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"‘ ; Chaptec One
~ Introduction

A Meeting of Minds

“Another failure? I am beginning to suspect that these are
no mere accidents. Why are we thwarted at every turn?”

Reinhardt Weissler’s icy tones scarcely concealed the
seething anger that bubbled inside him. He glanced
around the room, a chapel deep inside the shadowy
bowels of Wewelsburg Castle. None of the congregation
dared meet his gaze. Even amongst the assembled ranks
of Masters and Canons, here in the very seat of their
sorcerous power, it was not considered wise to catc
eye of the Exarch of the Black Sun. '

“Report, what do you know of this matter?”

“It is no doubt a result of a plot by Section M, @

\ began to be exhausted as Urner wound torturously
' through strange convoluted theories and references even

¢ he had trouble following. Eventually, he raised his hand in
levered into an ill-fitting SS unife a short chopping motion. Urner took the hint.
thorn in our side, ever since...”,
wilting under the Exarch’ “Prior Lohmann?”

The Black Sun’s supreme warrior-sorcerer stepped forward,
the low light playing on the greying hair at his temples and
the scarf which he wore to conceal the scarring on his neck.
His face carried the same sneer it always wore, but the grey
eyes were cool, calculating.

“I have no evidence, only instinct and that instinct points
towards Wolff and her hellish cubs.” There was a stir within
the ranks at the reference to Nachtwolfe and its leader. The
ave probed the matter extensively, former prior Mina Wolff was a despised figure, her organi-
o little avail. All I can say with any certainty zation loathed within the Order of the Black Sun.
an agency appears to be at work here.”

emis, she couldn’t help but furnish an answer “If in doubt, I always ask myself, who stands to gain
de Lang’s theories seem foolish. the most if we fail? Who else but Nachtwolfe?” Albrecht
Lohmann concluded smugly.
Weissler’s ire softened, it was a rivalry he fed and encour-

aged, one designed to keep them on their toes and at each Weissler stared at the four members of his inner circle,

other’s throats. ' giving them the full benefit of his unwavering gaze. Each
was useful in their own way, especially the dangerous

“What do you think, Prior Urner?” Lohmann, his nominal second in command, but none had

been able to bring this matter to a satisfactory conclusion.




“Speculation, supposition, conjecture, not one of you is
able to say how this information has leaked, how our most
secret operational plans have fallen into enemy hands.
Yet, you miss the most obvious explanation of all... there
are traitors in our midst.”

None of the four Priors blinked, but Weissler knew he had
their full attention now.

“But Exarch, surely...”

“Silence, Lang. I have suspected as much for some while,
but I have been unable to uncover sufficient evidence to
prove my theories... until today.”

At Weissler’s final word, the unholy chapel’s doors swung
open to reveal a legion of silent Toten, the Exarch’s
personal bodyguard. These remorseless undead warriors
marched into the room in perfect step, surrounding the
conclave. Impassive steel masks covered their faces, razor
sharp black steel claws tipped the ends of their forearms.

“It was quite simple really, just a matter of deduction,
for it could only be from inside this very castle that the
information was extracted. Yet how were they doing it?”
intoned the Exarch. “And more importantly, what must we
do to uncover these turncoats?”

“Every senior Black Sun initiate has walked in the va
of the black sun, felt its ebon rays upon their brow
believes in the manifest rightness of our destiny, H;
could any of our brothers and sisters betray us?
tion hung unquietly in the air.

“Quite simply, they could not. No, it
agency, something which had per
trated our counsels, penetrate

The Exarch stepped back
ning to feel the power cour
played around the ti

his pupils turned

is patron deity,

deep and sonorous,
osmic fire between his

“For these are creatures who set no store in ancient books
and tomes, Astrid.”

“Nor could the direst machinations of Mina Wolff ever
explain this, Albrecht!”

The humming reached a fever pitch and Weissler brought
his hands together in thunderclap and the ball exploded,
sending a shockwave through the room.

