drafted into the armed forces to go
on desperate missions, often behind enemy lines. If you want
to play one of these brave souls, then you do not have to
choose a military service. This is also the case if your Game
Master plans on running a Home Front campaign.

CHOOSE A MILITARY OCCUPATIONAL

SPECIALTY (MOS) OR A CIVILIAN OCCUPATION
Within your service branch, decide what job your character
performs (see p.98). Alternatively, you may choose a civilian
occupation, which gives you handy skills important to the
Secret War.

ol raits
ATTRIBUTES

Next, define your hero’s attributes in the same way you
would for any other Savage Worlds game, with each attribute
die type starting at a d4. Keep in mind that some military
specialties require minimum starting attribute levels.
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SANITY
Those who face the mind-blasting terrors of the Mythos are
often pushed over the edge. When this occurs, a variety of
unpleasant consequences can follow. The Sanity statistic is
a derived trait that lets you monitor your character’s mental
health and wellbeing.

An investigator’s starting Sanity is 2 plus half his Spirit
die type, unless modified by Edges and Hindrances. As a
character faces the horror of war (and worse) his Sanity may
fluctuate. If a character increases his Spirit after character
generation, it also increases his current Sanity by one point.

Sanity can also go down, of course. This can eventually
lead to a Section 8 or worse. The Game Master has more
information on Sanity in the Savage Worlds sections of Ach-
tung! Cthulhu: the Keeper’s Guide to the Secret War.

SKILLS
In Savage Worlds: Achtung! Cthulhu, starting investiga-
tors get 15 points for skills as usual. However, you must take
certain skills that are determined by your character’s service
branch and/or job specialty.

The Game Master may allow characters that have
not undergone basic training to be drafted into the mili-
tary because they possess certain particular skills and/or
knowledge. In the world of Achtung! Cthulhu, an elderly
professor of folklore and mythology could certainly find
himself parachuting (albeit reluctantly) behind enemy lines
on a mission which could save hundreds from dying scream-
ing in mortal terror.

Basic Training: to ensure that every soldier, sailor,
airman, and marine has the basic skills needed to function
in the military, every recruit goes through Basic Training.
Record the Basic Training skills appropriate to your service
branch and pay the costs to purchase them. Civilian draftees
do need not to complete basic training.

MOS Training: once you have purchased your Basic
Training skills, take any skills required by your MOS or civil-
ian occupation.

Spend Extra Points: leftover skill points may be spent
as usual, and can be used to reflect the character’s life prior
to armed service.

Those who face the mind=blasting
terrors of the Mythos are often
plunged over the edge.

4, Edges & Hindrances

As mentioned above, all starting characters begin play with
one free Edge of their choice. Some Edges go particularly
well with a given MOS; these are listed as Useful Edges, but
you are not required to take them if they do not fit with your
character concept.

You may also take one Major Hindrance (worth 2 points)
and two Minor Hindrances (worth 1 point each). If you do
take any Hindrances, you can use the points gained from
them for the benefits listed below:

For 2 Hindrance points you can:
e Raise an attribute one die type.
e Choose an Edge.

For 1 Hindrance point you can:
¢ Gain another skill point.

5. Rank
(Military Characters Only)

All military personnel have a rank (or rating). Unless your
Game Master says otherwise, or if you have not bought
the Rank (NCO) or Rank (Officer) Edge, your character’s
starting rank cannot be higher than Corporal (or Leading
Seaman in the Royal Navy). See the table on p.70 for the
relevant ranks for each service.

If a squad has two officers of the same rank, the two play-
ers must decide which is senior (often decided by the earliest
enlistment date).

6. Gear

The basic gear issued to military investigators varies greatly
from country to country, but unless the Game Master says
otherwise, your character is issued his uniform, a bedroll,
mess kit, and a basic weapon (with ammunition usually
handed out at the front as needed).

Any additional equipment required by your MOS is
listed in its description on the following pages.

Shipboard Navy personnel generally do not have per-
sonal firearms while on duty. When necessary, firearms are
issued from a shipboard arms locker. These weapons include
the standard small arms (rifles, pistols, submachine guns, and
light machine guns) used by that particular country.

Air Corps personnel, if armed, will generally have the
standard issue pistol for their country.

Civilian characters have the gear necessary to carry out
their chosen profession, with the Game Master’s permission,
and/or whatever is listed as part of the Gear associated with
the relevant Occupation Package.

All characters have $50 worth of personal gear or cash as
well, unless otherwise stated.

7. Background

Finally, it is time to come up with a history for your char-
acter. Where is he from? What did he do before the war?
What about his family? What kind of personality does he
have? If he is in the military, was he drafted or did he volun-
teer?! Some of the answers to these questions could help you




choose what service your character goes into and even what
job he might end up doing.

As an extra touch, you can also use the tables found on
pp-52-58 to determine how and when your character first
encountered the Cthulhu Mythos. These are for flavour
only—if you want them to have an in-game benefit for your
investigator, then you will need to buy the Mythos Exposure
Background Edge.

SERVICE BRANCHES
& MOS/CIVILIAN

OCCUPATION PACKAGES

If a character has joined the military, his service branch
determines the basic skills he is taught as well as the particu-
lar jobs available to him. Start with Basic Training and make
sure that your character meets the stated Attribute and Skill
Requirements. If no die type is listed, the character must
have at least a d4 in the associated skill.

Gear is the equipment an investigator has (if civilian),
or has been issued with (if military), under normal circum-
stances. Note that “normal circumstances” can vary greatly by
nation and campaign. Russian soldiers recruited for Stalingrad,
for example, are lucky to get a weapon. They almost certainly
won'’t be issued uniforms, bedding, gas masks, and so on.

After “passing” Basic Training, move on to your char-
acter’s particular Military Occupational Specialty (MOS).
The MOS packages here are provided as a quick way to
make up characters who are likely to be on the frontlines.
There are, of course, more occupational specialties within
the military than listed here, but most of those are in sup-
port or administrative roles that don’t typically have a
presence on the battlefield.

If your investigator is not in the armed forces, then move
straight on to choosing a Civilian Occupation, unless he has
been seconded by the military and has been put through
Basic Training in preparation for a covert operation (Game
Master’s discretion).

BASIC TRAINING

Army, Commandos & lMarines

The Army is usually the backbone of a nation’s military. In
World War Two, armies swell to tremendous size—millions
and millions of men (and a fair number of women, particu-
larly in the Soviet Union) serve in the Axis & Allied armies.

e Attribute Requirements: US Marines and UK Com-
mandos require a d6+ in Spirit.

e Skill Requirements: Fighting, Shooting.

e Basic Gear Issue: steel helmet, bayonet or knife, web
gear (web belt, suspenders, 4 ammo pouches), backpack,
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bandage, mess kit, canteen, gas mask, entrenching tool,
spare uniform, boots (or shoes with leggings), 4 pairs socks,
bedroll, rain poncho, single-man tent. Total Weight: 461bs.

Navy
Naval forces during the war literally decide the fate of
nations. They ferry vital materiel and armaments across the
oceans, bring massive firepower to bear on coastal targets,
and deliver waves of marines to distant and bloody shores.

e Attribute Requirements: Agility d6+.

e Skill Requirements: Boating, Shooting, Swimming.

¢ Basic Gear Issue: duffle bag, spare uniform, and shoes.
Steel helmet, life preserver, flak jacket (usually worn
when topside during battle). Total Weight: 351bs.

Air Corps

Military air forces come into their own in World War Two.
Bombing raids cripple production and massed troop for-
mations, while airdrops of army paratroopers secure vital
targets, such as the crossroads beyond Normandy on D-Day.
Strafing fighter planes also take care of the constant thorn
in the army’s side—the much tougher German tanks—by
destroying them from above. Truly, whichever side has air
superiority (barring poor weather) has a massive advantage.

e Attribute Requirements: Smarts d6+.

e Skill Requirements: Repair, Shooting.

¢ Basic Gear Issue: leather flight helmet, goggles, oxygen
mask, spare uniform, flight jacket, boots or shoes, elec-
trically heated suit, leather flight suit (jacket, trousers),

shoulder holster, life preserver, survival kit, knife, para-
chute. Total Weight: 631bs.

OCCUPATIONAL

PACKAGES

Listed below are the most common Occupational Packages
available to characters in the Achtung! Cthulhu setting.
This list includes both civilian and military occupations
(marked with “CO” and “MOS”, respectively), but is in no
way designed to be exhaustive, so please feel free to create
exactly the character you want to play if you cannot find it
here—as long as your Game Master agrees, of course.

You will find a series of tables on pp.51-52 which will
allow you to randomly roll up an occupation for your char-
acter if you wish to.

Airecrew (MOS)

Large planes need more than just a pilot to operate properly;
they need bombardiers, navigators, and gunners. All know
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the ins and outs of several types of planes, including their
weapon systems and basic piloting controls. They have prob-
ably never actually piloted a plane themselves but potentially
could, in a pinch.

e Attribute Requirements: Smarts d6+ (bombardiers,
navigators).

¢ Recommended Skills: Knowledge (Aircraft Systems,
Bombardier, Navigation), Notice, Shooting.

o Useful Edges: Alertness, Bullseye, Jump Qualified, Killer
Instinct, Pickle Barrel, Steady Hands, Mechanically
Inclined.

e Special: characters starting play as bombardiers or nav-
igators must take the Rank (Officer) or Rank (NCO)
Edge (depending on their service and nationality) during
character creation.

e Gear: bomber crews may also wear flak jackets and steel
helmets if they care to bear the extra weight.

Antiquarian (CO)

Antiquarians collect and study ancient objects, manuscripts,
and civilisations, preferring to deal with the past rather than
the present. Trading in antiquities is the closest an Anti-
quarian ever comes to getting his hands dirty. The current
conflict could lead to grave difficulties in indulging the Anti-
quarian’s passion for collecting, as one by one the countries
of the world batten down the hatches against the impending
storm. The book burnings in Germany are a cause of particu-
lar distress to the Antiquarian.

e Attribute Requirements: Smarts d8+.
¢ Recommended Skills: Knowledge (History), Investiga-
tion, Notice.

e Useful Edges: College Boy, Connections, Linguist,
Scholar.

e Special: none.

e Gear: Antiquarian characters have $500 (Game Master’s
discretion) to purchase their equipment and belongings.

Artist (CO)

Skilled in capturing reality and recording it in his own par-
ticular medium, the Artist has to make good use of other
skills besides his artistic ones if he intends to keep up with
more mundane things, like the rent and the grocery bills.
Although war means there is likely to be less money around
and wealthy patrons harder to come by, there is always the
opportunity to act as a war artist. [t may not be glamorous,
but it’s a steady income.

e Attribute Requirements: none.

¢ Recommended Skills: Investigation, Knowledge (Psy-
chology), Notice, Persuasion.

e Useful Edges: Alertness, Charismatic, Steady Hands.

e Special: none.

e Gear: camera, rolls of film, art materials (paints, brushes,
canvasses, etc.).

Army Rangers/Commandos/

First Special Service
Torce (MOS)

The best of the best, the elite fighting forces of the allied war
machine. The British Commandos are first formed in 1940,
and the US Army Rangers in 1942. These special forces
are given the toughest missions, often behind enemy lines,

where they are usually outnumbered and outgunned.




The First Special Service Force is a combined Canadian/
American unit trained in winter and mountain warfare.

e Attribute Requirements: Agility d6+, Smarts d6+, Spirit
d6+, Strength d8+, Vigor d8+.

¢ Recommended Skills: Fighting, Shooting, Stealth,
Survival.

e Useful Edges: Alertness, Commando, Danger Sense,
Woodsman.

e Special: none.

¢ Gear: none.

Artilleryman (MOS)

Artillery can be the infantryman’s best friend (or his worst
enemy). Artillerymen are members of an artillery unit or
mortar section, and serve on a gun or mortar crew. They
know how to limber and unlimber (set up and take down)
the weapon, as well as how to load, aim, and fire it.

e Attribute Requirements: Strength d6+.

e Skill Requirements: Driving, Knowledge (Artillery),
Repair.

e Useful Edges: Mechanically Inclined.

¢ Special: none.

e Additional Gear: none.

Aviator (CO)

You do not need to be in the military to learn how to fly.
The sky calls to many adventurous men and women before
the war, and they make their way across it with wit and skill.
Many of these daring souls have now been seconded to the
war effort, where their talents can make all the difference.

e Attribute Requirements: Agility d6+, Smarts d6+.

¢ Recommended Skills: Knowledge (Navigation), Notice,
Piloting.

e Useful Edges: Ace, Alertness, Connections, Mechani-
cally Inclined.

e Special: none.

¢ Gear: none.

Black Marketeer (CO)

The war is a time of want and opportunity, both on the
warfront and back at home. The black marketeer provides a
valuable service to those who are struggling to get hold of the
bare necessities, let alone any luxury items. A black market-
eer is part thief, smuggler, gambler, and entrepreneur, and is
constantly on the wrong side of whatever passes for the law.

e Attribute Requirements: Agility d6+, Smarts d6+.
e Recommended Skills: Fighting, Gambling, Lockpicking,
Persuasion, Stealth, Streetwise.
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e Useful Edges: Alertness, Charismatic, Connections,
Scavenger, Thief.

¢ Special: none.

e Gear: lockpicks, $500 worth of contraband stored some-
where safe.

Boffin (CO)

During wartime, technology advances quickly. With the tre-
mendous budgets and the full power of modern economies
bent towards creating war-winning technologies, there is
more than enough work for the nations’ brain-trusts. Occa-
sionally, this work even leads scientists to the frontlines.

e Attribute Requirements: Smarts d8+.

¢ Recommended Skills: any Knowledge, Investigation,
Notice.

e Useful Edges: College Boy.

e Special: none.

e Gear: Boffin characters have $500 (Game Master’s dis-
cretion) to purchase their equipment and belongings.

Artillexry can be the infantr;man’s best

friend (or his worst enemy).

Clergyman/Doctor/Drivexr/
Parmer/Labourer/ Nurse/
Secretary (CO)

Civilian characters can be anything from blue-collar fac-
tory workers to housewives, doctors, politicians, or company
executives. This is a catch-all package which covers any
of the civilian occupations not covered elsewhere, such as
doctor, labourer, or secretary.

e Attribute Requirements: Str d8+ (Labourer).

¢ Recommended Skills: any, but one should be related
to your profession. A doctor, for instance, should take
Healing.

e Useful Edges: Ace (Driver), Beast Bond (Farmer),
Brawny (Labourer, Farmer), Connections (Clergyman),
Healer (Doctor/Nurse), Investigator (Secretary), Scholar
(Clergyman).

¢ Special: none.

e Gear: civilian characters have $200 (Game Master’s
discretion) to purchase their equipment and belongings.

Comptographer (CO)

Though in their infancy, electromechanical code-breaking
machines and computers have arrived by the 1940s in one
form or another, including the German Z3 and the British
Colossus. Specialists are required to program the settings and
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retrieve information vital to the war effort. This is the role
of the Comptographer.

e Attribute Requirements: Smarts d6+.

¢ Recommended Skills: Foreign Languages, Investigation,
Knowledge (Cryptography), Notice, Persuasion, Repair.

o Useful Edges: Alertness, Connections, Investigator, Lin-
guist, Mechanically Inclined.

e Special: none.

e Gear: none.

Detective/Policeman/
Private Eye (CO)

The bobby on the beat, the patrolman, the uniformed foot
soldier of the law enforcement world, the Policeman knows
his patch, helping to detect and prevent what may seem
like petty offences in a time of war, but are still crimes,
nevertheless.

Detectives are plain-clothed officers of the law, but no
less dedicated to maintaining order in the war torn streets of
Europe and beyond.

The Private Eye is often an ex-cop or a moonlighting
police detective, who essentially does the same job as the
police but without the authority or the back-up enjoyed by
his official cousins.

e Attribute Requirements: none.

¢ Recommended Skills: Intimidation, Investigation,
Knowledge (Law), Notice, Streetwise.

o Useful Edges: Alertness, Fleet Footed, Investigator.

e Special: none.

e Gear: truncheon, revolver, whistle.

Diver (MOS)

Most navy ships carry dive-trained sailors to search flooded
compartments, or to clear mines and other obstructions.
Divers use standard hard-helmet diving dress or self-con-
tained breathing apparatus—early breathing apparatus gear
has been available since 1900. This is a closed-circuit breath-
ing device, or re-breather, that scrubs carbon dioxide and
recycles oxygen. Re-breathers have a longer duration and
are more easily available than the open-circuit breathing sets
that appear towards the later stages of the war.

e Attribute Requirements: Agility d6+.

¢ Recommended Skills: Fighting, Knowledge (Demoli-
tions), Notice, Swimming.

o Useful Edges: Demo Man, Frogman, Squid.

e Special: none.

e Gear: diving gear.

I
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Engineer (CO/MOS)

Combat engineer characters are usually attached to the
HQ unit and sent out on missions as necessary. They know
how to handle common construction tasks and demolitions
(including setting and disarming charges of all kinds).
Engineers are also the backbone of the Navy; without their
hard, frequently back-breaking work, ships would often
flounder and be left to drift with the currents.

e Attribute Requirements: Smarts d6+.

e Skill Requirements: Knowledge (Demolitions), Knowl-
edge (Engineering), Repair.

e Useful Edges: Demo Man, Jury Rig, Mechanically
Inclined.

e Special: none.

¢ Additional Gear: toolkit.

Intelligence Operatives
(Various)
MI5 is Britain’s internal security and counter-intelligence
department and its operatives work closely with the Police

Force and Special Branch, hunting down foreign agents and
saboteurs. Occasionally the Operative’s work will take him




overseas, particularly to the colonies, which have become a
hotbed of enemy espionage activity.

The FBI Agent, famous from the war against organised
crime and bootlegging (during prohibition), operates mostly
in the United States and Latin America, but during the war
fulfils the same function as the MI5 Operative.

MIG6 is Britain’s foreign intelligence service, and its
operatives can be found in His Majesty’s embassies around
the globe or working their contacts on the streets of for-
eign cities, gathering intelligence and engaging in acts of
espionage, whilst constantly evading the attention of enemy
counter-intelligence agents.

Military Intelligence Officers are directly attached to one
particular branch of the service (army, air force, or navy) and
endeavour to provide their commander in the field with the
very best information possible. They collate intel gathered
by patrols and photo-reconnaissance, eavesdrop on wireless
transmissions, and interrogate prisoners of war.

The Special Operations Executive (and its American
counterpart, the Office of Strategic Services) worked closely
with the various resistance groups to “set Europe ablaze”,
sabotaging enemy transport, spreading propaganda, and
assassinating prominent Gestapo officers. Life for an oper-
ative is stressful and often short; each knock on the door
could lead to capture and execution.

e Attribute Requirements: Smarts d6+.

e Recommended Skills: Intimidation, Investigation,
Knowledge (Cryptography), Knowledge (Espionage),
Notice, Stealth, Streetwise.
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e Useful Edges: Connections, Demo Man (OSS/SOE),
Investigator, Linguist (MI6, OSS/SOE), Strong Willed.

¢ Special: none.

e Gear: false papers if operating in a foreign land.

Toot Guards (MOS)

Some of the oldest infantry regiments of the British Army
are the Foot Guards: the Grenadier Guards, the Coldstream
Guards, the Scots Guards, the Irish Guards, and the Welsh
Guards. Guardsmen have a reputation for doing things by
the book, having a smart appearance no matter what the
conditions, and of being expert marksmen. The Irish Guards
are a preferred regiment for Roman Catholic officers.

e Attribute Requirements: Agility d6+, Vigor d6+.
¢ Recommended Skills: Notice, Throwing.

e Useful Edges: Charismatic, Marksman.

e Special: none.

e Gear: none.

Infantryman (MO0S)

The infantry’s job is to close with and destroy the enemy via
fire and manoeuvre. At least, that is what all the books say;
most just want to survive the war in one piece and go home.

e Attribute Requirements: none.

¢ Skill Requirements: Notice, Throwing.

e Useful Edges: Infantrymen need all the Combat Edges
they can get!

e Special: none.

e Additional Gear: none.

Medic (MOS)

Whereas most people on a battlefield are concerned with
putting holes in other people, the combat medic is concerned
with patching them up. Medics should be unarmed, but some
do carry weapons. Note that the United States Marine Corps
does not have medics of its own; the US Navy provides
medics, called “corpsmen”, to US Marine combat units.

e Attribute Requirements: none.

¢ Skill Requirements: Healing, Knowledge (Medicine),
Notice.

e Useful Edges: Fleet-Footed, Healer, Medic.

¢ Special: none.

e Additional Gear: field medical kit.
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Merchant Navy/Marine/
Navy Sailor (CO/MOS)

Plying the waters of the world, be they rivers, lakes, or
oceans, the civilian sailor has a difficult and dangerous job,
one that has only been made worse by the outbreak of war,
roaming U-boat packs, and merchant raiders.

The Navy sailor is no less beset by difficulty than his
civilian counterpart but, without him, the world’s military
fleets would be well and truly like a boat without a paddle.

e Attribute Requirements: none.

¢ Recommended Skills: Boating, Climbing, Notice,
Repair, Swimming.

o Useful Edges: Ace, Connections, Jury Rig, Mechanically
Inclined, Steady Hands.

e Special: none.

¢ Gear: toolkit.

Musician/Entertainer (CO)

Before the war you were an entertainer and a musician.
Maybe you had some success and found a modicum of fame
and fortune, but now the war has put that all on hold. Today,
you use your talents to improve your comrade’s morale and
get them through the bad times.

e Attribute Requirements: none.

¢ Recommended Skills: Knowledge (Psychology), Notice,
Persuasion.

o Useful Edges: Attractive, Charismatic, Command.

¢ Special: none.

¢ Gear: musical instrument.

News Correspondent (CO)

Wars have been won and lost by the morale and will to fight
of the public back home. The News Correspondent must
tread the fine line between propaganda and providing solid
information for those on the home front. The wartime jour-
nalist must know when to pursue a story and when to let it go.

e Attribute Requirements: Smarts d6+.

¢ Recommended Skills: Notice, Investigation, Persuasion,
Stealth.

e Useful Edges: Alertness, Charismatic, Connections,
Investigator, Steady Hands.

e Special: none.

e Gear: camera, notepad.

Parapsychologist (CO)
Since the Society for Psychical Research came into exist-

ence in 1882, there has been a great deal of investigation
into the world of the paranormal by both amateurs and
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academics alike. The Parapsychologist is one of these
researchers, attempting to find the truth behind unexplained
phenomena, as well as debunking fake mediums. He may use
scientific methods, like the researchers at Duke University,
or prefer to go into the field to witness these strange occur-
rences up close and personal.

e Attribute Requirements: Smarts d6+.

¢ Recommended Skills: Investigation, Knowledge (Psy-
chology), Knowledge (Occult), Notice, Repair.

e Useful Edges: Alertness, Investigator, Scholar.

e Special: none.

¢ Gear: none.

Paratrooper/
US Airborne (MO0S)

Airborne paratroopers are trained in the use of parachutes to
get them into battle. Paratroopers undergo far more difficult
training than standard grunts as they are expected to drop
deep behind enemy lines and operate with little to no support.

e Attribute Requirements: Strength d6+.

e Skill Requirements: Notice, Stealth, Throwing.

e Useful Edges: Paratroopers must take the Jump Quali-
fied Edge.

e Special: none.

¢ Additional Gear: none.

