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Battleground WWII: Cthulhu 

This BGWWII (unofficial) supplement covers the Occult Wars of the secret knowledge of the Cthulhu 

Mythos between the Axis and Allied Powers during WWII 

 

Remember when you were a child and were afraid of Vampires, Werewolves, Zombies and the Boogie 

Man? You were right to be - and you should be afraid of them today, because they all exist, and many 

more that would shatter the mind of the average Joe were the full truth to be known. We have evidence 

fitting commonly held scientific theory to explain the existence of some of these creatures - but only 

some. For those, well, the Egg Heads will fill your head with all kind of pseudo, or should we say, 

meta-scientific theory, but that doesn't stop these critters from eating the brains out of John Q Public or 

causing havoc. That's where you come in. There's a lot we can't tell you - but we'll let you know what 

you need to in order to survive out there and do your job. Never feel embarrassed byt calling for help, 

better that then dead.  

 

So here's the dope. 

 

The world is an ancient place, and older things than man have walked this Earth and left their 

mark…and some are still here, and the Nazis and their pals want to do business with them. See, at the 

dawning of the Earth a set of powerful beings from beyond, well, somewhere – maybe the stars, maybe 

someplace else --  came to Earth and set-up shop. We’re talking eons and eons ago, when the most 

advanced life on the planet was still crawling in the primordial soup of Earth’s early oceans. Powerful 

artifacts and remnants of these beings have been uncovered through the ages, the creation of sciences 

and powers we don’t understand and should scarcely try to comprehend lest it drives us mad. The 

beings we know the most about are called the “Great Old Ones.” Some of these monstrous things are 

still around and able to influence the world through agents and allies – some human, some not so 

human. 

 

The nastiest of these Great Old Ones, at least the one we find the most historical references to and the 

one you’re cleared to know about, is a powerful creature called “Cthulhu.” Through blasphemous 

worship and study of “Cthulhu” it’s possible to gain powers not meant to be wielded by man…so of 

course the Third Reich is up to its eyeballs in this stuff. 

 

Here’s what you’re facing. 

 

Insanity and the Cthulhu Mythos 

Encountering beings, artifacts, and even just knowledge of the Cthulhu Mythos can drive a man mad 

and break the will of even the most hardened combat veteran. Each element of the Cthulhu Mythos and 

other supernatural creatures and items have a “Fear Rating” which is a modifier that represents how 

terrifying it is. 

 

When to make a Sanity Check 

 When encountering a Cthulhu Mythos being 

 When encountering or using spells 

 When reading or being exposed to unnatural knowledge and tomes 

 Encountering the unimaginable, such as supernatural creatures 

 

How to make a Sanity Check 
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A Sanity Check is based on a figure’s Gut Check rating. When a Sanity Check must be made, simply 

roll against the figure’s Gut Check rating using the modifier of the thing that is forcing the check.  

 

 If the modified roll is equal to or less than the Gut Check Rating, the figure is un-phased by the 

encounter and may act normally 

 If the modified die roll is more than the Gut Check Rating, the figure is deeply affected by the 

encounter. Roll 1d10 on the Temporary Insanity Table 

 

Temporary Insanity Table 

Roll  Effects 

1 RAGE: The figure responds to the encounter with an all consuming rage and 

immediately attacks the source of his fear and Goes Hero. Roll on the Hero 

Table to see the effect on the figure. The effect last only until the source of the 

Sanity Check has been destroyed or has fled. The figure will not have to make 

any further Sanity Checks from that source or creature for the duration of the 

scenario. 

2-3 SHOCK: The figure is shocked by the encounter and seeks cover. The figure is 

Suppressed. It may recover as normal. 

4-5 FEAR: The figure is terrified by the encounter and cowers in fear. It is 

Suppressed. It may recover from suppression at a +2 modifier. 

6-7 TERROR: The figure is deeply terrified by the encounter and cowers in horror, 

gibbering in fear. It is Suppressed. It may recover from suppression at a +4 

modifier, and when it recovers is effected by the rest of the scenario as if it had 

been taken a Light Wound.  

8 BROKEN: The figure flees the table in blind terror. It is Broken and has a +2 

recovery modifier. 

9 MAD: The figure is driven mad by the encounter, and runs away screaming for 

one action before it collapses in a quivering, gibbering heap. It is Broken and 

has a +4 recovery modifier. If it recovers it is effected as if it had taken a Light 

Wound for the duration of the scenario. This is so unnerving that the figure 

forces Friendlies within 3” to make a normal Morale Check.  

10 BERSERK: The figure goes berserk with fear and immediately lashes out at 

the nearest figure with an Attack Action. The figure then goes Broken and 

flees the table, attacking any friendly that comes within 3” of its rout path. It 

cannot recover. 

 

 

Un-phased: Getting Used to Awfulness 

The human mind, while it is fragile in many ways, is also durable. Even the awful and unnatural may 

become familiar with repeated exposure. In the course of a game if a figure kills, or sees killed, a 

supernatural creature (except where noted by Creature Description) that figure becomes “Un-phased” 

and will no longer be forced to make Sanity Checks when encountering one. Also, if a figure passes 

two Sanity Checks caused by a Creature or Spell, that figure does not have to make Sanity Checks 

based on that Creature or Spell for the duration of the scenario. 

 

Long Term Insanity and Hard-Bitten rules 

In a campaign game setting it may be that figures that failed a Sanity Check during one scenario may 

be afflicted by Long Term Insanity that affects that figure’s performance in follow-on scenarios. Any 
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figure that failed a Sanity Check during a scenario must make a successful base Sanity Check to see if 

it has been affected with Long Term Insanity. If the figure fails the Sanity Check, roll on the Long 

Term Insanity Table for a permanent effect. 

 

Long Term Insanity Table 

Roll  Effects 

1 RAGE: The figure is now permanently Fanatic and is prone to rages and hasty 

attacks. When the figure encounters an enemy it must make a Gut Check (+6) 

or it will automatically attack the closest enemy and becomes fixated on killing 

that foe. It will continue to attack unless it makes another Gut Check. 

2-3 OBSESSIVE COMPULSIVE: The figure mutters loudly and performs 

habitual, compulsive actions such as racking the bolt on its weapon or fiddling 

with its weapons in such a way that it cannot perform any stealthy actions. 