The assembled ranks shuddered beneath the raw power of
the eldritch blast. But as it subsided and the dust cleared,
where once there had been ranks of Canons and Masters,
now stood revealed rows of bizarre otherworldly creg
tures. Thelr bodies were llke an insect’s, but they
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“By Yog-Sothoth!” Wi

“No, not by the Gate a
hive!” exclaimed the Ex
killed our own and bor

, conjuring ebon lightning which
catures, causing their limbs to pop
inside their carapaces. Lang, some-"

e shroud around himself and Urner.

e was joined in earnest now as Die Toten entered the
their inhuman speed and merciless blades rising
falling, chopping and slicing, tearing the Mi-Go

part. Stunned by the ferocity of the attack, the Mi-Go
gave ground, but soon began to fight back, drones and
augmented warriors selling their lives dearly before the

Bodies littered the room, but two Mi-Go scientists were at
the centre of the fray, trying to rally their forces and using
sonic weapons to blast at the leaping Toten. But as their,
foot soldiers perished, dying in droves around them, the
Exarch unleashed another torrent of magical energy which
tore one scientist apart and left the other floored, its limbs
smoking.

As Die Toten mopped up the last few survivors, the Exarch
stalked over to the stricken scientist, seized its head and
looked deep into its alien compound eyes. “I know you
creatures share your thoughts telepathically, so hear me
now. If this was a declaration of war, consider the chal-
lenge accepted,” he said, then tore the scientist’s head
from its neck, and tossed it to roll along the floor.

“I rather enjoyed that,” concluded the Exarch. “I must get
out of my office more often.”
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IBhat is Achtung! (thulhu?

Achtung! Cthulhu is a setting setting for Lovecraftian
roleplaying during World War II, which allows players
to discover the truth behind the malign influence of the
Mythos on the Nazi war machine and beyond, as conflict
engulfs the globe during 1939-1945.

In this pulp-influenced world of brave Allied heroes and
dauntless two-fisted adventure, you will take on the role of
the Gamemaster or GM, guiding players in the roles of Allied
servicemen and women, secret agents, members of the
resistance or even hapless civilians caught up in the wider
conflict. You will direct the twisted might of the Nazi occult:
the Cult of the Black Sun, who wield foul magic and summon
captive horrors in their bid to unleash Yog-Sothoth. You'll
also control Nachtwolfe, their nominal allies but real rivals
who place their trust in Atlantean technology, weird science,
and strange wonder weapons to prevail.

You will describe and shape a world where dread secrets
and powerful artefacts lie forgotten in ancient ruins,

abandoned sites and forgotten cities, and you will reveal
dusty tomes and manuscripts replete with eldritch knowl-
edge that was never meant for the sight of mortals. You'll
give players the opportunity to arm themselves with
experimental technology and deadly weapons, and help
them learn powerful magical spells and harfess potent
psychic powers to fight against this uncanny threat,

You’ll bring to life exotic native racesilike the Deep Ones,
undersea worshippers of the dreaming god Cthulhtijponithe
strange Mi-Go, fungeid-insectoid beings from the furthest
corners of the soldr system who have conie to Earth for an
unknown purpose. You’ll also control the monsters, enti-
ties and gods of the Mythos themselves, who seek to take
advantage of the chaos of the second'world war to extend
their dominion over the minds of men.

Will your players prevail against all odds, or will they, like
so manyiothers before, fall to the malign influence of the
Mythos? That is your story to shape and tell...




0hat is the 2020 System?

During your game, players’ actions and their consequences
will affect the storyline. When you make'a villain pull

the trigger, what happens when your/player tries,to dive
for cover? Does the hail of bullets hit them full'on taking
them down or do they narrowl§ miss, spraying the'nearby
wall instead? When a character is in jeopardy and the
outcome is in doubt, it’s the'dice that deeidey but it’s you
who frame the narrative, provide the setting and decide on
the difficulty of eachstest.

The player pulls out a pair of twenty-sided dice and rolls
them to see what happens as they'try to evade. A twelve
and a fifteen means§ the heroine will feel those slugs pene-
trating her flesh, her body twitching under the impact.

If they rolledrasthree and a ten, you decide the bullets
whistle harmlessly by her cheek and describe that result.

Roleplaying games use rules in order to shape or resolve
the drama of‘a story but the GM presides over all, a
weighty but awesome responsibility. Achtung! Cthulhu
utilizes the 2d20 System (2d20 shorthand for “two
twenty-sided dice”) and while the dice reign where the
gamemaster does not, you are the one who describes the
adventure, makes sure everyone has fun and each char-
acter has a chance to shine.

