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Apocrypha Now 

Introduction: 

Fire and Earth 

Bruno Mellrich, the mightiest warrior in The Empire, steadied his lance, 
kicked his heels into the flanks of his great black stallion Clarion, and 
leapt into the charge. His men, surprised and scattered by the goblin 
ambush, rallied to his war-cry and began to re-group, but Bruno was 
well ahead of them, the foul green-skinned enemy parting before and 
sometimes under Clarion's hooves. Two foolish goblins screamed their 
lives out on the end of his weapon, flailing like speared fish. 

A second war-cry caught his attention and he wheeled his mount, to 
face an army of Skaven breaking cover from the nearby woods. With 
cries of terror his men dropped their weapons and fled, leaving him 
alone to face the horde of Chaos-creatures that poured across the field 
towards them. And at the head of the army ... Bruno raised his visor 
and shaded his eyes. Tus, that was the ugly, filthy, scarred form of Magste 
Kimt, standing a full head above the rest of the rodentine forces, and 
brandishing a double-edged axe that Bruno knew well. For a second 
the cavalier's vision was filled with images of his ruined village, the 
burnt-out shell of his home, the corpses of his family, and the eternal 
vengeance he had sworn on that day against Kimt and all Skaven. 

Bruno had waited years for this day. He closed his visor with one mailed 
gauntlet, while the other drew his fivefoot blade NightBiter from the 
scabbard strapped to his back. 'You dirty rat, ' he muttered through 
clenched teeth. 'You killed my brothers. '

He spurred Clarion, and his faithful mount sped towards the Skaven 
horde like an arrow from an Elven bow, or a harvester towards a field 
of ripe corn. 'Prepare to die, Kimt!' he yelled in pure bloodlust. 

A shadow blotted out the sun. 'Herr Mellrich!' it said. 

Bruno blinked and looked up in sudden panic, the little clay models 
on his desk forgotten. Magister Klimdt was standing over him, the old 
man's thin frame interrupting the few dusty sunbeams that filtered 
down from the classroom's high windows. There was a moment of un
comfortable silence. Then the schoolmaster bent down and carefully 
picked up one of the models, holding it close to his bleached, rheumy 
eyes for a long instant. 

'Is this meant to be a Skaven, Herr Mellrich?' he asked at last. 



Apocrypha Now 

Bruno swallowed and nodded. Then, remembering his master's Jailed 
eyesight, said, 'Yes, sir. ' 

Magister Klimdt seemed to consider for a moment. 'Well. Since you 
have such an interest in base things, perhaps you can tell us what the 
five elements are? The ones that the rest of us have been studying this 
afternoon?' 

Bruno looked down at his desk, at the diagrams and words carved 
there by generations of schoolboys before him, all of them taught by 
Magister Klimdt. How old was Klimdt, anyway? a.ir, ' he said. 'Water. 
Chaos. 'Five elements? The other two were in his mind but, skittish as 
bad dogs, they would not come to him. 

'Fire and earth, Herr Mel/rich. Fire and earth. ' The master's hand closed 
on the tiny clay Skaven and a trickle of dust fell from between the bony 
fingers, glistening in a beam of sunlight. 'The fire from which the world 
was born and to which it will return, and the earth from which we 
were born and to which we will return. Remember fire and earth, Herr 
Mel/rich, although I believe you are more likely to remember the Skaven. 
Boys like you always do. 'He was about to say more, but the scrape of 
the door at the back of the room interrupted him. 

Bruno turned to see who the newcomer was. A tall figure stood against 
the bright light of the street behind him, wearing a riding cloak and a 
fine hat. Magister Klimdt raised his head, gazing in the direction of the 
doorway with near-blind eyes. 

a.re you the book-seller from Nuln?' he said.

The stranger took a step into the room. 'No, ' he said in a voice devoid 
of accent. 'I am Karl Schwind/er, and I bring a message from Tomas 
Diener in Marienburg. ' 

Klimdt seemed to sway for a moment, then grasped for support, and 
his claw-like hands fastened onto Bruno's shoulder, the nails digging 
unpleasantly through the cloth of the boy's jerkin. 

'School is over for today, ' he said. 'I have important business to con
duct. You are all dismissed. The gods go with you. 'And then he turned 
towards the side door and called in a strange high voice, 'Octavius! 
Octavius! Come here! I have need of your eyes!' 

As Bruno scrambled to gather up his books and clay figures, moving 
Jast amidst the hubbub of classmates eager to get out of the dusty 
schoolroom, he paused for a second to wonder how, if Magister Klimdt 
was as blind as he professed, he could always tell from half-way across 
the room when boys were playing with toys or passing notes instead of 
paying attention. Then the question slipped away. It was a fine 
Sommerzeit afternoon with several hours before supper, and there were 
more important things to think about . 

••• 
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Three figures sat like statues in the Magister 's book-lined office. Magister 
Klimdt was seated behind the desk, hands clasped in front of him, as 
his young acolyte Octavius read out loud from the sheaf of papers be
side him, his Altdorf accent clear and filled with the purity of youth 
amidst the old furniture and older books. In the corner sat the new
comer, his hat and cloak on the floor beside him. Evening had fallen 
and the diamond-paned windows were dark. In the candlelight, the 
lines of late middle age were visible on the visitor's face, and for some
one who had just ridden from Marienburg, his clothes were unusually 
clean and well pressed. 

Finally Octavius placed the last sheet of parchment on the others, and 
was silent. Klimdt put his head on one side as if in thought, then made 
a gesture to Octavius, and the freshfaced priest disappeared through 
the door. A moment later there was a faint scraping from the far side, 
as if someone had just turned a key in the lock. 

The stranger drew his chair into the centre of the room. 'Well, ' he said, 
'what do you think?' 

Klimdt did not move. 'I think many things. What in particular?' 

'Are these the pages you asked Tomas to find for you in the Unseen 
Library in Marienburg?' 

The old schoolmaster was silent for a moment more. Then: 'They are 
fascinating, are they not? The workmanship, the dedication involved 
in creating them. Exquisite. Masterful. But you ask if they are the miss
ing chapter of the Lexikon of Eber Keil er of Salzenmund? The subject is 
correct, the phrasing is undoubtedly in her style. They could almost be 
the lost pages, but they are not. You and I both know that this is a 
forgery. The parchment has never been near Marienburg, much less 
Salzenmund. It was made here in Altdorf, in the last month. I can feel 
the moisture in it, and smell the fresh ink. '

The messenger looked aghast. 'A forgery?' 

'Please, Herr Schwind/er-which is not your real name-credit me with 
the intelligence my age deserves. This is a fake, and one produced with 
a great deal of effort as well: too much for a mere swindler. You wanted 
to gain my trust, not my money. But I am not so easily fooled. I know 
the only truth you have told me so far is that Tomas is dead. Tell me 
truthfully now: are you a member of the Reiksguard, or merely an agent 
for them?' 

The former Herr Schwind/er smiled the self-conscious smile of a man 
whose secret has been uncovered. 'I am Lieutenant Gottfried Braubach, 
of the Reiksguard. And, since you have forced my hand, I am here to 
place you under arrest for conspiring against the Empire, consorting 
with agents of Chaos, summoning demons, trafficking in forbidden 
knowledge, and perverting the minds of the children you pretend to 
educate. This building is surrounded by my men. You cannot escape. 
You and your followers will be taken from here to a place of secrecy, 
tried with the utmost speed and burned before dawn, along with your 
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books. Your ashes will be buried deep in the plague pits outside the 
city, and forgotten. '

Klimdt leaned back in his chair, stroking his wrinkled chin, as if he 
had not heard the list of accusations and threats. 'Fire and earth again; 
always fire and earth. You are Braubach? You are the one who has 
pursued me these last eight years?' 

'Nine. And you have led me a merry dance across the Empire. '

'I? I have not. Friends and agents have led you a merry dance, while I 
stayed here, teaching. I was never in Talabheim, nor in Kislev, and the 
warehouse you burned to the ground in Nuln contained only mildewed 
sacks. I am too old to gallivant around like a young fox with the Em
pire's hounds at my heels. No, at my age I prefer to stay here, finding 
old books and making sure that their learning is not lost. My printing 
press has produced twelve fine volumes ... '

'Twelve volumes of deceit, lies and heresy! Treasonous writings with
out wit or learning, the ramblings of centuries-dead blasphemers, fit 
only for the bonfire. I have read your books, Magister, and there is 
nothing but filth and falsehood in them!' 

'You do not have to believe them, Lieutenant Braubach. I do not ask 
you to accept them as the only truth, merely as an alternative to the 
official truths peddled by the likes of you. There is truth in them; truths 
that shall outlast your precious Empire if they are told and if men are 
allowed to open their eyes to see it. Do you know how old I am?' 

The lieutenant made to interrupt, but Klimdt was in full flow: 'I am 
one hundred and ten years old. Does that surprise you? A hundred and 
ten years, without making a pact with any of your devils or forces of 
Chaos, or kissing a vampire, or resorting to infusions of Elven blood. 
And every man could live as long if they had the knowledge I have 
saved from your purges. '

Braubach spat on the floor. 'I'd rather die bravely at forty than live to 
a hundred as a blind, gutless heretic, ' he said contemptuously. 