4-5 PARANOIA: The figure has developed a deep paranoia and refuses to let any 

figure remain behind it. The figure will make an automatic action movement so 

as to always have every possible figure in front of it. If it cannot, it will 

become Suppressed and not move until its rear is clear again. 

6 PHOBIA: The figure has developed a deep fear or phobia related to the 

encounter during which it failed its Sanity Check, and must make a Gut Check 

(+4) or become Suppressed when faced with a similar situation. E.g., if it was 

near water it may refuse to go near water; if it was attacked by a zombie it may 

refuse to go near a graveyard, etc. It must make a Gut Check (+4) to overcome 

its fear and act normally.   

7-8 THE SHAKES: The figure has acquired ticks, jitters and shakes which make it 

harder to hit targets and more difficult to perform fine Skill Check actions 

(wiring a Demo charge, clearing a jammed weapon, etc.). The figure has a +2 

on all combat actions and a +3 on all fine Skill Checks. 

9 PSYCHOSIS: The figure has bouts of reactive psychosis and may, during a 

scenario, react unpredictably under pressure. The figure has a +4 modifier to 

all Morale/Gut/Sanity checks, and if it fails such a check roll 1d10 for an 

immediate additional effect on the Temporary Insanity Table.  

10 TOUCHED: The figure has been stricken with psychosomatic muteness or 

deafness. It cannot act as a spotter or FO, operate a radio, or tell other units 

about spotted enemy figures. 

 

 

Hard-Bitten 

A figure that became Un-phased in a scenario may become Hard-Bitten for campaign purposes, and 

will no longer be effected by the creatures/item/things that it became Un-phased about. To check this, 

make a Sanity Check roll, modified by the Sanity Check modifier of the creature/item/thing. If the 

figure passes it has become Hard-Bitten and is no longer affected by further exposure or contact with 

that creature/item/thing. 
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AGENCIES AND AGENTS 

Axis Powers 

Germany 

 Ahnenerbe SS: The Ancestral Heritage Research and Teaching Society, or Ahnenerbe 

Forschungs-und Lehrgemeinschaft, was founded in July 1935 by Heinrich Himmler to 

investigate the "space, spirit, accomplishments, and heritage" of the Indo-Germanic peoples 

of the Nordic race, the vivification of the results of this research, and the transmission of 

those results to the German people to lay the foundation of a new "Germanic" culture that 

would replace Christianity in the Greater Germany to exist after the war, a kind of SS-

religion that would form the basis of the new world order. The Ahnenerbe SS conducted 

archaeological expeditions around the world in pursuit of its knowledge, from the 

mountains of Tibet to the frozen glaciers of Greenland. It has jurisdiction across all of 

Greater Germany and its occupied territories, and is based Waischenfeld, Franconia. 

o In Battleground WWII an officer in the Ahnenerbe SS is likely to be a Nazi Fanatic 

and may have Cthulhu Mythos spells and other arcane lore, including Necromantic 

spells. Typical morale levels would Veteran (14-1). NCOs and soldiers would be 

Veteran (12).  

 

 Karotechia: In pursuit of its mission, the Ahnenerbe SS  created the Karotechia unit, which 

mixed occult and arcane knowledge with the new sciences of genetics and biology to help 

create the new Master Race (biologically and spiritually). The Karotechia is shielded from 

inquiry within and without by direct patronage of Himmler, who passes certain information 

on to Hitler (the Führer remained basically unaware of the Karotechia). Members of the 

Karotechia are known by their initials in SS documents, and by their rune-names in internal 

correspondence, the names given upon induction into the unit. They are identified by the 

sonnenrad runes worn on the lapels of their black Allgemeine-SS uniforms. This insignia 

and the men that wear it are equally feared and respected throughout the SS. The 

Karotechia are deeply involved in the most horrific occult and Cthulhu Mythos research 

and activities imaginable – from research on human subjects in the concentration camps, to 

necromantic rituals and horrific summonings of beings best left undisturbed. 

o In Battleground WWII officers and members of Karotechia will be Elite morale, 

officers (16-1) and NCOs/others at morale (14).  Officers of Karotechia will have 

Cthulhu Mythos spells and occult knowledge and items, including Necromantic 

spells.  

 

 Sonderkommando H (Hexen): Himmler's interest in German witchcraft and the occult led 

to the formation in 1935 of Special Unit H (Sonderkommando H) in Archive Department 7 

of the Reich Security Main Office (Reichssicherheitshauptarmt - RSHA), the umbrella 

organization of the SS, Gestapo and criminal police. The "H” stood for the German word 

hexen (witches). Himmler deployed Special Unit H to discover any traces of old Germanic 

magic that survived the witch-hunts, while Archive Department 7 administered book 

stocks, archived the confiscated materials, and then assessed their value. Special Unit H 

would eventually loot more than 140,000 books on the subject of the occult from libraries 

across Nazi-occupied Europe, and among the manuscripts they found was a copy of Von 
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Juntzts Unaussprechlichen Kulten and a version of the Necronomicon written in ancient 

Gothic. These cursed books told of a race much older than mankind: the nightmarish 

Ancient Ones. The top-secret Occult Corps (Geheimnisvolle Korps) was soon established 

as the Paranormal Division of SS. If the Ahnenerbe and Karotechia are the arcane 

researchers and mages of the Nazi war machine, the Sonderkommando H are the elite 

occult shock troops and will stop at nothing to acquire the knowledge and power the Third 

Reich needs to conquer the world. 

o In Battleground WWII Sonderkommando H are Elite troops, officers are morale 

(16-2) and NCOs and others are morale (14). They will be equipped with the latest 

and best gear and weapons available and any officer will have Cthulhu Mythos 

spells and arcane lore, including Necromantic spells..  

Japan 

 Black Dragon Society: During the tumultuous Meiji Restoration many Japanese were 

drawn to secret societies dedicated to preserving elements of the old ways and traditions of 

the Samurai, and to capitalize on the new times in Japan to advance Japan’s power and their 

own. The largest of these, the Black Ocean Society (formed in 1881) evolved from a quasi-

legal secret society of spies and influencer into the Black Dragon Society, a large and open 

network of military officers, industrialists and Japanese nationalists dedicated to the 

advancement of Japan’s power and influence. The Black Dragon Society was instrumental 

in gathering critical  information on the Russian military during  the Russo-Japanese War 

and in placing covert agents and operatives into neighboring countries, and even into the 

US – which they had identified as a possible adversary even as early as 1906. By the time 

Japan went to war with the Allied Powers in World War II, the Black Dragon Society 

controlled a vast network of sub-societies, secret cells, espionage rings and criminal Triad 

and Yakuza networks. Of course, in their quest for power they were drawn to the Occult 

and delved into mysteries and secrets better left in the dust of the ages where they belonged.  