The 2d20 system also has some unique characteristics
which aren’t present in other roleplaying games. Rules

for Stress let you know how much physical and mental
punishment characters can take. Rules for Momentum
allow characters to push home any advantage, using that
successful dive into cover to come up all guns blazing,

“ormake their escape through a handily discovered back

door. You have your own currency Threat to make a Nazi
patrol materialise out of the ether, suddenly blocking the
heroine’s escape route and sparking a further encounter
(an event that is invoked as a Complication).

All of these rules and mechanics, help set the scenes, add
suspense, and shape the thrilling storylines that characters
from the Achtung! Cthulhu universe experience during
their daring escapades.

The 2d20 System is here to lend a helping hand but it’s
you who ultimately decide. Focuses, truths, talents and
other mechanical values will come together to flesh out
each character’s personality — while skills and attrib-
utes define their virtues, as well as their weaknesses, but
you control a vast cast list of allied and opposition NPCs
with which you people the game. The 2d20 System does
all of this in an easy-to-learn, quick-to-play manner and
throughout this book, you’ll find plenty of examples to
help walk you through the mechanics in engaging ways.
As you take up the mantle of GM, get ready to create,
describe, and populate this awesome universe — we
promise it’s going to be one hell of a ride!

Saml
=
=
~3
2
g ‘l
.
(—
—







Chapter 2




Chapter Two

The Secef [Dat

Achtung! Cthulhu’s Secret War is an ongoing battle raging Elsewhere, eldritch non-liuman po
between six major factions drawn from the Allies, the Axis Ones are an Earth-nati mphlblan S
and the Mythos, although many other conventional and submarine cities de

otherworldly forces are caught up in this hidden conflict, and who come to

either by accident or design. defend their und

aoQ] 122336 A

Founded by Exarch Reinhardt Weissler, the Cult of the enemies, the Mi-Go,
Black Sun are the sorcerers supreme of the Nazi Reich, of insectoid and sentient fun
whose primary goal is to bathe Earth in the atrophying the solar system, interstellar e
rays of the solar black sun which contains the imprisoned conquerors, who have come to t
god Yog-Sothoth. Their arch rivals are Nachtwolfe, the
Night Wolves, a breakaway group led by Mina Wolff, who
believe in the primacy of science and technology and
use distinctive Atlantean Blauer Kristall to enhance
troops and construct Wunderwaffen — wonder weapon
to win the war.

lorers, scientists and
1is planet to pursue a dark

¢1l learn more about these six different
heir drives and motivations, who
what part they play in the conflict.

ve on to explore their hierarchy and command struc-
e,’and what you can expect when you meet them out

> field of battle. After that you’ll probe deeper to

' \ discover their bases and installations, both major head-

| quarters where they plot strategy and tactics, and the

" temporary field bases where they shelter whilst out on
campaign. Finally, you’ll finish up with a breakdown of
their plots, goals and missions, as well as learning about
their most famous battles and the part they played in the
overall story of World War II.

Opposing them are the dauntless heroes of Sect
Britain’s own occult force. Led by Sir Alec Tow

always on hand. Even before A
the war, the United States’dV
jumbo” was there to lend
Led by the redoubtabi
native courage, raw Al
tives to take the fight to t




Section M

“We’ve not got much time. Or much hope. But, we do have a
stiff upper lip. So that’ll just have to do.”

— Viscount Alexander ‘Alec’ Towton

Section M’s mission is to oppose and foil Black Sun and
Nachtwolfe’s worst machinations and serve as Britain’s
front line occult force in the Secret War. It’s always
playing catch up, but that’s the nature of things. Section
M was not officially brought into being until 1939. Black
Sun had already been in existence for a decade, millions
of marks poured into establishing its citadels, arcane
researches and overriding mission to unleash the solar
black sun’s dread gaze across the face of the earth.

