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 • An epic multi-part globe 

spanning adventure completely 

reworked, remixed and revised 

for Achtung! Cthulhu 2d20
Achtung! Cthulhu 2d20. 

 • The perfect way to introduce 

players to the Secret War and 

Achtung! Cthulhu Achtung! Cthulhu itself with 

a campaign full of action, 

intrigue and rip-roaring 

adventure.

Embark on an epic globe-spanning adventure that takes you from the 
dawn of the Secret War to the fall of ancient Atlantis itself!It is the summer of 1939 and as storm clouds gather over Europe, 

word reaches the Allies of the curious case of Dr. Botho Ehrlichmann, a noted academic and scholar.As the events around his mysterious disappearance begin to unfold, it draws 
Allied agents into a global web of intrigue, as they start to assemble the 
clues which point to a legendary artefact, which was shattered into its component parts during the fall of Atlantis. But the agents’ endeavours have not gone unnoticed and now they face a race 

against time to thwart the machinations of a secret Nazi occult force, hell 
bent on acquiring this lost knowledge for themselves. With the pieces of this 
lost relic, the Nazis intend to construct a super weapon which will give the 

Third Reich a decisive advantage in the coming conflict. But will this team of heroic Allied agents prevail against the might of the 
Nazi occult, or will disaster strike from beneath the shadows of Atlantis?

The Hunt for a Terrifying Super Weapon Lost in the Mists of History!

 • Features 8 major self-contained chapters which take players from Vienna, to Rome, Cairo, Nepal, India and Persia, finishing in the icy wastes of Greenland, and with an exclusive new episode set in British Honduras.
 • Travel through time to witness the fall of ancient Atlantis and save the world from the Nazi occult menace!

 • A wealth of new art and maps bring this blockbuster campaign to life. 
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Introduction

Welcome to Atlantis!
David Freiherr von Zelazko looked at the report with a mixture 
of irritation and disbelief. So, she believed she had finally found 
a clue to her precious Atlantis after all these years, and all 
because of an accident of timing. Well, lucky her.

He shook his head in an attempt to clear his thoughts. Once, 
he had respected Mina — respected her strength and deter-
mination, her dedication to Weissler’s cause. Her betrayal 
had been a bitter pill to swallow, although his anger was now 
tinged with a melancholy that only time could bring.

But this — this was what she’d always dreamed of, what she 
had sought all along. And with that strutting fool Schäfer’s 
return from Tibet, it would appear that he and this Austrian 
archaeologist (whoever he was) had all but handed Mina her 
dreams on a silver platter.

And yet, something told him that it would not be so easy for her 
to realise those dreams — that a civilisation which had held on 
to its secrets for so long would not so easily give them up just 
because she desired them more than anything else in the world.

What is Achtung! Cthulhu?
Achtung! Cthulhu is a World War II-inspired setting for 
Lovecraftian roleplaying, where player characters inves-
tigate the dark machinations of madmen and monsters 
whilst battling to defend the world they know from the 
all-encompassing chaos that war brings.

This book has been created for use with Modiphius 
Entertainment’s 2d20 system. Set in late 1939 to 
mid-1940, the Achtung! Cthulhu: Shadows of Atlantis 
campaign takes agents from the cafés of pre-war Vienna 
to the deserts of North Africa, from the snowy mountains 
of Tibet to the ancient fire temples of Persia, and from the 
forests of South America to the frozen wastelands of the 
Arctic Circle in search of the remains of the Palladion, the 
technological wonder at the heart of the fabled lost civi-
lisation of Atlantis. Their aim: to stop the shadowy forces 

of Nachtwölfe from acquiring the artefact and using it to 
build super weapons that will ensure Nazi success on the 
battlefields of Europe and beyond.

The information from this point onwards is for the GM 
only. If you plan on playing as an agent in the campaign, 
please stop reading now.

Core Values
To run this campaign, the GM will need a copy of the 
Achtung! Cthulhu 2d20 Gamemaster’s Guide, and the 
group will need access to one (or more) copies of the 
Achtung! Cthulhu 2d20 Player’s Guide.

Projekt Atlantis is vital to the Reich’s 

interests. If we can acquire this 

Atlantean technology we could shorten 

the course of the war by years.

- �Mina Wolff
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