Partisan/
Resistance Agent (CO)

N

Resistance movements spring up in nearly all of the coun-
tries occupied by the Axis powers during the war. Some, like
the French Resistance, are an active and major part of the
Allied war effort, providing valuable intelligence to US and
British planners.

Resistance agents also sabotage roads, bridges, and
depots, thus tying up large quantities of enemy resources.
Some even carry out assassinations that, at least temporarily,
cripple Axis operations, although often at a terrible price.

The Resistance Agent operates undercover, maintaining
the identity of a cowed member of an occupied people when
dealing with the Axis. The Partisan has totally abandoned
the life he once led and has taken to the hills, living a life of
lawlessness and banditry.

e Attribute Requirements: none.

e Recommended Skills: Knowledge (Espionage), Notice,
Shooting, Stealth, Streetwise (if from an urban area),
Survival (if from a rural area).

e Useful Edges: any.

e Special: none.

e Gear: rifle or pistol appropriate to theatre, knife, $200 to
purchase personal equipment and belongings.




Phantom (MOS)

The GHQ Liaison Regiment, Phantom, is a secret reconnais-
sance unit involved in gathering and disseminating accurate
real-time battlefield intelligence.

e Attribute Requirements: Smarts d6+.

¢ Recommended Skills: Driving, Knowledge (Cryptogra-
phy), Knowledge (Communications), Repair, Stealth,
Survival.

e Useful Edges: Ace, Fleet-Footed, Mechanically Inclined.

e Special: none.

¢ Gear: none.

Pilot (WOS)

A pilot is one of the most highly skilled members of his
nation’s military forces. He might fly bombers or fighters,
but either way, he has worked hard to get his wings. He is
responsible for everyone aboard his craft, and knows that the
payloads he delivers are vital to his nation’s survival.

e Attribute Requirements: Agility d6+, Smarts d6+.

¢ Skill Requirements: Notice, Piloting, Knowledge (Bom-
bardier) for single seat aircraft pilots, optional for bomber
pilots; Knowledge (Navigation) for single seat aircraft
pilots, optional for bomber pilots.

e Useful Edges: Ace, Alertness, Bullseye, Killer Instinct,
Jump Qualified, Pickle Barrel, Mechanically Inclined.

e Special: characters starting play as pilots must take the
Rank (Officer) or Rank (NCO) Edge (depending on
their service and nationality) during character creation.

¢ Additional Gear: some fighter pilots may use early model
“G-suits”.

The professor is nevertheless an expert in

his field, even if he sometimes struggles

to get his point across.

Professoxr (CO)

Often in the possession of a teaching or tenure position at
a college or university, the Professor is steeped in academic
lore. Usually of a less “hands-on” nature than the Boffin,
the professor is nevertheless an expert in his field, even if he
sometimes struggles to get that point across to his students.
Many Professors are actively sought by the Intelligence Ser-
vices at the outbreak of war, either to act in an advisory
capacity or to run intelligence units.

e Attribute Requirements: Smarts d8+.
¢ Recommended Skills: Investigation, Knowledge (Vari-
ous), Persuasion.

e Useful Edges: College Boy, Connections, Investigator,
Scholar.
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¢ Special: none.
¢ Gear: none.

RAT Special Duties Pilot/
Aircrew (MOS)

A Special Duties Pilot is highly skilled at flying at night, in
moonlight. Flying at low-level across Europe, he can find
a small illuminated field and land on it to deliver or pick
up SOE agents, or deliver agents and supplies by parachute.
Larger planes also require the presence of a Special Duties
Aircrew to support the pilot in his task.

e Attribute Requirements: Agility d6+, Smarts d8+.

e Skill Requirements: Knowledge (Navigation) d8+,
Notice d8+, Piloting d8+, Repair d8+ (Aircrew).

e Useful Edges: Ace, Alertness, Jump Qualified, Pickle
Barrel, Mechanically Inclined.

e Special: characters starting play as pilots must take the
Rank (Officer) or Rank (NCO) Edge (depending on
their service and nationality) during character creation.

e Gear: none.

Signalman (MO0S)

Signals allow military forces to communicate, operate cohe-
sively, and to coordinate attacks. Signals are an integral part
of command and control, and as well as wireless communi-
cations, there are also telephony (landlines), Aldiss lamps,
and semaphore. Even carrier pigeons are still used in certain
circumstances.

e Attribute Requirements: Smarts d6+.

¢ Recommended Skills: Knowledge (Communications),
Notice, Repair.
Useful Edges: Alertness, Mechanically Inclined.

e Special: none.

e Gear: radio.

Sniper (MO0S)

A sniper’s job is to take out key enemy personnel—officers,
non-coms, radio operators, and so on. He might operate with
a squad or larger unit, providing accurate fire when needed,
or he might be sent off on his own to take out a specific
target, or to generally wreak havoc.

e Attribute Requirements: Spirit d6+.

e Skill Requirements: Notice, Shooting d8+, Stealth,
Survival, Tracking.

e Useful Edges: Danger Sense, Dead Shot, Marksman,
Trademark Weapon.

e Special: none.

¢ Additional Gear: rifle scope.
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Language Barriers

Attempting to use relatively complex equipment such as
aircraft, artillery pieces, ships, or vehicles with instruments
in a language your character is not familiar with. or taunting
or intimidating a foe who does not speak your language,
incurs a -2 penalty. The Game Master should use common
sense here: intimidating a foe by pointing a weapon at him
should not incur the penalty, but simply shouting at him

in a tongue he does not understand should.

Specialist (MO0S)

Some military careers just don’t fit in boxes. We call them
Specialists.

Pick one of Bomb Disposal, Musician or Padre. Once
that decision has been made you must conform to one of
the MOS service packages and then add the corresponding
Occupation Package: Engineer (p.101), Musician (p.103), or
Clergyman (p.100). Your character is now part of the military
and ready to serve his country in his chosen career.

Spiritualist (CO)

A student of the magical and mystic arts or, alternatively
(depending on your point of view) a gifted conman or woman,
the Spiritualist researches into the unknown, whether for
enlightenment, power, or slightly more mundane rewards.
Dabblers and practitioners come from all walks of life.

e Attribute Requirements: Spirit d6+.

¢ Recommended Skills: Intimidation, Knowledge
(Occult), Knowledge (Psychology), Notice, Persuasion.

e Useful Edges: none.

e Special: none.

¢ Gear: none.

Tanker (MOS)

A tanker is a member of an armoured fighting vehicle (AFV)
crew; he might be the driver, gunner, or commander. Vehicle
crews cross-train in each position in case one of their com-
rades is disabled in combat. Each crewman knows the basic
maintenance procedures for the vehicle, how to drive it, and
how to load and fire its weapons.

e Attribute Requirements: none.

e Skill Requirements: Driving, Repair.

e Useful Edges: Ace, Bullseye, Steady Hands, Mechani-
cally Inclined.

e Special: none.

¢ Additional Gear: tanker’s helmet, goggles.

If they couldn’t keep it of the armoured
car, there was no way Pvt Lee Sweeney
was going to get them back to HQ.

SKILLS

All of the skills from the Savage Worlds core rules are avail-
able, except for those tied to Arcane Backgrounds. A few
have special rules in this setting, and are noted below.

Boating

Boating covers all mundane aspects of handling boats, ships,
and even submarines, including steering, basic navigation,
and maintenance. In Achtung! Cthulhu, the Game Master
should sometimes treat this like Common Knowledge. A
sailor who has spent most of his time on submarines, for
example, might suffer a —2 penalty for his few days aboard
a battleship, or the first few hours he attempts to steer a
PT boat. Briefly noting your character’s experience in his
background should help to figure out exactly when it is
appropriate to apply any penalties.

Driving

The Driving skill works as usual. Characters are assumed to
be familiar with wheeled vehicles such as trucks and cars.
The first few hours spent in a tracked vehicle, motorcycle,
or other type of unfamiliar vehicle should be accompanied
by a -2 penalty. Characters with appropriate backgrounds,
such as Tankers, ignore this penalty in tanks as well as
wheeled vehicles.




Someone once said “There are few problems that can't be
solved by a charge of high explosives”. If you believe that,
then demolitions is your answer. Below are the things you
can do with the always risky Knowledge (Demolitions) skill.

SET CHARGE

This covers the setting of a single charge that is to be
detonated by a fuse or handheld detonator. If a series of
charges is to be set off at the same time from a single fuse
or detonator, the Knowledge (Demolitions) die roll for each
charge after the first one is modified by - 1. Setting a charge
takes a single action.

DEFUSE CHARGE

A character may automatically defuse his own charge as an
action, unless it is so complicated that the Game Master
determines a roll is necessary. Rolling a | on the Knowledge
die means the charge detonates immediately.

Defusing a charge set by someone else requires a
Knowledge (Demolitions) roll at a -2 penalty. If the roll
succeeds, the charge is disarmed. If the roll is failed, the

W explosive detonates as designed.

CHAPTER 7

Levelling the Playing Field (Quite Literally)

ESTIMATE CHARGE

The mark of a professional is using just the right amount
of explosives to get the job done. A successful roll allows a
character to know exactly how much explosive to use for a
particular job.

BOOBY TRAPS

The die roll modifiers when setting booby traps are the same
as for charges. Spotting such a trap requires an opposed
Notice roll versus Knowledge (Demolitions) roll. Each
additional minute used to set up the booby trap allows it to
be more sophisticated, and adds +I to the Knowledge roll
when it is opposed by Notice (to a maximum of +3).

BOOM!

A critical failure when setting a charge indicates the
explosive detonated. The character and anyone in the burst
radius suffers full damage.

Guts

Guts is not used in Achtung! Cthulhu—Spirit rolls are made
instead. The Game Master has more details on fear and sanity
in Achtung! Cthulhu: the Keeper’s Guide to the Secret War.

Knowledge

Knowledge skills are very important in the Achtung!
Cthulhu setting. Many military specialties directly depend
on a specific Knowledge skill focus. Some common Knowl-
edge skills are listed below.

ARTILLERY

The Artillery skill covers the use and maintenance of crew-
served indirect fire weapons like mortars, artillery pieces,
rockets, naval guns, and torpedoes—weapons that can be
fired at targets out of the line of sight. Usually, a character
with this skill is part of a crew. He knows the basic firing and
gun-laying procedures for his weapon but cannot necessar-
ily operate the gun alone; the Game Master should decide
whether or not it is feasible for him to do so. For example,
one man can load and fire a mortar, but readying a 16” naval
gun is not something one man can do alone (the shells alone
are too heavy). If it is important (and possible), work on the
basis that it takes a single person as many rounds as the gun
typically has in crew to load such a weapon alone.

BATTLE

This skill is used to employ military units in combat. Battle
is broken down into Aerial, Land, and Naval specialties,
with each one comprising a separate skill. An Army
officer knows how to manoeuvre a platoon of infantrymen
for example, but would not be able to do anything with
a squadron of PT boats. The skill is used to resolve mass
engagements using the Mass Battles system (see the Savage
Worlds core rulebook, Chapter 4: Situational Rules for fur-
ther details). It can also be used to analyse an enemy battle
plan or other subjective uses.

BOMBARDIER

This covers the dropping of bombs or torpedoes from
aircraft. This skill may be taken by both pilots and crew
members, but is not a necessity for the pilots of large
strategic bombers (like the B-29). The skill allows level,
dive-bombing, and skip-bombing (where pilots come in low
and fast over water and “skip” their bombs, like a flat stone
on a pond, toward their target).

COMMUNICATIONS
The use and maintenance of wireless radio equipment and
landline communications devices is covered by this skill.
Those who have it also know Morse code. Successful use
of Knowledge (Communications) means that the messages
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the operator sends are clear and accurate, whilst failure
indicates the message is garbled or incomplete in some way.
When receiving a message, success means that the operator
can pick a message out of the static, or more finely tune the
receiver to get a clearer signal.

CRYPTOGRAPHY

Those who use encoding and decoding devices (like the
Enigma machine) have this skill, which also covers knowl-
edge of the history and theory of cryptography. Characters
can also create their own codes and attempt to break codes
for which they do not have a key.

DEMOLITIONS

This skill covers all aspects of demolitions and the use of
high explosives. It can be used to set and defuse charges, and
to estimate the amount of explosives necessary to demolish
buildings and structures.

ESPIONAGE

This skill covers aspects of spycraft, such as setting up and
running surveillance, counter-surveillance, and spy networks.
It also includes tradecraft, which involves things like arrang-
ing clandestine meetings and “dead drop” transfers. Use of
this skill generally determines the quality of the investigator’s
own espionage activities, or his success or failure at spotting
or recognizing other agents’ handiwork.

GUNNERY

This skill works like Knowledge (Artillery) but applies to
the use, knowledge, and firing of large naval guns (basically,
anything larger than anti-aircraft weaponry).

NAVIGATION

This is an especially important skill for any combat officer
or non-com in any branch of the services, and it certainly
cannot hurt for an enlisted man to know how to use a map
and compass. Navigation can be used to determine position,
plot a course, or determine how long it will take to get to
a destination. Failure on a Navigation roll means that the
character is either lost, off course, or will take longer to get
to a destination than planned (which can be dangerous if
one’s vehicle is low on fuel, or one’s rations are running out).

OCCULT

Knowledge of the mysterious and supernatural falls under
Occult. Those who have dabbled in this field know some-
thing about the history of secret societies, magical traditions
(like kabbalism, voodoo, tribal, or shamanic magic), and
the paranormal.

SONAR

Your hero is trained in the use of sonar equipment to detect
ships and submarines at sea. Good sonar operators can deter-
mine the speed and bearing of a contact, its type, know when

it has launched weapons (torpedoes and depth charges), and
identify and separate other background “noise”.

Knowledge (Mythos)

This skill is important enough in the setting that it deserves
its own separate entry, rather than listing it with the mass
of Knowledge skills above. Even more importantly, though,
Knowledge (Mythos) cannot be taken during character
generation.

This Knowledge skill gauges how far a character’s slow
realisation of the sanity-shattering horror of the Cthulhu
Mythos has progressed. It can also be used to identify crea-
tures or spells through either direct observation or the
evidence they leave behind, and identify a Mythos tome, as
well as being the skill used to cast spells.

There is more detail on how you earn and increase
Knowledge (Mythos) in Achtung! Cthulhu: the Keeper's Guide
to the Secret War. All you need to know for the moment
is that every time you increase this skill, your investiga-
tor’s Sanity is permanently reduced by 1 point—certainly
something to bear in mind before you start down this dark,
doom-laden path.

Knowledge (Psychology)

This skill is important enough to the continued mental health
of investigators that it also deserves its own separate entry.
Not only does this skill give an investigator an insight
into the motives and behaviour of others, but it also provides
a means of recovering from the mental instabilities caused
by exposure to the Cthulhu Mythos. It can be used either to
shock a subject out of a temporary delusion or phobia or, over
a protracted period of time, to restore the semblance of sanity
to a long suffering investigator. More details can be found in
Achtung! Cthulhu: the Keeper’s Guide to the Secret War.

Parachuting

Under normal circumstances, parachuting requires a suc-
cessful Agility (-1) roll to land safely; failure requires a
further subsequent successful Agility roll, or the investigator
suffers a level of Fatigue which persists until they receive
successful medical treatment, or have rested for more than
6 hours. Investigators trying to land close to a populated
area at night without alerting guards (within a mile or so)
must also make a Stealth roll to avoid being spotted on the
descent; doing the same by day means the investigator is
automatically spotted.

Piloting

Piloting handles all aspects of flying and the routine main-
tenance of aircraft, from transports to fighters and bombers.
Like Boating, working with new equipment should inflict a
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Captain William Seddon,
poised to engage the new
and unexpected enemy...

—2 penalty until the pilot gets used to the craft. Most pen-
alties should disappear after 10 hours of flight time in the
new machine. A few remarks in your character’s background
about the types of aircraft he has flown, or worked on, should
help to decide when penalties are likely to be incurred.

Repair
Repair works as usual, but particularly complex or specialised
jobs outside a character’s regular background suffer a penalty
of —2. An aircraft mechanic, for example, might suffer the
penalty when working on a submarine’s hydraulics. After a
few days of working things out, the Game Master can elim-
inate the penalty.

Shooting

Shooting covers all types of direct fire weapons, including
personal firearms from pistols up to heavy machine guns,
man-portable rocket launchers, flamethrowers, and aircraft
mounted machine guns, cannon, and rockets. This skill also
covers crew-served tanks, anti-tank, and anti-aircraft guns.

CHAPTER 7

Indirect fire weapons, mortars, and artillery pieces use
the Knowledge (Artillery) skill. Naval guns use Knowledge
(Gunnery).

Survival

A character with the Survival skill knows the basics of sur-
vival in most situations. Note which climates your hero is
familiar with, such as arctic, desert, temperate, tropical, or
mountain, including such things as skiing or travelling safely
through inhospitable jungles. When the character is out of
his element, he typically incurs a —2 penalty on his rolls.

NEW HINDRANCES

While every Hindrance from the Savage Worlds rules is
potentially available in Achtung! Cthulhu, the Game
Master will need to use their discretion in what Hindrances
they allow the characters to take, particularly if they are run-
ning a military-based campaign. Most regular armies won’t
accept Elderly or Young characters, for instance, and soldiers
with disabilities like One Arm are more likely to serve as
rear echelon troops, if they serve at all. Those are perfectly
appropriate Hindrances for civilians, however, or for soldiers
with specialised knowledge the brass can’t afford to lose.

Bullet Magnet (Major)

Some soldiers are just in the wrong place at the wrong time,
but this character seems to make a habit of it. The poor,
unfortunate soul is hit by accidental fire (using the Innocent
Bystander rules) on a 1-2 for single-shot weapons, and a 1-3
for shotguns or full-auto fire. He is also hit on a 1-2 under
Heavy Fire (see the Rules of Savage Engagement chapter
of Achtung! Cthulhu: the Keeper’'s Guide to the Secret War for
more details).

Doubting Thomas (Major)

Besides the description presented in Savage Worlds, Doubting
Thomases are just not prepared to deal with the things they
will encounter in the world of Achtung! Cthulhu. Characters
with this Hindrance suffer double Dementia when such an
event occurs (see Achtung! Cthulhu: the Keeper’s Guide to the
Secret War for more details). On the plus side, they gain +2 to
their starting Sanity for their stubborn faith in the mundane.

Fanatic (Major)
Your hero believes so strongly in his country, political party,
philosophy, or religion that he will do almost anything for
it, and often tries to persuade, cajole, convert, or browbeat
those who do not subscribe to his beliefs into doing so.
Fanaticism motivates some enemy troops (SS troops and
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many Japanese soldiers), but it can also manifest among elite
Allied troops like commandos, paratroopers, or US Marines,
as well as the regular rank and file.

If your character is ordered to do something that serves
or is perfectly aligned with his beliefs, he must do it, however
foolish or dangerous it might be. His attitude among friendly
troops may be disadvantageous depending on the situation,
and the Game Master may apply a —2 Charisma modifier
when appropriate.

ohell Shocked
(Minor or Major)

Modern warfare puts tremendous stress on those on the
frontlines. Some soldiers are able to deal with it better than
others, but in the end, everyone has a breaking point. Once
that point is passed, psychological breakdown begins. Sol-
diers call it “the shakes”, “shell shock”, or “flak happy”.

At a Minor level, the Shell Shocked Hindrance means
your character has —1 to his Sanity and tends to stare a lot.
As a Major Hindrance, Sanity and Charisma suffer a —2 pen-
alty. At either level, whenever the character gains a Quirk,
or suffers a Phobia loss he must make a Spirit roll or be men-
tally Incapacitated for 1d6 rounds (2d6 rounds if taken as a
Major Hindrance).

Slow (Major)
Not everyone is born with cat-like reflexes. This soldier is
just a little slow on the uptake, or maybe he freezes up when
lead starts flying. He draws two cards in combat and acts on
the worst. If he draws a Joker, he uses it normally and ignores
his Hindrance for the round.

Slow characters cannot take the Quick Edge, but they
can actually improve their reaction time by taking the Level
Headed Edge (but not during character creation). For this
soldier, Level Headed allows them to draw one card and act
normally. Improved Level Headed grants them two cards and
they act on the better of the two.

NEW EDGES
Unlike Hindrances, not all Edges are suitable for use in
Achtung! Cthulhu. The following Edges are, therefore, not
recommended: all Arcane Backgrounds, Champion, Holy/
Unholy Warrior, Mentalist, and Wizard. Rich, Filthy Rich,
and Noble can be taken, but will have little use here.

Background Edges
ACADEMY GRADUATE

Requirements: Novice, Smarts d6+
Your character is a graduate of one of his country’s pres-
tigious military academies, and among officers is considered

part of the “special club”. The extensive regimen of military
training has prepared him for combat as well as the rigours
of military politics.

This future general adds +2 Charisma when dealing with
“Headquarters”-type officers (rather than field officers) of the
same service branch (Army or Navy), in addition to any other
bonuses they may have for other social Edges. This officer also
ignores the Rank requirement for Leadership Edges.

Unfortunately, most enlisted troops have a dim view of
“ringknockers” and his Charisma is at —2 with enlisted sol-
diers until he reaches the rank of Captain. Such malcontents
will frequently disobey orders and cause mayhem when they
can get away with it.

Modern warfare puts tremendous
stress on those on the frontlines.
Some soldiers are able to deal with it
better than others.

COLLEGE BOY
Requirements: Novice, Smarts d8+
This investigator spent some time in college before
entering the workplace, being drafted, or enlisting. He has
an additional 4 skill points to spend on any Smarts related
skills. At least one of these must be a Knowledge skill at d6
or better (his Major).

GRIZZLED

Requirements: Novice, Smarts d6+, Spirit d6+, Vigor d8+,
Fighting d8+, Shooting d8+

This veteran has already “seen the elephant” and survived
it. He begins play as a Seasoned character to represent his pre-
vious experience, and his military rank is higher than normal.

Grizzled soldiers get four Advances immediately upon
character creation, just as if they had earned 20 Experience
Points. The price is that the advancements must be repaid—
the next 20 Experience Points your hero earns are forfeited
to pay back the debt.

An enlisted character with this Edge begins as an NCO.
A character who takes the Rank Edge starts as an Officer.

ICY CALM
Requirements: Seasoned, Spirit d8+
The Investigator is able to ignore penalty modifiers on
the rolls on both the Horror and Terror Tables (see Ach-
tung! Cthulhu: the Keeper’s Guide to the Secret War for further
details).

MYTHOS EXPOSURE
Requirements: Novice, Smarts d8+
At some point in the past your character had an encoun-
ter with the supernatural. Maybe it was the haunted house
he spent the night in on a dare, or perhaps he read strange
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tomes from the locked trunk in his grandfather’s attic and
learned something best left unlearnt. However it happened,
your character has a sense that strange and fearsome things
really do exist in this world and, unlike many, this knowledge
has made him stronger. Add +2 to Sanity, and +2 to fear rolls
caused by supernatural events.

NATIONAL IDENTITY
Requirements: Novice, Wild Card

The soldiers of each nation in the war have an “iden-
tity” associated with them. Americans are “lucky”, the
British are “plucky”, and the Soviets seem stoically fatal-
istic for most of the conflict. Soldiers with this Edge are
what makes this identity iconic, and can choose one of the
special abilities described below.