The Black Dragon Society saw no conflict between the Cthulean Old Ones and their Divine 

Emperor – The Old Ones were morphed through their dogma into traditional Japanese 

beings such as the Kami, and embraced as aspects of the Emperor’s Divinity. The Black 

Dragon Society was ruthless in the quest for power and left no temple, grave or sacred site 

within their reach unplumbed, and sent teams of investigators across Asia in search of 

occult tools, knowledge and weapons.  

o In Battleground WWII an officer in the Black Dragon Society is likely to be a 

Fanatic and devotee of the Emperor and may have Cthulhu Mythos spells and other 

arcane lore, including Necromantic spells. Typical morale levels would Veteran (14-

1). It is not likely that NCOs and soldiers would have any Mythos secrets, and 

would be Veteran (12). 

 

 Unit 731: The founder and leader of Unit 731 was General Ishii Shiro, a ruthless and 

intelligent scientist/soldier fanatically devoted to the advancement of Imperial Japan. 

General Ishii, a high level member of the Black Dragon Society, was fascinated with the 

concept of biological warfare and focused Unit 731 on the development of biological and 

chemical weapons. Impressed by the organization and efforts of the Nazi Karotechia, 

General Ishii patterned his research and development efforts after that of the Nazis and 

constructed a network of special focus laboratories across occupied China and Korea and 

his research teams delved deeply into dark Mythos knowledge in their quest for the most 

horrific weapons possible with which to devastate Japan’s adversaries – plagues, viruses, 
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nerve gases, blood agents and bacteria and the means to deliver them. Tens of thousands of 

prisoners and Chinese and Korean civilians were slain in macabre experiments and 

weapons tests organized using the logistical methods of Hitler’s Death Camps. Given Unit 

731’s focus on the biological arts, some credence must be given to dark rumors of Mythos 

creature half-breeds, mutants, biological zombies and other necrotic nightmares. 

o In Battleground WWII officers and members of Unit 731 will be Elite morale, 

officers (16-1) and NCOs/others at morale (14).  Officers will have Cthulhu Mythos 

spells and occult knowledge and items, including Necromantic spells.  

Italy 

 Gladio: Though Mussolini had been hostile to things occult, to the point of expelling the 

infamous Alistair Crowley from Italy in the 1920s, as the war raged on and Hitler bragged 

to him of Germany’s occult weapons and tools, Mussolini decided Italy must have an 

Occult crash program. In 1941 Mussolini empowered a social society dedicated to the 

advancement of Imperial Italian culture and power to become the Occult arm of his fascist 

government. The new group, Gladio, had Hermetic Magic at the core of its occult 

worldview and spent much time pursuing whispers of Christian and Masonic secret 

societies and pouring through collections of ancient Egyptian and Mediterranean cultural 

artifacts. This focus slowed their adoption and investigation into the dark arts of the 

Mythos, and in their frenzied efforts sent teams of ill-equipped and poorly prepared agents 

into North Africa and abroad to scavenge whatever knowledge they could. Gladio lost as 

many agents to poor planning and training as it did to overt enemy action. 

o In Battleground WWII an officer in Gladio may have Cthulhu Mythos spells and 

other arcane lore. Typical morale levels would Regular (12-1). NCOs and soldiers 

would be Regular (10). 

The Allies 

United Kingdom 

 PISCES (Paranormal Intelligence Section for Counterintelligence, Espionage, and 

Sabotage):  The British government first attempted to harness the occult to carry out espionage 

in the late nineteenth century with the Delphi Project, an experiment by the Admiralty using a 

variety of popular psychic and ritual methods like the Tarot and Dowsing to fix the position of 

enemy vessels. The Delphi Project produced little success and was shut down by 1896, but 

project led to the formation of MI-13, which conducted occult espionage activities for decades 

until it was grouped with other assets into PISCES in June of 1940 by order of Prime Minister 

Winston Churchill. Created from the personnel and resources of MI-13, PISCES was to be an 

interagency task force between MI-5, MI-6, and SOE to exploit the "unconventional 

intelligence-gathering techniques" against the Axis and to determine the extent and nature of 

the German paranormal intelligence program. PISCES reported directly to Churchill alone. 

PISCES could approve or deny the use of their resources for MI-5, MI-6, or SOE operations, 

while PISCES had priority to call upon the resources of these agencies for use in their own 

operations. This put PISCES above the political infighting that marred British intelligence and 

sabotage operations throughout the war. To escape the bombing and maintain secrecy for their 

unconventional operations from those in the high command less-enlightened, PISCES moved 

their headquarters out of London to Kilmaur Manor in the Scottish highlands. Kilmaur Manor 

would serve as more than the headquarters of PISCES, but also as a school for intelligence and 

commando training, and the site of "The Vault," a well-guarded library that would go on to 

http://odh.trevizo.org/mi5.html
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house the most extensive collection of occult tomes in Europe. Of all the Occult- and Mythos-

oriented organizations in the War, PISCES is unique in its ability to tap into Psychic Powers.  

o In Battleground WWII an officer in PISCES will have Cthulhu Mythos spells, items and 

other arcane lore, and may also have Psychic Powers. Typical morale levels would 

Veteran (14-1). NCOs and soldiers would be Veteran (12). 