Klimdt stood up, his hands gripping the edge of his desk. 'Regardless of 
your threats and your men outside, Herr Braubach, you are still a 
guest in my house, Lieutenant, and you will keep a civil tongue in your 
head while you are here. I am bound by the laws of hospitality, and so 
I will not kill you . . .  '

Braubach jumped to his feet. A dagger flashed from a hidden sheath 
and held steady, its point against the old master's dewlapped throat. 
'Never threaten a member of the Reiksguard, old man. Your trial is a 
luxury and I am prepared to do without it if need be. '

'I said I would not kill you, dolt. ' Klimdt sounded irritated, but noth
ing more. 'This charade has gone on long enough. Octavius and the 
others should have escaped by now, taking the last of the scrolls with 
them. Did you remember to post guards in the sewers? No, I can tell 
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from the scent of your sudden sweat that you did not. Well, then, they 
are away. Now only my own escape remains. I have no doubt, Lieuten
ant, that we will meet again in a few years: the room's door may be 
locked but it is not strong, and the fire that Octavius will have started 
in the kitchen should take at least five minutes to reach here. Or there 
is always the window, so long as your men do not have crossbows and 
itchy fingers. 

'You 're going nowhere, old fool, except with me. ' T'he point of the dag
ger dug further into Klimdt's throat. T'he old man smiled and turned 
his head, and candle-light shone in the milky pupils of his eyes. Unno
ticed, the fingers of his left hand finished tracing the lines of an intri
cate pattern carved into the polished surf ace of his desk. 

'Tell me, Lieutenant, ' he said in the high voice of a boy of nine, 'when 
you were at school, did you dream of fighting monsters?' 

His right hand shot out, tossing a handful of dust into the soldier's 
eyes, and for an instant there was a Skaven in the room-bigger than 
the biggest Skaven Braubach had ever faced, and swinging a rusted 
double-headed axe at him. He ducked left, bringing his dagger up to 
gut the Chaos-creature before it could finish its blow. His blade struck 
nothing. T'here was no Skaven, only a little drifting powder in the musty 
air. Nor, as he glanced around, was there a wizened old schoolteacher 
with the chalk-white pupils of one who has spent his life in study. Only 
a book lying on top of the pile of forged pages. It had not been there a 
moment ago. 

Braubach bent and picked it up, turning it over in his hands before 
flipping to the title page. 

The New Apocrypha 

Being a Collection of Heretical and Suppressed 
Writings by Diverse Hands 

Volume Thirteen: Fire and Earth

Dedicated Most Humbly to Gottfried Braubach. 
Officer of the Emperor's Reiksguard. 

whose Unswerving Zeal for Truth 
hath Sustained mine Own 

T'he faint roar of flames far off in the building caught his ears. Braubach 
tucked the book inside his jacket, picked up a chair and, with a faint 
smile on his lips, began to pound it methodically against the thick 
diamond panes of the window. 



Section One: 

Rules Revisited 

In this section, you will find invaluable advice on 
implementing various aspects of the Warhammer 
Fantasy Roleplay rules. Some existing rules have 
been clarified or revised for ease of use, while 

others have been expanded to add further depth 
and atmosphere to your campaigns. 

How might a PC go about getting training in a new 
career? How do Fate Points work? What happens if 

a PC is elevated to the senior heights of the nobility? 
What if .. ? Herein we offer the answers to these 
questions, and to many more. You will also find 

expanded combat rules, plus an array of new 
firearms and a whole range of magic items. 

Remember: all of the suggestions in this section are 
just that-suggestions. We hope that you will find 
something that appeals to you here, but these rules 

are not set in stone. It is for you to decide how 
many, or how few, you wish to build into your 
own Warhammer Fantasy Roleplay campaign. 
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Chapter I 

Skills and 

Careers 

tll ll characters start their adventuring lives by follow
ing a basic career. This 'pre-adventuring' career 
provides characters with their initial skills and a 

first, 'free' advance. This is the career which the character 
was following immediately prior to taking up the life of an 
adventurer, and so all the skills listed under the career are 
assumed to have been learnt before play starts. 

An exception to this are those skills marked as being 
gained on a percentage chance. For example, a newly gen
erated Boatman automatically gains Fish, Orientation, River 
Lore and Row, The character also has a 50% chance of being 
Very Strong, a 25% chance of having Consume Alcohol, and 
a 25% chance of Boat-building. Some Boatmen will be lucky 
and have picked up these three skills before commencing 
play, others will not have done so. Note, however, that most 
of these skills may still be acquired at a cost of 100 Experi
ence Points each-i.e. they can be picked up in exactly the 
same way as skills of later careers. In this case, it is assumed 
that the character already has some rudimentary knowledge 
of these skills, and only needs a bit of practice (reflected by 
the gaining and spending of Experience Points) before be
coming fully skilled in them. The exception is VeryStrong
an innate skill, which the characters either acquire in their 
first career, or not at all. A complete list of innate skills may 
be found below. 

Of course, some players may decide that they would 
rather spend their hard-earned Experience Points on fulfill
ing their advance scheme, or moving to a new career. 

CHANGING CAREER 
Although changing careers in game terms is relatively sim
ple, attempts to rationalize what is actually happening in a 
role-playing game may prove somewhat more difficult. Our 
Boatman, according to the rules, may adopt any of the fol
lowing career exits-Outlaw, Seaman, or Smuggler; alter
natively, they may opt for a random roll on one of the 
Academics', Warriors', or Rogues' career charts (see WFRP, 
p 17), or they can actually choose another Basic Ranger ca
reer. In other words, the rules make just about every career 
open to every character. In an abstract game, of course, this 
poses no problems-the GM simply applies the rules, the 
character expends the requisite number of Experience 
Points, and the game continues. However, there will inevi
tably be those who want to know the answers to questions 
such as: how does the character actually begin a new ca
reer? Does he or she need specialist training? If so, where 
does one find a teacher? Are there any openings into this 
career, and does it fit in with the overall development of 
the campaign? 

Depending on your style of play, some of these ques
tions will be less important than others. Changing careers
when role-played-can provide a great deal of fun. It gives 
characters a whole series of motivations and goals other 
than those normally associated with adventuring. Charac
ters have to keep their eyes open for a teacher or employer 
to give them a start in a new career. They can't simply be
come a Wizard's Apprentice, for example, just because it's 
one of the listed career exits and they have 100 EPs to spare. 
The character must first find a Wizard who is looking for an 
apprentice and then convince the NPC that he or she is a 
suitable (or rich enough) candidate for training. After that, 
a period of study and practice is required to allow for basic 
assimilation of the skills and to learn one or two spells. Only 
at the end of this period will the character be in a position 
to exchange EPs for skills and advances. 

Similarly, becoming a mercenary, soldier, or gunner is 
just not possible without first entering military service. Sim
ply declaring oneself to be a gunner allows you to acquire 
neither the skills nor the associated advance scheme. These 
things have to be taught to you first, and then you need a 
short period to practise them. 

Finding teachers can involve characters in interesting 
side-adventures as they try to locate a teacher or employer 
for a career that they are particularly keen to take up. It's 
no good declaring oneself to be a Roadwarden if the 
Roadwardens won't accept you, and impersonating an of
ficer of the law can get a character into big trouble! How
ever, once found, a prospective employer or tutor is not 
necessarily going to accept someone just because the char
acter wishes to follow a new career. Often the teacher or 
employer will have their own reasons for taking on a new 
pupil or employee-maybe they have lots of menial work 
for an apprentice, or perhaps they want to hire some mus
cle for military service. 

A campaign will also benefit if some careers remain 
closed to characters until certain points in the plot or ad
venture have been reached. You may decide that your ad
ventures are going to be set in a number of towns in which 
your characters spend their time as normal citizens rooting 
out Chaos cults that have wormed their way into positions 
of influence. Adventures of this sort work best with small 
numbers of characters, who also have links with a town's 
organizations-guilds, trade associations, and so on. A Mer
cenary Captain leading a force of 20 battle-hardened veter
ans is not really suited to such adventures. 

Later, however, the campaign may involve the charac
ters in the defence of a barony against rampaging mutants 
and Beastmen, and here characters with military experience 
and training would undoubtedly come into their own. A 
Physician's Student, on the other hand, is likely either to 
meet a horrible death, or to get bored very quickly. As GM, 
you could introduce the player characters to such an ad
venture by having them see notices proclaiming 'Recruits
Officers, NCOs, and Regulars-wanted for Baron Otto's 
Company of Foot', or by having an agent of the Baron's 
approach a PC Mercenary Captain. By not making every sin
gle career option available to the PCs at all times, it is possi
ble to gear changes to developments within the campaign 
itself. 

In The Enemy Within Campaign, we have provided de
tails of prospective employers and teachers for careers ap
propriate to the stage reached by the campaign. These are 
meant to be fully detailed NPCs with personalities, and be
lievable motives for training or employing the player char
acters. In this way, we have tried to create a campaign where 
the action and the characters develop in parallel. 



Inevitably, however, some characters will want to follow 
a career that is not made available in the campaign. For some 
careers, this should not be too difficult to cope with. It is a 
simple matter to become a Bodyguard, for example-all that 
is needed are the required trappings and somebody (even 
another PC) to guard. This change is made available to 
Werner 'Pick-Axe' Murmann in The Enemy Within Campaign, 
simply because one of the other PCs is being hunted by a 
person or persons unknown whose intentions are definitely 
violent! Similarly, it is fairly easy to become a Protagonist, 
providing you can find someone to employ you in your new 
role or some cause people will pay for you to 'defend'. In 
both cases, no specialist knowledge is required, and there 
is nothing to study-it's just a case of going out there and 
doing it. 

Becoming a Coachman, however, requires that charac
ters should actually sign up with a coaching company, or at 
least have the means to buy a coach and horses to set them
selves tip in business. Being a coachman without a coach is 
obviously ludicrous. 

