
• Rules for surviving not only jungle warfare, but the jungle itself!

• Even more vile creatures & occult threats

• New tomes, weapons, artefacts & equipment

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

Horror Takes to a Whole New Stage...

A terrifying World War Two setting, fully compatible with the

• A variety of new civilian and military character templates  

The Guide to the Pacific Front adds a new 
dimension to the Secret War, including:

In fact, a whole dossier’s worth of useful historical and 
fantastical information to help you expand your campaign out 

into the wider world of the Secret War.

Discover the secret history of the war beyond Europe: tales of 

heroic struggles in the Far East and the Pacific Islands; the 

re-emergence of archaic evils deep within an ancient land; the 

terrors of jungle warfare, where humans are not the only things 

stalking you, and the term “wildlife” potentially has a whole 

new meaning...
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Foreword from Bill Bodden

When I was recommended to the folks at Modiphius by 
friend and co-conspirator Monica Valentinelli, I didn’t ex-
actly realise what a vast, twisty rabbit hole I’d been sent 
down. A year and several books later, my involvement with 
Achtung! Cthulhu continues to be a rewarding relation-
ship: a great deal of work, but a lot of fun as well. While 
the terrible loss and suffering of millions during the span 
of World War Two are not to be made light of in any way, 
I hope that our concepts, and the many stories they gen-
erate in the minds of gamemasters and players everywhere 
as their adventures play out around the tabletop, will help 
us to remember the true horrors of war. I’d like to thank 
Chris Birch for the opportunity; editor Lynne Hardy for her 
patience and encouragement; my co-author Alex Bund for 
being clever, imaginative, and inspiring; Dana Lombardy 
and Don Perrin for a bottomless supply of sage advice on 
tanks and planes, and suggestions on researching them; 
and for her love and support, my wife Tracy.

Bill Bodden 
Spring 2014

Foreword from Alex Bund
I’ve always had a keen interest in World War Two thanks 
to a diet of Commando stories and war movies as a child, 
but the Pacific Theatre was something I was relatively new 
to. So when Modiphius asked me to work with Bill to de-
velop this new sourcebook I jumped at the chance, espe-
cially when we were told we could breathe some new life 
into some old Lovecraftian foes, specific to the region. I 
hope our take on the ferocious battles of the Pacific islands 
and Southern Asia give both players and Keepers a taste 
of the horrors that lurk in these mysterious lands, and that 
we have opened up a new theatre for man’s eternal bat-
tle against the cosmic terror that is the Cthulhu Mythos. 
Thanks to Chris Birch for getting me involved once again; 
to Lynne Hardy for her considerable editorial juggling abil-
ity with so much material; Bill for his knowledge of the 
theatre and his creative inspiration during the course of 
the project; and, of course, to my wife Jo for her unques-
tioning love and support… Well, apart from her one ques-
tion—“What is roleplaying anyway?”

Alex Bund 
Spring 2014
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All ready for
 your  

approval, Mi
ss Armitage.

– O. Petersen

Captain Richard Whitaker banked the Dakota to go round for a 
second look. Yep, definitely another one of those strange “build-
ings” that really shouldn’t be there, nestled snugly into the crevices 
of the Himalayas. No, not nestled, so much as spreading organi-
cally across the mountainside. 

“Chalk it up as another one for the books, Ash,” he called 
to his radio operator. “And Eugene, make sure he sends the right 
co-ordinates this time! I’ve got a date tonight and I’m not missing 
it ‘cos he can’t get his numbers the right way round.”

Ignoring his crewmates’ laughter and wolf whistles, he glanced 
again at the face of the mountain. He’d almost lost count of them 

now, those misshapen structures, although each fresh sighting 
sent a shiver up his spine. Although it wasn’t the weirdest thing 
he’d had to do since the war broke out, mapping these babies was 
dangerous and time-consuming and, as far as he could tell, fairly 
pointless when there were supplies in urgent need of delivery to the 
Chinese forces somewhere far below.

Still, right now he wasn’t employed to think, just find these 
things and let the powers that be know where they were. Sti-
fling his frustration, he turned the bird’s nose towards home when 
something caught his eye. He squinted, hard—he could have 
sworn he saw movement down there, but now there was nothing. 
Nothing human could survive this high up for any length of time; 
but then, he reminded himself, it wasn’t just humans you had to 
worry about these days…

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 the historical detail to ground your game 
in as much, or as little, reality as you want; guidance on cre-
ating new types of player characters; new creatures, artefacts, 
and tomes; and a selection of new rules for dealing with the 
hazards of jungle warfare.

The Achtung! Cthulhu: Guide to the Pacific Front is split 
into two main sections: one designed for both the Keeper 
and investigators (Chapters 1-6), and one primarily designed 
for the Keeper that gives more information on the various 
Mythos-related threats likely to be encountered in this the-
atre of the war (Chapters 7-11).

If you are playing Call of Cthulhu, look for 
this symbol, which highlights the rules relevant 
to your game.

If, on the other hand, you are playing 
Savage Worlds, you need to look for this symbol 
instead.

Welcome to the Pacific
Chapter 1

 “Always we will remember the character of the onslaught against us.”
- Franklin Delano Roosevelt
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He squinted, hard – he could have 

sworn he saw movement down there, 

but now there was nothing.
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Chapter 1

Chronology of a 
Distant War

The timeline provided here is intended to compliment those 
found in both the Investigator’s and Keeper’s Guides for Ach-
tung! Cthulhu. It concentrates on events in the Far East 
and America during the early years of the war (predomi-
nantly 1941-42), as well as introducing important events 
that lead up to the conflict. Due to the vast area over which 
the Pacific war takes place, it is impossible to mention every 
event from every battlefront, but details on key actions have 
been included wherever possible. Some entries have been left 
deliberately vague so as to provide inspiration for the Keeper, 
thus enabling them to fit into your own individual campaigns.

1854
March

The Return of the Black Ships—The American Commodore 
Matthew C. Perry forces the Empire of Japan to open its borders 
to foreign trade with the signing of the Convention of Kaneg-
awa; although this treaty only applies to the United States, the 
1858 Treaty of Amity and Commerce (better known in the 
West as the Harris Treaty) widens such access to other nations.

1867
February

Emperor Meiji ascends the Japanese Imperial throne, herald-
ing the beginning of the Meiji Restoration and the end of 
the feudal Tokugawa Shogunate.

1920
The Thule Society mounts an expedition to Sumatra, during 
which strange blue crystals are discovered (Achtung! Cthulhu: 
the Keeper’s Guide to the Secret War, p.98).

1929
October

The Wall Street Crash leads to the Great Depression.

1931
Japan’s Kwantung Army invades Manchuria in China, 
renaming it Manchukuo. Kendo is made a compulsory sub-
ject in Japanese boys’ schools.

1932
The last of the Manchu emperors (Puyi, the Xuantong 
Emperor) is installed as Manchukuo’s puppet leader. The 
Kwantung Army openly begin agitating for the conquest of 
the rest of China. The forerunner of the notorious Unit 731 
is established by General Shiro Ishii in Manchukuo. 

A series of scuffles break out along the USSR-Man-
chukuo border between Soviet, Mongolian, and Japanese 
troops of the Kwantung Army. These intensify in nature over 
the next seven years, culminating in the Battles of Khalkyn 
Gol in May-September 1939.
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