 SOE (Special Operations Executive):  Sometimes referred to as "the Baker Street Irregulars" 

after Sherlock Holmes's fictional group of spies (and also jokingly called The Ministry of 

Ungentlemanly Warfare) the SOE was initiated by Winston Churchill in July 1940 to conduct 

warfare by means other than direct military engagement, and it coordinated and managed 

agents and units from all of Britain’s branches of military service. The organization was formed 

out of three existing secret departments: Section D, a sub-section of the Secret Intelligence 

Service (SIS, aka MI6) commanded by Major Lawrence Grand; a department of the War Office 

known as Military Intelligence Research (MI R) headed by Major J. C. Holland; and the 

propaganda organization called Department EH (from Electra House, its headquarters), run by 

Sir Campbell Stuart. The mission of the SOE was to encourage and facilitate espionage and 

sabotage behind enemy lines and to serve as the core of a resistance movement in Britain itself 

(the Auxiliary Units) in the possible event of an Axis invasion. SOE assets would often be 

tapped to work in conjunction with agents from PISCES to gain intelligence and combat Axis 

occult agents and attacks around the world. Military units that could be tapped by SOE include: 

o 30 Commando, Combined Operations Pilotage  Parties (COPPs), Small Scale Raiding 

Force (SSRF), Special Air Service (SAS), The Security Service (MI-5), Secret 

Intelligence Service (MI-6), RAF 624 (SD) Squadron, Naval Intelligence Division 

(NID), Royal Naval Commandos  

o  SOE units encountered in the Secret War in Battleground WWII are likely to be from 

military commando units and will be Elite morale, officers (16-1) and NCOs/others at 

morale (14).  Officers may have Cthulhu Mythos spells and occult knowledge and 

items.  

USA 

 P-Division (Delta Green): P-Division was formed under the Office of Naval Intelligence 

as a result of the US’s clash with Deep Ones in 1928 at Innsmouth, Massachusetts. Known 

as “Project Covenant,” the US raid resulted in the destruction of a Deep One colony and the 

capture of over 200 Deep One hybrids and a trove of Mythos artifacts. Project Covenant 

began a vigorous pursuit of Mythos knowledge, but after President Hoover shut down civil 

investigations into the Cthulhu Mythos in 1930, the ONI shifted its Project Covenant 

operations into its P-4 Division, more commonly called just “P Division.” Formed during 

WWI to investigate strange and inexplicable phenomena, P Division’s full title was the 

“Parapsychology, Paranormal and Psychic Phenomena Division.”  The head of Project 

Covenant, a hard charging Marine Colonel named James Whelan, brought focus, energy 

and direction to P-Division as he bent it to the task of defending the US against Cthulean 

threats. During the 1930s P-Division focused primarily on disrupting Deep One activities it 

deemed a threat during to US  national security, even destroying two colonies – one off the 

coast of Nicaragua and one in the Phillipines – but as the decade came to a close and the 

Nazi threat loomed, P-Division broadened its scope to tackle other Mythos threats. After 

the attack on Pearl Harbor P-Division was formally moved out ONI over to the newly 

formed Office of Strategic Services, and was renamed “Delta Green.” Delta Green was the 

research arm and tip of the spear for US efforts, and worked closely with other OSS groups 

to combat both Axis occult threats and Mythos threats during the War. Delta Green brought 

http://en.wikipedia.org/wiki/Baker_Street_Irregulars
http://en.wikipedia.org/wiki/Sherlock_Holmes
http://en.wikipedia.org/wiki/Winston_Churchill
http://en.wikipedia.org/wiki/1940
http://en.wikipedia.org/wiki/Secret_Intelligence_Service
http://en.wikipedia.org/wiki/Secret_Intelligence_Service
http://en.wikipedia.org/wiki/War_Office
http://en.wikipedia.org/wiki/Auxiliary_Units
http://en.wikipedia.org/wiki/Axis_Powers
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into the fight the most Mythos experience and resources of all the Allied organizations 

facing the Axis Powers during the War. 

o In Battleground WWII an officer in Delta Green will have Cthulhu Mythos spells, 

items and other arcane lore. Typical morale levels would Veteran (14-1). NCOs and 

soldiers would be Veteran (12). 

 OSS (Office of Strategic Services): The Office of Strategic Services was formed by 

President Roosevelt after the attack on Pearl Harbor to as the covert warfare and espionage 

arm for the US war effort. Headed up by WWI veteran and Medal of Honor recipient Col. 

William J. “Wild Bill” Donovan, the OSS scoured the nation for resources, from Prep 

Schools to Prisons, assembling a group of highly talented and motivated people from all 

walks of life. While politics and turf guarding prevented the OSS from operating in the US, 

Latin America and much of the Pacific Theater (except for mainland Asia), the OSS had 

thousands of agents in the field and behind enemy lines by the end of the War conducting 

espionage, assassination and sabotage missions, and recruiting and managing resistance 

cells. The OSS could tap broader resources within the US government and military to assist 

with their missions, from submarines and aircraft, to tapping personnel and military units 

with special skills. OSS agents could even accompany any type of US military unit in the 

prosecution of its missions. 

o OSS units encountered in the Secret War in Battleground WWII are likely to be  

Elite morale, officers (16-1) and NCOs/others at morale (14).  Officers might have 

Cthulhu Mythos spells and occult knowledge and items.  

 

Soviet Union 

 GRU Spetsialni Viedotstvo-8 

 NKVD Occult Research Bureau 

 

 

PARANORMAL POWERS AND SPELLS 

Yes, these exist. Paranormal powers, well, you probably read about this stuff when you were a kid 

listening to The Shadow or The Phantom – mind reading, hypnotic powers, that kind of stuff. Some 

people are actually born with these abilities and can train themselves to use their powers. And then, for 

lack of a better word, there’s magic – spells that call upon the twisted power of the Great Old Ones and 

other beings and sources of power in ways we don’t understand. Just reading about these spells, let 

alone trying to make them work, is enough to drive most men mad.  

 

Using Powers and Casting spells 

 

The ability to cast spells or use Paranormal Powers is based upon a unit’s Skill level.  

 

 Paranormal Powers: In order to use a Paranormal Power a figure must make a successful 

modified Skill Check. Success allows the figure to use the Paranormal Power or choice. A 

critical success allows for an additional immediate “free” Paranormal Power activation roll. A 

critical failure will Stun the Psychic and Suppress the figure until it recovers by passing a 

Morale Check. 