Characters may also decide to seek out employers within 
the context of the campaign. Having decided to become a 
Physician, for example, a character may either approach the 
local Physician's Guild, or a practising Physician. In this case, 
the character should have to make a successful Fellowship 
test to get on friendly terms with the guild or the NPC Phy
sician, and then make an Employment test to be taken on, 
or perhaps the character may even have to carry out some 
small task first. Before the Physician accepts a student, he 
or she may require the prospective candidate to go and find 
some ingredients for the manufacture of a certain drug, or 
may send him or her into plague areas to test their commit
ment to healing others. Any number of adventures could 
spring out of this. Alternatively, the GM may decide that it 
isn't appropriate for the character to become a Physician at 

Chapter 1: Skills and Careers 

this stage of the campaign, and may rule that there are no 
openings in the guild-'We have the required number of 
practitioners and students as specified by the Guild, but 
thank you for your interest'; or, 'I'm sorry, I already have 
three apprentices-I just don't have the time to train any
one else at present.' Whenever possible, it is in the inter
ests of the game to let players follow career paths of their 
choice, but if this involves some effort on the part of the 
character, it makes gaining it even more rewarding. 

As mentioned above, finding a career path can generate 
any number of adventures-a Wizard may require certain 
books or spell ingredients to be located for her; characters 
entering military service can be sent on missions such as 
taking a patrol to check on a remote village, or delivering a 
message to an officer some miles away. These and similar 
adventures could involve the players in fighting their way 
through hostile territory or discovering that one of their 
party is a spy, or assassin for the opposition. 

TEACHERS AS NPCS 
By making each prospective employer or trainer an NPC in 
their own right, you will soon build up a number of colour
ful and interesting characters for your players to interact 
with. These NPCs can then provide assistance later in the 
adventure and can be used to introduce new adventures 
along the way. As characters grow more experienced, they 
will have a much greater pool of friends and contacts to 
draw on in their adventures. 

Characters could also be set up by such NPCs. By pre
tending to offer them training, an NPC could dupe adven
turers into carrying out illegal tasks for them for nothing! 
'B-but, your honour! How was I to know he was a Fence? I 
thought he was an honest merchant. I swear, I had no idea 
what was in the box ... ' 

LEARNING NEW SKILLS 
First of all, by way of clarification, you should note that char
acters entering a basic career which has one or more skills 
preceded by the phrase 'XX% chance of. .. ' may buy any of 
these skills as normal, unless the skill is an innate one. The 
'percentage chance' only applies to characters for whom 
this is the first career. 

But what happens later, if a character changes careers 
and then decides that he or she wants to learn one or more 
of the skills that were previously available under a former 
career, but not bought at the time? Obviously, if the skills in 
question are listed under the new career, then they can be 
acquired in the normal manner. If the skills are not listed, 
then the character has to decide to put in some special, 
extra practice in order to gain them. Similarly, a character 
may wish to acquire a particular skill that is not part of his 
or her current or past career. The rules outlined here ex
plain how this can be done. 

The basic premise of this system is that when a charac
ter changes career, if he or she undergoes some training, 
then the character acquires a rudimentary knowledge of all 
the skills listed under that career. This does not mean that 
the character acquires the skills, but rather that he or she is 
taught what to do in order to develop the skills over time. 
This is reflected by the gaining and spending of experience 
points. When the character has acquired 100 EPs, he or she 
is deemed to be experienced enough so that the rudimen
tary knowledge of any one skill can be converted into full 
knowledge, and the player may add that skill to his or her 
character sheet. Those careers that don't require an initial 
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period of training, on the other hand, are assumed to be so 
well-known to all inhabitants of The Empire, that the char
acter need only practise on their own in order to develop 
the skills listed under the career description. 

SKILLS FROM OLD CAREERS 
However, it is assumed that, having entered a new career, 
the character is not in a position to build on the rudimen
tary knowledge acquired during the old career, and thus 
cannot normally gain previously available skills. Having 
moved on from the old career, the character has forfeited 
the means of gaining them easily. However, if characters are 
able to devote a few hours each week to the practice of such 
skills, they may still gain the skill by expending 100 EPs as 
normal and then making an Intelligence test. If the test is 
failed the character loses the 100 EPs and fails to learn the 
skill. This does not prevent the character from having an
other go later, but the 100 EPs are irrevocably lost. The 
amount of time to be spent in practicing such skills, and 
the period over which the practice must be conducted, will 
vary from skill to skill. However, as a rough guide, we have 
divided all the skills into the four categories as listed be
low: 

lnnate 

Aou:.t� �earing 
Excellent Vls:ion 
Fleet FOQted 
1mmunity.,to.Diseas.·e 
Immunity tO Poi.s.qn 
p�htnlng R'etle�ciiii' 
Linguistics 

Luck 
Night Vision 
Sixth Sense 
Strongman 
V�ff Re�ilient 
Ver,f ·�t�ong 

Intellectual 
Animal Trainµ�gp 
Arcane Language 
Astr,onomy 
�at-building JJ 
Brew!ngp 
Cartography 
Cast Spells m 
Chemistry p 
Cook;p 

C,:rypt0graphy . ,G1.1re Disease.p 
Demon Lorem 
H.)1pnottse-t/p 
Divinlngp 
Dowsing:/) 
E,mbez:i.;li11gp 

,,,Engineer p 
Evaluate 
Gem Cuttingp 
Heal Wounds-p 
Heralc:lry 
Herb i;.orep 

1 Hismry 
ldemify Magical Artefact m 
Identify Plant 
Ldentify U ndead 

Personal 
Acting t/p 
Begging'p 
131atherp 
Bribery p 
Charmp 
Chimn Animal p
Clown tip
Conledi.ap.p 
Disgui�e i1fa 

Practical 
.A:crobadcs t 
Ambidextrous 
Art 

Carpc.11try t 
Concealment Rural 
Concealm·e nt' Urban 
Consume Alcohol 
Corit0rllo'nist t 
Dance 
Disarm 
Dodge Blow 
Drive Cart 
Escapology 
:rjre Eating
Fish 

Ule,el 

Foijow Trail 
Frenzied Attack 
Qame Hunting 
Juggle 
Lip-ne,ading 
Mar.lcs rna ns bi p
Mime ·· 
MillliC 
Mining l 

Law 
MagicaJ Awareness m 
Magka.l Sense m 
Manufaccure Drugs•p 
M,mufacture Magic Items m 
Manufacture ·Potions m/p 
Manufactti.re Sc.rolls m!p
Meditaci0n m 
Metallurgy p 
Musicians:hip p 
Numismati<::s 
Palmistry p 
�,re pare Pqispns j) 
Read/Write 
River Lore 
Rune Lore m 
'Rune Mastery m 
Scroll Lo-rem 
Secret Languag� p 
Secret Sign 
Speak..Ad�rcional Language 
S'uper Numerate 
Surgery.p 
Tailorp 
Theology 

Etiquette t/p 
Gamblep 
Hagglep 
Jes·c tip 
Public Speaking 
SeductiD'n p 
.Sing t/p 
Story 1ellingp 
Wltp 

Otiencation 
Palm Object 
Pick Lock 
PickPockcr 
Ride 
Row 
Sailing t 
Scale Sheer urface 
Set Trap 
Shadowing 
Silent Move Rural 
Silent Move Urban 
SmithiJiS i 
Specialist Weapon 
Spot Traps 
S,toneworkh)g l 
Street Fighter 
Strike Mighty 6low 
.Strike to Injure 
Strike to' Stun 
Swim t 
lbrrure t 
Trick Riding t 
Vemriloquisoi t 
Wrestling t 



EXPLANATION 

OF CATEGORIES 
Innate: These are skills that, by, and large, you're either 
born with or can only acquire by long service in a particular 
career. There is no other way to gain these skills-no amount 
of practice or study is going to allow a character to see in 
the dark, for example. 

Intellectual: Those skills where theory and book-learning 
are all-important. In general, these skills cannot be self
taught. In addition, some also require a fair amount of prac
tical work---'-it's all very well knowing the theory of animal 
training, but unless you've practised on a few beasties, you 
can't call yourself skilled. These skills are followed by 'p'. 
There are also some skills which can only be learnt by fol
lowing a magical career-these will never be taught to some
one who has not completed one or more of the following 
careers: Druid, Initiate, Wizard's Apprentice, Alchemist's 
Apprentice (these are followed by 'm'). 

Personal: Those skills where it's not so much what you do 
that counts, as how you do it. Many of these can be self
taught (those that require tuition are suffixed 't'), and all 
require practice (suffixed 'p'). 

Practical: These are skills in which it isn't so much the 
theory that counts as the practice. These skills may be ac
quired by hard work, self-discipline, and dedication. Those 
skills followed by 't' cannot be learned without tuition from 
an expert. 
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TRAINING TIMES 
The amount of time which must be spent in practice/study 
depends on which category the skill falls into: 

Intellectual skills require 2 hours' study per day, plus 2 
hours per week with a tutor, for 6 + 2D6 weeks, before an 
Int test may be made to gain them. Skills which call for ad
ditional practical work will require the student to spend 
a further 2 hours per week on this. 

Personal skills are much harder to pin down in terms of 
the amount of practice/study required. Given a particular 
skill some people will be able to pick it up quickly, others 
can struggle in vain for ages. Basically, characters attempt
ing to acquire any of these skills must practise for 2 hours 
per day for a number of days equal to 100 minus the char
acter's Fellowship score. At the end of this period an Int 
test is taken to see if the character has gained the skill. If a 
skill is listed as requiring tuition, the character needs to be 
supervised for a minimum of 2 hours per week. 

Practical skills require 2 hours' practice each day, for 
3D6 weeks before the character can make an Int test to gain 
them. Moreover, if a skill requires tuition, the character must 
be supervised for at least half the time. 

TUITION FEES 
These will obviously vary according to the NPC (and may 
well be influenced by such factors as whether you really 
want a certain character to acquire a certain skill or not). As 
a rough guide, however, you should consider that tutors of 
physical and personal skills will charge 1D6 GCs per hour, 
while tutors of intellectual skills will charge 1D10+ 1 GCs 
per hour. 