Over 100 nations fight in World War Two but we have
only listed a few. If your warrior is from a nation not repre-
sented here (such as Greece, the Philippines, Romania, etc.),
you may choose any of the abilities in the list, after discuss-
ing it with the Game Master to ensure it fits the perceived
national stereotype. Of course, you could also make up an
appropriate effect with the Game Master’s permission.

e British Pluck: the British “stiff upper lip” makes them
incredibly resilient under even the most dreadful circum-
stances. “Tommys” add +2 to Spirit rolls made to resist
Fear, Intimidation, or arcane powers. It does not add to
Spirit rolls made to recover from being Shaken.

e (Canadian Heart: the young nation of Canada is the first
of the Commonwealth nations to join England in their
war on Germany. Their soldiers are eager to prove them-
selves, and get +3 on trait and damage rolls when dealt a
Joker, rather than +2.

o French Elan: those French who resist their German occu-
piers are at terrible risk. Spies are shot on sight, while
those seen as collaborators find themselves quietly tar-
geted by their neighbours. Learning to live under such
circumstances is only possible with incredible spirit. If a
Frenchman with this Edge spends a benny to make a roll,
he rerolls any result of 1.

¢ Polish Pride: the Poles suffer terribly under Nazi occupa-
tion. Though their home army is defeated in the Blitzkrieg
of ’39, they later field resistance fighters, special forces
(such as those who accompany British troops at Opera-
tion Market Garden), and entire divisions in France and
Africa. The desire to regain their country makes these
fighters extremely resilient. Polish characters add +1 to
their Toughness (after 1939).

e Soviet Fatalism: many “Ivans” seem resigned to inevi-
table suffering, whether in the trenches, in captivity, or
back at the collective farm. Yet they struggle on, even
while waiting for the British and Americans to re-ignite
the Western Front. Soviet characters with this Edge are
somewhat numb to their fate and ignore one level of
wound modifier.

CHAPTER 7

e US Luck: the rest of the world could not help but see
the smiling American GI as extremely fortunate. Lady
Luck often smiles on the “Yanks” in combat as well.
Whenever the character spends a benny, roll a d6. On a
6, he gets the benny back immediately (it may even be
spent on the same roll he spent the first one on).

Combat Edges
BLOOD & GUTS

Requirements: Veteran

This warrior has seen his fair share of gore and carnage
and has grown jaded to it. He automatically passes Fear
tests caused by gore. In addition, his savagery grants him +1
damage in bloody close combat.

BULLSEYE
Requirements: Seasoned
Many of the enemy’s fighting machines are terribly for-
midable, but well-trained and experienced gunners know just
where to aim in order to hit a vehicle’s weak spot. Characters
with this Edge may modify vehicle critical hit die rolls result
by 1, up or down.

IMPROVED BULLSEYE
Requirements: Heroic
As for Bullseye, but the critical can be modified by up
to 2 points.

DIG IN!
Requirements: Novice, Smarts d6+
This canny grunt is good at making himself small and
getting the most out of any cover he is in. While in cover,
foes suffer a —1 penalty to any physical attack rolls against
him. The hero also adds +1 to his Toughness against area
effect damage as long as he is prone or in cover.

IMPROVED DIG IN!
Requirements: Seasoned, Dig In!
As for Dig In!, but foes subtract 2 from attack rolls, and
the hero gains +2 Toughness versus area effect attacks if
prone or in cover.

GRAZING FIRE
Requirements: Seasoned, Rock and Roll!, Shooting d8+
This edge allows your character to use a machine gun
more effectively in suppressive fire mode. Targets who roll a
1 or 2 on their Spirit checks are hit and take damage.

HOSE ’EM DOWN
Requirements: Novice, Shooting d8+
Machine-gunners with this Edge can suppress an area
more effectively than the typical gunner. When using a
braced medium or heavy machine gun, this killer can sup-
press an area equal to two Medium Burst templates. The
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second template must be adjacent to the first (in any direc-
tion), and the weapon burns through double its usual amount
of ammunition.

IMPROVED HOSE ’EM DOWN

Requirements: Seasoned, Hose ’'em Down

This edge allows a machine-gunner to suppress an area
equal to three Medium Burst templates, at triple the usual
amount of ammo spent. Each additional template must be
adjacent to the first.

INCOMING!

Requirements: Seasoned

After a while, many veterans are able to distinguish the
sounds of different kinds of artillery fire, both friendly and
enemy, and determine if it is outgoing or incoming “mail”.
Whenever a character with the Incoming! Edge is under
artillery attack, he may throw himself prone before the shell
impacts, reducing damage from the attack by —2. This is
cumulative with Dig In!

PICKLE BARREL

Requirements: Novice, Knowledge (Bombardier) d6+ or
Piloting d6+

The primary goal of tactical and strategic bombers is of
course, getting their “eggs” (bombs) or “fish” (torpedoes) “in
the pickle barrel” (on target). This Edge helps the pilots and
aircrew of these kinds of planes to do just that. Characters
with this Edge receive a +2 on skill rolls to hit with bombs
or torpedoes.

TANK HUNTER

Requirements: Novice

To an infantryman, a tank is a near-invincible, armoured,
fire-breathing monster. To a character with the Tank Hunter
Edge, a tank is just a large target.

When attacking armoured vehicles, your hunter knows
how to hit the weak points and adds +4 to the AP value
of the weapon. This bonus applies to attacks with ranged
anti-tank weapons or to close up weapons like limpet mines,
bundles of grenades, and Molotov cocktails.

IMPROVED TANK HUNTER

Requirements: Novice, Tank Hunter
The Tank Hunter adds a d6 to any damage roll versus a
vehicle with Heavy Armour.

Leadership Edges

A FEW GOOD MEN

Requirements: Heroic, Smarts d8+, Command, Inspire
The hero knows how to get the best from the troops at
his disposal. When the Game Master checks to see which
of the commander’s troopers are alive or dead after a battle,
he may reroll any failures. This Edge affects up to 12 men

(a typical squad), and does not stack if multiple characters
have the ability.

If the leader is the overall commander in a Mass Battle, roll
a d6 whenever a token is lost. On a 6, the token is recovered.

A FEW MORE GOOD MEN

Requirements: Heroic, Smarts d8+, A Few Good Men,
Command, Inspire

As for A Few Good Men, but the commander can affect
up to a platoon’s worth of men (no more than 40).

The Americans are “lucky”, the British
are “plucky”, and the Soviets seem

stoically fatalistic.

RANK (NCO OR OFFICER)

Requirements: Novice, Smarts d6+, MOS qualified

Non-commissioned officers (NCOs, such as sergeants)
and regular officers (lieutenants and higher) get to order sub-
ordinates around, but are also the ones held responsible for
the success, or failure, of their men and their mission. They
know the thrill of watching a plan come together, and the
agony of watching one fall apart.

In Achtung! Cthulhu, the Rank Edge allows NCOs and
officers to command others, but this is a double-edged sword
that grants few benefits. To compensate, characters who pur-
chase this Edge get an additional benefit as well. (Non-player
characters and those who achieve the rank during play do
not get these additional abilities.)

NCOs are the backbone of their units, and must be
tougher, stronger, and more resilient than those they lead.
Non-coms with the Rank (NCO) Edge add +2 to their base
Toughness to reflect their hard-bitten nature.

The character’s military rank is the lowest for an NCO
in his particular service branch (a sergeant in the US Army,
for example).

Officers are there to inspire and lead, and should defi-
nitely concentrate on Leadership Edges as they advance. To
help them get there, officers gain an additional benny per
game session, and may always spend that benny on those
under their command. (Note: an officer with the Common
Bond Edge can grant a benny to anyone—not just those
under his command.)

Professional Edges
COMMANDO

Requirements: Novice, Agility d6+, Smarts d6+,
Spirit d6+, Strength d8+, Vigor d8+, Fighting d6+,
Shooting d6+, Stealth d8+

Commandos tackle the toughest missions on the front,
often operating behind enemy lines with little chance of
coming home. Due to the invariably tricky circumstances




they find themselves in, commandos need to be mentally
sharp to stay ahead of the enemy. This applies to British
Commandos, Ghurkas, Long Range Desert Group, SAS,
US Army Rangers and Marine Raiders, and other similar
elite soldiers.

Commandos add +2 to all Fatigue rolls made against
environmental hazards (including cold and heat), sleep
deprivation, foot marches, and add +2 to all Survival rolls.
As much of their work involves getting close to their tar-
gets for a silent takedown, they receive a +1 to Stealth
rolls. All of these bonuses are cumulative with those
derived from other Edges.

DEMO MAN

Requirements: Novice, Knowledge (Demolitions) d6+
This maniac is intimately familiar with all sorts of explo-
sives, detonators, and booby-traps. He adds +2 to all rolls
made to set, disarm, or improvise explosives and booby-traps
(but not Notice them). This can cover a range of abilities
and skills determined by your Game Master (for example
ordnance disposal, bomb making, or structural demolition).

FROGMAN

Requirements: Novice, Smarts d6+, Strength d6+,
Vigor d8+, Knowledge (Demolitions) d6+, Swimming d8+

Navy frogmen are highly skilled, tough, and motivated.
Their primary job is underwater demolitions. Whether their
targets are beach obstacles, mines, or enemy ships, frogmen
can remove, defuse, or blow them sky high. When sup-
porting beach landings, they make maps, do hydrographic
surveys, and prepare obstacles for demolition so that the
beach is as clear as possible for the main landing force.
They can also find themselves planting explosives on ships
at anchor in enemy harbours. Their training is as rigorous
as any commando.

Swimming rolls for frogmen are made at +2, and Pace is
improved by +1”. These bonuses are cumulative with those
offered by other Edges. Creatures with the Aquatic special
ability do not get their +2 attack bonus against Frogmen.

JUMP QUALIFIED

Requirements: Novice

Your character has had training in the use of a parachute.
He knows how to put one on, deploy it, and land without
breaking his legs (usually). The Jump Qualified Edge gives
your character +2 to all rolls associated with parachuting,
such as manoeuvering or landing.

JURY RIG

Requirements: Novice, Smarts d6+, Repair d6+, Notice d8+
This character can improvise something when the need
for a tool arises. He suffers no negative penalties on Trait
rolls for lack of equipment in most situations.
In addition, given a few simple tools, props, or devices,
he can generally rig devices to help escape from death-traps,
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build weapons to match some bizarre requirement, or other-
wise create something that is needed when such a thing is
not actually present. The extent of this is completely up to
the Game Master, but creativity should be rewarded, particu-
larly in dire situations where few other answers are possible.

The eagle-eyed amongst you may have noticed this
is actually the McGyver Edge from the Savage Worlds
Rulebook. We have presented it here with a much less
anachronistic name.

MEDIC!

Requirements: Novice, Healing d6+

A character with this Edge can get wounded soldiers
up and fighting again in seconds. If the medic can get to a
wounded non-Wild Card by the end of the round in which
he is wounded, he can make an immediate Healing roll
at —2. If the roll is successful, the victim is merely Shaken
instead of wounded.

MECHANICALLY INCLINED

Requirements: Novice, Smarts d6+, Repair d6+

Modern warfare relies on technology. The side that
can get the most out of its equipment can have a decisive
advantage in battle. You intend to see to it that the win-
ning side is your side.

Your character is good with mechanical and electronic
devices, and can more easily figure out how to use and repair
them. He gets a +2 bonus to Knowledge or Repair rolls
required to use, design, troubleshoot, or mend such apparatus
(engines, radio sets, encryption devices, electrical and hydrau-
lic systems, machinery, etc.).

Social kdges

BAND OF BROTHERS

Requirements: Wild Card, Veteran, Common Bond

This group of soldiers has been to Hell and back
together. That kind of bond hardens men, and makes them
better able to withstand wounds that might otherwise put
them out of action. Subtract 1 point of damage from every
attack that hits the character for each other “brother” with
this ability within 5”, to a maximum of —3. If three heroes
with the Band of Brothers Edge fight together, for instance,
they ignore three points of damage from every attack that
hits them.

SCROUNGER

Requirements: Novice, Smarts d6+, Streetwise d6+

Wars and the associated chaos that go with them often
bring out unusual traits in people, both good and bad. Some
seem to have an uncanny ability to find just what they are
looking for, no matter where they find themselves.

A consummate trader and wheeler-dealer, this investiga-
tor can find a way to acquire almost any piece of equipment
or luxury item. Once per session, and while in a populated
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area (such as a large village or town), a successful Streetwise
roll allows the Scrounger to do one of the following:

o Find 2d6 x $20 in easily-concealed cash or valuables.

e Acquire some rare, but not particularly valuable, item
(cigars, silk stockings, fine chocolate, a needed spare
part, etc.).

Military Scroungers can also:

e Improve one squad’s Ammo by one level.

e Acquire one “heavy” weapon with limited ammunition
(such as 1d3 Molotovs, a single Bazooka, PIAT, flame-
thrower, Panzerfaust, or land mine—Game Master’s choice).

¢ Improve one squad’s Rations by one level.

e Acquire 2d6 “refills” for a medic’s med pack.

Civilian characters close to the frontline (or a military
base) may also be able to find such weaponry and supplies,
at the Game Master’s discretion.

Weird Edges
COURAGE UNDER FIRE
Requirements: Seasoned, Command, Rank (NCO or Officer)

Sometimes you feel as if you have a guardian angel. Bul-
lets and even artillery fragments seem to whizz right by you,
especially when you are doing your duty and commanding
your men.

If your character is standing and not in cover, roll a die
for every successful attack that would wound him (including
area effect attacks). If the die roll is odd, the hero takes no
damage. Otherwise he is affected normally.

INSANE INSIGHT
Requirements: Novice, a permanent Habit (Minor),
Phobia, or Quirk
Once per session the player of this investigator can ask
a Yes/No question of the Game Master, who must then give
a truthful answer.

RADAR
Requirements: Novice

Maybe your hero has a sixth sense. Or maybe he just has
really keen hearing. Either way, his squad mates have learned
to hit the deck when he does.

The soldier can somehow anticipate incoming area
effect attacks such as artillery, tank rounds, and even thrown
grenades. When caught in an area effect attack, he auto-
matically goes to ground. Since cover modifiers count as
armour against area effect attacks, the warrior gets +2 points
of armour against the blast.

Better still, allies who have been around the character for
a while, and who have not acted when the attack hits, get an
Agility roll to hit the dirt as well.

(]

RADIO HEAD
Requirements: Novice

The fillings in your teeth sometimes pick up radio chat-
ter. At least that’s what the medics said. But you know there
is far more to it than that. Not only do you occasionally pick
up random radio messages, but you have even figured out
how to change frequencies!

Radio Head grants the character the ability to pick up
radio chatter within a 1 mile radius. Make a Smarts roll
when attempting to “tune in”. Failure results in a severe
headache (Fatigue) that lasts for 1d6 hours. Success means
that the soldier picks up on nearby radio chatter, though it
is up to the Game Master as to exactly what he overhears.

SQUID
Requirements: Novice
Sometimes you feel like you were born in water. The
character adds +2 to Swimming rolls and can hold his breath
for 20 times his Vigor in seconds.

Corporal Leinonen readied the final
Bazooka round, praying that this would
be the one to stop the Nachtwdlfe
abomination in its tracks.
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Requirements: Novice

Something about your mental make-up makes it easier
for modern psychiatric methods to repair the psycholog-
ical damage inflicted by both the sanity-blasting horrors
of the Mythos, and the more mundane horrors of the war.
Not only does the investigator make mental healing rolls
in half the time of his colleagues, he also gains a +2 bonus
to the roll.

AWARDS & MEDALS

Conspicuous acts of bravery can result in medals for the
Armed Forces’ best. These in turn can lead to promotions. To
get recognised, a soldier’s commander must put in a request
for an award. This is done between missions, and it usually
takes a week or so for the paperwork to clear headquarters.

After any mission in which the Commanding Officer
cites the hero for bravery, the hero’s player rolls 1d20 on
Table 22: Decorations, taking into account the effects
described in Table 23: Medal Modifiers.

The US Purple Heart is awarded to any American soldier
who suffers a permanent injury on the Injury Table (Savage
Worlds core rulebook).

PROMOTION

To advance in rank, a soldier has to be promoted. Promo-
tions are awarded for good performance, and generally mean
higher pay and status. Along with these perks, however,
comes responsibility. A private doesn’t have to worry much
about anyone else but himself and his squad mates. A captain
gets nicer quarters and access to the officer’s club when in
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Table 23:
lMedal Modifiers

Modifier Circumstance

+X CQ’s Charisma modifier

+1 If CO is military rank Major or higher
-2 If CO is an NCO or other enlisted man
2 Easy Mission

The leader put in for another medal
recently (Game Master’s call on what

7 counts as “recent,” but usually within the
last [-2 missions)

+2 Difficult Mission

+2 Character was wounded by the enemy

/ d20 Promotion* us UK
I-12 +0 Citation Military Medal
13-15 +1 Bronze Star Military Cross
16-19 +2 Silver Star Dlstl.nguished
Service Order
Distinguished
20-23 +2
Service Cross Georeei i
Medal of
24+ +4 Victoria Cross
Honor
*The Promotion Bonus is a one-time bonus that is added
to the Promotion roll made after the mission on which {
the Hero wins the award. b
SUGGESTIBLE

Table 24:

Promotion Modifiers
Modifier Circumstance

=) Routine Mission

+2 Difficult Mission

—2 Character is rank Captain or higher

+1 Character is a Private

5 Character displays great heroism or good

judgement during the mission

garrison, but is responsible for a company of men, equipment,
and their performance in action.

At the completion of a mission in which the squad
leader recommends the soldier’s performance, each player
rolls a d20 and adds or subtracts the modifiers in Table 24.
Modifiers are cumulative. A total of 20 or better means the
character has been promoted one rank by the powers that be
(see the Rank Tables on p.70 for national rank structures).

;76rﬂgfwm4;wfﬁ%?%i@:é;gé.
é}f@zg o ffé}e things in 42 5
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CHAPTER 8

@he Tools of the Trade

“dhat putfs and pattevs? AXhat clicks and clatters?
3 know what, @ what fun! It's a lovelp Gatling gun.”
- azi childven’s thpme, 19305

When fighting a war, it is essential to make sure that you
have exactly the right equipment at your disposal. Due to
the circumstances, and a distinct lack of preparedness on the
part of some of the combatants, this is not always the case at
the beginning of World War Two. The situation improves as
time goes on, at least for the Allies.

This chapter looks at the types of military and covert
equipment and weaponry available to investigators during
the Secret War. Where possible, the dates when such equip-
ment becomes available are also included. The statistics for
the weapons have been gathered into tables on pp.124-130.
Prices have not been included—discuss with your Keeper
whether or not it is reasonable for your investigator to have
a particular gadget or weapon based on his occupation and
experience.

COMMON MILITARY
EQUIPMENT

Bayonet

All servicemen issued with a service rifle are also issued with
the accompanying bayonet. In reality, the bayonet is used
more for opening tin cans than sticking the enemy. Bayo-
nets come in three forms: sabre (blade longer than 6”/15cm),

knife (blade less than 6”/15cm), and spike.

Boots

Often hob-nailed, most forces issue ankle-height boots.
The Germans are the exception in issuing jackboots but, as
wartime shortages bite, ankle boots and puttees are issued

in their place. Paratroopers are issued “jump boots” which
provide greater support for the ankles when making para-
chute landings, and are worn as a badge of honour. Tank
crews wear boots that are easy to take off. Those in the air
are issued with sheepskin-lined boots for warmth, and later
versions provided by the RAF are known as “escape boots”,
where the upper portion detaches to enable conversion into
civilian-style shoes for downed airmen.

Entrenching Tool

Almost universally reviled as too heavy and cumbersome,
entrenching tools are used to create foxholes and trenches,
and thus are vital, especially if you are in the middle of an
artillery bombardment. German, American, and British
tools all have either a folding or separate handle. Sharpened
entrenching tools can also be used as fearsome melee weap-
ons in hand-to-hand combat.

Pirst Aid Kits

All servicemen are issued with personal first aid kits, to be
used by themselves in the event of injury or by others if
they are incapacitated. American troops have a bandage
dressing and antibacterial powder in a special pouch on
their webbing, whereas the British carry a field dressing in
their front right pocket, and a shell dressing in their back
pocket. The Germans carry large and small field dressings
in their inside tunic pocket.

For the D-Day landings and later, American troops
are issued with an additional first aid kit, consisting of a
wound dressing, a morphine syrette, antibacterial tablets
and powder, and a tourniquet. This is often attached to the
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pack on their parachutes.

Medics carry specialised bags containing wound dress-
ings, bandages, adhesive surgical plaster, scissors, safety pins,
iodine, burn and eye injury treatment and other assorted
battlefield medical supplies.

A First Aid skill roll is classed as Easy if using
Gih a military first aid kit when attempting to treat
"*"  awound.
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soldier’s helmet. American aircrew wear the same first aid 1 den ti fi cation T ag S

Most servicemen are issued with two identity tags which are
stamped with their surname, initials, service number, reli-
gion, and blood group. The tags are metal or fibre depending
on nationality. In the event of the serviceman’s death, one
tag stays with the body and the other is detached and given
to the soldier’s commanding officer as notification of death.

An Investigator gets +2 on his Healing roll Rations & Co Oklng

oD, ek
Ea%i if using a military first aid kit when attempting
A to treat a wound.

Headgear

On the battlefield, at sea, and in the air, steel helmets are
issued to protect against shell splinters and other fragmenta-
tion debris. However, most bullets fired at combat range will
penetrate a helmet.

Off the battlefield berets, caps, and officers’ hats are worn.
The British issue service caps or berets; the US a variety of
garrison and visored caps, the most popular being the knitted,
visored “Jeep” cap. The Germans issue peaked field caps and
service caps. Officers’ peaked caps are worn, but a form of
soft, or crusher, cap is universally popular with junior officers,
pilots, and U-boat commanders.

Steel helmets are also issued to police officers, fire-fight-
ers, air raid wardens, and other officials on the home front.

Type
24-48
hours

Short
Duration

Whilst in barracks, servicemen are fed in the canteen.
Once in the field, they are fed by the mobile field kitchen.
However there are three levels of rations issued for when
the troops cannot get to the field kitchen, or the kitchen
cannot get to them.

Rations can be eaten cold or heated using solid fuel field
stoves, which can also be used for brewing tea and coffee

American C rations come in six round cans with enough
food to feed one soldier for a day, broken down into M-units
(meat) and B-units (bread and dessert). They also come with
an accessory pack containing sugar tablets, water purification
tablets, a wooden spoon, chewing gum, cigarettes, water-re-
sistant matches, a can opener, and toilet paper. Originally
designed for aircrew and more mobile troops, K rations
replace C rations from 1942. They are broken down by meal:
breakfast, dinner, and supper. The D ration consists of three
bars of a fairly unpalatable but highly calorific dark choco-
late. The 5-in-1 and 10-in-1 rations provide the specified
number of men with three meals per day.

British Compo rations feed eight men for one day, and
are supplied in a metal tin approximately the size of a Brit-
ish four gallon (18 litre) petrol tin. The 14-man rations
feed fourteen men for the same time period, and consist of
a variety of tinned and packaged food. Two packs of 24-hour
rations are often issued, containing technically enough
food to feed a single man for one day per pack. Emergency
rations come in a pre-packed tin, consisting of nothing
more than a chocolate nut cake, sugar tablets, service tea
powder, and matches.