 Spells: In addition to requiring Skill Checks, Spells cost Mana Points to cast. Each Spell costs a 

set amount of Mana Points to cast, regardless of the success of the Skill Check. The number of 

Mana Points available to a figure is equal to that figure’s Morale level check number. Example, 
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a Veteran figure will have 12 Mana Points with which to cast spells. Success allows the figure 

to cast the desired spell. Critical success allows the casting figure to cast the desired spell at 

*zero* Mana Point cost. A critical failure roll is disastrous, and in addition to failure will cost 

the casting figure *double* the intended Mana Points and Stun the Spell Caster and Suppress 

the figure until it recovers by passing a Morale Check. The caster must *also* pass a modified 

Morale Check (based on the spell modifier) or also be forced to roll on the Temporary Insanity 

table. Some Spells may also have special critical failure conditions. 

 

 

Resisting and Recovering from Spells and Paranormal Powers 

Even a successful casting doesn’t  always mean that the target figure is effected by certain spells and 

powers.  Powers and Spells that can be resisted will be noted in their description, but as  rule of thumb 

those which would cause direct harm or force  change on the target may be resisted. 

 Resistance: When called for the target may resist a spell or power by making a modified 

Morale Check using the skill modifier of the Spell/Power as their Morale Check modifier, 

unless otherwise noted in the Spell/Power description. If the Morale Check is passed 

successfully the target ignores the Spell/Power attack. Critical Success means the target has 

fought a mighty spiritual battle and is no longer subject to the Psychic or Caster’s powers 

and ignores them for the duration of the scenario. Critical failure means the effect is 

doubled in power or duration. 

 Recovering:  During the Morale Phase a target may recover a spell or power by making a 

modified Morale Check using the skill modifier of the Spell/Power as their Morale Check 

modifier, unless otherwise noted in the Spell/Power description. If the Morale Check is 

passed successfully the target recovers from the Spell/Power attack. Critical Success means 

the target has fought a mighty spiritual battle, immediately recovers and is no longer subject 

to the Psychic or Caster’s powers and ignores them for the duration of the scenario. Critical 

failure means the effect is doubled in power or duration. 

  

 

 

Paranormal Powers 

While the British are ahead in the mind-reading game, everyone is scrambling to get an edge in this 

area. How does it work? That’s for the Egg-Heads to figure out, but here’s what you need to know.  

Paranormal Powers are something inherent to humans, something built into us. Everybody has these 

powers at some level, mostly minimal. Ever get the “feeling” that someone’s looking at you, even 

though you can’t see anyone? Or get a strong “feeling” to avoid say, going down a certain street or to 

avoid a certain bus? We all have – those are examples of the vestigial Empathy and Precognition 

powers that our ancestors needed in order to survive against Sabre Toothed Tigers and Cave Bears. 

Those born with more powerful skills and trained in them can consciously use them when they need to 

and gain valuable advantages in combat. 

 

 Precognition (+2): This is that “bad feeling” ju-ju you get that lets you avoid impending 

dangerous events that haven’t happened yet. A Psychic using this power can help save his skin, 

that of his buddies, in combat. When a figure with this Psychic power is at risk of harm from 

weapons fire, artillery, mines or other hazards it has two basic options.  

1. Dive for cover or abort move *after* the attack is announced, but before To-Hit 

rolls or mine field attack rolls are made.  
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a. Direct fire/Artillery: The figure may immediately dive for the closest cover 

(within one 5” move) or go prone when the opposing player announces an 

attack on the figure or the unit the figure is attached to. By making a Skill 

roll it may also try and warn figures within 5” of the danger as well. A 

successful Skill roll lets figures within 5” make a Skill check to react and 

also dive for cover. 

b. Mines/explosives: After encountering a minefield The figure may abort 

movement before entering a minefield or explosive hazard, and stop at a 

point just before entering the minefield. 

2. Allow the attack to go forward, but force re-rolls on any hits *only* to the figure with 

Psychic powers. 

 Empathy & Telepathy: This power ranges from weak (Empathy) to strong (Telepathy) effects 

and allows figures to sense and influence emotions, and in some cases read minds. 

o  Empathy allows a Psychic to sense the emotions and feelings of a target figure or 

figures.  This allows the Psychic to sense impending attacks from other figures, and to 

help rally friendly figures. 

a. Dive for Cover (+2): Whenever any *Direct Fire* attack (including indirect 

plunging MG fire, raking fire, suppressing fire, etc.) is announced on the psychic 

figure, or the unit to which it is *attached* the figure may make a Skill Roll to 

sense the impending attack and may immediately dive for the closest cover 

(within one 5” move) or go prone when the opposing player announces an attack 

on the figure or the unit the figure is attached to. By making a Skill roll it may 

also try and warn figures within 5” of the danger as well. A successful Skill roll 

lets figures within 5” make a Skill check to react and also dive for cover. 

b. Sense Emotion (+4): During its Action turn a psychic figure may spend one 

Action to sense the emotions of enemy and friendly figures within 20”.  This is 

essentially an “auto spot” of *any* enemy figure with 20” in terms of providing 

a rough number and bearing from the psychic figure. The results are given in 

terms of “more than a squad,” “roughly a squad,” or “less than a squad” for 

numbers of enemies, and the basic o’clock bearing from the figure. 

 E.g.: Emma Peeled, a PICES operative working with French Resistance 

near Caen uses Sense Emotion during her Action. She makes a 

successful skill roll and senses that there is “roughly a squad of enemies 

to her 2 o’clock, within 20.” Acting on this information the Resistance 

Unit is able to set up an ambush. 

o Telepathy allows a Psychic to read surface thoughts, probe for information and even 

attempt to control another’s actions.  

a. Mind Reading (+6): This allows the Psychic the determine the location and 

Actions of an enemy unit and to pinpoint its exact location within 20” of the 

figure. This can *only* be used following a successful Sense Emotion roll *or* 

if a unit has been physically spotted during the turn, even if it has moved out of 

view. An additional successful skill roll allows the Psychic to communicate 

enemy intentions to the unit to which it is attached, and can also react in two 

additional ways: 

 Aborting to New Action: The unit may immediately change its fire status 

*during the turn* rather than at the beginning of the turn and interrupt 

the movement of the enemy movement. 
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 Re-order the unit activation sequence: On the next turn the unit with the 

Psychic can choose to go immediately before or after the enemy unit is 

activated. 

b. Mind Control (+8): This allows the Psychic to actively project his or her will 

onto another person and take control of their actions. Unless a second Control 

Roll is made these actions must be neutral to the health of the figure and its 

friendly figures. The figure will now act on the Psychic’s Activation turn, and 

may be ordered to move, hide, etc. within reason. To force the figure to take 

action that would harm it or others a “Control” roll must be made at a +6. If 

successful the figure may attack friendlies, pull the pin on a grenade, etc. 