COMPRESSING TRAINING 
A character may prefer to take a crash course rather than 
trying to learn a skill in his or her spare time. This is per
fectly acceptable, provided that: 
i) the character does not try to work for longer than 10

hours per day;
ii) the supervising tutor (if any) is agreeable; and
iii) the total number of hours spent equals the required

number.

A SAMPLE TUTOR 
Presented below is a detailed NPC for use in any Warham
mer FRP campaign. Although designed to fit smoothly into 
the Altdorf section of The Enemy Within Campaign vol 2: 
Death on The Reik, Heinz von Naprump can easily be used 
in other locations, simply by changing obvious details. Heinz 
shows how interesting NPCs can be used to provide players 
with skills, career changes and as a source of information 
and future NPC contacts. 

Heinz Von Naprump 
Human. Male. Scholar (ex-Student/Noble)
Heinz is the younger son of a wealthy Altdorf family, one of 
the many noble families that gather at Altdorf to be near the 
Imperial family. At an early age, Heinz showed a great inter
est in the history and the geography of The Empire, so his 
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parents enrolled him at the University of Altdorf where he 
has followed a successful academic career. 

Heinz is a quiet bookish man. He is softly spoken, but 
has an annoying lisp, a character feature common to many 
nobles. Heinz dresses in expensive, though serviceable dark 
brown clothes which cover his bloated overweight frame. 
His appearance is spoilt, however, by the traces of dried 
food that cover the front of his waistcoat and cravat. His 
thick, almost opaque glasses make him look dim-witted, but 
there is a keen mind at work underneath his mild exterior. 

He is always concerned as to the time, as if he were con
stantly afraid of missing an important appointment. He ap
pears nervous, particularly with strangers, but soon warms 
to anyone who has academic leanings or pretensions. 

Although greatly interested in The "Empire, Heinz has 
not travelled very widely in it. He is far more interested in 
poring over other people's written experiences than in gain• 
ing any first-hand knowledge. Still, he is an erudite scholar, 
with a□ excellent knowledge of The Empire's geography 
and history. 

A University man for all of his adult life, Heinz lives in 
rooms cluttered with charts and rubbish within the univer
sity grounds where he is looked after by his overworked 
housekeeper. Heinz teaches geography and history. As an 
established academic he is able to pass most of the boring 
work onto his subordinates, and concerns himself with 
making accurate maps of The Empire's waterways. He is 
currendy compiling data on the Reik between Altdorf and 
Nuln. 

3 36 

Age:42 

Skills 

Arcane Language - Magick; Astronomy; Cartography; Charm; 
Etiquette; Heraldry; History; Numismatics; Read/Write; Ride; 
Secret Language • Classical; Speak Bretonnian Dialect. 

Possessions 

Dagger, writing equipment, tricorne hat, powdered white 
wig, thick pebble glasses, brown foodstained suit. 

Heinz can be introduced to the adventurers in a number of 
ways. He could simply be encountered in a riverside inn or 
strolling along the docks. lf he sees the adventurers, he may 
attempt to strike up a conversation about the River Reik, 
one of the great loves of his life. Or they could rescue him 
from muggers one dark and foggy night. Alternatively, the 
adventurers could hear of him from a pub landlord: 'There's 
this educated geezer who often comes in here, always ask
ing questions of folk about the river, writes a lot of it down, 
he does, and always pays for information.' The adventurers 
could either seek him out or wait until he arrives. Another 
way to introduce him is for the adventurers to see a notice 
asking for 'Honest riverfolk to map the Reik, good money 
paid for important scientific work.' 

No matter how the adventurers encounter him, Heinz 
is interested in finding a team of people to make maps of 
the Reik for him. He is willing to pay 25 GCs for accurate 
maps and will teach any character the Cartography skill for 
free. An Int test is required to learn it from him. 

In addition to teaching cartography, Heinz can be a very 
useful source of information on The Empire's geography 
and history. Once the adventurers return with their charts, 
he will act as a patron to any character wishing to become a 
student or scholar at the University, and if asled very nicely 

he can also provide letters of introduction to other academ
ics and universities in The Empire. 

Heinz is also willing to give private tuition in Numis
matics and History. He refuses to teach Read/Write, how
ever, as he considers it to be beneath his dignity. Heinz's 
family and university connections can come in useful as well, 
since he will be able to intervene on the adventurers' be
half if they get into any trouble with the authorities. How 
successful his intervention is depends on the extent of the 
adventurers' crimes, but he should be able to deal with mi
nor transgressions easily. 



Chapter 2 

Nobility and 
Royalty 

ne thing The Empire i
.
s not short of is nobility. By 

that, we don't mean that The Empire is a One and 
honourable place, filled with good ouls, but that 

it is liberally scattered with people who by birth, favour, ac
tion or bluff have reached the stage of being regarded as 
'aristocratic'. 

The government of The Empire depends on the nobil
ity. Essentially, the Emperor is one of the select central corps 
of nobles known as Electors. The Electors each hold sover
eign sway over one of the large provinces of The Empire, 
and elect one of their number to serve as Emperor until 
death (or, occasionally, until everyone else is sick to death 
of him). Ignoring the clerical Electors, who derive their au
thority from their Temples, each lay Elector is the head of a 
dynasty, the most prestigious member of a powerful aristo
cratic family. All the authority nobles command is theirs by 
birthright, and is passed on through the generations. Most 
of the ruling Electoral families of The Empire have existed 
for centuries. 

The privilege of being an Elector-normally entitled a 
Grand Duke, Grand Count, Grand Prince, or Graf-is an 
ancient one, and naturally, they are also the rulers of mag
nificent personal estates and large provinces. The origins of 
these titles are lost in the mists of antiquity; the important 
thing to remember is that there is no clear hierarchy of ti
tles (unlike in our own history) and that only Electors are 
called 'Grand'. 

Of course, only one member of the family gets to be Elec
tor. So the third level of aristocracy (if the Emperor-Elector 
is the first, and the other Electors are the second) are their 
blood kin. These are the lesser lights of the Imperial Dynas
ties, who-but for the vagaries of the rules of succession
might have been (or might yet be!) Electors themselves. 
Instead, they serve as a kind of noble 'civil service'. 

It is traditional (and sensible, in most cases) for the Elec
tors to entrust members of their family with posts within 
the Electoral Province. They might control smaller provinces, 
which are part of the Electoral holding; they might have 
important positions within one of the numerous Orders of 
Knighthood (cf. The Enemy Within Campaign, volume 1:
Shadows over Bogenhafen, p20); they might hold a govern
mental office, like Commander of Road Wardens or Knight
Chevalier of the Bedchamber; they might have substantial 
land-holdings of castles of their own, separate to the lands 
of their liege lord; or they might just be hangers-on, living at 
the Electoral or Imperial court. 

Whatever they do, these aristocrats are considered high 
in the rankings of nobility. They carry important titles, like 
Duke, Count, or Baron, and take precedence over all save 
the Electors. 
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Beneath them are the lesser nobility, the knights, lords 
and ladles of the 'country' aristocracy. They are predomi
nantly land-owners and the relatives of such-holding cas
tles or country estates, lesser governmental posts away from 
the capital, or overseas. These are the most numerous of 
the nobility, and it is likely that player character nobles will 
be from this group. 
Note: Imperial titles can be a bit confusing in their own 
right, and you could easily get completely tied up compar
ing them to the various 'ranks' of noble that follow. The 
Noble career class progresses through five Ranks, each more 
advanced than the last. Each also carries a list of likely titles. 
However, there is a great deal of overlap in the grading of 
various titles, so that it is possible for a seemingly lowly 
Count to have vast tracts of land and wealth, while a Duke 
can be almost a pauper, and own no more than a fortified 
manor. However, you can roughly grade the Imperial titles 
like this: Knight, Lord, or Lady; Baron or Margrave; Count; 
Duke; Elector (therefore Grand Baron, Grand Duke, etc.). 

THE NOBLE BASIC CAREER 
The player who rolls up Noble as a Basic career has not 
actually gained any major advantage over his fellows. The 
extra money is useful, the horse and the armour will make 
life less taxing and hazardous, and one can safely assume 
those skills that mean the character will never use the wrong 
fork at dinner. It does not mean that the character is rich, 
or that he or she has land or a castle somewhere. Much 
more likely, the character is some younger son or daughter 
of a moderately wealthy Graf or knight who has given up 
hope of ever inheriting the big money, and who is certainly 
not going to soil his or her hands with anything so demean
ing as work. 

So, the adventuring life is a natural one. And-apart from 
demanding to be called 'My Lord' or 'Your Grace' every 
moment by the rest of the party-the character can go 
through life as one of the chaps, striving against the forces 
of Chaos and trying to make an honest bob or two. The 
major difference is that the character usually finds it easier 
dealing with the common folk who trundle around the edges 
of the campaign: peasants, merchants, innkeepers and the 
like. Most will doff their caps, find the character a chair, 
offer some small free service, and serve them more quickly 
than the rest of the party. Of course, the GM should occa
�ionally have an NPC who is a little less 'umble, and who 
treats the PC as a 'stuck-up' snob. 

Generally, the attitude of the population towards the im
perial aristocracy is publicly servile and privately scornful. 
The in-breeding of certain families, the incompetence of 
many individuals, and the haughty indifference of the whole 
class has made many enemies But their power is consider
able, based on their almost exclusive right to hold land, and 
most non-nobles-be they wealthy merchants or landless 
peasants-recognize that someone who can have you split 
in two for no reason is not someone to be cheeked ... 