Table 24: Food, Glorious Food

American British German

5-in-1/10-in-1 Rations ~ Compo Rations/  eiserne
Field Ration, Type C I4-man Rations  Portionen

Field Ration, Type K 24-hour Rations halbeisefiis

Ration Mk. | pdcken

Photo: Lt Tanner, War Office official photographer — Soldier - 116 —

demonstrates 1937=pattern webbing = Public Domain image.

Portionen Q
Emergency Field Ration, Type D lezency pahkaniig )
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The German Iron Ration (eiserne Portionen) consists of

baked sweetened bread, crackers or crispbread, canned meat,
preserved/dehydrated vegetables or pea sausage, ersatz dried
coffee, and salt. Issued prior to a tactical march or when
about to close with the enemy, they can only be eaten when
ordered to do so. The emergency rations, like those of the
Allies, contain high-calory, sugary foodstuffs, as well as ciga-
rettes, to provide a short-term energy and morale boost.

Uniform

All combatant nations issue uniforms to their service per-
sonnel. In most cases this consists of underwear and socks,
a shirt, tunic or blouse, and trousers. Many women join the
Wrens because they are issued, as standard, a couture-de-
signed uniform and stockings (which are virtually impossible
to get hold of in civilian life).

One of the most iconic pieces of military clothing, the
greatcoat, is issued when operating in climates that require
it. A tropical or summer variant of the uniform is issued to

Many women join the Wrens because they are

issued, as standard, a couture=designed

uniform and stockings.

troops serving on tropical or desert campaigns. Naval uni-
forms are generally distinct from those of the Army and Air
Force, particularly with respect to those worn by ratings.

As well as differences between the services, there are usu-
ally variations in uniform for officers and other ranks within
a particular service. Some branches of the services have dis-
tinct uniforms as dictated by their role, the most obvious
being paratroopers, tank crews, and despatch riders. Aircrews
are issued with warm clothing for high altitude flight, most
notably the famous flying jacket.

Officers are generally required to pay for their own uni-
forms, and are expected to have a full-dress version as well
as battledress. Only Germany and the United States have a
full-dress or “walking out” version of their uniforms for the
other ranks. Consequently the well turned-out Americans
often fare better with the local female population than Brit-
ish troops, who only have their battledress to wear.

German uniforms evolve faster than Allied uniforms due
to wartime shortages. Germany starts the war with World
War One-style tunics but ends it with simpler and shorter
versions modelled on the British battledress.

Camouflage uniforms appear during the war, where they
are pioneered by the Italians and used by their paratroops.
The German Luftwaffe’s Fallschirmjiger and the Waffen-SS
are also early adopters, with the Wehrmacht following
on later. Most of Germany’s troops are wearing at least a
camouflage tunic or poncho by late 1944-45. The British
respond with the Denison smock, worn by paratroops,

commandos, and the SAS. American experience with cam-
ouflage uniforms is mostly confined to the US Marines in
the Pacific Theatre of Operations.

MILITARY WEAPONS

Statistics for the following weapons for both rules systems
can be found in the tables on pp.124-130, organised by
weapon type. Not all of the weapons included in the tables
are described below, only those which are unusual, interest-
ing or important.

British Commonwealth of
Nations Forces

BOYS ANTI-TANK RIFLE

Named after its creator, and also known as “the elephant
gun” because of its size, this anti-tank weapon sees initial
success against lightweight tanks and lightly armoured
vehicles. It is phased out from 1943 onwards due to its inef-
fectiveness against heavy armour in favour of the PIAT.
Despite its limited capabilities against tanks, it can be used
quite well against static fortifications, such as bunkers and
machine gun nests.

BREN MACHINE GUN
The BREN gun is the standard British section support
weapon. Based on a Czech design, it is named after Brno
and Enfield. By 1944, the efficacy of automatic fire support
is recognised by one BREN gun being issued for every four
infantrymen.

Every British infantryman is trained to use the BREN
gun, and each soldier carries two magazines for the weapon
in addition to his own. The BREN gun is operated by a two-
man crew, though it can be used by one man for a short
duration. The gunner carries and fires the weapon, while the
loader carries extra magazines and a spare barrel, swapping
overheated barrels, changing magazines, and spotting targets
whilst in combat.

The BREN is used by British, Canadian, Indian, and
Australian forces, and thousands are air-dropped to the
Resistance in Occupied Europe by the SOE.

FAIRBAIRN-SYKES FIGHTING KNIFE
The F-S fighting knife is a unique bladed weapon originally
issued to British Commandos, and designed solely for fight-
ing and the quick elimination of sentries. The F-S knife is

adopted by other Allied special forces units including the
SOE, US Army Rangers, OSS, FSSE, and USMC Raiders.

FLAMETHROWER, PORTABLE, NO 2 MK.II
The No.2 flamethrower is a copy of the World War One
German Wechselapparat. Known as the “Lifebuoy” in British
service due to the shape of the fuel canister, the No.2 can
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Flamethrowexr Fallacies

Contrary to popular myth, the flamethrower operator is not
instantly immolated by his own fuel if the weapon’s fuel
tank is hit by a bullet or shell splinter, unless it is an incen-
diary bullet. The most likely result of a puncture is a loss of
propellant gas, or the leakage of fuel. Both, of course, are
readily flammable if there is a nearby open flame.

The effectiveness of a flamethrower is also overrated.
It is difficult to take out a sealed armoured vehicle with a
flamethrower unless the fuel can get into the engine or an
open hatch. Troops in a bunker or a pill box can escape a
flamethrower attack by retreating to the rear or partition
wall—flaming fuel has to be fired through the loophole
at close range to be effective—and troops in slit trenches
merely need to crouch.

As a general rule, the more experienced the enemy
troops are, the less effective the flamethrower is.

CHAPTER 8
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fire ten one-second bursts of flame up to 120ft (36m), and is
issued to engineers and the support companies of commando
and airborne units.

NO.36M HAND GRENADE (MILLS BOMB)

The No.36M hand grenade is the most commonly issued
British Commonwealth hand grenade. It is also supplied to
resistance forces in Occupied Europe by the SOE. Invented
in World War One as the “Mills Bomb”, this is a “defensive”
grenade—the thrower must use it from cover as the blast
radius is greater than the distance it can be thrown. The
36M can be converted into a rifle grenade and fired from a
cup launcher-equipped Lee-Enfield rifle.

PIAT

The Projector, Infantry, Anti-Tank, or PIAT, is the standard
British infantry anti-tank weapon from 1943. As well as its
anti-tank capabilities, it is also useful for bunker-busting, and
“mouse-holing” (blasting through walls) in urban situations.
The PIAT can be used by one soldier, but a second soldier
usually acts as an ammunition carrier and loader. Firing the
PIAT does not reveal the operator, unlike the Bazooka or
Pangzerschreck.

The PIAT is used by British, Canadian, and Australian
forces, as well as resistance groups in Occupied Europe.

STEN SUBMACHINE GUN

The STEN gun is designed as an expedient measure to sup-
plement the limited supplies of Thompson submachine guns
from the USA. Named after the initials of the designers
and its place of design (Shepherd, Turpin, and Enfield), the
STEN is designed so that it can be built cheaply, quickly, and
easily in small workshops—during the war over four million
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i:ih Weapon Range

Range affects a weapon’s chance to hit its target. The

table below is based on the Spot Rules for Firearms on
p.63 of Call of Cthulhu, Sixth Edition, and includes a
new range: Point Blank, which represents I/10th of the
weapon’s normal base range.

Table 25: Ranges

Range Effect on Chance to Hit
Point Blank Double (Easy)

Base Normal (Normal)

Double Half (Difficult)

Triple One quarter

Quadruple One eighth

are made. The simple design is successfully copied by the
Norwegian and Polish Resistance, as well as Nazi Germany
to arm their Volkssturm in the closing days of the war.

The STEN is widely used by British Commonwealth
troops, being issued to vehicle crews, despatch riders, offic-
ers, sergeants, and section leaders. It is widely supplied to
resistance forces in Occupied Europe and the Far East, and a
silenced version is used by the SOE.

VICKERS MACHINE GUN

The Vickers machine gun is the standard British Common-
wealth medium machine gun. Tried and tested, the Vickers
is capable of prolonged fire, and can also provide plunging
indirect fire.

The Vickers has a crew of three, and breaks into three
components for travel: gun, tripod, and cooling system.
The Vickers is deployed in support or machine battalions as
required. The Vickers is also mounted on universal carriers,
jeeps, and trucks.

United States of America
BAZOOKA

The Bazooka is a recoilless rocket launcher firing a HEAT
or HESH warhead; the M1A1 is the first common variant.
The M1A1’s rocket, the M6A1, can penetrate 3” (76mm) of
armour up to an effective range of 450ft (140m).
Unfortunately the Bazooka cannot be fired prone, and
the large back-blast gives the firer’s position away. The
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In the depths of those awful ruins, the lone survivors of the
expedition, Agent Kairam Ahmed Hamdan and Private Benjamin Chee
encountered the beast that would haunt them for years to come...

effectiveness of German tank armour increases during the
war, leading to the weak points (tracks, wheels, and rear
engine areas) being targeted, as well as encouraging attacks
against the thinner top armour from an elevated position.
The Bazooka is more usefully deployed against emplacements
and fortifications.

The Bazooka has an inauspicious start: examples are
captured by the Germans in the Soviet Union and Tunisia
before it is deployed in actual combat. The Germans go on to
reverse engineer the superior Panzerschreck from the Bazooka.

BROWNING AUTOMATIC RIFLE

The Browning Automatic Rifle, or BAR, is the standard US
squad support weapon. Like the British BREN, all US infan-
trymen are trained to use the BAR in an emergency. At the
start of war, one BAR is issued per eight man squad. By the
end of the war it is two BARs per squad, and the US Marines
issue three BARs per thirteen man squad.

FIGHTING KNIVES

The United States issues the Mark I trench knife, dating
from World War One, to Army Rangers, Airborne, and
Marine Raider units in 1942-43, only to be replaced by the
M3 fighting knife from 1943. This knife is balanced enough
to be thrown, and is issued to Army Rangers and Airborne
troops. Paratroopers often wear an M3 strapped to a boot

to cut themselves free from tangled parachutes, and for
self-defence.

JOHNSON M1941 MACHINE GUN

The Johnson M1941 is a light machine gun used by US
Army Rangers, the US Marine Corps, and the FSSE

M1 CARBINE

The M1 carbine is designed to replace the pistol for
non-frontline servicemen who need a lighter rifle than the
M1 Garand. However, the M1 is issued to frontline officers,
NCOs, paratroopers, ammunition bearers, and forward
observers, as well as rear-echelon troops. Large numbers are
also supplied by the SOE and the OSS to the French Resist-
ance. The SAS also use the M1 carbine in preference to the
Thompson SMG where possible, due to its greater penetra-
tion and accuracy.

M1 GARAND RIFLE

The M1 Garand is the standard issue US rifle. It is a gas-
operated semi-automatic rifle with an eight round magazine,
which is loaded with a pre-loaded en bloc clip of cartridges.
The clip is ejected after the eighth shot is fired, causing a
ping sound which becomes notorious, as it indicates that the
firer is out of ammunition and needs to reload. However on
a noisy battlefield, this disadvantage is often hard to hear.
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M1911A1 PISTOL
The M1911A1 pistol is the standard US sidearm, used by
all service branches. It is issued to officers, aircrew, military
police, drivers, weapon crews, tank crews, etc, and is a firm
favourite of the Allied special forces. The slim profile of the
pistol also allows concealment, and it is supplied in small
numbers to European resistance forces.

M1919 BROWNING MACHINE GUN
The M1919 is the standard US medium machine gun. As well
as an infantry support weapon, it can also be mounted on a
vehicle or aircraft.

PINEAPPLE GRENADE
The standard US fragmentation grenade is another relic of
World War One. It is a development of a French design, and
nicknamed the “Pineapple” by US troops as a result of its
shape. This type of grenade is also used in the M17 impact
rifle grenade.

THOMPSON SUBMACHINE GUN
The Thompson submachine gun, or “Tommy Gun”, is the
standard US submachine gun issued to NCOs, crewmen,
and others unable to carry a standard rifle. The Thompson
is the only SMG in production outside of Europe in 1939,
and is quickly adopted by the major non-Axis powers at the
outbreak of war.

The Thompson is issued in higher numbers to US Air-
borne and Army Rangers to increase their firepower, and the
Thompson is the preferred SMG of the British Commandos
and the SAS.

WINCHESTER MODEL 12 SHOTGUN
One hundred thousand Winchester M12s are in service with
the US Army, Army Air Force, Navy, and Marine Corps.
The riot gun version is mostly used by the Army and the
Navy for base, vessel, and personnel protection, whilst the
Marines use the trench gun version in the Pacific.

France

BERTHIER MODELE 1892 M16 CARBINE
The Berthier carbine in the M16 configuration is a sturdy
and reliable bolt-action rifle proven in combat, and can be
found in French Army and Gendarmerie Nationale service.

MAB MODELE D PISTOL
The MAB Modéle D is the most modern pistol used by the
Gendarmerie Nationale. It is also adopted for German service
by the Wehrmacht after the conquest of France.

MAC MODELE 1924-M29 MACHINE GUN
The Fusil-Mitrailleur Modele 1924 Modifi¢ 1929 is the stand-
ard French squad support weapon at the start of the war,
and is found in service with the French Army and the
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Gendarmerie Nationale. It has two triggers: one for semi-auto-
matic fire, the other for automatic fire. Germany issues large
numbers of captured FM Modeéle 1924-M29s to the coastal
defences of the Atlantikwall, after the Fall of France in 1940.

MAS MODELE 1873 REVOLVER
The MAS Modele 1873 is issued to NCOs during World
War One, as well as being issued to the Police Nationale
and the Gendarmerie Nationale. It is also widely used by the
French Resistance.

MAS MODELE 1936 RIFLE
The MAS-36 is the standard French service rifle at the start
of the war, and as such is issued to frontline units.

PISTOLET MITRAILLEUR ERMA MODELE 1935

(EMP-35)
The French inherit stocks of the German-made EMP-35
from Spanish Republicans escaping the Nationalists at
the end of the Spanish Civil War, which are reissued to
the French Army and the Gendarmerie Nationale. There is
only one fatal flaw: if the firer knocks the disassembly catch
behind the trigger guard, the weapon falls apart.

“I prefer the Thompson.’

— Ardeth Bay, The MNummy Returns

COVERT CLOTHING
Continental Clothing

SOE and OSS agents who are sent to Occupied Europe have
to be very careful with what they wear, not to mention the
personal effects they use, as European fashions differ from
those in Great Britain and the United States. Items sal-
vaged from refugees are issued where possible, as well as
carefully made copies.

COVERT
COMMUNICATION
EQUIPNMENT

There is a variety of radio-communication equipment avail-
able to covert operatives. The Paraset Mk.VII Transceiver
(available 1940), designed by SIS, is easy to tune, store,
and hide as it fits into a small suitcase, making it ideal for
covert operations. Another is the Miniature Communica-
tions Receiver (MCR1; available 1943); able to counter
German jamming, this is well-used by the French Resist-
ance, to whom it is delivered in Huntley and Palmer biscuit
tins. Then there is the “B2” Suitcase Wireless Set (available
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1942) made by the SOE, which is also small enough to fit
into a suitcase and is resistant to jamming.

A more complex device is the S-phone (available 1943),
an ultra-high frequency duplex radiotelephone, homing
beacon, and parachute drop spot indicator. With the advan-
tage that the headset is soundproof and cannot be overheard,
the S-Phone is used for conversations between the ground
user and an S-Phone equipped aircraft, allowing agents to
communicate directly with their airborne London-based
directors securely. If being used to identify a drop spot, the
pilot knows he is in the correct location when he enters a
zone of radio silence directly over the S-Phone.

COVERT EQUIPMENT
Caltrop

The SOE and the OSS supply a 3” (8cm) diameter caltrop
for use against road traffic, and airfield runways. The caltrop’s

four-prong design means that one spike is always upright.
. The driver of any vehicle running over cal-
6 fih trops must make a Difficult Drive/Ride check to
k maintain control of the vehicle. A Difficult Ride
check is also required for those on horseback. Any animal or
human treading on caltrops suffers 1D3 Hit Points of damage.
”f"ﬁ' g Driving over caltrops forces a Driving,
3(& ai Piloting, or Riding roll; failure could lead to an
unfortunate accident. Furthermore, caltrops do

2d4 damage to horses and those without sturdy footwear.

Eastman l.3B.
Sub=-miniature Camera

The OSS commissions Eastman Kodak to create the Match-
box (M.B.) camera which, as its name implies, can fit into
most common matchboxes. Available from 1944, the 16mm
film contained within produces thirty-four 14x14mm images,
although the picture quality is mediocre in comparison to
the Minox.

Gilhooey

Supplied by the OSS, the Gilhooey is a contact paper printer
that can fit into a briefcase. Using the Gilhooey, the agent
can reproduce letters, documents, charts, maps, newspaper
clippings, line drawings, and half-tone illustrations. It comes
with its own light source and a battery, and is supplied with
photographic paper and developing and fixing solutions. It
weighs approximately 121bs (5.4kg).

Key Copying Kit
A complete kit that contains everything needed to take
impressions of any desired key, create a mould, and cast

the duplicate key with a low temperature metal, using the
included candle to melt it. Issued by the SOE and the OSS.

Lockpick Knife
This item comprises a complete lockpick kit in the form of
a pocket knife, and is issued by the SOE and the OSS. The
knife has a 1.5” (4cm) blade and five lockpick tools, used in
conjunction with a small torsion bar to surreptitiously pick
locked doors and cabinets.

MI9 Escape Knife

The escape knife consists of wire cutters, a lock-breaker
blade, a conventional knife blade, three hacksaw blades,
and a stub screwdriver, in a pocket knife package 7” (18cm)
long. The knife is smuggled to Allied POWs in the handles
of cricket bats.

Minox Riga
Sub=miniature Camera

The Minox camera is the archetypical “spy” camera, and is
used by all the belligerents in the war. Manufactured from
1938, the Minox is invented by Walter Zapp, and manufac-
tured by VEF in Riga, Latvia. The USSR and Germany both
control the factory during the war.

Made from stainless steel, the Minox is of a similar
size to the M.B., and carries an 8x11mm film with fifty
exposures.

COVERT EXPLOSIVE &
INCENDIARY DEVICES
GP Grenade

The GP grenade is basically 8oz (225g) of plastic explosive
(PE) in a 4.3x2%2.4” (11x5%6cm) metal can with a fuse.
The GP grenade can be used as a grenade against unar-
moured vehicles and personnel, as a demolition charge, and
to cut up to 0.8” (2cm) of mild-steel plate, or a railway line.

Incendiary Cases

Agents can request an incendiary attaché case, briefcase,
or suitcase to store sensitive documents. The cases are all
lined with lead oxide paste to prevent X-raying of the con-
tents. All cases contain one or more thermite charges that
will destroy the contents of the case and start a fire, and
all models detonate those charges unless the safety switch is
depressed before the case is opened.
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V.

When you look at the Weapons Tables on p.126 and
p.127 for Grenades and Explosives, you will notice that
many of them have their damage marked as “Special”.
Although we could provide you with the exact number of
damage dice these explosive charges cause, when using
them against human beings and the vast majority of vehi-
cles, they either destroy them or they don’t—certainly no
man is going to survive being hit by 8oz of PE, even if it
only does minimum damage.

So instead, treat the damage caused by such mas-
sively powerful explosives cinematically—does it serve
the purpose of the plot for it to do big damage, or only
partially destroy a building or vehicle? Do you really want
a distant explosion to kill the evil Nazi scientist, or would
you rather finish him off yourself, face-to-face? Hopefully
treating explosive damage in this way will stop your
adventure getting bogged down by rolling huge numbers
of dice, and keep the story flowing.

Of course, there are certain Mythos creatures that can
stand up to the sort of destruction dished out by really big
bombs, and for more information on large-scale Cthulhoid
combat, see Achtung! Cthulhu: Terrors of the Secret War.
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No.82 Mk.I Gammon Bomb

Developed as a replacement for the volatile and unpredict-
able “sticky bomb”, the No.82 grenade is a multipurpose
grenade whose effect can be chosen by the amount of PE
used. It is issued to units such as special forces, the SOE, and
the Resistance. Half a stick of PE plus some shrapnel makes
an anti-personnel grenade, whereas 2.21bs (1kg) of PE makes
a powerful anti-armoured vehicle grenade.

Pocket Incendiary Ml

The pocket incendiary is designed to start fires at a future
point in time. It consists of a black celluloid case measuring
approximately 4.3x3x0.8” (11x8x2cm), filled with jellied
petroleum fuel, with two attached time pencils (a type of
delayed-action fuse) that determine approximately when the
charge explodes. It is best deployed in lumber piles, truck
cabs, houses, furniture, wheat fields, oil wells, fuel and supply
depots, factories, and warehouses.

Standard Charges,

1%1bs & 31bs
These are the standard SOE demolition charges: 1%lbs
(680g) or 3lbs (1.36kg) of plastic explosive wrapped in rub-

berised fabric, with a primer running through its core. The
charge can be cut in half to form two smaller charges.

Photo: Flight Lieutenant N Clark, Royal Air Force
official photographer — Roya
— Public Domain image.

cce Disarmament Wing

Tyrebuster

Issued by the SOE and the OSS, the Tyrebuster is a small
tinned high explosive (HE) charge, which can be supplied

disguised as stones or manure, and is designed to immobilise
enemy vehicles.

COVERT FIREARNS

De Lisle

Commando Carbine Mk.I

The De Lisle is a .45 ACP suppressed carbine, so that the
only sounds audible are the working of the bolt and the
hammer strike. Based on a Lee-Enfield rifle, the breech and
magazine have been modified, and the barrel replaced with
a Thompson SMG barrel. It is used on commando opera-
tions, and in the defence of intelligence service bases and
clandestine radio stations.

Enpen Mk.TI
The Enpen is single shot .22 calibre weapon designed to
look like a cheap pen. They are intended to be used to
escape custody by palming the “pen” and firing it backhand-
edly into your captor, or to surprise an interrogator. If fired
against the body of the enemy the report cannot be heard
in the next room.
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High Standard HDM Pistol

Chosen by the OSS, the HDM is a semi-automatic target
pistol equipped with an integral sound suppressor, designed
to be used in a closed room or to eliminate a sentry. The
report cannot be heard above traffic, and might be mistaken
for a door closing.

Sleeve Gun Mk.I & II

Issued by the SOE, the Sleeve Gun is a silent murder
weapon. It is carried on a lanyard down a coat sleeve until
required, whereupon it is then slid into the hand and pressed
against the victim whilst the user’s thumb presses the trigger.

United Defence 42
Submachine Gun

The M42 is a 9mm submachine gun. Designed to replace the
M1 Thompson, the M42 is rejected by the military and finds
service instead with the OSS and resistance forces in Europe
and the Far East.

Welrod Mk.IIA Pistol

The Welrod is designed for silence. It is a compact tube
designed to be used in a two hand grip—one hand holding
the pistol grip/magazine, and the other supporting the barrel.
Due to the efficiency of the suppressor, the gunshot cannot be
recognised as such beyond 150ft (45m). The Welrod comes
with luminous night sights. There is a 9mm version as well.