 Hypnosis & Suggestion: The powers of mesmerism and suggestion allow the psychic to 

disable, interrogate and even force actions upon enemy figures.  

o Hypnosis allows a Psychic to mesmerize and Suppress a single enemy figure. The 

Psychic can either choose to move to base-to-base contact at a +2 skill roll, or attempt 

to Hypnotize the figure from up to 5” away at a +4 skill roll. Hypnosis simply 

Suppresses a figure and makes it incapable of taking any actions until it is shakes itself 

loose by making a Morale check during the recovery phase at a +4. 

o Mass Hypnosis allows a Psychic to mesmerize and suppress entire enemy unit at once 

through an extraordinary feat of skill (a “unit” being defined as a single unit/command 

that is assigned its own activation card in the game). This may only be done at a 

distance and only succeeds on Skill check +8. 

o Suggestion may *only* be attempted *after* a successful Hypnosis roll on an enemy 

figure or figures and allows the Psychic to interrogate an enemy, suppress its memory 

and force a whimsical action, or force it to retreat or surrender. 

a. Interrogate (+1): Allows the Psychic to learn the mission objectives and force 

structure of the enemy units involved in the game, including the presence of any 

special or hidden units or facilities in the scenario. 

b. Whimsical action (+2): Allows the Psychic to suppress the enemy figure’s 

memory of the Psychic’s presence and force it to take a Whimsical action such 

as singing silly songs, clucking like a chicken, etc., until it passes a modified 

morale check. 

c. Retreat (+3): Allows the Psychic to Rout the enemy figure through suggestion, 

fear and other manipulations. Once broken the figure is subject to normal morale 

checks. 

d. Surrender (+4): Allows the Psychic to force the surrender of the enemy figure 

through suggestion and fear. The figure is subject normal rules of surrender. 

o Mass Suggestion is conducted the same as Suggestion except it may be attempted on an 

entire unit of enemy figures at *double* the base skill penalty. E.g.: the Extraordinary 

Emma Peeled, a PICES operative working with French Resistance near Caen steps 

from behind a tree and attempts to use Mass Hypnosis on a 6-figure unit of 

Falschirmjaeger. An Elite operative, her base skill is 16, so her chance to hypnotize  the 

whole unit is 16 modified by the Mass Hypnosis skill modifier, which is +8. At an 8 or 

less, this is a risky move, but she makes a successful skill roll and stops the unit in its 

track, mesmerized by her charm and talents. She then attempts to force them to 

Surrender on her next action. The base modifier for Surrender is a +4, doubled for a 

Mass Suggestion attempt giving her again, an 8 or less. She rolls a 10 and fails – had 

she merely tried to get them to sing a Bach’s Ode to Joy she would have succeeded…but 

with the Germans starting to snap out of her spell it’s time for her to run. 
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 Telekinesis and Pyrokinesis: These powers allow a Psychic the ability to move matter with 

their minds, hurl objects through the air, deflect projectiles, levitate and set fire to objects at a 

distance. 

o Move Object (+1 base): A Psychic may move small objects (<10lbs) with their mind, 

snatch a weapon from someone’s hands, close a door or vehicle hatch, etc., and other 

simple effects within 2.5” of the Psychic.  

a. They may extend the range of this effect by an additional 2.5” for every +1 

modifier they take to their skill check. So at 5” it would be +2, at 10” the 

modifier would be +4, and so on. 

b. The size and weight of the object to be moved may be increased by paying an 

additional skill penalty. The penalty is +1 for each doubling of the mass/size of 

the object to be moved. For example: 

 0-10lbs: +1 

 10-20lbs: +2 

 20-40lbs: +3 

 40-80lbs: +4 

 80-160lbs: +5 

 160-320lbs: +6 

o Throw Object (+2 base): Using this power a Psychic may hurl objects weighing <10lbs 

up to 6”. The distance thrown may increased in 2” increments for each additional +1 

Skill penalty, and the mass of the object may be increased per Move Object rules. 

o Levitate (+4): This allows the Psychic to Levitate up to 6” from the ground. This 

distance may be increased by +2” for each +1 Skill Penalty taken. The Psychic may also 

carry an additional person (or person-massed object) at an additional +2 Skill penalty. 

o Deflect Projectiles (+6): This very difficult skill lets a Psychic react under fire and use 

his talents to deflect projectiles that could cause harm. A Psychic may either opt to erect 

a deflection zone around himself as an Action, or react to an incoming attack.  

a. Action: If the Psychic concentrates on this defense as an ongoing action he may 

stop all projectile and shrapnel damage (Blast damage outside of the “A” ring of 

a blast template) to himself and anyone else within 1”. Any projectile attacks 

that hit will be nullified to no effect. After defending against an attack in any 

given turn the Psychic must make a new skill check to keep the barrier in place. 

He may extend the range of protection by one extra inch per +2 Skill Penalty. 

b. Reaction: A Psychic may *react* to an incoming attack by attempting to deflect 

incoming projectiles *before* an attack is rolled, but *after* it is declared. The 

Psychic must have Sighted the attacking unit, or make a base Skill check to be 

aware of a thrown grenade or incoming shell. He may then attempt to deflect the 

attack at an additional +2 Skill Penalty.  

o Pyrokinesis (+6 base): A Psychic with this skill may set fire to objects, cause 

explosives to detonate and cause ammunition to cook off. To use this skill a Psychic 

must be within 10” of the target, and declare the intended effect. The range of the 

attempt may be increased by 2.5” for each additional +1 Skill Penalty, and the base 

attempt must be made on objects within visual sight. The skill may be used on objects 

fully hidden from sight (e.g., tank shells stored in a Panzer’s turret) at an additional +4 

Skill penalty. 

a. Set Fires: The flammable object in question is set on fire per normal BGWW2 

rules. 
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b. Cook off rounds and explosives: For an additional +1 Skill penalty the Psychic 

may cause one weapon or explosive device to explode. Small arms weapons, 

including machine guns, will have their ammunition explode in the 

magazine/chamber or cook off from the belt causing a “C” Column attack on the 

holder and figures within 1”. Explosive devices or flamethrower tanks will 

explode, using their location (the holding figure, etc.) as the center point for the 

appropriate blast template. 

c. Firestarter: For an additional +2 Skill penalty the Psychic may attempt to drain 

ambient heat from their surroundings and create a blast of flame. Given the 

psychic origin of these flames they will be able to damage creatures normally 

unaffected by fire and heat, and are not modified by a target’s defensive powers 

or armor/damage resistance modifiers. The attack may be: 

 Fire Burst: The attack uses the Small HE Impact template, centered on 

the psychic. The psychic takes no damage from the attack. 