Initially, however, the PC Noble has no great power or 
influence. He should have a simple title, like Knight, or per
haps Landgrave, and will owe no great allegiance to any
one, save perhaps an immediate liege-lord (a slightly more 
prestigious noble). Once the player-characters have been 
wading through the gore of Chaos-followers for a few years, 
however, they might consider that they deserve a real title, 
a proper reward, the sort of thing people respect. What fol
lows are some simple rules and guidelines for handling the 
ennoblement of Player Characters and NPCs. 
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JOINING THE NOBILITY 
Each of the Ranks of the Noble career (described below) 
has all the normal sub-headings attached to it: career en
tries and exits, trappings and skills. However, characters 
cannot just 'adopt' noble status (unless the player's first 
basic career is Noble-see WFRP, p32): each Rank is a 'spe
cialized' career, with individual rules for entry. First and fore
most, the character must have a patron, since the Imperial 
rules of ennoblement state that only the Elector can create 
new titles or redistribute old ones. 

The patron figure should be used in the same manner 
one might use the head of a Guild or a military commander 
for other careers. The player characters concerned will have 
come to the Elector's attention through some famous deed, 
will have been introduced to the Elector at some time, and 
begun performing little services. In time, the Elector will 
come to look on the PC(s) as dependable, worthy of high 
reward, and will mention the possibility of a title of some 
kind, if they will just perform this one small service ... 

In game terms, the rules for entry into the Noble career 
can be summarized as follows: 
1: The character concerned must have fully completed 
one or more of the careers listed under career entries. To 
complete a career, a character must have taken every ad
vance possible under the career, obtained all the skills and 
all the trappings. 
2: Noble characters can only be granted the title by an 
NPC Elector-Patron, someone who will have been making 
their lives a misery by a sequence of unreasonable requests 
in their former careers. In the most exceptional of circum
stances, it might be possible to forego this by a single act of 
great value in the presence of the Elector or his agents
winning a major battle single-handed, or rescuing the Grand 
Duke's daughter when all others have failed, etc. 
3: There is, of course, one simple way of helping the 
Elector make the right decision. Nothing smoothes the way 
towards a title like money. If a character can afford to buy 
all the Trappings listed for the particular rank, and pay the 
Elector a sum equivalent to 25% of that total, then there's 
no need to go running around risking life and limb against 
the hordes of Khorne ... Even when the character hopes to 
inherit all the Trappings that go with a title, that 25% 'bo
nus' still ought to be paid. 

The Elector will grant the PC the lowest title possible
the 'Knight' rank, which carries few rewards and several 
obligations. Some Advanced Careers from the rulebook do 
allow entry into the higher ranks of nobility, as shown un
der the description of each rank. Normally, if a character 
already holds a title, and the Elector wishes to reward him 
or her then a title will be bestowed from the next highest 

rank. However, the GM should never ignore the possibility 
of a character holding two duchies, or whatever, if it isn't a 
good time for the character to advance further through the 
career. 
4: If the character is to advance into the second rank of 
the nobility, there must be a vacancy to fill, since the higher 
ranks are all tied to territory. Normally this need not be a 
great problem, since the Elector can always shave off a piece 
of his or her own domain if it is that important to reward 
the PC. However, this rule alone is the single most impor
tant bar to characters advancing to the third rank or higher. 
If a Ducal title becomes vacant, for example, the Emperor 
will re-assign it to the greatest worthy in the land ... probably 
himself. If a PC is so powerful that he or she simply can't be 
ignored any longer, that should be the only circumstance 
in which the title is assigned. 
5: The experience cost to enter any of the noble ranks 
is 300 EPs. After these have been 'spent', the character should 
make an immediate Fellowship test. If this is passed, the 
character may enter the career immediately. If it is failed, 
the character's ennoblement will be delayed for D6 months 
(with the patron hanging onto all the 'bribe' money), until 
this test can be taken again at the cost of another 300 EPs It 
is quite possible for characters' applications to be delayed 
for years. 

SPECIAL RULES 

Trappings 
Once a character has assumed the noble title, all the ben
efits and duties outlined below apply. The noble career 
works like any other, with opportunities for characters to 
gain advances and new skills, and so on. However, there is 
a special rule for this career. 

A noble's trappings are the most important sign of their 
status, and they cannot afford to ever be without them. These 
trappings will have come to them in one of two ways: ei
ther they will have been bestowed at the time the character 
received the title for some great service, or they will have 
been bought by the character as part of the process of buy
ing the title. 

If characters ever find themselves in a position where 
they do not have all the Trappings for the career, or if a time 
comes when they cannot afford to pay the annual upkeep 
on things like staff or land-holdings, they will start becom
ing an embarrassment to the nobility. At the end of each 
game year, the character should make a Fellowship test. If
this is passed, things can continue for another year; if failed, 
the title will be stripped from the character, along with all 
remaining noble trappings, and the character will have to 
commence another career. 

Training 
The second rule for this career is that all the Skills for that 
rank (and all lower ranks) should have been purchased be
fore any characteristic advances are taken. The rules for 
Training Times as given in Chapter 4 apply for these skills, 

but the prices for Tuition Fees should be trebled. Go on, 
you can afford it ... 

Benefits and Duties 
The GM will have to judge how much a noble character is 
allowed to interfere with the playing of a game. Basically, 



the more you want the players to be a part of the campaign 
world, the more attention you should pay to what follows. 

There are several benefits to being a noble that you just 
can't regulate for. The obvious one is that the PC's social 
standing is such that most ordinary people will show the 
right kind of respect-at least to the character's face. This is 
reflected in the very healthy increases possible in the Lead
ership and Fellowship characteristics. Nevertheless, in gen
eral terms, the only NPCs with whom the character has 
regular dealings who might fail to show due deference are 
those ignorant peasant clods who don't know any better, 
and the genuinely boorish. 

This kind of prominence in society ought to extend to 
two other important areas as well. Nobles are hardly likely 
to perform menial services themselves: 'Feed the horses well, 
groom, and here's some copper for your trouble', and this 
should extend to the menial service of transporting oneself 
all over The Empire after pieces of equipment and news. 
Any half-way decent armourer ought to come to you, tape
measure in hand, with the latest fashion in full gothic plate 
mail. Likewise, the information on which a campaign 
thrives-knowing where the action is (at least locally)
ought to come direct to the character. After all, they will be 
responsible for the lives of others. The GM can draw some 
amusement from the prospect of the PCs having too much 
adventuring work to cope with: 'There's a Chaos Warrior in 
your village? OK, I'll get to it on the way back from defeat
ing the robber knight at the ford, after I've rescued the 
merchant's daughter'. 

And, of course, nobles have certain rights, by law. They 
can't be arrested by common Watchmen, but only by spe
cific warrant from an Imperial magistrate or the direct word 
of their liege lord or any Elector; they can only be tried at 
an Electoral court, by their peers; they cannot be pursued 
for civil suits. Basically, they can do what they like to the 
lower orders-literally getting away with murder-so long 
as they don't get up the noses of their fellow nobles. And 
the average Imperial noble nose has plenty of room. Of 
course, some overbearing nobles have been known to be 
found face down in the river-the law doesn't provide com
plete protection ... 

As GM, you also ought to allow some income from the 
lands, offices and 'benefits' of being a noble: 'A grant for 
your charitable hospice, my lord; oh, and did I mention the 
problem I was having with my neighbours?' The amount 
will have to be judged by individual needs, but should be 
less than the outgoing of the PC when that character is still 
actively adventuring. 

The duties of a noble can only interfere with the playing 
of the game as much as the GM wants them to, but they 
ought at least to include a few visits to the PC's liege. Nor
mally, this will be the Elector of the province in which the 
PC holds land (and a PC could hold land in more than one 
Province), although there may be an intervening Baron or 
Duke for lesser mortals. Visits to the Imperial court can be 
encouraged, and allow the player to feel his or her charac
ter is really getting somewhere. Don't let this become 
abused, if the PC is proving to be a pain. 

Farm management isn't going to be everyone's cup of 
tea but don't miss the opportunity to have the PCs involved 
in the law. The historical test of noble power (a bit of medi
eval history here) is through watching how much of the law 
a noble controls. If the people he or she judges can appeal 
further up the ladder, then the character is not a great power. 
If he or she can say 'Orf with his head', and that's the end of 
the matter, then the character does indeed have some clout. 
Most medieval feudal and post-feudal conflicts over 'rights' 
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were to do with who had the final power to say 'this is how 
it is, like it or lump it'. 

So don't miss the chance to have your PCs run a few 
trials. Apart from the obvious role-playing p tential, there 
is much scope for starting adventures from the outcome of 
a trial, and of using them as the culmination of a plot too. 

This not being the medieval period proper, the old ide
als of military service are not applicable. However, in times 
of trouble, the PC who shelters behind self-interest isn't 
going to win friends. It might be cheaper, and it might pro
tect what you have, but it isn't going to lead to promotion. 

Career Exits 
Apart from the Knight rank, none of the other the Noble 
mnks have any Career Exits. Once a noble, always a noble. 
Are you supposed to soiJ your hands with work? 

Adventuring or soldiering or magic are just about OK, 
but the vast majority of nobles can only either stay put, or 
look to advance up the rungs of power. The idea of the Noble 
career is to provide a final goal for your PCs, a place to call 
their own, and a sense of achievement ... 

NEW SKILLS 
The following new skills can be easily introduced into your 
campaign. They need not only be available to characters in 
the Noble career, but none of them should be granted to 
characters as part of the process of rolling up a Basic career. 

Court Intrigue 
A character with this skill who makes a successful Intelli
gence test will know who Is on whose side, what rumours 
there are about their intrigues, and wiJI have all the neces
sary contacts to pursue any kind of intrigoe f their own. If 
the character successfully makes an Intelligence Test with 
more than 20% to spare, he or she will also be privy to a 
secret about some faction's plans that could prove very use
ful. 