COVERT MELEEL
WEAPOINS

BCRA Knife & Garrotte

The Bureau Central de Renseignements et d’Action (BCRA)
issues its agents with a combined bodkin-style knife and
attached garrotte. The knife blade is drilled to allow poison
to be loaded. The user strikes the knife’s tip on a rough sur-
face to break the synthetic seal before use.

Mappin & Webb Nail Knife

The Mappin & Webb nail knife is triangular in cross section,
and 7” (18cm) long. It is used in a stabbing thrust with its
hilt in the palm of the hand. A thong tied to the hilt allows
the nail knife to be retrieved from its hiding place easily.

McLagen=Peskett Mk.I
Close Combat Weapon

The Peskett is a nasty combination weapon sold by Cog-
swell & Harrison, London. It features a retractable 5.5”
(14cm) spike blade and a retractable garrotte, housed in a
blackened, ribbed-steel handle with a ball-end that can be

used as a cosh.

Smatchet Fighting Knife

The Smatchet is a large fighting knife designed by W.E. Fair-
bairn, and used by British special forces and the OSS. The
size of a machete, Smatchet training emphasises slashing
attacks to arm joints and the neck, thrusts to the stomach,
and pommel smashes to the face.

Spring Cosh
The OSS issues this spring cosh. It can be hidden up a sleeve,
and only extends when the agent swings their arm to hit
the enemy on his temple. The spring cosh is made of two
concentric springs encased in a tubular steel handle. It meas-
ures 7” (18cm) closed and 16” (41cm) extended, and weighs
10.50z (300g).

The German Sipo and SD issue similar coshes.

Thumb & Lapel Knives

The SOE and the OSS issue thumb knives in varying forms.
They can be sewn into clothing for concealment, and might
be missed in a frisk search. The lapel knife is longer than
the thumb knife. They are designed to be used against the
enemy’s hands, neck, face, and cheeks in a slashing attack
that is intended to allow escape as the enemy attempts to
staunch the flow of blood.

| DON'T CARE WHAT THAT LIMEY PROF SAYS,

|'M GOING TO NEED A BIGGER GUN!

-CARTER
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I Table 26: Common Equipment & Weapons
HELMETS
Equipment Countr Available o
=P 2 Points
Mk. | Brodie GB 1936 2
Mk. Il "Turtle" GB/Canada 1944 3
M1935 & M1940  Germany 1935/40 4
M1936/37/38
’ - Germany 1936/38 4
Fallschirmjdger
M3 & M5* usA 1943 3
Mk. 2 "Talker"*  USA/Navy 1942 3
*Allows the use of communication devices whilst wearing the helmet.

HAND-TO-HAND WEAPONS

1 . Starting Damage Base Attacks/ Rounds t!
Equipment Country Available SkillA Done Range Y, s HP Malf {
Entrenching Tool — — CC/MW (Club)  ID6+2+db Touch | — 6 —
Bayonet (attached) ™ = CC/IMW (Spear) ID8+db Touch T 5 g
(as Knife) CC/MW (Knife) ID6+db Touch
Rifle Butt — — CC/IMW (Club) ID6+db Touch I — Il —
Fairbairn-Syk

e GB 1941 CCIMW (Knife)  1D4+2+db  Touch I -z N
Fighting Knife
k CC/IMW (Knife) ID6+db Touch
Mk.1 Trench Knife us 1918 Fist/Punch e E Touch I — 12 —
1 h CC/IMW (Knife) I D4+2+db Touch

Figh f I — | —
Qi E"ting Knife U i Throw [D4+2+Y%2db ~ (STR-1)x3y ¥
BCRA Fighting/ France 21041 CC/MW (Knife) 1D3+db+POTt Touch : = 8 i
Garotte Knife | Grapple (Garotte)  Strangle¥ Touch 6
1 Vebb GB 1941 CCIMW (Knife)  1D3+db Touch I e
Nail Knife
McLagen-Peskett CC/IMW (Knife) I D4+db Touch 12
Mk.I Close Combat GB 1940  Grapple (Garotte)  Strangle¥ Touch — 6 —
Weapon CC/IMW (Club) ID8+db Touch 12
e GBIUS 1941 CCIMW (Knife)  1D8+db Touch I =7 Bt
Fighting Knife
Spring Cosh us 1941 CC/IMW (Club) ID8+db Touch I — 12 —

MW if
Thumb Knife§ GBIUS o LR Gl (KIe) . TR Touch o

ACC = Close Combat; MW = Melee Weapon.
TPOT = potency of the poison used. See p.58 Call of Cthulhu, Sixth Edition for some examples.
$Use the drowning rules on p.57 Call of Cthulhu, Sixth Edition to determine HP loss or death.

§Unlike other knives and bayonets, the thumb knife cannot impale.

or Fist/Punch

NS ——
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Photographic Unit = 5th Queen$
Highlanders, 51st Highland Division meet GI’s from
American 87th Division, Champlin, Belgium 1945 —

Photo (left): Lt West, No 5 Ax

Public Domain image.

- Say

HELMETS
Equipment Arm.our Weight Notes
Provided
Mk. | Brodie I 5 50% chance vs head shot.
Mk. [l "Turtle" 2 5 50% chance vs head shot.
M1935 & M 1940 3 3 50% chance vs head shot.
I;zllliif(:l'/r}n:jl'zzer 3 5 50% chance vs head shot.
M3 & M5* 2 5 50% chance vs head shot.
Mk. 2 "Talker"* I 3 50% chance vs head shot.

y Pilm &
wn Cameron

THE

TOOLS OF THE TRADE

Photo (right): Sgt J Mapham, No 5 Ar

el Photographic Unit = 59th Division I
demonstration of German anti-tan

Vienne-en-Bessin, 1944 — Public Domain image.

*Allows the use of communication devices whilst wearing the helmet.

HAND-TO-HAND WEAPONS

Equipment Damage
Entrenching Tool Str+d4
Bayonet (attached) Str+d6
(as Knife) Str+4
Rifle Butt Str+d6
Fairbairn-Sykes
Str+d

Fighting Knife i
Mk.I Trench Knife Str+d4
M3 Fighting Knife  Str+d4+1

BCRA Fighting/  Str+d4+Poison

Garotte Knife Strangle
Mappin & Webb
Nail Knife g
McLagen-Peskett
Mk.I Close Combat Ssttr;-:ldTe
Weapon g
Smatchet

Str+d6
Fighting Knife &
Spring Cosh Str+d6
Thumb Knife Str+d4

Min.
Weight

Range w eig
Touch — 3
Touch — |
Touch — 3
Touch - 3
Touch — 3
Touch

3

03/06/12

Touch - B
Touch — 3
Touch — 3
Touch = 4
Touch — 2
Touch — |

Notes

When attached to rifle: Parry +1, Reach I, 2 Hands.

AP 1

Examples of poisons can be found in Savage Worlds.
For Strangling, use the Grapple rules: each round the
victim fails his roll he takes a level of Fatigue.

For Strangling, use the Grapple rules: each round the
victim fails his roll he takes a level of Fatigue.

Target suffers -1 to rolls to unshake.




Gih
GRENADES & EXPLOSIVES
; ] Starting Damage Base Attacks/ Rounds
C | HP Malf
giftipment S PENp vailable Skill Done Range Round in Gun ]
No.82 Grenade GB 1943 Throw 6D6/3y** (STR-1)x1y I — 6 —
Tyrebuster GB/US 1943 N/A 2D6/ 1y Touch I — 12 —
GP Grenade — 1944 Throw Special** (STR-1)x1y I — 0 —
I V2Ibs/31bs
GB 1940 D liti Special** Touch | = 8 —
B v Charge 94 emolitions pecia ouc
No.36M
Hand Grenade GB 1917 Throw 4D6/4y (STR-1)x1y — 8 —
(Mills Bomb)
Rifle Grenade
— — Artill Indirect D 15 1/2 — =
(Mills Bomb) rtillery (Indirect) 4D6/4y (0)% 8
4D6/4y {
2-Inch Mortar GB 1938  Artillery (Indirect) Smoke 250y 13 I 16 00 !
[llumination |
|
Pi le G
i pe Grenade: o 1918 Throw 4dsldy  (STR)xly | — . g
(Mk.I1)
M17 Rifle Grenade us 1941 Artillery (Indirect) 4d6/4y 150y 1/2 — 8 —

**For large quantities of explosive, treat damage cinematically (p.122).

HANDGUNS
| . Starting Damage Base Attacks/ Rounds
E C Availabl HP Malf
e pment 2 e Skill Done Range Round in Gun y
Browning
| | 8
Hi-Power Pistol GB 1944 Handgun IDIO 15y 2 13+ 98
bley .38/2
We'ey 2% GB 1932 Handgun IDIO 15y 2 6 8 00
Service Revolver
MI9IIAI us 1924 Handgun ID10+2 ISy I 7 8 88
MAB Modeéle D France/
1933 Hand 1D8 15 8
Pistol Wehrmacht 4 i 4 % ’ 99
S Model F h
> Modte Tance/frenchi g 2t Handgun D10 I5y 2 6 0 00
1873 Revolver Resistance
Enpen Mk.I GB (SOE) 1944 Handgun D6 3y | 6 99
High Standard
| | |
HDM Pistol us (0sS) 1944 Handgun D6 oy | or3 0 8 00
Irod Mk.IIA
We o GB 1943 Handgun D8 8y 1/2 8 8 00
Pistol
Welrod 9mm Pistol GB 1944 Handgun IDI10 8y 1/2 5 8 00
Fist/Punch D8 Touch
S B (SOE 1943 | | 8 00 /
SR Gun SES0F) i Handgun 1D8 3y
__:hf A
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- Sav
GRENADES & EXPLOSIVES
Min.
Equipment Template  Damage RoF Range Shots Sil:l: Weight Notes
No.82 Grenade Large 4d6 — 05/10/20 — — 2 Heavy Weapon
Tyrebuster Small 2d6 — — — — — —
GP Grenade Medium Special** — 05/10/20 = — — —
| V2lbs/31bs
L Special** — — — = £ il
Standard Charge e ey
No.36M
Hand Grenade Medium 3d6 — 05/10/20 — — 2 —
(Mills Bomb) {
Rifle Grenade
Medi 2d6+1 | 10/20/40 | — = AP I, Snapfire.
(Mills Bomb) edium + 120/4 napfire
248 AP |, May not move
2-Inch Mortar Medium Smoke I 50/75/100 I — 9 s Y
LY Heavy Weapon.
[llumination !
Pineapple Grenade : :
d deé = 5/10/20 == = 2 —=
(MK.l) Medium 3 05/10/ T
M 17 Rifle Grenade Medium 2d6+1 I 10/20/40 | — — AP |, Snapfire.
HANDGUNS
. Min g
Equipment Damage RoF Range Shots Str Weight Notes
B Y
YOW”'”g . 2d6-1 12/24/48 3] — 25 AP I, Semi-Auto.
Hi-Power Pistol
Webley .38/200
p i ¥, 2d6+1 I 12/24/48 6 — 2 AP I, Revolver.
Service Revolver
MI9IIAI 2d6+1 | 12/24/48 7 = 2.5 AP |, Semi-Auto.
MAB Modele D
i 2d6+1 | 12024148 9 2 25 Semi-Auto.
Pistol
MAS Modé
pecte 2d8 | 12/24/48 6 ~ 2 AP, Revolver
1873 Revolver
Enpen Mk.| 2d6-1 I 03/06/12 I — I Silenced.
High Standard .
dé6- 1 | 12/ 10 g 7 3 Round .S d.
HDM Pistol 2 24148 5 ound Burst, Silence
Welrod Mk.|
ot MklA 2d6+1 | 12024148 8 . 2 AP, Silenced.
Pistol
Welrod
JReoo 2d8 | 12024048 5 e 2 AP, Silenced.
Pistol
Sleeve Gun 2d6+1 | Touch | — — +2 to Stealth rolls to get the Drop.
 ——
I
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i
RIFLES & SHOTGUNS
. , Starting Damage Base Attacks/ Rounds
E t Count Availabl HP Malf
pRpmen g g Skill Done Range Round in Gun y
i GB/ .
Lee-Enfield Mk.11I 1907 Rifle 2D6+4 I 10y 1/2 10 12 00
Commonwealth
Lee-Enfield
No.4 Mk.I (T) GB 1942 Rifle 2D6+4 220y 12 10 12 00
(with Sniper Scope)
M1 Carbine us 1941 Rifle 2D6+2 90y | 15 10 98
M1 Garand Rifle us 1936 Rifle 2D6+4 I 10y I 8 I 99
Winchester M12
e us 1914  Shotgun  4D6/2D6/1D6 10/20/50y | 6 10 00
Shotgun
Berthier Modéle
i 2D
B> Mi6 Carbicie France 1916 Rifle 6+2 90y 1/2 5 s @O
MAS Modéle France/
1936 Rifl 2D6+ 10 1/2 5 Il 00
1936 Rifle Wehrmacht 4 e . b /
A \
De Lisl
N GBIUS/ ) i
Commando Free French 1943 Rifle ID10+2 90y 12 7 I 00 {
Carbine Mk.! |
SUBMACHINE GUNS & MACHINE GUNS
4 Starting Damage Base Attacks/ Rounds
E C Availabl HP Malf
jaipment 4 yeijsble Skill Done Range Round in Gun 3
STEN Mk.1-V GB/
5 1941 b hine G DI0 30 b /!
Submachine Gun Commonwealth 2 giomaching oy l ¢ 22 : 5 %5
N o 1938  Heavy Weapons 2D6+4 130 | orburst  30/100 12 98
Machine Gun Commonwealth i 2 4
e GB 1912  Heavy Weapons  2D6+4 110 burst 250 14 00
Machine Gun Y : y
Th
ompso.n us 1928  Submachine Gun  1D10+2 30y | or burst 20/50 10 96
Submachine Gun
e Ao, us 1938  Heavy Weapons ~ 2D6+4 90 | or burst 20 12 98
Rifle (BAR) g F /
h M1941
Jo nsF)n 5 us 1940  Heavy Weapons 2D6+4 |10y | or burst 25 12 99
Machine Gun
Browning M1919
us 0 12 t
Beehine Gun 194 Heavy Weapons ~ 2D6+4 oy burs 250 12 98
Pistolet Mitrailleur
Erma Modele 1935 France 1935  Submachine Gun IDIO 30y 2 or burst 32 8 98
| (EMP-35)
MAC Modeéle 1924 France/
1930 H We 2D6 10 | or burst 25 12 00
M29 Machine Gun Germany k L eepons i % o
United
us (0sS)/
Defence M42 ( ) 1942 Submachine Gun IDIO 30y 2 or burst 20 8 99
) Resistance
Submachine Gun
W —— A
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RIFLES & SHOTGUNS

Equipment Damage RoF Range Shots MinStr Weight Notes
Lee-Enfield Mk.II1 2d8 I 24/48/96 10 deé 9 AP I, Snapfire.
Lee-Enfield
No.4 Mk.I (T) 2d8 24148/96 10 dé 8 AP 1, can be fitted with a telescopic sight.
(with Sniper Scope)
MI Carbine 2d6 I 15/30/60 15 — 5.5 Semi-Auto.
M1 Garand Rifle 2d8 I 24148196 8 — 9.5 AP 2, Semi-Auto.
Winchester M 12
|t 1-3d6 I 12/24/48 6 — 8 See Savage Worlds.

Shotgun I
Berthier Mode

P odele} 2d6 15/30/60 5 — 5 Semi-Auto.

1892 M 16 Carbine
MAS Modéle i

1936 Rifle 2d8 I 12/24/48 5 — 9.5 AP 1, Snapfire.
De Lisle
Commando 2d6+1 15/30/60 7 — 5 Semi-Auto. {
Carbine Mk.I 1

SUBMACHINE GUNS & MACHINE GUNS

Equipment Damage RoF Range Shots MinStr Weight Notes
STEN Mk.1-V
) 2d6- | 3 12/24148 32 == 8 AP |, Auto.
Submachine Gun
BREN "
r 2d8 3 40/80/160 30/100 d8 22 AP 2, Auto, Snapfire.
Machine Gun
Vickers
3 2d8 3 30/60/120 250 — 40 AP 2 Auto, May not move.
Machine Gun
Thompson
. 2d6+1 3 12/24148 20/50 == 13 AP |, Auto.
Submachine Gun
Browning Auto. :
2 2 12 2 2 AP 2, Auto, fire.
Rifle (BAR) ds 30/60/120 0 ds 0 , Auto, Snapfire
h M1941
" 19 2d8 3 2414809 25 dé 13 AP2, Auto.
Machine Gun
B ing MI191
rowr'ung o 2d8 3 24/48/96 250 — 32 AP 2, Auto, May not move.
‘ Machine Gun
’ Pistolet Mitrailleur
Erma Modele 1935 2d6 3 12124148 32 — 10 AP |, Auto.
(EMP-35)
MAC Modele 1924 ;
B ot Gun 2d8+1 3 12/24/48 25 dé 13 AP 2, Snapfire.
United
Defence M42 2d8 3 12/24148 20 —_ 10 AP |, Auto.
Submachine Gun
» M
e
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CHAPTER 8
Gih
| HEAVY WEAPONS & MISCELLANEOUS
\ A i
‘ Pipment Country Available Starting Damage Base Attacks/ Rounds HP !
Skill Done Range Round in Gun Malf
PIAT Anti-Tank =
Weapon Comm9”W€3|th/ 1942 Heavy Weapons  5D6/ly 60y /8 s 00
Resistance
"Lifebuoy" Porta-
ble Flamethrower. GB 1943  Heav
, y Weapons 2D6 60
No.2 Mk.II f ko
Boys Anti-Tank
: Rifle GB 1937  Heavy Weapons  2D6+4 100y | D o CF $
; MIA| Bazooka us 1943  Heavy Weapons  4D6/ly 30y 13 14 98
. :
’”4"'5 :
hmi :
HEAVY WEAPONS & MISCELLANEOUS .[
Equipment Template Damage  RoF Range Shots Min Str Weight Notes
PIAT Anti-Tank AP 7, Snapfire,
g Medium 4ds | 1212448 | ds 32 fd-
Weapon Heavy Weapon.
"Lifebuoy" Porta-
ble Flamethrower, Cone 2d10 | — 10 d8 64 Ignores Armour.
No.2 Mk.II
Boys Anti-tank Rifle — 4d8 | 24148196 5 d8 35 AP 4, Heavy Weapon.
AP 9, Snapfire,
MIAI Bazooka Small 4d8 | 2414896 | — 12 L
Heavy Weapon.




CHAPTER 9

Quick FLlay Guide

“The poung man knows the rules, the old man knows the exceptions.”
- ®Oliver AWendell Fiolmes

CALL OF CTHULHU

Below is a quick reference guide to where you will find the
Call of Cthulhu rules, skills, and equipment that you may
need during a game of Achtung! Cthulhu. A more detailed
section covering game specific rules and tables can be found
in Achtung! Cthulhu: the Keeper’s Guide to the Secret War.

Abbreviations: CoC6—Call of Cthulhu, Sixth Edi-
tion; A!CIG—Achtung! Cthulhu: the Investigator’s Guide
to the Secret War.

Character Creation

e Basic character creation rules—CoC6, pp.36-37.

e Achtung! Cthulhu character creation rules—A!CIG,
pp-48-85.

¢ Occupations—CoC6, p.42, pp.44-46; A!CIG, pp.59-84.

o Skills (definitions)—CoC6, pp.61-74; A!CIG, pp.86-95.

o Skills (usage)—CoC6, pp.52-53.

¢ Equipment—A!CIG, pp.115-130.

Creating Your Investigator,
Achtung! Cthulhu Style

e Choose, or roll, your nationality (p.50).
» Don’t forget that you can just choose to play either
a British or American character, even though they

aren’t listed as options in the tables.

e Choose, or roll, your occupation (pp.51-52, pp.59-84).

e Choose, or roll, your prior connection to the Mythos
(optional).

¢ Civilian characters:

» Follow the standard character creation rules from
CoC6, p.36-37, spending EDUx20 points on the skills
given to you by your education, up to a maximum of
99 points per skill. Then assign your INTx10 points
on personal interest skills, excluding Cthulhu Mythos.

» If your investigator then wishes to join the armed
forces, go to p.72 (see below).

Military characters:

» Follow the standard character creation rules from
CoC6, p.36-37, to generate the investigator’s charac-
teristics. Do not assign any points to skills yet.

»  Choose, or roll, which service the investigator enters
from the Draft Table (p.67)

» Determine whether or not the investigator passes
basic training by rolling against his CON, and con-
sulting the Physical Fitness Table on p.68. Don’t
forget to make a note of the +1D6 skill advances
acquired as a result of passing muster (Basic Train-
ing Table, p.69).

» Consult the Rank Training Table to determine the
investigator’s initial rank (p.69), making a note of
the associated skill advances.

» If you have not already done so, choose a military
occupation (pp.73-84), and assign EDUx20 points to
the investigator’s occupational skills, as well as apply-
ing any skill advances gained from basic training,
rank, and training packages up to a maximum of 99
points per skill. Then assign your INTx10 points on
personal interest skills, excluding Cthulhu Mythos.

» Having consulted the rank table (p.70), roll against
your character’s INT+POW to see if he has been




promoted during his prior military service, and apply
any additional bonuses or penalties gained (Promo-
tions Table, p.71). Keep rolling until you fail or you
reach the rank of Major (Keeper’s discretion). This
is your investigator’s active rank at the beginning of
play. Then roll to see if he has been decorated as a
result of his actions.

“Conscripted” characters:

» Follow the standard character creation rules from
CoC6, p.36-317, spending EDUx20 points on the skills
given to you by your education, up to a maximum of
99 points per skill. Then assign your INTx10 points
on personal interest skills, excluding Cthulhu Mythos.

» Either choose which service the investigator vol-
unteers for, or roll on the Draft Table (p.67) if
conscripted.

» Determine whether or not the investigator passes
basic training by rolling against his CON, and con-
sulting the Physical Fitness Table on p.68. Apply the
relevant +1D6 skill advances acquired as a result of
passing muster (Basic Training Table, p.69). If the
investigator does not already have a particular skill,
he starts at base chance for that skill, and adds the
advances where appropriate.

» Consult the Rank Training Table to determine the
investigator’s initial rank (p.69), and apply the asso-
ciated skill advances as described above.

» Apply an additional number of skill advances equal
to the investigator’s INT, to be spent on the military
occupation skills acquired through basic training.

»  Rolls for additional promotion are at the Keeper’s dis-
cretion. If they are permitted, consult the rank table
(p-70) and roll against your character’s INT+POW to
see if he has been promoted during his prior military
service, and apply any additional bonuses or penalties
gained (Promotions Table, p.71). Keep rolling until
you fail or you reach the rank of Major. This is your
investigator’s active rank at the beginning of play.
Then roll to see if he has been decorated as a result
of his actions.

Combat

Fighting—CoC6, pp.56-61, p.63.

»  Spot rules for basic combat—CoC6, pp.59-60.

»  Spot rules for vehicle combat—CoC6, pp.284-285.
»  Spot rules for firearms—CoC6, p.63.

»  Weapons tables—CoC6, pp.64-65; A!CIG pp.124-130.

Injury and healing—CoC6, p.54, p.56.
»  Spot rules for injuries—CoC6, p.57.
»  Sample poisons—CoC6, p.58.

» Resistance Table—CoC®6, p.55.