Section M began as a necessary counter measure to the
worst of the Nazi occult, but also as a means to ensure
that Alexander Towton, its founder and financier wouldn’t
interfere in what the higher-ups felt was ‘the real business of
war’. Yet, despite its initial heavily reliance on a forgotten
archive of Victoriana and a talent for improvisation and

making do — Section M survives and eventually thrives. Itsé)
success is due to a combination of those great British virtuesi %

— indomitability and luck — while leaning on the cosmo-
politan diversity of its former Empire to fill in any gaps. By

==

war’s end it has matured into a formidable fighting forcEiigi »

The strength of Section M lies in its unorthodoxy, its
faintly amateur ethos and its adaptability, reacting directly
to situations without the burden of endless bureaucracy.
Sir Alec Towton is a brave and indefatigable leader, adept
at spotting an array of talent and harnessing it for Seefi
M'’s exacting needs. If questioned by grey-faced White
civil servants, his invariable responseyis: ‘I'm payi
most of this. I don’t need to explai ' "
my money, do I? Good god,
Usually, this is enough to qu&

the affairs of the Section..

BACKGROU

“Give another of my cha y
you’ll be ordering your next po
teeth, got it?’

— Ma@ﬁret ‘Peggy’ Walsh

Alexander Ward-Grey Towton (see
nerg drlve and commltment and an




As the British Expedition-
ary Force withdraws in the
O e and ot hareth fa?.e of the almighty Nazi
B are, agetitt and partisens Blitzkrieg, soldiers, agents
combine deep behind enemy 1ines and resistance fighters a*'e’
on the eve of world war II, as they caught up in the chaos and
discover the unspeakable horrors carnage of t
of Castle Karlstein in occupied 'g P
i : Dunkirk, as a sinister conspir-
acy threatens the lives of the
» etreating Allied armies,

The first great adventure in the
ongoing, globe—spanning Zero
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regularly arrive, a fistful of laboriously typed pages in his
hands, insisting that he knew what the mysterious agen-
cies in Nazi Germany were really up to.

Towton is an expert on the occult and is certain that his
insights into the presence of Reinhardt Weissler and his
cult will prove pivotal. The majority of the top brass in
Whitehall disagree. Some of them quite vociferously.

But as the power of the Black Sun is finally revealed and
becomes impossible to ignore, Towton is appointed as the
head of a putative counter force, dedicated to combating
the Nazis on their own terms — Section M.

Blooded arly

“He saw something out there... Alec might never say
what... but he saw something. Never been quite the
_same since.”

— Major Lawrence Grand

. Few are aware of it, but Towton has encountered the
Mythos before. As younger man, he pursued adventure
across the globe until, somewhere in the Hindu Kush, he
met something which-changed him forever. Towton
speaks of it but no one who has spent a night in Secti
M’s headquarters can ignore the agonised screams
which emerge from his room when he is sleeping, or the
fact that he has no memory of the dreams whichgi
such terror in his unconscious mind.

N
The initiative, to finally harness Towton’s ent d
esoteric knowledge, comes fromdViajor Lawrence

Grand is the head of Section D;(a top-se epart
dedicated to dangerous a al missio the

direct precursor to Section M, srand who
that even the best of his

er’s expertise. And wealth.
ong-standing friend and business

olleague, is awa owton’s deep knowledge of les
affaires eldritch and arranges a meeting between the two at
the Savo
ile Grand is initially evasive about the precise nature of
the threat/Section D faces, Towton is quickly able to deduce
its true re and offers insight, help and suggestions to

, uses all of his considerable influence to overcome
the reluctance of the establishment and Section M is born.
Towton’s ability to finance much of Section M’s early opera-
tions is a vital element in removing the deep-seated distrust
in the ‘old-boy’s network’. While his lineage and credentials
can’t be disputed, Towton himself is considered ‘not quite
sound’. Yet with Grand’s backing, Section M comes into
being, though the birth pangs are sometimes painful.
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Fortunately, despite the inevitable bureaucratic delays,
Section M is able to immediately launch itself into the
Secret War with gusto. Towton has not been idle in the
meantime; as far back as 1933, as Weissler’s presence in
the echelons of the Reich was revealed, Towton recog-
nises that the Nazis are willing to pursue even the most
dangerous and forbidden avenues of knowledge, if it can
lead them to power. ‘