Obviously, such a skill can only be used at a level appro
priate to the character's own. A Rank 3 Noble could use this 
skill in connection with people and events at the Electoral 
court, while an Elector would operate like this at the very 
highest level. 

Dynastic Knowledge 
A character with this skill may, on completion of a success
ful Test against their Intelligence, be assumed to know the 
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details of another noble's family saga. This should include 
knowing which faction(s) the character's family supports, 
their famous forebears, their current standing, etc. A modi
fier of+ 10% should be applied to tests concerning NPCs of 
Noble rank 4 or above. If the character makes a particularly 
successful roll (with 30% to spare), he will also know some 
secret about the other character's family. If the test is failed, 
the character's background remains a mystery. If failed by 
more than 20%, then you've made a real mistake, and got 
the guy crossed with somebody else. 

For example, Baron Wilhelm van Michelin, a PC Noble 
(Rank 3) is living at the Electoral Court in Nuln, looking to 
ingratiate himself and gain an important military command. 
However, a rival for the post is Duke Feuerberg, and he 
shows no sign of being ready to hand over the reins. 
Wilhelm, not wanting to be seen asking lots of questions, 
racks his memory to see what he knows of the Feuerberg 
family-bis player rolls 21% against hrs currentlntelligence 
of 49%. Because Feuerberg is a Rank 4 Noble, the 10% bo
nus means Michelin's player is aware of a little-known fact 
about the Feuerberg clan-the GM decides that he has heard 
of bad blood between the Feuerbergs and the Halflings of 
the Moot. Perhaps the Duke has plans to use the troops 
which the post would place at his command to settle this 
old grudge-or perhaps Michelin can just make people at 
court think this is what he intends ... 

Influence 
A character with this skill can add 10% to his or her Fellow
ship score when making any test at Court. It represents hav
ing the right contacts, and being seen by people with 
authority as being the right kind of person to have access to 
different places. 

Intimidate 
A skill no noble can afford to be without. It allows a Noble 
character to browbeat the commoners into instant obedi-

ence, by making a Fellowship test. If the test is passed, the 
peasants will obey any command that doesn't actually put 
thelr life or property at risk. If passed by 30% or more, the 
fools will actually be ready to follow the noble into all sorts 
of risky situations. If failed, however; there will be mutter
ing in the ranks, and the tomatoes might start flying ... 

Stewardship 
This skill allows a character in charge of running an estate 
to do so without making a mess of things. It embodies cer
tain general agricultural skills plus the knowledge of when 
certain jobs need doing. It also involves dealing with la
bourers on the estate. At critical times in the year, sewing 
and harvesting being the most important, the character 
should make a Risk test, with a + 20% modifier if the char
acter has the Stewardsbip skill (ignore the rule on p71 of 
the rules about taking damage when a Risk test is failed). 

If the roll is successful, the character will have earned 
the estate an appropriate amount of money (determined 
by the GM). If failed, the amount should be halved. If the 
test is failed by 30% or more, the whole amount should be 
lost, and people on the estate will be threatened with star
vation. 

ADVANCED CAREERS 
The following career profiles are for the various ranks in 
the Noble career. The Knight rank is exactly the same as the 
Basic Noble career (see WFRP rulebook p32), except that it 
may be taken as a new career by a character who satisfies 
the rules given above. To obtain a noble rank, the career 
from which the character comes must have been com
pleted-Le. all advances must have been taken, all skills 
obtained and all trappings acquired. 

Noble-Rank 1 (Knight. Lord. Lady) 

Career Entrances 
By birth (Noble basic career); Engineer; Exciseman; 
Outrider; Roadwarden; Scribe; Soldier; Squire; Trader 

Skills 
Blather; Charm; Consume Alcohol; Etiquette; Gamble; Her
aldry; Luck; Musicianship; Public Speaking; Read/Write; Ride; 
Specialist Weapon-Fencing Sword; Wit 

Trappings 
Horse; Expensive clothes (worth at least 250 GCs); 
Jewellery (worth at least 10D6 GCs); D4 Hangers-on-other 
PCs will do! 

Career Exits 
Bawd; Duelist; Freelance; Gambler; Student 

Noble-Rank 2 (Baron. Margrave) 
. A Dex l:d Int Cl WP Fd 
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Career Entrances 
Judicial Champion; Lawyer 

Skills 
Disarm; Dodge Blow; Game Hunting; Sing; Specialist 
Weapons-Lance, Parrying Weapons; Stewardship; Story 

Telling 

Trappings 
3 Horses; Expensive Clothes and Jewellery (worth at least 
1,000 GCs); Fortified Dwelling (cost at least 25,000 GCs to 
build and 2,000 GCs per annum to run); Marks of Office 
(costing at least 7,000 GCs); a few servants-a Chamber
lain, a Herald, a Bailiff, 3 Cooks, 10 Maids, 20 General Serv
ants and 50 Men-at-arms ought to cover it. 

Noble-Rank 3 (Coun t) 
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Career Entrances 
Explorer; Free Lance; Merchant 

Skills 
Evaluate; Influence; Intimidate; Law; Seduction; Specialist 
Weapon-Double-handed Weapons 

Trappings 
Elaborate Coach and 4 Horses (costing from 5,000 GCs); 
Expensive Clothes and Jewellery (worth at least 5,000 GCs); 
Small Manor (cost at least 35,000 GCs to build and 5,000 
GCs per annum); at least as many servants as a Baron, as 
well as a Groom, a Falconer, a Master of Hounds, 3 pages, a 
few Ladies-in-Waiting (you are married, aren't you?) and 
coachmen; Falcons and Hunting Hounds-at least 4,000 
GCs worth. 

Noble-Rank 4 (Duke ) 
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Career Entrances 
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Mercenary Captain; Sea Captain; Templar; Witch Hunter 

Skills 
Cryptography; Dynastic Knowledge; Secret Language-Clas
sical; Speak Additional Lan
guage 

Trappings 
A small piece of The Empire; 
Coaches, barges, boats, ships, 
horses ... at least 15,000 GCs 
worth; a castle with keep, bai
ley and walls (cost at least 
50,000 GCS to build and 7,500 
GCs per annum to keep up); 
Expensive Clothes, Pets, Jew
els, Regalia, Mistresses and 
sundry hobbies (worth at least 
25,000 GCs at any one time, 
spend at least 10,000 GCs a 
year); Servants by the score: 

add Scribes, Artisans, Bombardiers, Sappers, Engineers, 
Craftsmen and another DIO0 Men-at-Arms to the list for the 
Baron. 

Nob le -Rank 5 (Elector-Grand 
Duke. Grand Prince: NP Cs only) 

Skills 
Court intrigue; Secret Sign-Noble; Theology 

Trappings 
A considerable piece of real estate .. .like a Province, maybe; 
life's little luxuries-all the means of transport, entertain
ment and general good living you can get for 30,000 GCs a 
year; a major castle, the sort that costs 100,000 GCs to build 
and 12,500 GCs a year to keep going; probably a town house 
and a few country retreats too; all the servants above, prob
ably twice over, plus another 2,000 men-at-arms, 500 arch
ers and 500 cavalry, a few Templars and good contacts 
amongst the mercenaries fraternity. 

SCENARIO ID EAS 
The following are some ideas which lend themselves to 
adventure plots for noble characters. 

Whose side are you on? 
Imperial politics are based on the division of power among 
the Electors, for whom the Emperor is but a figurehead. 
The divisions and alliances among the Electors tend to be 
at their most critical during the election of a new Emperor, 
but the process takes place all the time. 

Normally, there are only are small number of Electors at 
any one time with the drive, energy and influence to be 
considered major figures in the hierarchy of The Empire. 
In the The Enemy Within Campaign these are Graf Boris 
Todbringer, the Elector of Middenheim; the Duchess Elise 
Krieglitz-Untermensch, the Elector of Talabheim; Grand 
Duke Gustav von Krieglitz, the Elector ofTalabecland; Grand 
Prince Hals von Tasseninck, the Elector of Ostland; and 
Grand Duke Leopold Von Bildhofen, the Elector of 
Middenland (cf The Enemy Within vol.1, p16). 

Behind each of these figures, a complex web of support
ers spreads throughout all 
areas oflmperial life. Thus it 
is well known that Graf Boris 
is related by marriage to Jan 
Todbringer, better known as 
the Grand Theogonist, Yorri 
XV; that the banking family of 
the Schulidermans in Altdorf 
finance most of his loans; 
that many dependents of the 
Todbringers serve in the Or
der of the Fiery Heart, and 
that the Guilds connected to 
the mining industry owe him 
allegiance. Similar networks 
spread out from each of the 
others. 
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So, when a new PC noble appears, the character's place 
in the power-politics of The Empire will be mapped out for 
him or her, unless the adventurer is entirely brave and/or 
stupid. The Elector who ennobled him or her will be a mem
ber of one of the five great factions, and that will be the 
faction to which people expect the PC to belong. There will 
then follow three stages for the new noble: 

First, you meet your friends. Other members of the fac
tion make themselves known to you. Your betters invite you 
to come and see them so they can see what you look like, 
and what use you might be. Your inferiors come to offer 
services. 

Second, your enemies make themselves known to you. 
You start meeting hindrances, abuse, problems. You can't 
book a coach ticket or a hotel room, your horse's feed is 
spoiled, your assets are tied up. Your friends start suggest
Ing you use their contacts, tying you more closely into the 
faction. Your enemies will become increasingly open in their 
hostility, so that you can't move without the support of your 
faction. 