CHAPTER 9

Magic

Learning a spell—CoC6, pp.101-102.
Casting a spell—CoC6, pp.102-103.
Magic points—CoC6, p.101.
Spells—CoC6, pp.217-247.

canity

Insanity—CoC6, pp.82-84.
»  Sample SAN point costs—CoC6, p.76.
» Temporary Insanity tables—CoC6, p.83.

SAVAGE WORLDS

Below is a quick reference guide to where you will find the

Savage Worlds rules, skills, and equipment that you may need

during a game of Achtung! Cthulhu. A more detailed section

covering game specific rules (such as Sanity) can be found in
Acthung! Cthulhu: the Keeper’s Guide to the Secret War.

As we recommend using either the Deluxe or Deluxe

Explorer’s Edition of Savage Worlds, references are made

only to the relevant chapter title and section (where appro-

priate), rather than to an exact page, as these differ between

the two editions.

Abbreviations: SW—Savage Worlds core rulebook;

A!CIG—Achtung! Cthulhu: the Investigator’s Guide to the
Secret War.

Character Creation

Basic character creation rules—SW Chapter One:
Characters.

Achtung! Cthulhu character creation rules—A!CIG,
pp-96-114.

Occupations—A!CIG, pp.98-105.

Skills—SW Chapter One: Characters—Skills; A!CIG,

pp-105-108.

Languages—SW Chapter One: Characters—Knowledge
(Language) Table.

Edges—SW Chapter One: Characters, Edges; A!CIG,
pp-109-114.

Hindrances—SW Chapter One: Characters—Hin-
drances; A!CIG, pp.108-109.

Equipment—SW Chapter Two: Gear; A!CIG,
pp-115-130.

Creating Your Investigator,
Achtung! Cthulhu Style

Determine your Nationality (p.96).

» You can either choose it or roll for it on the tables
on pp.50.

» All Achtung! Cthulhu characters are human by
default, so there is no need to choose a Race.
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Determine your Role (p.96, pp.98-105).
»  Choose a service (optional)

»  Choose or roll for either a Military Occupation Spe-
cialty (MOS) or a Civilian Occupation (CO).

Determine your attributes (pp.96-97).

» Attributes are described in SW Chapter One:
Characters—Traits.

» Sanity = 2 + half your Spirit die type, +/- any Edges
or Hindrances.

» You begin with a d4 in each attribute and have 5
points to spend between them. It costs 1 point to
raise an attribute by 1 die type.

Assign your skill points.

»  All skills start at nothing, and each character has 15
skill points to spend.

» It costs 1 skill point to raise a skill by 1 die type, up
to the level of its linked attribute.

» Raising a skill above that of its linked attribute costs
2 skill points per die type.

» If you are a military character, the way in which
you assign your skill points is dictated by your Basic
Training and MOS. Any extra points can then be
used to spend on other skills as you wish.

» If you are a civilian character, your CO dictates
how you initially assign your skill points. Any extra
points can then be used to purchase other skills as
you wish.

» Remember: skills tied to Arcane Backgrounds are not
suitable for Achtung! Cthulhu.

Calculate your Derived Statistics (SW Chapter One:
Characters—Derived Statistics, Character Creation
Summary).

Determine your Edges (pp.109-114; SW Chapter One:

Characters—Edges).

» All investigators receive one free Edge.

» The character must be eligible to use whatever Edge
they choose.

» Some edges are not suitable for Achtung! Cthulhu.
See p.109 for further details.

W&/a rav, Cc/woyﬁ/m/ W‘;T?z,k

»  Use your MOS or CO to guide you as to what are the
most useful Edges for your character.

Decide if you are going to take on Hindrances (pp.108-

109; SW Chapter One: Characters—Hindrances).

» A Major Hindrance gains you either 1 more attribute
point, or 1 more edge.

» A Minor Hindrance gains you 1 extra skill point.

» The benefits from two Minor Hindrances can be
combined to gain you 1 attribute point or 1 more
edge (instead of 2 extra skill points).

» You can only take up to one Major and two minor
Hindrances.

Determine your Gear (pp.115-130).
»  Details of what gear your character has as part of their
MOS or CO can be found in the relevant description.

Determine your Background.

» This can include how you first encountered the
Mythos (pp.52-58).

» Remember: for your Mythos encounter to have an
in-game effect, you must purchase the Mythos Expo-
sure Background Edge.

Combat

Fighting—SW Chapter Three: Game Rules; SW Chap-
ter Four: Situational Rules.

Spot rules for basic combat—SW Chapter Three: Games
Rules—Combat, Situational Combat.

Spot rules for vehicle combat—SW Chapter Four: Situ-
ational Rules—Vehicles.

Weapons tables—SW Chapter Two: Gear; A!CIG
pp-125-130.

Injury and healing—SW Chapter Three: Game Rules—
Damage, Healing.

Sample poisons—SW Chapter Four: Situational
Rules—Poison.

Sanity

Sanity Attribute—A!CIG, p.97.
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CHAPTER 10

Suggested Resources

“@verpthing I learned, I learned from the movies.”

- Audrey Fiepburn

There is a vast body of literature and cinema for anybody
wishing to research further into the real, and not so real,
events of World War Two. Below is a selection of those rec-
ommended by our authors, which will hopefully serve to
inspire your adventures in the Secret War. All web pages
listed are correct at the time of going to press.

MOVIES & TELEVISION

The Maltese Falcon (1941).

A classic film noir mystery in which detective Sam Spade
attempts to track down the whereabouts of the legendary
treasure of the Knights Templar of Malta.

Sherlock Holmes and the Voice of Terror (1942).
Conan Doyle’s eponymous hero battles German saboteurs
in Britain.

In Which We Serve (1942).
Patriotic British war film telling the story of HMS Torrin,
written by and starring Noél Coward.

Went the Day Well? (1942).

Based on a short story by Graham Greene, all is not what
it seems when a troop of British soldiers arrives in a sleepy
English village to carry out a training exercise.

Sherlock Holmes and the Secret Weapon (1943).
Holmes races against time to prevent a crucial technical
innovation from falling into Nazi hands.

The Way Ahead (1944).

The trials and tribulations of a disparate bunch of recruits
as they train for the British Army. The movie started life as
a short training film with many of the same actors.

The Cruel Sea (1953). f
An adaptation of Nicholas Monsarrat’s novel of life on

board a Royal Navy convoy escort during the Battle of the

Atlantic.

The Colditz Story (1955).
Allied prisoners attempt to escape from the supposedly
inescapable German castle.

The Dam Busters (1955).
The story of Barnes Wallis and Guy Gibson’s daring raids
on the dams of the Ruhr Valley.

The Longest Day (1962).
The events of the D-Day landings, told from both the
German and Allied perspectives.

The Great Escape (1963).

A confirmed British Bank Holiday television favourite,
telling a fictionalised version of the mass escape of Allied
officers from Stalag Luft 111

The World at War (1973).

Highly acclaimed television series, containing interviews
with many of those who were involved in the war effort in
Britain, Germany and America, narrated by Sir Laurence
Olivier.

A Bridge Too Far (1977).
The story of the Allies’ ill-fated attempts to capture Dutch
bridges during Operation Market Garden.

Soldaat van Oranje (Soldier of Orange) (1977).
The story of life in Holland during the Nazi Occupation as
seen through the eyes of a group of students.
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The Big Red One (1980).
A unit of the US First Infantry Division battle their way
across Europe in the closing stages of the war.

Raiders of the Lost Ark (1981).
An archaeologist attempts to prevent German forces gain-

ing control of a powerful religious artefact.

The Keep (1983).

German soldiers trapped in an ancient castle get more
than they bargained for when they begin to explore their
new home.

Das Boot (various).
Life on board a German U-boat. Look for the 1997 Director’s

Cut, or the television mini-series versions from circa 1984.

Indiana Jones and the Last Crusade (1989).
An archaeologist teams up with his bookish father to dis-
cover the secrets of another important holy relic.

Cast A Deadly Spell (1991).
Set slightly after World War Two, a private detective inves-

tigates a missing magical tome.

Secrets of World War Two (1998).
Television series looking at the tricks, secrets, and person-
alities of the war, narrated by Robert Powell.

Below (2002).
Psychological horror set aboard an American World War
Two submarine.

Zwartboek (Black Book) (2006).
The Dutch Resistance recruits a Jewish singer to infiltrate
the Gestapo.

Valkyrie (2008).

A dramatised version of the events leading up to the last

attempt to assassinate Hitler in July, 1944.

Inglourious Basterds (2009).

A unit of Jewish American soldiers fights its own crusade
against Nazi atrocities while a young cinema owner plots
revenge for the death of her family.

Iron Sky (2012).
Dedicated Nazis flee to the moon when the fall of the
Third Reich is imminent.

BOOKS

Bailey, Roderick.
Secret Agent’s Handbook: the Top Secret Manual of Wartime
Weapons, Gadgets, Disguises and Devices.

Beevor, Antony.

Berlin: the Downfall 1945.

Beevor, Antony.
D-Day: D-Day and the Battle for Normandy.

Beevor, Antony.

Paris After the Liberation: 1944-49.




Brayley, Martin.
The British Home Front 1939-45 (Osprey Elite Series) .

Brown, Mike.
The 1940s Look.

Davis, Brian L.
The German Home Front 1939-45 (Osprey Elite Series).

Frank, Anne.
The Diary of Anne Frank.

Godwin, Joscelyn.
Arktos: the Polar Myth in Science, Symbolism and Nazi
Survival.

Goodrick-Clarke, Nicholas.
Black Sun: Aryan Cults, Esoteric Nazism and the Politics of
Identity.

Goodrick-Clarke, Nicholas.
The Occult Roots of Nazism: Secret Aryan Cults and Their
Influence on Nazi Ideology.

Hakl, Hans Thomas and Goodrick-Clarke, Nicholas.
Unknown Sources: National Socialism and the Occult.

Harms, Dan.
Cthulhu Mythos Encyclopedia.

Hastings, Max.
All Hell Let Loose: the World at War 1939-1945.

Hite, Ken.
The Nazi Occult (Dark Osprey Series) .

Infield, Glen B.
Skorzeny: Hitler’s Commando.

Longden, Sean.

CHAPTER 10

Rankin, Nicholas.
Churchill’s Wizards: the British Genius for Deception
1914-1945.

Salmaggi, Cesare.

2194 Days of Wan.

Walmsley, Graham.
Stealing Cthulhu.

WEB PAGES

Tony Sales’ code breaking resource and information site.
http://www.codesandciphers.org.uk/

Details on the V2 rocket programme.
http://www.dora.uah.edu/history.html

The British National Archives website.
http://www.nationalarchives.gov.uk/

A general information site regarding World War Two.
http://www.worldwar-2.net/index.htm

The World War Two Database.
http://ww2db.com/index.php

The Fortean Times homepage.
http://www.forteantimes.com/

The 1940s Society homepage.
http://www.1940.co.uk/index.html

The Churchill Centre homepage.
http://www.winstonchurchill.org/

MUSEUMS & MEMORIALS

Across the globe there are many places dedicated to the

T-Force: the Race for Nazi War Secrets, 1945.

Maclntyre, Ben.
Agent Zig Zag. memory of those who served and those who died as a result

Madlntite, Ben. of World War Two. Below is a small selection of museums

Dovlble @1oss: the True Stor§iof the\BADG; Shict and memorials covering the Western Front and the war in

general. Contact details and visiting arrangements can be

Maclntyre, Ben. found on the accompanying web pages where available.

Operation Mincemeat.

MacKenzie, William.

Secret History of SOE: Special Operations Executive
1940-1945.

France

Camps des Milles, nr Aix-en-Provence.
http://www.campdesmilles.org/

Masterton, Graham.
The Deuwils of D-Day.

Fort Mont-Valérien, Suresnes, Paris.
http://www.mont-valerien.fr/

Nicholson, Virginia.

Millions Like Us. Fortress Schoenenbourg, Hunspach.

http://www.lignemaginot.com/accueil/indexen.htm
Parsons, Zack.

My Tank Is Fight: Deranged Inventions of WW/II.

de Quesada, Alejandro.
The US Home Front 1939-45 (Osprey Elite Series) .

The Memorial Centre, Oradour sur Glane.
http://www.oradour.org/




SUGGESTED RESOURCES

Petit Ouvrage la Ferté, nt Montmédy.
http://www.ouvragelaferte.fr/

SOE Section F Memorial, Valencay.

Germany

Colditz Castle, nr Leipzig.
http://www.schloss-colditz.com/

Haus der Wannsee-Konferenz, Berlin.

http://www.ghwk.de/

KZ Gedenkstitte Dachau.
http://www.kz-gedenkstaette-dachau.de/index-e.html

Kreismuseum Wewelsburg.
http://www.wewelsburg.de/en/index.php

Ohlsdorf Cemetery, Hamburg.
http://www.friedhof-hamburg.de/ohlsdorf]

Peenemiinde Historical Technical Museum.
http://www.peenemuende.de/index.phplid=40&J1 =1

The Netherlands

Anne Frank Huis, Amsterdam.
http://www.annefrank.org/

Joods Historisch Museum, Amsterdam.
http://www.jhm.nl/english.aspx

Airborne Museum Hartenstein, Oosterbeek, Arnhem.
http://www.airbornemuseum.nl/language/en

Kamp Westerbork, nr Assen.
http://www.kampwesterbork.nl/en/home

Naational Bevrijdingsmuseum, Zeeland.
http://www.bevrijdingsmuseum.nl/basis.aspxtid=746

QOorlogsmuseum Overloon, nr Nijmegen.
http://www.oorlogsmuseum.nl/en/

United Kingdon

Battle of Britain Museum. Part of the RAF Museum in London.
http://www.rafmuseum.org.uk/

Battle of Britain Memorial, nr Folkestone, Kent.

http:

www.battleofbritainmemorial.org/the-memorial

Bovington Tank Museum, Dorset.
http://www.tankmuseum.org/

Commando Memorial, Speen Bridge, Scotland.

Imperial War Museums.
http://www.iwm.org.uk/

Memorial Gates, Constitution Hill, London.
http://www.mgtrust.org/

The National Codes Centre, Bletchley Park, Milton Keynes.
http://www.bletchleypark.org.uk/

The National Monument to the Women of World War
Two, London.

Secret Wartime Tunnels, Dover Castle, Kent.
http://www.english-heritage.org.uk/daysout/properties/

dover-castle/

The Channel Islands

Jersey War Tunnels.
http://www.jerseywartunnels.com/

Underground Command Bunker, Noirmont.
http://www.ciosjersey.org.uk/OTP1.htm

United States

Eldred World War II Museum, Eldred, Pennsylvania.
http://www.eldredwwiimuseum.org/index.html

Museum of World War Two, Natick, Massachusetts.

http://www.museumofworldwarii.com/

National D-Day Memorial, Bedford, Virginia.
http://www.dday.org/

National World War II Museum, New Orleans.
http://www.ddaymuseum.org/

National World War Two Memorial, Washington DC.

http://www.wwiimemorial.com/

Rosie the Riveter World War II Homefront National His-
torical Park, Richmond, California.
http://www.rosietheriveter.org/index.htm

ROLEPLAYING GAMES

Aniolowski, Scott David.
Malleus Monstrorum: Creatures, Gods &
Forbidden Knowledge.

Barton, William A., et al.
Cthulhu by Gaslight: Horror Roleplaying in 1890s England
(Third Edition) .

Hensley, Shane Lacey.
Savage Worlds Deluxe.

Herber, Keith, Dietze, William, et al.
The Keeper’s Companion (Volume 1).

Montessa, Mike, Hensley, Shane Lacey et al.
Weird Wars: Weird War 11.

Petersen, Sandy, Willis, Lynn, et al.
Cadll of Cthulhu, Sixth Edition.
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Jeziorski, Arturo U. Fouz, Asa Roos, Atsushi Yamagata, Axel
Corrigan, Axel Gotteland, Ayton, AZRAELDESIGN, B R
McCann, Bad Karma, Badger Mclnnes, Balda, Baradaelin,
Barrett Bishop, Barry S. Morgan, Belinda Kelly, Ben
“phantomwhale” Turner, Ben Bonds, Ben Evans, Ben Ferguson,
Ben Halbert, Ben Mathis, Ben Mund, Ben Quant, Ben W Bell,
Benjamin Bedrossian, Benjamin Chee*, Benjamin E Bullock,
Benjamin Jones, Benjamin Muller, Benjamin NOREST,
Benjamin Sennitt, Benjamin Wenham, Bentley Burnham, Bermd
Wachsmann, Bernard Gravel, Bernhard Holl, Bert Isla, Bevan
Clatworthy, Bezultek, BigSteve, Bigstevey, Bill Crum, Bill
Forster, Bill Heron*, Bill Nibz, Bill Stowers, Bill Walsh, B] Dolan,
Bjorn, Bjgrn Tore @Pren, Bo Hasle Buur, Bob Fanelli, Bob Huss,
Bob Jamieson, Bob Munsil, Bojan Zimonja, Bonnie Skimblecat
Beyea, Borja “Khaine” Salcines, Bousis elias, Bouyx bertrand,
Bowie Whitaker Sessions, Brad Bell, Brad D. Kane, Brad
Osborne, Bradford T Cone, Brady T. Chin, Brandon Metcalf,
Brandon Stenger, Brenda Summerhill, Brendan Miller, Brendan
Power, Brendan Taylor, Brent, Brent Hoyler, Breon Halling,
Brett Bozeman, Brett Easterbrook, Brett LaPrairie, Brett W.
Stoner, Brian Allred, Brian Cooksey, Brian Cwikla, Brian Dean
Jennings, Brian Feeley, Brian Kelsay (@ripcrd), Brian Kirchhoff,
Brian Lauer, Brian Lavelle, Brian M. Kowalski, Brian Onstot,
Brian Rock, Brian S. Piorkowski, Brian Wilk, Brian Young,
Brigadier James Sims, Brock Ballingdark, Bruce Anderson, Bruce
Baugh, Bruno Mamolini, Bryan Andrewski, Bryan Hilburn,
Bryan Hunt, Bryan Launier, Bryant Durrell, Bryce Perry, Bryce
Robinson, Bryce Undy, Brynjar Sigurdsson, buri2020,
burningcrow, Cairnryan Dorian Mower, Callum Muntz, Calum
McDonald, Calvin D. Jim, Cameron Atkinson, Cameron
Esfahani, Cameron Marschall, Cameron Paine, Candy Thurman*,
Capricia Bruns, Captain Clarke, AKA Goat, Carl Matthews,
Carl Walmsley, Carlo Anziano, Carlos E Restrepo, Carlos San
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Emeterio, Carlos Sari, Carlyle Sguassabia, Carsten Bernstorff,
Carsten Damm, Cason Snow*, Cédric Balmat, Cédric Ferrand,
Cedric Mauvielle, Celia Lichtenstein, Chad Damn Harding,
Chad Drummond, Chad J. Bowser, Chad Roberts, Chaim “Der
Jude” Garcia, Chandler Halladay, Charles (Chaz) Engan, Charles
Chase, Charles Coleman, Charles Cordingley, Charles Crowe,
Charles Dickinson, Charles Glass, Charles Lister, Charles Myers,
Charles Silbernagel, Charles Wilkins, Charlie Payne, Charlie
Westenberger, Charmaine & Steven Thornton-Cook, Che
“UbiquitousRat” Webster, Chet Cook, Chris “DrChi” Shannon,
Chris “Wooberman” Woodward, Chris “Woolff” Altmaier, Chris
& Daisy Swaffer, Chris & Tammy Garland, Chris Alvarez, Chris
Anderson, Chris Auriel, Chris Brashier, Chris Bullock, Chris
Carbone, Chris Edwards, Chris Ellis, Chris Field, Chris
Geschkat, Chris Griffiths, Chris Hartford, Chris Headley, Chris
Hirst, Chris Hyde, Chris Jarocha-Ernst, Chris Lackey, Chris
LeBlanc, Chris Lutes, Chris Lynn, Chris Manning, Chris
McKinnon, Chris McKinnon, Chris Miles, Chris Neveu, Chris
Perkins, Chris Pramas, Chris Quin, Chris Rule, Chris Snyder,
Chris Spivey, Chris Starr, Chris Sylvis, Chris Thompson, Chris
W. Harvey, Christian A. Nord, Christian Eilers, Christian
Johansson, Christian Kupper, Christian Lehmann, Christian
Leonhard, Christian Lindke, Christian Mintert, Christian
Miiller, Christian Richnow, Christiane Rooms, Christina
Goefron, Christof ‘Ruadrim’ Jacques, Christoph Schelleis,
Christophe Achouiantz, Christopher Allen - RPGnet,
Christopher D Williams, Christopher Denton, Christopher Ferry,
Christopher Gunning, Christopher J. McLean, Christopher
Kick, Christopher S. Williams, Christopher Wiley, Christopher
Young, cintain, Ciro Alessandro Sacco (from Italy), Claes
Florvik, Claes Svensson, Claus B. Nielsen, Claus Bornich, Clem
Powell, Clemens Schnitzler, Clement Esmieu, Cole Leadon,
Colin Middleton, Colleen Morgan, Collin H Smith,
Commandant Joly, Conall O’Connor, Conrad Betts, Conrad
Kinch, Corey A Spillis, Corrosive Rabbit, Cory Scanlan, Cpt. D
Tudor-Williams RM, Craig Andrews™*, Craig Bishell, Craig D
Hewitt, Craig Gates, Craig Hackl, Craig Hargraves*, Craig
Johnston (flash_cxxi), Creshininbon, Creventz, Curtis Turner,
CZ Dunn, D Benford-Brown, D Gilks, D L Gurnett, D. Cardillo,
Daekle, Dain Lybarger, Dale Elvy, Damien Gour, Dan Alban,
Dan B. Boyer, Dan Behlings, Dan Gerold, Dan Hall, Dan Lamm,
Dan Nanni, Dan Taylor, Dan W., Dana Thoms, Dane Winton,
Daniel Brown, Daniel Bullen, Daniel C. Barton, Daniel
Fernandez Rubio, Daniel Harms, Daniel Henry Bain, Daniel
Jensen, Daniel Leggett, Daniel Ley, Daniel Lépez Coira, Daniel
Niklasson, Daniel Paarmann®, Daniel Pamos Ramén, Daniel
Stack, Daniel Yauger, Danny Hatcher, Danny Keen, Danny
Seedhouse, Dark Anakleto, DarkShoal, Darrell Impey, Darren
‘NightUIf’ Smith, Darren “Rubber” Fong, Darren “Sanity Check”
Maley, Darren G. Miller*, Darren Green, Darren Ormandy,
Darren Stephen Bird, Darren Watts, Darrin Fesperman, Darryl
‘Art’ Steventon, Dave, Dave “KingDaveTheBest” Hood, Dave
Borne, Dave Corner, Dave Gross, Dave Maple, Dave Nicholls
UK, Dave Post, Dave Russo, Dave Satterthwaite, Dave
Sherohman, Dave Sokolowski, Dave Swanson, Dave Thompson,
Dave Tomczyk, Dave Walsh, Davezilla, David “Windywino”
McLachlan, David “Yabon Gorky” Lallemand, David “Alcibiade”
Tuffelli Rail, David A. Jepson, David A. Schimpff*, David
Andrews, David Avery, David Bagdan, David Bartley, David C.
Hofmann, David Campbell, David Cole, David Dorward, David
Duerschlage, David Esbr’_, David Farnell, David Fergman, David
Gilbert*, David Harrison, David Isaac Frohman, David Lai,
David Langbach, David Larkins, David London, David Mayer,
David McKeehan, David Morgans, David Morris, David Myers,
David Neubauer, David Nielsen, David Notar, David P.
Hoberman, David Panseri, David Pawley, David Rawlinson,