Anticipating the crisis to come
a small select team of contac
‘when’ as he ominously put it, ‘t
as Section M is official
speed. Men and wo
the Commonwea
bled at Towton’s
Major renovation
Clemens Park, To

M’s development to his indefatigable
et ‘Peggy’ Walsh (see p.169). Miss

erself as his de-facto second-in-command,
his frequent absences. This is indelibly imprinted
inds of everyone when a recruit makes the

e of talking over her. Without a pause or change

| in inflection, Miss Walsh drives her fist into the man’s

stomach and pushes him backwards into the small boating
lake in the garden. Since then, even the toughest of
soldiers have learned to listen when Peggy speaks. Those
who visit Section M on more specialised occult business
are already quite aware of her quick wit and extensive
knowledge of the weird and unnatural.

The military arm of Section M initially lacks a clear leader,
but this lacuna is quickly filled, when Towton is intro-
duced to the ferocious Captain Eric Harris (see p.165).
“Badger” Harris, as he is known is a career soldier and

a man apparently without fear, which he amply demon-
strates during the Battle of France. While even the dough-
tiest soldiers lose their minds in the face of the terrors
Black Sun unleashes, Badger Harris remains absolutely
imperturbable. Harris quickly recruits a special service
Commando unit of like-minded men, whose intelligence,
bravery and a willingness to face any horror, no matter
what the cost, marks them out. It does not take many
operational encounters before even the most fanatical
Black Sun and Nachtwolfe troopers learn to fear the name
of Badger’s Commandos.

The nascent forces of Section M are, even in the days
before America joins the war officially, bolstered by
further expertise from the United States. Miskatonic
University, home to a number of men and women long
aware and hardened against the Mythos, willingly offer



their support. Soon, Section M and the embryonic forces
which will eventually go on to form Majestic (p 22) estab-
lish their own version of the lend-lease program. Tanks,
jeeps and other more arcane resources are lent to Britain
in vast numbers, and Section M begins to amass a series of
grimoires, and develop its own unusual weaponry based
on a forgotten archive of Victorian armaments.

The war, far from grinding down the optimism and
vigour of Section M, only serves to embolden it and, as
Towton is able to point to more and more successes in
the field, his sceptical superiors soon began to afford him
the latitude — and the budget — he had always wanted.
With this in place, Badger’s Commandos are soon turned
into a crack force, with equipment to rival even the most
dangerous Nachtwolfe formations, thanks to Section M’s
FEAR lab (see p.18).

Further reinforcements are drafted in quickly, with the
Grey Watch (p.163) — an elite band drawn from the
Scottish border regiments — and Gopal’s Ghurkhas — a
fearsome Nepali regiment— soon offering additional
numbers and radically different tactical options to Section
M’s battlefield capabilities. The Bronze Berets, a unit

of dead-eyed snipers drawn from the cream of British
marksmen, are introduced to new technologies like the
Beowulf Mk I Sniper rifle (p.61) adding even more raw
anti-Mythos battlefield muscle. The Berets soon begin to
take a deadly toll on the most fearsome of Black Sun’
summoned horrors.

This influx of money and manpower leads to a
Towton’s thinking. Whereas, in the past, Section
been a chiefly defensive organisation,
on, Towton is able to increasingly go

further afield...to thwart the
his erstwhile protégé. Sectio
intelligence and cruciall
the Allied war effort throu
final stages of the w

er magic which

e tightens around the Third
lly committed to prevent
ideous science and finally
erpent to death.

Amateur Allies

Towton is fortunate in the early days of the war to be

able to call on the Fraternity of Inner Light to supple- '
ment Britain’s mystical defences. Founded in 1922, by
Dion Fortune, these amateur mystics are based near
Glastonbury Tor in Somerset and are able to come to
the defence of the realm through their deep medita
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construct a refuge in the Dreamlan
being shadowy avatars to pr
growing threat she senses
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Germany.

, and Killing or rendering insane
ost powerful dreamers.

HIERARCHY AND
RY STRUCTURE

ain’t like anyfing else in the British Army?
Gawd for that!”