Lastly, you become part of the power struggle. Feuds, 
private wars, court intrigue. 

But he started it... 
One of the sad truths about the noble class is that they love 
fighting. No harm in that, you'd have thought, given the 

enemies beyond the border, but the fact is they prefer fight
ing each other. There is a kind of institutionalized violence 
In The Empire called the Privale War. This is a family feud, 
blown up out of all proportions, involving the raising of 
annies, battles, sieges, etc. 

It's called a Private War, because it is actually illegal to 

just 'join in'; you are supposed to be hired by one of the 
principal parties involved, related to one of them, a retainer 
of one of them, or just one of them. The rules of Private War 
are simple; you can do what you like to people on the other 
side, but you are supposed to avoid general mayhem around 
the place. 

That's the idea, but it rarely works like that. When the 
Verspeers, a noble family from Talabecland, fell out with the 
enormous von Randee clan, whose most famous scion is a 
minor Count in south Middenheim, it started a vendetta 
that lasted 34 years, and saw at least three towns razed which 
had nothing to do with the quarrel. 

The whole point of a Private War is that each ace ofvenge• 
ance is such a galling blow to the other side that they have 
to seek vengeance in turn; the whole thing is self-perperu
ating. 

If a PC noble hasn't got enemies from another family 
like this, then he or she is obviously a wimp. Just make sure 
your next adventure has an NPC noble among the bad guys, 
so that when the PC deals out the death stroke, you can 
start wheeling out the kith and kin ... 
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Social 
Standing 

U
n the Warhammer Fantasy Roleplay game, social 
level is an important consideration. Everywhere, 
but especially in cities, peoples' reactions to your 

characters will depend as much upon what they are (or 
appear to be) as upon who they are. Many Old Worlders
no matter how much they may deny it-are snobs, and let's 
face it, a Beggar or a scruffy adventurer is not going to get 
into the Graf's garden party, no matter how persuasive his 
wit or how high his Fel score is! 

The rules given in this section may be used to modify 
tests for PC/NPC dealings under most circumstances. In 
some city-based adventures where it is vital to get on the 
right side of the right people, social level can make all the 
difference between failure and success. 

CLASS AND STANDING 
The society of the Old World is divided into four social 
classes, and every character will have a certain standing (or 
lack of it!) within his own class. The four social classes are 
as follows: 
A: Nobility: This is the highest class, and in most nations of 
the Old World it is restricted to a number of noble families 
and a small group of individuals who have been elevated to 
the nobility for outstanding service to the crown or nation. 
8: Professional/Academic Class: This is the most 'respect
able' class of all: the lawyers, doctors, wizards, clerics, mer
chants and senior military men all belong to this class. In 
terms of our own society, this is the upper-middle class. 
C. Craftsman(fradesman Class: Most of the skilled work
ers of the Old World belong to this class, as do the lower 
ranks of the military establishment. These are 'respectable'
people by and large, but definitely not the upper crust.
D. Labouring/Criminal Class: This is the lowest class of
unskilled and semi-skilled workers, beggars and criminals.
While there is great variation within this class (more, argu
ably, than in any other), members of the other classes see it
as a single undistinguished mass.

The Career Table given here lists the class and standing 
for all the careers given in the WFRP rulebook, as well as a 
few others published in other sources. 

CALCULATING 
SOCIAL LEVEL 
A character's Social Level is made up of two components: 
Class and Standing. Class is represented by a letter, and 
standing by a number. Thus, a character of class B with a 
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standing of7 would have the code B7 entered in the Social 
Level space on their character sheet. 

SOCIAL INTERCOURSE 
A character's social level comes into play whenever they are 
dealing with one or more NPCs in a non-combat situation. 
In the WFRP rulebook this kind of situation is handled en
tirely by Fel tests modified by relevant skills, but taking so
cial level into account changes things somewhat. 

CAREER TABLE 
Ca,•eer Class Standing 

B�sic Careers 

Agitator D �D4 

Alchem1;;c's Apprentice C 4D4 

Artisan's Apprcnti .ce ... all Cs see sub-lists 
Jeweller 404 

Armourer, <!lrJllig,·apher, 
Engrave,; Glass Maker 
& Stonemason �04 

Brewe1; Bui/de,; Ca1·twright, 
Chandle,; Cobbler, Cooper, 
P1-in1'e1; Shipwrigbt & Tailor 2D6 

Blacksmi.th, Ca·1pente1; 
Poller & Tanner 2D4 

Uawd (S) D 404 

Beggar D 206 

Boai:man C 2D4 

Bodyguard (F) D 404 

Bounty. Hurter (F) C 3D6 

Coachman C 2D6 

DT\.licl (R) B 2D4 

Engineer (X) C 504 

Entenainer ... all Ds sec sub-lists 
A.crobat, A·nirn:fll Act, 

Bunko Artisi; CJomic, 
Escapologisl, Jrire Eater, 
Fa1·tune Telle,; Hypnotist, 
Impressionist, jeste,; 
Juggler, J'averiwrtt· Artist, 
Tig�t Rope Walker & 
Ventriloquist 2D6 

Actor, Pqet, $inge,; & 
1roubadour-(all S) 3D6 

Knife Tbrower, Stro.ngman, 
Wrestler 3D4 

Exciseman(P) C 4D4 

Pisherman C 2D6 

J;o0tpad D 4D4 

G;tmbler(S) D 5D4 

Gamekeeper C 2D6 

Grave Robber D 3D4 

Herbalist C 4D4 

Herdsman (R) D 206 

Hunter C 2D6 

Hypnotist (S) C 4D4 

Initiate (C) B 2D4 

Jailer D 2D4 

Labourer D 3D4 

Marine (F) C 3D6 

Mercenary (F) C 3D6 

Militia man C 206 

Minstrel (S) C 2D6 

- ------
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qareer 
Muleskinner 
Nom¢ (N)' 
Outlaw 
Outrider 
Peddler (R) 
Phannacist 
Physician:s Student 
Pilot 
Pif Flghtei; ,(r) 
Pr9spect0r, (In 
Prot'<lgonist (F), 
Raconteur '(S) 
ltat Catcher 
lfoadwarden (R) 
.R:unner 
:R:pstler 
scribe 
Seaman 
Seer (Si 
Serva1;1t ·�s) 
Smuggler 
Soldier 
,Squire 
Stud�nt 
T hi�, .. 

Embezzler 
Burglar 
Clipper 
General/Pickpocket 

C(ass· 
C 
A. 

p 

C 
C 
8 
B 
C 
D 
C 
D 
D 
D 
(j 

C 
D 
c 

D 
D 
D 
D 
G 

' 'A 
B 

C 
D 
D 
D 

stan4.ing 
206' 
5D4. 

;gf\,
204 
ib6 

2D4 

3D4 

5D4 

304 
5D4 
:m6 
306 
3Q§ 

3D4 
304 
2D4 

3D6 
'306 

:206
3D6 
2D6 
2D4 
2D4 

204 

3D6 
304 
2D6 

I 

Ii 

Career 

Toll•Ke�per {R) 
Tqtnl,J'R�bber 
'ttiader 
rr;ipper(R) 
l'roll_ S_layer (XIF) 

.. . 

Tunnel Fighter 
W\ltchn1an (F) 
Wfzardls Apprentice 
Woodsm·an ,{R) 

Advanced Careers 

Alc,hemist (L) 
Artmerist 
Artisan .. , 
Jewel/et,:,, 
Arl11QUtElr.' 

9_a{{igr,4pher, 
Jih-grai./er & 

·. s.ionemasdn
:Class Maker

::-iite,�ef, Buili:/er,
Cartwrigbe, <Jha,¢1�� 
Cobble1; P,·inter, Ship-
wrigfi:t·c!f Tai/orC 

Bla:f:k,smith, Carpenter, 
Cooperr Potter 
&·•Tanner 

Assassin (F) 
Beastfrie11d (IVX) 
Charlatan (S) 
Cleric (L/C) 
Counterfeiter 
Demagogue (S) 
PnJ��'ic•l1riesr (R/L) 
Ou(:.;llist (ti) 
.�xp�brer 

,,ffn<;:_e
;} ,Forger 

Free Lance 1(S) 
Giant Slayer (:X/F) 
G).mriei.-
Hlghwa�f>ll 
JudiclaLCham.pion (F.) 
,Layry.er 
Lqremaster (X) 
Mercenary Se.r�eant (F) 
Merce·narr•:Cap�ain 
Mercharit 
Navigathr, 
Outlaw Chief 
•l?hXsician

· Racketee·r (F)
Sappel," {X)
Scholar
Scout tR)
Se� Ca�tain:;(Mace)
S,ea G\lptain
SJavet (F)
,s·�y
Targeteer (S)'
;Templar (SIG)
Tol'tu C�I'"' . , C 

Ward.atlcer (FIX)
W�te�,'.Hunter
WJ.7:ard (L)

Class Stanr,Jing 
C 2D6 
D 3'06 
C 2D6 
C 20'9, 
D 5D4 
C 3D6 
D 4D4 
B 204 
C 2D4 

B 3D6 
B 2D6 

B 3D4 

B �p� 

-a· 2:04 

3D6 

C 3D4 
C SD4 
C 4D4 
i) 5D4 
B 5D4 
C 3D4 
D 5D4 
B 5D4 
B 3D4 
B 3116 
C 3D4 
B 2D6 
B 5D4 

C SD4 
B 2D6 
B '· 3D4 
C' 5D4 
B 306 
B SD4 
C 5D4 
B 4D4 
B 3D6 
B· �D6 

C 5D4 
8. 3D6
D 5D4· 
C 3D6 
B 4D4 
C 4D4 
c. 3D4 
B 4n4' 

D 3D4 
B 4D4 
C 5D4 

B 5D4 
o· 206 
C 3D.6 

,B 504 
B 5D4 



NOTES 

(C) indicates that class and standing may vary according to
the character's cult. Refer to the optional section on Cult
Modifiers.
(F) indicates that the profession is one which inspires fear,
distrust or distaste in most people. The class rating given is
an indication of this. However, the character is treated as
being one class higher when dealing with other type F char
acters. Type F characters may be able to intimidate others.
(L) indicates that the career is one with various levels. Stand
ing is increased by D4 per level above 1.
(N) Nobles are a special case. There is no upper limit to a
noble's standing. Landed nobles have a minimum standing
of 10; if the die roll total is less than 10, it is treated as 10.
Nobles without land have no minimum standing.