David Rego, David Rosenstein, David Tickner, David Tormsen,
DAVID W. J. SMITH, David W. Johnston*, David Walker, David
Wilson, David Wolf, David Zelasco, Davy Claessens, Dawid
“Salubrus” Wojcieszynski, Dawnrazor, Dean Engelhardt, Dean
Mathison, DeChevalier, Declan Feeney, Declan Waters,
Dedstuff, dekinrie, Denis Crucifix, dennis beebe, Dennis Timm,
Deon Beswick, Derek Almond, Derek Bray, Derek C Rigate,
Derek Carbonneau, Derek Hammond-Pears, Derek M. Brown,
Derek Mayne*, Derrick H Smith*, Derwin MC, Detektiv Lubi und
die Larpwohnungsleute, Dewayne Agin, Dicey Dave, Diego
“Escrivio” D’OLIVEIRA GRAN]JA, Diego Visintin, Dimitris
Tzanerakis, Dimo, Dirk ‘Dizzy’ Vandenheuvel, Dirk Keienburg,
Dirk Methner, Dmitri Seymour-Howell, DMWCarol, Doc-T,
Docteur Half, Doctor Keith Michael Spence, Dokkalfar, Dom
“by the Tentacles” Toghill, Dominic Morin, Don Christianson,
Don Gardner*, Don McCants, Jr., Donald ]J. Arnold, Donald
Lovejoy, donjondo, Donna K. Fitch, Doogy, Doug Fales, Doug
Wilson, Doug Winterradio, Douglas Lee Haxton, Douglas
Maclntyre, Douglas Meserve, Dr Henry Blithington-Smythe, Dr
Rachel Mizsei Ward, Dr Russell Hoyle, Dr T, Dr. Brian M. Gray,
Scientist!, Dr. Pippin Carter, Drew (Andrew) South, Drew
Clowery, Drue Tucker, DS Mandeville, Duncan, Duncan
Mackintosh, Dustin Gulledge, Dusty Parrott, Dylan Durrant, Earl
Martin, Ebatbuok, Ed, Ed Cook, Ed England, Ed Kowalczewski,
Ed Possing, Ed the Catalyst, Eddie Gist, Edgar Gillock, Edouard
Contesse, Edward Saxton, Eevilcat, Effis Effichaud, Egill og
Helga, Eirik Bull*, el Miko, Elaugaufein, Elias NirBolg, Elias
Stallard-Olivera, Elliot Williams, Ellis “Sir Fluffkin” Creel, Emile
de Maat, Emiliano Marchetti, Emma Marlow, Emma’s dad,
Emmanuel ]. Genot, Emrys Hopkins, Eoghain Ormiston*, Eoin
Burke, Eoin Sanders, Ephraim Zimbalist, Eric Humphrey, Eric L.,
Eric Priehs, Eric R A Dodd, Eric S. Betts, Eric Topp, Eric
Townsend, Erik de Graaf, Erik Dunn, Erik K. Cobbs, Erik
Lundbom, Ernesto E. Cruz, Erwin Sablon, Espen Andreassen,
Esteban Jauregui Lorda, Ethan Gonzalo Hernandez, Etienne
Olieu, Eugene “Tinman” Doherty, Eva-Maria Schaber, Evan
Franke, Eve Weaver, E J. Lukoff, Fabien LEBRUN, fabien ribot,
Fabio Sgambuzzi, Fabrice Masson, Fedric Avian, Felix Girke,
Felix Shafir, feltk, Filthy Monkey, foobar, Frances Rowat,
Francesca Giarelli, Francesco Carletti, Francis O’Sullivan,
Francisco Marrero Gomez, Franck “Booga” Florentin, Francois
Bourriaud, Frank “PurpleTentacle” Bartsch, Frank & Lady D,
Frank Delventhal, Frank Liegibel, Frank the Avenger, Frankie
Mundens, Franklin Barrientos*, Franklin Crosby, Franklin
Webber, Frany Georg Résel*, Franz Regul, Fraser Hotchkiss, Fred
Fleury, Frédéri “Volk Kommissar Friedrich” POCHARD, Frédéric
ESCALLIER, Frédérik Rating, Fredrik ‘Maow’ Oskarsson, Fridrik
Bjarnason, Frost Holliman, Fugitive, Furstenberger vincent,
fxpython, G. “Pelikan” Pejeau, G. Hartman*, G.W.Rycroft,
Gabriele “Fitzroy” Fanchini, gael desmoucelles, Galahad de
Corbenic, Gamerstable Podcast, Garrett Crowe, Garrick Archer,
Garry Shortland, Gary ‘Slug’ Perkins, Gary A Schaaf, Gary
Anastasio, Gary Bowerbank*, Gary Gardner, Gary Hughs*, Gary
Lante, Gary Whittaker, Gavin Carr, Gavin Forbes, Gavin
Meakings, Ged Trias, Gene Lancaster, Geoff Vogel, Geoffrey
Ford, Georg Wild, George E Kraus, George L.Perez, George
VanMeter, Gerald Udowiczenko, Gerall Kahla, Géraud
“myvyrrian” G, Gerry mcCabe, Gilbert Milner, Gilbert Milner,
Giles Hill, Gilles Bressoud, Giorgio G. PEDRAZZI, Giuseppe
“Bishop” Zeuli, Glen E. Ivey, Glenn Berry, Glenn Marsh, Glenn
Welser, GM Roger Hall, GmGerrymander, goeticgeek,
Golgorosh, Gonzalo Rodriguez Garcia, Gordon Cranford,
Gordon Richards, Gordon Wiley, Gottardo “zak965” Zancani,
Graeme Comyn, Graeme Innes, Graeme Price, Graeme Rigg,
Graham Brand, Graham Charlton, Gregg Helmberger, Gregory
Parsons, Gregory Smith, Gregory Stanyer, Gregory White,
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Grishka bogdanov, Guillaume “Lenny” Asset, Guillaume
Bernard, Gunnar Hoppe, Hadrian von Markawart*, Hal Eccles,
Hal Mangold, Hank Bao, Hannah “Er00” Fordham, Haotian
Wang, Hargrim, Harrison Parker, Heath Delashmit, Heiko Gill,
Heine Kim Stick, Heinrich Helms*, Helen Balls, Helena &
Miranda Chee, Henrik Boman, Henrik Eriksson, Henrik
Hellbom, Henry Lopez, Herwig Sulzenauer, Horst Mochnatzki,
HP Lustcraft, Hugh Jesseman, Hugh S Paton, Hugo Ferdinand
Erik Reinert, Hugo Mardolcar, Hugo van der Velde, Hurk
Marley, Iain Smedley, iamharrynelson, lan A Davidson, lan
Geronimo Brumby, lan Kitley, lan Leblanc, lan M Ward, lan
Martin, Ian McFarlin, Ian Morton, Ian Noble*, Ian Reid, Ian
Tong, Igor Bohovic, Igor Kieryluk, Ilkka Huttunen, Ingo Arendt,
Ira Gluck, Ironchicken, Isaak Anderson, Ismael Van Trappen,
Ivan “StoneAgeHero” Kandrac, Ivan Finch, Ivor “Wee Ivor”
Whitten, ] Krage, J. e. bean, ]. Mance Haines, ]. Quincy Sperber,
J.T., Jack Gulick, Jack Norris, Jack Skratch, Jacob Carpenter,
Jacob Shelsy*, Jacob Trewe, Jacqueline, Jacques DuRand, Jakob
Schilling, Jakob Schillinger, James a.k.a. uber, James Allen,
James Beauchesne, James Brett, James Bridges, James Burke,
James D. Bailey, James Dillane, James Groesbeck, James
Haughton, James Hovey, James Husum, James Hutton, James
Jacobs, James Joyce and Co, James King*, James Kupitz, James L.
Cambias, James Lorimer, James Louis Cosper, James Martin*,
James Morton, James Norton, James Russell*, James
Schrecengost, James Swetnam, James Taylor, James Van Horn,
James W. Rouse III, James W. Wood, Jamie Revell, Jamie Walter,
Jamie Wheeler, Jan Harding, Jan Helke, Jan Helke, Jan Hendriks
de Geweldenaar, Jan Mels, Jan Stals, Janne Vuorenmaa, Janyce
Hill, Jared Thibault, Jarrod Farquhar-Nicol*, Jason “Hierax”
Verbitsky, Jason Beighel, Jason Cotton, Jason Durkin, Jason
Freston, Jason Fritz, Jason Garwood, Jason Kingsley OBE, Jason
Kurtz, Jason Lindsey, Jason Lund, Jason M. Brown, Jason Watson,
Jason Wentworth, Jason Wright, Jay, Jay Dugger, JC, Jean
“Alahel” Fridrici, Jean-Christophe Cubertafon, Jean-Christophe
Lacaze (bintz), Jean-Michel Abrassart, Jean-Olivier “Volsung”
Ferrer, Jeb Boyt, Jed McClure, Jeff “lockheed” Couderc, Jeff “Mr
Shiny” Carey, Jeff 13, Jeff Cooper, Jeff Ferguson, Jeff Maughan,
Jeff McSpadden, Jeff Olsen, Jeff Scifert, Jeffore P. Blackwell,
Jeffrey “von Jefe” Dreher, Jeffrey A. Jones*, Jeffrey Allan Boman,
Jeffrey McGrew, Jeffrey Scott Hessell, Jellybelly, Jens Carlberg,
Jenskot, Jeremy “SeeleyOne” Seeley, Jeremy Epp, Jeremy Kear,
Jeremy R Kerrigan, Jeremy Skalin, Jeremy Weinman, Jeremy
Zimmerman, Jerry Alexandratos, Jesco Hoffmann*, Jesper
Anderson, Jesse Yost, Jesse G White, Jesse R. Davis, JiBe Farand,
Jill Munro, Jim Cockburn, Jim Hull, Jim Johnson, Jim Ryan, Jim
Stutz, Jim Waters, Jiminy, Joab Stieglitz, Joakim Filtman, Joakim
La Cour Petersen, Joan A. Fontas, Joanne Mary True, Joao
Avellar Menezes, Joe, Joe “Chalkboy8” Cenizal, Joe Kontor, Joe
Parzanese, Joe Pridham*, Joe Robbins, Joe Saul, Joel J., Joerg
Naumann, Joerg Sterner*, Joey Virtue, Johan “Engas” Englund,
Johan Karlsson, Johan Malmstrém, Johann Rausch, SFGC,
Johannes Forster*, Johannes Haensch, Johannes Mattsson, John
“johnkzin” Rudd, John A W Phillips, John Armstrong, John
Beattie, John Bedder, John Bellando, John Bishop, John
Bowman, John Bromley, John Buck, John Buse, John
Cunningham, John D. Barr, John Dodd*, John E Bogart, John
Emmett, John F Rauchert, John Griffin*, John Lambert, John
Lammers, John Lui, John M. Trivilino, John McGrath, John
Moran, John Nellis, John Nichols, John Olsen, John Ossoway,
John Paul Ashenfelter, John Petherick, John Potts*, John Powell,
John R Davies, John R Ivicek Jr, John Rogers, John Rugwell,
John Scherer, John Tobin, John Whitford Bates, John Wilson,
John Xaoseac Marshall, Jolly Blackburn, Jon Crew, Jon Dennis*,
Jon Finn, Jon Geraghty, Jon Huglin, Jon Stevens, Jonas “Texas”
Petersson, Jonas Karlsson, Jonas Linde, Jonas Schiétt, Jonathan

Beverley, Jonathan C. Jones, Jonathan Clancy, Jonathan Green,
Jonathan H, Jonathan Korman, Jonathan L. Howard, Jonathan
Powell, Jonathan Wilkinson, Jonathon Dyer, Joop “Wendigo”
Wagemaker, Jordan “MILLANDSON” Millward, Jordi Rabionet,
Jorg Diener*, Jérg Mosthaf, Jose Luis Porfirio, Jose Nieto, Josef
Verbanac, Joseph “Chepe” Lockett, Joseph A. Russell, Joseph L.
Vanden Borre, Joseph Limbaugh, Joseph P Craig, Josh Eaves,
Josh Flint, Joshua (Jesus) Christain, Joshua Buergel, Joshua
Chewning, Joshua Plautz, Joshua Ramseynote, Joshua Yearsley,
Josua Leistner, Jouni Pohjola, JP Chapleau, Juan Felipe Castillo,
Juan Manuel Escribano Loza, Jules Fattorini, Julian Hayley, Julius
Heide, Jussi Kenkkil4, Justin M. Phillips, Justin Quimby, Justin
Schmid, Justin Unrau, Justin Unsworth, Justin Woodman,
Justine ] Ayers, Jye Karl-Perry, Jyri Tasala, Jyron Stensland, K ]
Miller, K Malycha, K.M. Curow, Kai, Kai Simon Fredriksen,
Kairam Ahmed Hamdan, Kalle Henricson, Kaptajn Alex Jensen,
Karen J. Grant*, Karl Lloyd, Karol shav Rychwalski, Kaspar
Olesen, Keary Birch, KEEGAN FINK, Keeper JohnH, Keith
Nelson, Keith Robbins, Keith St Peter, Ken Doyle, Ken
Finlayson, Ken Klose, Kenneth Foster, Kenneth G. Langaard,
Kenneth Pawlik*, Kennon and Elizabeth Bauman, Kevin ‘Tony
Grimaldi’ McHale*, Kevin C. Wong, Kevin Caldwell, Kevin
Denehy, Kevin Doswell, Kevin Flynn, Kevin G, Kevin Gong,
Kevin Grider, Kevin ] Thomas, Kevin Jacobi, Kevin Mantle,
Kevin Master, Kevin R. Dombrowski, Kevin Schantz, Kevin
Warwick, Kevin Wine, Khanavis Kruel, Kierlik Edouard, Kieron
Gilbert, Kim houtmeyers, Kimmo Repo, Kit Kindred, Kjartan S.
Johansen, Koen Windels, Kolja Dimmek, Kommander Kabra,
Kris Vanhoyland, Krister Sundelin, Kristian A. Bjgrkelo, Kristian
Hartmann*, Kristopher Volter, Kryptovidicud, Krys Adkins,
Krystof Drnek, ktabic, Kurt Ellison, Kurt Mueller, Kyldan, Kyle
Burckhard, Kyle Fagert, Kyle Krebs*, Kyle Winters, L. James
Abella, U Autre Monde - Liege, Lachlann CJ Lindsay, ladevese
thierry, Landsknecht, Larry Sawh, Lars Heitmann, Lars Holgaard,
Lars Westergren, Lars-Hendrik Schilling, L4sz16 Szidonya,
Laurence ‘singing potatoes’ O’Brien, Laurent Labrot, Laurent
Lankar, Lawrence Jones, Le Di Chang, le naing, Lee Pitts, Lee
Simons (in loving memory of), Lee Sweeney, Legion, Leigh
Carrthulhu, Leo Paixdo, Leslie Weatherstone, Lester Ward,
Leutgéb Thomas, Levi Gustafsson, Liam de Ste. Croix, Liam
McCauley, Lisa Padol, Lloyd Moore, Lloyd Rasmussen, Lolof,
Lorenz Thor, Lou Caps, Louis Hetrick, Louis Luangkesorn, Lt.
Thiago Augusto, Luca Tolomelli, Ludovic Chabant, Luis Velasco,
Luke Atkinson, Lutz Hofmann, M De Jonge, M Strefford, M.R.
Perez, M+C178ns Silfwerplatz Thunstrom, Mac Dara Mac
Donnacha, Magnus Carlstrém, Magnus Gillberg, Magnus
Nordin, Magnus Seter, MagpieGamer, malavhe, Malcolm
Serabian, Manfred Gabriel, Manuel del Jesus, Manuel Quick,
Manuel Sambs, Manuel Siebert, Marc A. Gillham, Marc
Engelhardt, Marc Margelli, Marc Schlichting, Marc Taylor, Marc
Williamson, Marcin Dabrowski, Marco “Sandukar” Behrmann,
Marco Andre Mezzasalma, Marco Valente, Marcus Burggraf,
Marcus Polk, Mariano Rico, Mario Milioti, Mark “LooseBolt”
Margraf, Mark A. Siefert, Mark Bussey, Mark Craddock, Mark
Grehan, Mark Hanna, Mark Harding, Mark Hughes, Mark
Kadas, Mark Kitching, Mark Lesny, Mark Leymaster of
Grammarye, Mark Llewellyn James, Mark M Prescott, Mark
Magagna, Mark Mealman, Mark Meer, Mark Miller, Mark
Morrison, Mark Perneta, Mark Phillippi, Mark Quire, Mark Sim,
Mark Smith, Mark Snyder, Mark Sweetman, Mark Thompson,
Mark W. Bruce, Mark Ward, Mark, the Encaffeinated ONE,
Markjan, Markus A. Gockel, Markus Eisenbach, Markus Grewe,
Markus Hanrath, Markus Plate, Markus Plotz, Markus Raab,
Markus Schnell, Marlin Stewart, Martin ‘BeavisCZ’ Kaspar,
Martin Bailey, Martin C. Howard, Martin Carlsson, Martin
Dickson, Martin G. Hills, Martin Legg, Martin Monrad, Martin
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neal, Martin Schramm, Martin Sirois, Martin Tulloch, Marzio
Spairani, Mastion, Mathew A Howell, Mathew Schelsky*,
Mathieu Boily, Matias Frosterus, Matt ‘Tupeti’ Cook, Matt
“Goober” Bleasdale, Matt Burrows, Matt Caron, Matt Compton,
Matt Cowger, Matt Farr, Matt Gibbs, Matt Kay*, Matt Leitzen,
Matt Maranda, Matt Morocco, Matt Nixon, Matt Riek, Matt
Whalley, Matt Wiseman, Matt Wrycraft, Matt Yun, Matteo
Poropat, Matthew “Matthieus” Guthrie*, Matthew Bates, Matthew
Broome, Matthew Brumfield, Matthew Clarke, Matthew Dive,
Matthew Graham, Matthew Hayesooking, Matthew Koelling,
Matthew Krykew, Matthew L. Brown, Matthew Luke, Matthew
Orwig, Matthew Sanderson, Matthew Wasiak, Matthias “Agent
Scalapecci” Rohde, Matthias Brand*, Matthias Weeks, Maurice
Strubel, Mauro Thompson, Max Hipp, Max Kaehn, Max Moraes,
Maximilian Hotzl, MaxMahem, Maxwell Marzban Thiemens,
Maya Mary Kennon, Meeples & Miniatures Podcast, Mette
Windekilde, Michael, Michael “Stargazer” Wolf, Michael B.
Moe, Michael Beck, Michael Bergh Hansen, Michael Blair,
Michael Bowman, Michael D. Miller, Michael D. Ranalli Jr.,
Michael Daumen*, Michael De Rosa, Michael Dulock, Michael
Ehrhardt, Michael Feldhusen, Michael Fliger, Michael Haverty,
Michael Hill, Michael Knarr, Michael Kumar, Michael L.,
Michael Lanzinger, Michael M Jaksa, Michael M. Mechmann,
Michael Machado, Michael McCormack, Michael Mingers,
Michael Nichols, Michael Nicolet, Michael Olsen, Michael
Pedersen, Michael Richards, Michael Ross, Michael S Pose,
Michael S. Gardner, Michael Sansregret, Michael Sauer, Michael
Spinks, Michael Sprague, Michael T McDonnell, Michael
Thompson, Michael Venderdahl, Michael Virks*, Michat
Ktosowski, Michel L. Rigaud, Mick Allan, Micka’al MEZIERE,
Mika Lietzen, Mika Mannonen, Mikael Engstrom, Mike
“Mutant” Affourtit, Mike Baumann, Mike Browne, Mike
Browne, Mike Domino, Mike Dougan, Mike Dukes, Mike
Eagling*, Mike Evans, Mike Gruber, Mike Howlett, Mike
Marshall, Mike McConnell, Mike Miller, Mike Nicholson, Mike
Nolan, Mike Shema, Mike Tidman, Mike Williams of Bring Your
A-Game, Mikel Lopez Gonzalez, Mikkel Berget, mikko, Mikko
Hyokki, Mikko Visti, Min-hyuck Choi, Mitch A. Williams,
Mitchell B. Downs, Mohd Nur Adli, Monnie Robinson,
Mopsothoth, Morgan Baikie, Morgan Ellis, Moritzy B6hm*,
Morten Berg, Morten Birk, Morten Kjeldseth Pettersen, Mr
Godbolt, N Munro, Naidan*, Nate “SubCommander” Reed, Nate
Lawrence, Nate Miller, Nathalie Elfyr Zema, Nathan Grant,
Nathan Hill, Nathanial Taylor, Nathaniel Garth, Nbaer, Neal
Dalton, Neal Pryer, Neal Tanner, Neil Blumfield, Neil Coles,
Neil Crampin, Neil Googe, Neil Mason*, Neil McArdle, Neil
Poree, Neo-Parzival, Nerd’s Domain, NewOrleansMythos, Ng
Kai Teck, Ng Yun Ru, Ngo Vinh-Hoi, Nicholas Coutouvalis,
Nicholas Dimitri Zeltzer, Nicholas Fallon, Nicholas Macula,
Nicholas Stylianou, Nicholas Tyrrell, Nick “Dolan” Simpson*,
Nick & Kyle Vertodoulos, Nick Adams, Nick Bate, Nick Brooke,
Nick Clements, Nick Crones, Nick Gotch, Nick Keyuravong,
Nick Meredith, Nick Middleton, Nick Richardson, Nick Riggs*,
Nick Smith, Nick the Savage Greek, Nick Townsend, Nick
Tyrrell, Niclas Berg, Nicolas “Nichal” Suc, Nicolas Guichard,
Nicolas Szakacs, Nicolas Vandemaele-Couchy, Nicole
Mezzasalma, Niels-Viggo Schou Hobbs, Nigel Kershaw, Nigel
Wright, Niibl, Nikica Puksic & Filip Cerovecki, Niklas Almgren,
Niklas Nordberg, Nils Hensel, Nils Johansson, Nils Karlén, Nils-
Patrik Eklund, Noah “Daethwing188” Bristol, Nocturama,
NoFairFights, Norm “No Relation” Hensley, Norm Fenlason,
Norman Logan, Notaak, Nudeldampthirn, Nyals T. Haytop,
nytflyr, Octavio “Katatuno” Morales, Olaf Suhrer, Oliver
“DerKastellan” Korpilla*, Oliver Adam, Oliver Butzlaff*, Oliver
Graf, Oliver Morris, Oliver von Spreckelsen, Olivier Descamps,
Olivier LEFEBVRE, Olivier Vermaut, Oscar Simmons, Owen