Corporal ‘Biter’ Oulthwaite, ‘Badger’s Commandos’

The existence and success of Section M is ultimately, due
the efforts of one man, Alexander Towton. An irrepress-
e, indefatigable man, it is with Towton that much of
the credit for Section M’s successes and the blame for its
failures comes to rest. At its inception, Section M was a
handful of men and women in a slightly dilapidated manor
house, but by war’s end, it is a large and flourishing
department, able to put multiple specialist squads in the -
field, provide arcane and logistical support and deploy on
multiple fronts to combat the Nazi occult menace wher-
ever it threatens. At its centre, devising its stratagems and
tactics, weaving multiple disparate threads into a coherent
whole, and approving nearly every operation and mission
is Towton himself.

His eternal second-in-command is the gifted and relentless
Peggy Walsh, his trusted right arm. Aiding her are a series
of dedicated experts. These include Towton’s long-serving
(and long-suffering) staff — Arthur Morris, the taciturn
chauffeur, bodyguard and vehicular expert; Dr Dennis
Parker, the eccentric but brilliant scientist responsible for
the creation of many of Section M’s more outré weapons
of war. This cadre is supplemented by a number of key
military personnel and advisers, amongst them, Corporal
(later Colonel) Akhee ‘the Eye’ Singh, the legendary Eric




‘Badger’ Harris, and the equally renowned (though for
different reasons) ‘Mad’ Jack McMasters. This tight-knit
inner circle is responsible for plotting Section M’s course
through the choppy waters of the Secret War.

Below them, Section M is an increasingly well-organised
and carefully directed body of fighting men and women.
At its inception, the ad-hoc nature of Section M leads

to a degree of sprawl — with different departments and
detachments all operating with a degree of autonomy that
resulted in something approaching semi-organised chaos.
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As it develops, this is no longer the case. Now Section M
operates with a structure which mirrors a division of the
British Army itself. Towton and his inner circle form the
Divisional Headquarters. Each military detachment oper-
ates as its own independent body when in the field, but

is capable of rendering support to any other, if ordered.
Given the nature of the missions with which Section M is
tasked, the military forces at its disposal are always better
equipped than regular infantry — capable of surviving
with greater independence and possessing additional
training to ensure that they can survive for long periods of
time behind enemy lines.

Section M’s extensive scientific and research staff are
treated as de facto military personnel; while large numb
are employed as researchers and analysts and remain in
Britain, many are sent overseas as support force
of supplying jury-rigged weaponry or magica
to negate the capacities of the Reich. This is

could combine their n
rigours of comb

ajority do not pass these
emplary careers during the

d sufficiently sane are inducted into Section
or Eldritch and Arcane Research (FEAR),

ough the nomenclature is not used outside
Clemens Park. Everywhere else, FEAR is just referred to
as ‘The Lab’. It combines a historical research bureau

(the Arcane), dedicated to poring through even the

most obscure and neglected of grimoire in pursuit of
knowledge, with a scientific department (the Eldritch),
specialising in dissecting and understanding the hideous
creatures and powers which the Black Sun and Nachtwélfe
draw on. ;

FEAR is nominally under the command of Dr Parker,
however, in reality it operates without much in the way of
direct control or supervision. Instead, its staff of brilliant
scientists, drawn from every corner of the Commonwealth
(and beyond) are entrusted to devise the most potent and
devastating weapons of the Secret War. While Nachtwolfe,
with its Blue Crystal technologies, appear to have a head
start on the engineers and innovators at FEAR,4 pidly
able to close the gap and begin to record sig
ries, utilising its newly created weaponry

Towton is indulgent of “The Lab
that the best means of
magical advances o

the countryside ne
a number of Hom

seen again. Or at least, nev
resulted in FEAR being consi

d becomes more demanding, the organisation
independent cells in overseas occupied territo-
se function like fairly typical resistance cells,
except that they boast a significantly smaller and more

| gifted membership. There are few who know the truth

of the Secret War, and fewer still who possess the skills
and audacity to fight it. Section M supplies these cells
with whatever they can spare, but as Black Sun and
Nachtwolfe’s machinations grow ever more desperate and
deadly, many of them learn to fend for themselves. A
commitment to secrecy and ingenuity have rendered this
network of incalculable value to the Secret War effort.
Section M, despite its burgeoning resources and growing
sophistication, relies heavily on these resistance cells’
efforts and sacrifices: they provide vital intelligence on
Black Sun’s and Nachtwélfe’s dispositions overseas, as well
as regularly sabotaging and interdicting the Nazi’s best-
laid plans.
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SECTION M BASES the entire upper floor of the house. Bookshelves teeming

with reference works, mythological texts and prophetic
tracts can be found lining every wall and there’s a locked
section where the most dangerous tomes are kept hidden.
: The almost endless columns of shelving are occasionally