 Flame Blast: The Psychic may make a single Flamethrower attack using 

the normal Flamethrower template.  

 

Spells and Magic 

Yes, magic and spells *are* real. And we’re not talking fairy tale stuff about frog princes and sleeping 

beauties – we’re talking about soul bending horror brought to you by quirk of the universe, or maybe 

even Hell itself. Magic, from what the Eggheads  *think* they know right now, somehow lets you 

manipulate the physical laws governing the universe – what they call “metalaws,” governing reality, to 

do things you normally couldn’t do. So they call this stuff “metaphysics,” which really just means they 

don’t have a clue how it works. But work it does. While some of it can be less nasty than other aspects, 

it’s as dangerous as nitroglycerine on a bucking bronco.  

 

Magic can be generally split into several categories.  

 Attack spells that let you dish out harm to your adversaries. 

 Contact spells which let you contact, summon or control things and creatures left alone. 

Creatures? Well, we’ll get to that – patience. 

 Defense spells that help protect you. 

 GP spells, General Purpose spells that fall outside the other two groups – everything from 

spells that let you breathe under water to make you invisible. 

 Necromantic spells which let you manipulate life energy, an involve death and human sacrifice. 

Truly nasty, soul bending magic which we usually stay away from. Not that we don’t know 

what it is – but some things are just beyond the pale, even in this war. 

 

 

Spells 

In the Cthulhu Mythos cycle spells are hard to obtain, and costly and terrifying to use – they can 

literally drive the caster mad. Each spell is described as follows: 

 

 Type: Attack, Contact, Defense, General Purpose, Necromantic 

 Skill: A Skill modifier that represents how difficult a spell is to cast. This may be modified by 

circumstances such as being under fire, etc. 

 Mana: A Mana Point cost to cast the spell. Mana points are used *before* the Skill roll is made 

and do not get “saved” if the spell fails.  
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 Actions: How many uninterrupted actions it takes to cast the spell. If a spell caster is 

interrupted by being injured or suppressed the spell automatically fails. If a spell caster fails a 

morale check (either by unit check or as a result of fire) the spell automatically fails. 

 Sanity: The caster risks going insane or at a minimum becoming mentally unbalanced by daring 

to manipulate the fabric of the Universe. The caster must make a Sanity check modified per the 

spell’s description. 

 Fear: Witnessing spell casting or being the target of spells is also terrifying and forces an 

immediate Fear Check. Unless they are Hard Bitten, figures within 5” of the caster or the 

subject of the spell must make a Fear check base on the Skill modifier of the Spell. E.g., a Spell 

with a +4 Skill Modifier causes a Fear check with a +4 modifier. 

 Effect: What the spell does. 

 Duration: How long the spell lasts, or under what conditions the spell is terminated. 

 

SPELL CASTING STEPS AND EXAMPLE 

 

Defensive Spells: There are several basic Defensive Spells: Armor, Shields and Wards. An Armor 

spell imbues the caster or target with special defenses. A Shield spell protects from physical or magical 

attack, while a Ward protects against various creatures and beings. 

 

 Armor Spells  
o Flesh Ward  

 Actions: 1 

 Manna: 3 

 Sanity: +2 

 Duration:  Two turns 

 Effect:   The target’s body becomes nigh impervious to harm, and in effect 

projectiles have no more effect than if they were striking clay. All combat and 

damage rolls are made normally, except the target ignores all effects except 

Gory Death for the duration of the spell.  

o Skin of Sedefkar:  

 Actions: 1 

 Manna: 1 

 Sanity: +1 

 Duration:  Can be maintained for 1 Manna per turn  

 Effect: The target’s skin becomes hardened and resistant to damage, and 

becomes immured to pain. All Damage rolls are made against the target with a 

+5 Cover Modifier and the target ignores all Suppression results.  

 Shield Spells (includes Create Barrier of Naach-Tith and Deflect Harm) 

o Deflect Harm 

 Action: 1 

 Manna: 4 or 6 

 Sanity: +1 

 Duration: Two turns 

 Effect:  Calling upon Eldritch powers of protection, all attack rolls against the 

target figure automatically fail to hit. This includes explosive attacks, projectile 

attacks and melee attacks. By paying 6 Mana on casting the caster can protect up 

to 1” radius from him/herself. 

o Create Barrier of Naach-Tith 
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 Action: 1 

 Manna: 4/2 

 Sanity: +1 

 Duration: Two mana per turn after casting 

 Effect: The caster creates a 3” radius sphere of ghastly green light which 

protects against physical and magical attack. The sphere acts as a physical 

barrier equivalent to a +7 Cover Modifier against Damage and prevents entry by 

creatures, beings and vehicles as if it were a stone wall. The spell may be 

maintained at a cost of 2 Mana per turn, but will collapse if the caster is injured 

or if a vehicle/creature breeches it during movement per breaching rules.  

 Ward Spells  

o Elder Sign 

 Action: 1, half action to activate existing symbol 

 Manna: 2 

 Sanity: +1 

 Duration: Indefinite 

 Effect: This ancient symbol is anathema to the Great Old Ones, Outer Gods and 

their servitors and prevents them from passing through any opening, passage or 

gate protected by the symbol. It may be made in advance (depending upon the 

scenario) and activated as a Ready Weapon action, or cast on the spot with a +1 

Sanity roll. The duration is permanent or until the sign is destroyed. 

o Create Bad Corpse Dust 

 Action: 1 per 5” linear area, or 4 to create on the spot 

 Manna: 2 

 Sanity: +0/+4 

 Duration: Indefinite 

 Effect: This spell creates a barrier out across which corporeal undead may not 

pass and is usually created in advance out of dried flesh of the undead and flesh 

taken from the caster himself. The dust may protect up to 30 linear inches of 

terrain. The caster may be equipped with it per a scenario and used for a single 

action, or may cast it on the spot. Casting on the spot takes 4 actions at a +4 

Sanity Check. Duration is permanent as the dust magically adheres to the 

surfaces upon which it is cast. 