“Sanguinist”, Owen Milton, @ystein Nesheim, P BYHMER, P
Jan Egil “Jedidiah Curzon” Bjune, P Tracy, Pablo “Floppy”
Dominguez, Paco Garcia Jaen, Paddy MacKraken, PadmesLover
aka Dr. Mike Slawienski, Padraig Francis, Panagiotis
Grigorakakis, Pascal OLIET, Pascal Pflugfelder, Pat Bloomer, Pat
Harrigan, Pat Luther, Patrice Hédé, Patrice Mermoud, Patrick,
Patrick Barrett, Patrick Boughton, Patrick Brewer, Patrick Doty,
Patrick Henry Downs, Patrick ] Campbell, Patrick J. Crowley,
Patrick Kraft*, Patrick Olekas, Patrick Paulsen, Patrik Strom,
Patz79, Paul ‘FatPob’ Goldstone, Paul Anderson, Paul Baker,
Paul Barton, Paul Bryant, Paul C. Cook, Paul Campini, Paul
Carolan, Paul Cockburn, Paul Dobson, Paul Dyson, Paul Eyles,
Paul Hazen, Paul Herkes, Paul Landry, Paul Lawrence, Paul
Leone, Paul Lilley, Paul Monk, Paul O’Grady, Paul of Cthulhu,
Paul Oxberry, Paul Rimmer, Paul Roche, Paul Smith, Paul Snow,
Paul Sudlow, Paul Urfi, Paul Watts, Paulo Pereira*, Pavel Ojeda,
Pawet “nimdil” Matysiak, Pedro Arnal Puente, Pedro Gil
Steinkel, Pedro Ziviani, Per Dahlin, PERROT Claude-Arnaud,
Pete ‘Dr Cheinstein’ Chenery, Pete “Lenin” Edlin, Pete Apple,
Pete Griffith, Pete Hurley, Pete Nash, Peter “PJDanger” Dean,
Peter Cerda-Pavia, Peter De Kinder, Peter Endean, Peter Gates,
Peter Lauth, Peter Mason, Peter R Brooks, Peter Risby, Peter
Schott*, Peter Thomas, Peter York, Petri Leinonen, Petri
Wessman, Petros Panagiotidis, Phil ‘Scurvy Dog’ Brody, Phil
“DNAphil” Vecchione, Phil Campbell, Phil Garrad*, Phil Lee,
Phil Pehlke*, Phil Ward, Phil Wilson, Philip Adler, Philip
Monberg, Philip Smith, Philip Wiles, Philip Wright, Philippe
“Fil” Marichal, Philippe Depriester, Philippe Devill¢, Philippe
Hermiz, Phill Juffs, Phillip Bailey, Pier Antonio Bianchi, Pierre
Noél, Piotr Burzykowski, Pip Frances, Pouderoux Stephane,
Prodos Games Ltd, Q Bauer, Quinn Halligan, R Archer, R ¢ Kim,
R Chris Magerkurth, R R Michael Humphreys, R Thomas
Allwin, R. Alexander Young, R. Hyrum Savage, R. J. van
Meerveld, R. Maiwald, R. Patrick Taggesell, Raf Ceuls, Raffi
Parseghian, Rainer Koreasalo, Rainier W Madruga, Ralf
Lanwehr, Ralf the Cat, Randall WiseWolf Padilla, Randall
Wright, Ranek von Drakenspyel, Ranger Dave Ross, Raven
Daegmorgan, Raven Walker, Raymond Lee, Rebecca Sarah
Shillaker, Regis Renevey, Reiner Schmitz, Renaclerican_~,
Renan Barcellos, Renato Retz, René Winter, Renton Wright,
Reto M. Kiefer, Reverance Pavane, Reza, Rhys Davies, Rich
Canino, Rich Scrase, Rich Simmons, Rich Spainhour, Richard
‘Vidiian’ Greene, Richard C. Clarke, Richard Craig Kern,
Richard Ferris, Richard Forest, Richard Forster, Richard H.
Lighthiser, Richard Harrison, Richard Hawkins, Richard Iorio II,
Richard Mundy, Richard Smethurst, Richard Thomas, Richard
Whitaker, Rick Ferrer, Rick Jakins, Rick Meints, Rick Neal,
Rickard Vesterberg, Rik Baker, Riley Crowder, Rinckeg
Kendirdal, Rob ‘PteroByte’ Wray, Rob “The Dude” Kukuchka,
Rob Allen, Rob Dunning, Rob Engberg, Rob Heath, Rob
Jellinghaus, Rob McCreary, Rob Pinkerton, Rob Quillen, Rob
Thomas, Robbie Cameron, Robbie Corbett, Robert “Rev. Bob”
Hood, Robert Andersson, Robert Andrews, Robert Biddle,
Robert Biskin, Robert Clark, Robert Dickerson, Robert Feather,
Robert G. Male, Robert Hoedl, Robert ] Bennett, Robert James,
Robert Moore, Robert Newhall Chesebrough III, Robert Ojamo,
Robert P. V. Davis, Robert Roig, Robert Rydlo*, Robert Sabath,
Robert Scott Clark, Robert Short, Robert Strahan, Robert
Tupper, Robert V Brodeur, Robert W. Calfee, Robert Wilson,
Robert Winchester, Robert Wood, Roberto “Sunglar” Micheri,
ROBERTO BRAVO SANCHEZ, Roberto Mandrioli, Robin
Eriksson, Robin Lees, Robin Low, Robin M Breeden, Robziel,
Rod Meek, Roderick Edwards, Rodney Hankemeier, Roger
Moore, Roger Sjogren, Roland Ferdinand Bellissime, Roman,
Roman Kalik, Ron Ringenbach, Ron Szameitpreuss, Ronald D.
Jones, Ronnie Grahn, Ross Dawe, Ross Holt, Ross Ireland,




BACKERS'

THANKS

Rowan Rose Lily Hazel Middleton, Rozenn Keribin, Rufus, Rune
Belsvik Reins, Rune Vendler, Rurik Zhukov, Rush Lobreto,
Russell ‘Guplor’ Auer, Russell Andrews, Russell Martin, Russell
Williams, Rusty Parker, Ryan “Ryano” Wallace, Ryan “Siygess”
Chamberlain, Ryan D. Chaddick, Ryan Finegan, Ryan
MacGillivray, Ryan Macklin, Ryan Marsh, Ryan Martin, Ryan
Riojas, Ryan Rubrico, Ryan the Raven, Ryan Wolf, S J Bradshaw,
S ] Jennings, S. Karl Ratter, S. Velez, SAC Weston,
SacredRoach, Sam Condon, Sam Kenkel, Sam Richards, Sam
Slocum, Sam Wong, Samael the Butterdragon, Samuel “Professor
111" TISSIER, Samuel Munilla, Samuel Somville, Samuel Stoute,
Sanagi, Sandra Wegner, Sapper Joe, Sara and Toasthulhu Peters,
Sascha Bornhorst, Sascha Hillenbrand, Sascha Wurtinger, Sauli
Samila, Sawtooth, Scantrontb, Scorch, Scott Acker, Scott
Butler, Scott Carter, Scott Culver, Scott Ewels, Scott Kehl, Scott
Kirby, Scott Maynard, Scott Neal, Scott R. Dierks, Scott
Robertson, Scott Synowiez, Sean Constantinus Joseph Bourke,
Sean Gore*, Sean M Smith, Sean Michael Muc, Sean O’Dell,
Sean Patrick Fannon, Sean Pelkey, Sean Trader, Sean Whittaker,
Seann Ives, Seb Ruiz, Sebastian Ricks Pedersen, Sebastian
Volkmann, Sébastien Druilhe, Sebso Postumus, Sefariel, Semen
“Galod” Nosnitsyn, Sento Bellver Chinesta, Serena “Intendant
S” Nelson, Seth Hartley, Seth ] Bradley, sev, Sgt. Paul “Pappy”
Cooper, Shane “The Pain” Emmons, Shane Gregory, Shane
Harsch (Legendsmiths), Shane Mclean, Shane Williamson,
Shannon O’Farrell, Shannon R. Bell, Shaun D. Burton, Shawn
Elliott, Shawn Hagen, Shawn Kehoe, Shawn M Moore, Shawn
Richard MacFarland, Sheldon Nunes, Sherry Massey, Shervyn,
SHH, Shingen, shoggothic, Sid Wood, Silvio Herrera Gea,
Simon ‘Squidmon’ Stroud, Simon “Skippy” Rafferty, Simon
Brake, Simon Brunning, Simon C Moore, Simon Davey, Simon
Ryves-Webb, Simon Taylor (Australia), Simon Ward, Simon
Withers, Simon York, Skenderax, skinner65, Smiphee, Sophia
Brandt, Sgren Hagge, Soren Haurberg, Spence Sanders, Spencer
Lane, Squishymaster*, Stacey Marshall (Seven Sisters, Wales,
UK), Steeve Lessard, Stefan Feltmann, Stefan Weiss, Stefano
Leonardi, Stefano Liggeri, Stephan Burn, Stephan Szabo,
Stephane Brochu, Stéphane Martin, Stephen A Turner, Stephen
C. Ray, Stephen Egolf, Stephen Harland, Stephen Joseph Ellis,
Stephen Knott, Stephen Powell, Stephen Wilcoxon, Steve ‘Foz’
Foster, Steve ‘Sad’ Pennington, Steve (Erekos’a) Edwards, Steve
Beer, Steve Blease, Steve Cotterill, Steve Dempsey, Steve
Dulson*, Steve Foote, Steve Hamm, Steve Jones, Steve Laubner,
Steve Leung, Steve Lord, Steve Rubin, Steve Simenic, Steve
Slater-Brown, Steven A Cook, Steven Danielson, Steven
Henderson, Steven Thesken, Steven Vest, Steven Ward, Steven
Wells, Stewart Robertson, Stompinggroo*, Strand, Stras
“Shoggoth Herder” Acimovic, Stuart Adam, Stuart Baker, Stuart
Boon, Stuart Christie, Stuart McKay, Stuart Norrie, Stuart Shaw,

#%n‘ﬁ/f f%ﬂn/és o my Aﬂsﬁm/ E/Jﬂr/ and s my /%m/ds \/em wd
- Lynne o}

Derek M//'é:on for their continued 7@/’1% and: s%o/ao/’t

1'D LIKE TO THANK CHRIS &

MODIPHIUS FOR MAKING ME PART OF

THE ACTHUNG! CTHULHU CREW, AND

THE WHOLE CREATIVE TEAM FOR BEING 2

Studer, Sven “DOC” Berglowe, Sven Schlipfer, Sven Wiese,
Svend Andersen, SwiftOne, symatt, T.].Hodgson, Taint, Tamara
Persikova, Tanya, Taran Williams, Tariq York, Tavernbman, Ted
Novy, Temoore Baber, Tetaz Olivier, Thaddeus Ryker, The
Delicious One, The Eldritch Wolf, The Fox, The Greatkithain,
The Rev Robert K. Leopold, The Strang Family, The Veterans of
a Thousand Midnights, THE WILDERNESS COMPANY,
TheFourthman, Theo, Theo Vorzanger, Theodoros Kabisios,
Theron Teter, Thiago de Oliveira Gongalves, Thibaut de
Balmain, Thibaut Martin, Thom E Shartle, Thomas “Kyle’
Renner, Thomas “Kyorou” Vanstraelen, Thomas Beuleke,
Thomas Dekkeret, Thomas Foss Christensen, Thomas Gaub*,
Thomas Grellner, Thomas Harbert, Thomas Ladegard, Thomas
Lokum, Thomas Martin, Thomas Munro, Thomas P. Dahmen*,
Thomas Palzer, Thomas Ryan, Thomas Sedlmairt, Thorsten
Schubert, Thorvald Natvig, Tiago Bardo, Tim Bogosh, Tim Craft,
Tim Ellis, Timo Polterock*, Timothy E. Hall, Timothy Mullen,
Tina Perkins, Tobbe Bomble, Tobias, Tobias Eliasson, Tobias
Schréder*, Tobias Schulte-Krumpen, Toby Rushton, Todd Antill,
Todd W. Olson, Tom “the Monster” Hoefle*, Tom (CmdrKiley)
Kiley, Tom Blake, Tom Depoorter, Tom Miskey, Tom Prosser,
TOMAS ALEKSANDER TJOMSAND, Tom43 P¥ibyl, Tomasz
Krupa, Tomasz Sajewicz, Tomi Sarkkinen, Tommy Brownell,
Tony A. Rowe, Tony Buckley, Tony E. Calidonna, Tony
Emerson, Tony Gaitskell, Tony Maguire, Tony Parry, Tony
Strongman, Torbjérn Johnson, Torsten Hasforth*, Tracy S
Landrum, Trask Tyromancer, Travel Trousers, Travis Carpenter,
Trevor Orestes, Tristan Goss, Tristan Lhomme, Tristan Oberon,
Tristan Smith, Tuckoo Sargentini, Turk, Turo Jink,
Twyllenimor, Tyndyll, UK Role Players (www.ukroleplayers.
com), Ulf Bengtsson*, Ulrich Drees*, Universariian, Urban Blom,
V. T. Frevoli, Val Ruza, Vandalious, Vanni Fucci, Ven M. Sio,
Victor, Victor Engelmartin, Victor Perez Cazorla, Victor Ventura,
Viktor Haag, Ville Halonen, Ville Makkonen, Ville Timari,
Vinsc, Vivienne Dunstan, Vladimir Dzundza, Volker A.
Greimann, Volker Ehlers, Volker Jacobsen, Volker Sprich,
Walter Proseilo, Wayne Denier, Wayne Kelly, Wayne Peters,
Wayne Rankin, Jr., Wayne Williams, WeeGamers.eu Andy,
Weirdocollector, Wendy Wojda*, Werecorpse, Wesley E.
Marshall, Wesley N Goodwin, Whitt, Wibble Nut, Will Brown,
Will Hopkins, Will McCrate, Will Vesely, William David
Seddon, William Jacot, William Shuster, William Stilson,
Wolfgand Enrique Kook C., Wong Brothers, workshop,
wraith808, www.comicgamestore.com, Wythe Marschall, Xthulu,
Yehuda Halfon, Yohan Odivart, Yragaél, yukihiro_terada, Yusuke
Murase, Zak White, Zavela, Zed Lopez, Zombie Bitz, Zorblag

R Lyeh, Zwackelmann, ZXN.

*A massive thanks to these people for proofreading.

[yve an/,
) my wift 2{#{)6’ Mf}é;
JZé?zdlﬁzzmuyﬁg;mmqjﬁrfﬁ:;é}
j!U , ﬂy [rﬁﬁf j/&pwr jd”l&.f an ry

A;fo¢JMﬂN/
Vfﬂ - (:423(:By¢£ﬂ

/&w%an #éé»égyéétﬁw éé#tzﬁ‘ﬂuﬁﬁ éé%yd A;%%ﬁ%ﬁzﬂﬂﬂ

)
SUCH A SOURCE OF INSPIRATION. ord 85 bt e “wrony gt Yz goors sgo

- DIM MARTIN

= M&é/’z/ ¢, rpss

= WLV




N

Lot

Sevastopoll

' D
S GRS %
i :.#fﬁﬁoé.wi. :

C~,

@ 2 o
o\ @8
(B ooeepa>o®

K}




[Or Javage Woilus
alwWww.pegine.camt)

i - - ~. “\ T |
WITHUTHDS] O BHINTEAR |
,I P s
e L 4

| §1/r,i\ : e *

h o AT L
SHE LYoy (9 HMONTSg 8 i )
' N

< L B
1 . . i A 7_ 7"‘\\ A
g L e, W T
) rGiTER (ST | \
< _ > PRy R )=

A




MEDIPRVS

ENTERTAINMENT

EXPLORING NEW WORLDS

AL
‘ VRS . Jolhn‘mm
MCHTONGICf ™2
. *«’ \ A\

i

A S :
he el ot e
3 Hﬂollst‘l‘*z‘:ﬁiﬁisn

e

. KEEPER'S BUIDE 10 THE SECRET. WAR -

COGS, CAKES

ATLANTIS & SWORDSTICKs
CITY IN THE CLOUDS Cracking Adventures n the Empireof team

<AAG TR
“ { CHRONICLES »"
L V /

LYNNE HARDY

DAg SYMMETRY ‘ g = et d
< S— = -
DAGM SYMMETRY § noprruaning Q1 pust.

JOIN US AT
wwwe.modiphius.comn
facebook.com/modiphius



Armed Forces..... 34-41, 73-84, 98-105
Airforce. .............. 36, 38, 40, 73-74
AATIETREETI ¢ 0 ¢ 0 05 aB6 0 06 66 20 008 0bo 38
TEEGH R - . o SRR e . SR 36
(Germangesr e o SR 40
Army....... 34-35, 37, 38, 39, 40, 74-76
JANTRETIEETIY 6 0 0 0 6 50 6K 5000 36,0 0 Bb GB0 37
IR N0 s 0 S8 ST S 35
IPREmENG o 5% & SO o80SR T, A 38
(GETanes. . . S 40
INENAT o o < 0000 oS 35, 38, 40, 76-77
NTRETHICATIL: dekio 08 8000800 o S BB aHE 38
BT SIS Wy - o M 35
CORIERY . 5 500 30 005300000855 OBHES 40
REMES; 6 5 6 0.0 600 0 0BLIOIOIE IR0 o NG 70
Special Forces. . ... 36, 37, 82-84,99-100
American. ................ 37, 83-84
IS 0% o0 b o606 069 50 00 0A08 36, 82-83
Auxiliary Forces....coovvvniinnns 45-47
Civil Defence.......c.ccovvvenenin... 46
Entertainment...................... 45
Miscellaneous. .. ........cooven.... 47
Women’s. ....oovvviiiiiiiniann, 45, 80
Civilian............oooiiiiin.. 45
MEIETES oo dooa a6 0006 sobas o 45, 80
Character Creation.....oooeeuen. 48-85,
96-114, 131-133

Call of Cthulhu. . ....... 48-85, 131-132
Military Investigators. ......... 67-85
Mythos. ..., 52,53-58
Nationality. .................. 49, 50
Occupations. . 51, 52, 58, 59-67, 73-84
Training Packages............. 69, 85
Savage Worlds. . .. ..... 96-114, 132-133
Edgeotit| ... 97,109-114
Background................ 109
(CHMIEELL, 6 60 604360865 06500000 110
Leadership................... 111
Professional.................. 111
Seetell o 0000 s00690000000000 90 112
Weird. ...........oooiiaL.. 113
Hindrances.............. 97, 108-109
Military Investigators. . ...... 98, 114
Nationality................ 49, 50, 96
Occupational Packages. ... ... 98-105
SanityPRes: ¥ v 0 L NN 97
STl SHRREREC, w0 N R 97, 105-108
HEENT 501, § o S on o R IR o 96, 133
Equipment.........covvenn.n. 115-130
ClOFEiB 00 055 006500050 120-123, 124-129
CIGHITNL « 0 060 00054 06000000000 120
(COMMUNTCATIONS PP R . 120
(CrEEEER 5 50 0 50 0 b0 Bbdad o0 o ab 121
Weapons. ......... 121-123, 124-129
IMEITENRE 6 0 005 0 0vs 0 115-120, 124-130
IR T 6 0 0 0 40 300000000000 115,116
RGNS 5656006 3606090000060050 0 116
Uniform................... 115,117
Weapons. ......... 117-120, 124-130
Historical Accuracy....ovvvvenninnnn. 11
Home Front....coovvviiiiiinnnns 10-20

Clloil ¥R - 480 oBBaGE RS 50 dnb 24 - o 15-17
Men’s Fashions. ............... 15-16
Women'’s Fashions. ............ 16-17

Entertainment................... 17-20
CETEGENT o 606 0 0 66 00 5 00ade0 19-20
Films. & . . PRt . 18-19
Music... SEERETREEIE L L 17-18
Propagant o i S 20
Radio?. . ... . S 4 e 19

Food & Rations. ................. 12-14
Black Market. .................... 14

Population Movement. ........... 11-12

Work. ot o g e R 10-11
Women’s Jobs. ..ot 10

Intelligence Services.....oeouuenn. 41-44

American. .......ovetiiiiiann.. 42-43
Federal Bureau of Investigation. .. .43
VA esti PP 43
Office of Strategic Services. . . 42-43

IBYHEBII0L, 00 0 5 do 06006030005 00000000 41-42
Military Intelligence. ............. 42
Ste@iiom D) o o 08688005 00 30083008 41
SEEHIEN Wik 55 6000000000 < ¢ SORIAE 41
Special Operations Executive. .. ... 41

[Erenchi S re sy WSS SR . .. . 44
The Resistance. ........ 27, 28, 29, 44

(CETIEN. ¢ 0 6609 05000088069 5 00 aa0c0000 43

Occupations...oeeeennnn. 51-52, 58-67,
73-84, 98-105

Cadll of Cthulhu. .. .. 51-52, 58-67, 73-84
CHAEDS 560 006 6000000000600 59-65
(07173 ¢ A 65-67
WGBTS o c 0 ocon0b00 00009 0 000t 73-84

Savage Worlds. ................. 98-105
Civilian..................... 99-105
WIETEE 0 0 c oo 00000005000 50000 98-105

Quick Play Guide.....ovvven.n. 131-133
Call of Cthulhu. .............. 131-132
Savage Worlds. ................ 132-133

Resources. o » o o foe P99 Sl orns 134-137

Bools™im . . £ . Al WSS & 135

Movies & Television. .......... 134-135

Museums & Memorials. . . .. . ... 136-137
INENEE, 46 86 0.0 00 0006 R PTRTEREIN 136
CiaTimEinmg b oo oo 6 0u6s6 2000 S0 OBOGS 137
The Netherlands. ............... 137
United Kingdom................ 137
The Channel Islands. ............ 137
EnlitediStatest . . . T 137

Roleplaying Games. ............... 137

WES PEEE3 o ¢ 0 - bodae o 2 doa0 s BB 08 136

Skills.eeveeeenns 61, 86-95, 97, 105-108

Call of Cthulhu. . ................ 86-95

Savage Worlds. ............ 97, 105-108

Skill Difficulties, Call of Cthulhu. . .. 61

Tables.ccoveeuennn. 50-51, 52-58, 67-80,

91, 114, 116, 118, 124-130

Auxiliary Services, Women’s......... 80

BasicllirainingSNRer T SRR . . 69

[DECOTatIONS: * < R s 72,114

= alAETS

Medal Modifiers. .................. 114
Drafted! s 5 T S S 67
Melee Weapons Specialisations. . . . . . 91
Mythos Encounters. .............. 52-58
INETHE0RI 57 5 00 Be 8000 8 B o 600 ¢ o o 6 50
Commonwealth.................. 50
DiSplacedt. i Nl R A 50
(QeEEEI: 000 60k 6000 008 s ¢ o o 51-52
@iviliamBes 5 51
Covert. . Fin.. .. .. 4 0. 51
IVl S S S 52
Physical Fitness. ........coooeveen... 68
IRET 50 0 500660050660 < 69, 70, 71, 114
Comparative Allied............... 70
Promotion................... 71,114
Training. .. .....00 0SSN 69
Rations. . ...... ..o S 116
Weapons & Equipment. ... 118, 124-130
Ranges. ... ... . 00 0SSO 118
Statistics. . ..o oo R 124-130
Timelines.eooveeeeunneeennnn 4.9,21-33
American. ..........c.oooien.. 29-33
Britishe oo s e o L 21-26
French................coooiat. 26-29
Bl B R BB BB B 06 S < o < 6 ¢ 4-9

Sl I 96T starteds O

he Most Secret files

nowy Sir? I'm sure e
lads will be needing

mose soon.
- Pegyy




	Achtung!_Cthulhu_-_Investigator's_Guide_-_Full_Colour_Part1
	Achtung!_Cthulhu_-_Investigator's_Guide_-_Full_Colour_Part2