— Viscount Alexander ‘Alec’ Towton, broken up by display cabinets, stuffed with the strangest
from a briefing given at Clemens Park. and most unsettling occult paraphernalia; Deep One fins,

“A Section M Base needs many things to ensure that it offers
the best possible chance for survival. But, most of all, it needs
somewhere you can brew a decent cup of tea.”

Clemens Park wing... all of these and much stranger can be fous
The ancestral home of Viscount Towton, Clemens Park, ling in the glass-fronted display case

occupies an extensive estate in Kent, close to the RAF base

at Biggin Hill. Yet while Biggin Hill is a fairly conventional The lower floors, the basement and th
military base, Clemens Park is anything but. As a result, a series of well equipped lab‘o
there are relatively few outside visitors and ‘The Park’ or someway beneath the ea
‘CP’ as those who live and work there call it, has rapidly Kent countryside than
achieved a reputation as a sombre, forbidding place. Park might indicate. T

Despite its reputation, Clemens Park remains a beau- analysis of Mythos crea

tiful neo-classical building, built in sturdy redbrick. The onry and other highly classifi
gardens, though reduced in size as more outbuildings rumoured to have several cells ¢
have been erected, are still carefully maintained and the
broad drive which describes a lazy curving path up to the
vast, iron-studded wooden front doors retains all of its
deliberate grandeur. It is only inside that things become
noticeably... different.

Once it became clear to Towton that, if Section M were to
thrive, it would need a dedicated space in which to do so,
he devoted his considerable fortune to turning his resi

dence into a specially adapted headquarters. The grour
floor of Clemens Park retains most of its traditional
trappings and character — though it has been
spruced up. While Towton, himself, is a frugal ma
also aware that besuited men from Whi
expectations of a Viscount’s home, ag

anor house contains kitchens, bedrooms
other necessary features of a functioning resi-

While most of the outbuildings at Clemens Park are
occupied with various elements of training, including an
( oury and a firing range, there is one installation that
Thick carpets, leather chairs with j heyri deserves special mention. Set some distance apart from

of cigar smoke clinging te them... aing is as one the rest of the training huts (all of which, it should be
might expect from a forma S e, said, are freezing cold in winter), is the Hub of Arcane
Reconnaissance and Defence, or as it’s more commonly .
Towards the bag he facade slips a known, HOARD. HOARD is the means by which Towton;
little. Here, t ore utility — tables his inner circle and the plans of Section M are kept secret
table and the rooms from the prying eyes of Reinhardt Weissler and his allies.
and radio transcripts. HOARD is covered in complex and incredibly powerful
hich new recruits are given magical sigils, its interior only occasionally existing in the
ome briefing and then quickly same dimension as the rest of Clemens Park. Fluctuating
rganisation. The on-site training and flickering through several dimensions, it emits an
great deal of the surrounding land and implausible geometrical and magical protective shield
utbuildings, in which various classes over the entire estate.

nd hand-to-hand combat, to stealing a car Creating and implementing HOARD was a remarkable and

or strategies for placating an angry Ghoul pack. The first highly dangerous feat and was only achieved by unprec-
lessons, however, are always given in the manor itself. edented co-operation between the innermost circle of
Section M’s top Celtic and Runic sorcerers. Maintaining
The first floor is entirely given over to the now famous the magical barrier is perhaps as difficult as initially estab-
library-cum-museum, which Towton has been building lishing it; venturing into HOARD is potentially lethal, with
for many years. While this once occupied a single room, the universe teeming and roiling just inside the door. Only
Towton had already begun to expand it before the war those of great magical skill are trusted with shoring up the

began and the onset of hostilities has seen it consume fraying edges of its shielding spells. HOARD is perhaps the