 

 

Attack Spells 

 Bring Pestilence 

 Cause Fear 

 Cloak of Fire 

 Clutch of Nyogtha 

 Curse of the Putrid Husk 

 Curse of the Stone 

 Death by Flames 

 Evil Eye 

 Fist of Yog Sothoth 

 Grasp of Cthulhu 

 Hands of Colubra 

 Insect Plague 
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 Mind Blast 

 Red Sign of Shudde M’Ell 

 Spectral Razor 

 Wave of Oblivion 

 

 

General Purpose Spells 

 Animal Form 

 Augury 

 Breath of the Deep 

 Control Weather 

 Create Time Gate 

 Darkness 

 Detect Life 

 Detect Magic 

 Eibon’s Wheel of Mist 

 Find Gate 

 Healing Touch 

 Hide from the Eye 

 Invisibility Purge 

 Levitate 

 Locate 

 Message 

 Mind Transfer 

 Obscuring Mist 

 Power Drain 

 Raise Fog 

 Unmask Demon 

 Voice of Ra 

 Ward against Psychics 

 Warding the Eye 

 Word of Recall 

 

Contact/Control Spells Spells 

 Banishment of Yde Etad 

 Bind Enemy 

 Bind Loup Garou 

 Call Diety 

 Cast out Possessor 

 Contact Creature 

 Contact Diety 

 Dismissal 

 Dismiss Diety 

 Dominate Animal 

 Dominate Human 

 Insect Plague 
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 Siren Song 

 Summon/Bind Creature 

 Voorish Sign 

 

 

Necromantic Spells 

 Become Spectral Hunter 

 Black Binding 

 Blind/Deafen 

 Consume Likeness 

 Curse of the Rat Thing 

 Dark Resurrection 

 Return to Rest 

 Shrivelling 

 Song of Hastur 

 Speak with Dead 

 Steal Life 

 Wither 

 Wrack 

 

 

Magic Artifacts and Tomes of Power 

 

Artifacts of Power 

 Baneful Dust of Hermes Trismegistus 

 Deep One Breather 

 Elder Thing Crystal 

 Glass from Leng 

 Hand of Glory 

 Lamp of Al Hazred 

 Mi-Go Brain Cylinder 

 Mi-Go Electric Gun 

 Mi-Go Mist Projector 

 Pipes of Madness 

 Powder of Ibn Gazi 

 Shaggai Nerve Whip 

 Space Mead 

 Ultraviolet Projector 

 Ythian Lighting Gun 

 Ythian Tabula Rasa 

 

Tomes of Power 
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 Necronomicon: This is the “bible” of corrupt, arcane Cthulhu Mythos knowledge and spells. 

DO NOT READ IT, it will probably drive you mad. If you encounter this book via contact with 

Axis agents, secure it out of sight in bag or other container to be turned over to a senior field 

officer.  

 Categories of spells?? The UK, US and Italy may not use certain necromantic spells involving 

human sacrifices, where the others will have access to all spells. 

 How to determine how many/power of spells?? Costs in BG Builder based on Skill Mod/Mana 

Points.  

 Spells cost mana, mana points based on Morale level 

 Psychic powers have skill mods for use 

 Spells now to be generalized to some extent, too many to keep track of. Add “Attack” spells. 

 

 

CREEPY CRAWLIES FROM BEYOND 

There are a number of…things…that you should know about since you might face them in the field. 

We’ll only go into those of the more survivable kind that you may actually be able to combat with the 

weapons available to us -- anything else you run into you Should. Run. From.… 

 

 Critter rules. They have several ratings.  

o A Fear Rating that represents how scary they are. Encountering a creature with a Fear 

Rating forces a Sanity Check on viewing figures, typically within 10” of the creature or 

being. This distance will be noted in the creature description. 

o A Toughness Rating which modifies the weapon column used by shifting damage tables 

to the LEFT on the chart, with a possible modifier to the roll 

 E.g. a critter with a TR2+2 would SHIFT all damage rolls two columns LEFT 

on the chart, with a +2 on the die roll. So hit on the C column shifts down to the 

E column, and the roll is made at a +2.  

o An Armor rating (if they have any armor plates, chiton, etc.).   

 

 Deep Ones: A race of immortal amphibians who live in cities dotting the floor of the earth’s 

oceans. The Deep Ones are described as being predominantly green-gray with white bellies. 

Their thick skin is shiny and slippery, with a scaly ridge down their back. Their forms vaguely 

suggest anthropoids with the head of a fish with prodigious, bulging eyes that never close. 

Palpating gills line the sides of their necks, and their long paws are webbed. The Deep Ones 

hop irregularly when on dry land, sometimes on two legs and sometimes on four. They are able 

to use very articulate speech with their croaking, baying voices. Their voices are used to 

convey expressions and emotions that their faces cannot. The Deep Ones tend to shy away from 

the human race, not from fear, but from wishing not to get entangled in the paltry doing of 

humans – unless the offer is right. The US encounter with the Deep Ones at Devil Reef has 

colored relations between the US and their kind – especially given American objections to the 

Deep Ones practices of enslaving human women as breeders. Other powers, however, are 

willing to overlook this in the pursuit of wartime advantage.  

o Fear Rating: +5 (within 10”) 

o Toughness Rating: TR1+2 

o Actions: 2 on Land/3 in Water 

o Movement:  

 Land: 4” 

 Water: 7” 



Battleground WWII: Cthulhu v09282008 

19 

o Weapons/Combat modifiers 

 -3HTH for claws/strength 

 Spear, club, trident, speargun, other exotic 

o Spells: Deep One Shamans will have 2d3 Cthulhu spells 

  

 

Critters 

 

 Ghouls 

 Zombies 

o Chemical or mechanical zombies 

o Occult zombies 

 

 Werewolves 

 

 Vampires 

 

 Byakhee 

 

 Hound of Tindalos 

 

 Tcho-Tcho 

 

 Serpent People 

 

 Golem 

 

 Nazi Golem 

 

 