Nobles with noble vassals add the highest standing to 
be found among their vassal(s) to their own standing. For 
example, GrafWolfgang has a random standing of 15; among 
his vassals Baron Ulfric has the highest standing at 12; 
Wolfgang's final standing is therefore 27 (15+12). In turn, 
Wolfgang's overlord could add 27 (at least) to his standing. 
As can be seen from this cumulative effect, noblemen near 
the top of the social ladder need have few worries about 
their position in society. 

To save time when calculating standings, you can treat 
land magnates (such as Electors) as having a standing of 
5D4+60; should you ever need to worry about it, the Em
peror is assumed to have a standing of 100! 

In addition, a noble's standing is reduced by D4 points 
when dealing with anyone of a different nationality. 
(R) indicates that the character is treated as being one class
lower while in an urban environment, as townsfolk tend to
look down on rustic types.
(S) indicates that the character may rise to a higher class
through personal achievement or by attaching himself to a
prominent patron. For newly generated NPCs and PCs, you
may either choose or roll a D6, a roll of 6 indicating that the
character is one who automatically gains the higher class;
those who move from a lower-class career do not. In other
cases, the GM must judge whether a character should be
placed in the upper or lower class.
(X) indicates that the character is treated as being one class
higher by members of his own race.

DEALING WITH 
OTHER CL ASSES 
When dealing with a character from another class only the 
class itself is taken into account. A nobleman (Class A) won't 
make any distinction between a Cobbler and a Cooper (who 
are both Cs), for instance. They are both tradesmen, and 
probably a little vulgar to boot. It doesn't matter one jot to 
him what the two traders may think of their relative posi
tion on the social ladder! The reverse is also true. They just 
see a nobleman walking into their shops. They don't worry 
about his precise precedence in the scheme of things. 

Leadership and Fell owship 
In the WFRP rulebook, most tests for interpersonal deal
ings are made on Fel. This works well up to point-after 
all, Fel represents a character's persuasiveness and force of 
personality. However, a magistrate or Watch Captain 
shouldn't have to rely on his natural charm to get a jailer to 
do what he asks! 
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To reflect this, a character who is dealing with a char
acter of a lower social class may always choose to use Ld 

instead of Fel if he wishes for relevant tests. This repre
sents the character using the authority of his position rather 
than any natural charm in handling people, and the way 
in which the exchange is played out ought to reflect this. 

The Toffs and the Bosses 
When a character is dealing with a character from a lower 
social class, the Fel or Ld test is modified. For each class 
difference, the higher-placed character gains a + 10 Ld 

modifier and a -10 Fel modifier. This reflects the fact that 
dealings between members of widely separated social 
classes tend to be more comfortable for both parties if they 
are conducted formally. 

When a character opts to use Ld instead of Fel, all rel
evant skills ( e.g. Blather, Charm, Wit) apply equally to both 
characteristics. 

A character who finds himself one or more classes down 
must always use Fel-a Beggar isn't going to impress a 
Duke with his authority, so he is obliged to fall back on 
natural charm and a smidgen of native cunning! Even then, 
the Fel test is modified by -5 for each class difference. 

For example: Graf Erich von Holgesheim (Class A) is 
conversing with Max Schumm the jailer (Class D), on the 
subject of his friend who is currently in the cells after a 
particularly successful night on the town. 
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Erich has the choice of using his Ld of 46 or his Fel of 
47; in both cases his Charm and Wit skill will give him + 20. 
Max is three classes below Erich, giving him a further modi
fier of + 30 Ld and -30 Fel. This makes his Ld test 96 and 
his Fel test 37-clearly pulling rank is the right approach 
here! 

If Max were the PC in this little exchange-say Max let 
an important prisoner go (or die) and is trying to avoid 
the worst of Graf Erich's wrath-things would go as fol
lows. Max is forced to use his Fe/ score of 28, with a -15 
penalty for the difference in class. Lacking in Charm and 
Wit (for which jailers are seldom noted), he falls back on 
Blather, which gives him the usual + 10. This gives him a 
total of 28-15 + 10=23. His excuse had better be a good one! 

Equal Footing 
When dealing with people inside one's own class, one's 
Standing comes into play. Standing represents the fine dis
tinctions which people make among those of their own class. 
Note that Standing is defined by a dice roll-not all charac
ters in a certain career will have the same standing. A back
alley cobbler will be lower down the ladder than the 
shoemaker to the Duke, for instance, even though they share 
the same trade. 

When a character deals with another character of the 
same class, standing is a bonus modifier to all Fel tests, in 
addition to the effects of any relevant skills. 

For example: Hans the pavement artist is trying to per
suade Jurgen the Watchman not to arrest him/or loitering, 
vagrancy and def acing council property (namely, one three 
yard stretch of public thoroughfare). Both are lower class 
(D). Hans has a Fel score of 48, which has served him well 
in the past, and he is one of the better-known pavement 

artists in the city with a standing of 9. He has no relevant 
skills, so his test is 57-a better than even chance. 

CHANGING CAREERS 
When characters change careers, their class and standing 
immediately become those shown for the new career. 

Socially Mobile Careers 
Some careers are marked with an S on the Careers Table, 
indicating that they may be associated with a higher class 
than that shown under certain circumstances. Characters 
who move to a type S career from a higher-class career au
tomatically retain the higher class; those who move from a 
lower-class career do not. 

In other cases, the GM must judge whether a character 
should be placed in the upper or lower class. 

Optional Rule: Familiarity 
A NPC who has known a character before a career change 
in which their class altered will take this past familiarity into 
account in their dealings with the character. The NPC rolls 
a D10, and the result is used as a further modifier to the 
PC's Fel or Ld test-either positive or negative as the GM 
deems appropriate. 

If a character has made a career change which affected 
standing but not social class, then NPCs of the same social 
class who knew the character before the career change roll 
a D6, and use the result as a modifier in the same way. 

CHAIN OF COMMAND 
These social level rules are not used if a character is in a 
formal, direct chain of command with the NPC they're deal
ing with-this applies to a PC Mercenary Captain dealing 
with an NPC Mercenary under his own command, for ex
ample. In such cases, the normal Leadership rules apply. 
Note, however, that the chain of command must be direct
a Mercenary Captain is not in a direct chain of command 
above another Captain's troopers! 

ILLEGAL CAREERS 
Some careers are overtly criminal-Thief, Fence, Footpad 
and Counterfeiter, for instance. In these cases, assume that 
the character does not publicise their career outside the 
criminal fraternity 

If a character's criminal career is discovered, all tests 
are made with an additional modifier of up to +/-30. The 
GM must decide the precise value of the modifier, accord
ing to the NPC's attitude to the law and crime. Thus, for 
example, a known thief might suffer a -30 modifier when 
dealing with a magistrate, -10 with a watchman, + 10 with a 
beggar and + 30 with a fellow thief. 

BLUFFS AND DISGUISE 
Characters may occasionally use skills such as Acting, Dis
guise and Mimic in an attempt to make themselves seem to 
belong to a different social class. Treat this as a Bluff, and 
determine success normally, using the normal rules. Eti
quette skill gives a + 10 bonus to the Bluff test, but only if 



the character is trying to imitate a noble (class A) or a pro
fessional ( class B). 

If the Bluff is successful, the character uses the class and 
standing of the career he is imitating until he decides to let 
the Bluff drop. 

At the GM's option, it might be necessary to repeat the 
test every day for a long-running deception, or every time 
the character is faced with a new NPC of the social class he 
is trying to imitate. 

If the Bluff is unsuccessful, the character suffers a -20 
modifier to all further dealings with the NPCs he has unsuc
cessfully tried to deceive, and loses any option to use Ld in 
place of Fel. 

THE BRAVEST 
OF THE BRAVE 
Standing points can be handed out at the end of an adven
ture in a similar way as Fate Points. At the GM's discretion, 
adventurers can gain D4 standing points permanently for 
acts· of public bravery or service. Slaughtering a nest of 
Beastmen or exposing the cruel behaviour of the local 
squire, for example, are acts that will increase an adventur
er's worth in the eyes of the community. Doing this sort of 
thing without anyone noticing gains PCs no standing at all. 

CULT MODIFIERS 
These modifiers are used when a character from a type C 
career interacts with another type C character. The use of 
these modifiers may be extended to include devout but non
priestly followers of a deity. Cult modifiers reflect the atti
tudes of the two cults to each other, and the effect this has 
on the characters' dealings. 

The Two Great Families 
The Old World pantheon consists of two divine families, 
and a few other deities. The first family, sometimes known 
as 'the town gods' or 'the southern gods', consists of Morr, 
Verena and their daughters Shallya and Myrmidia. 
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The second, known as 'the country gods' or 'the north
ern gods' consists of Taal, Rhya, their son Manann and Taal's 
brother Ulric. Generally speaking, followers of one of these 
deities are well disposed towards followers of related dei
ties, as well as maintaining a fairly positive attitude towards 
the other neutral deities of the Old World. 

Ranald 
The cult of Ranald occupies a unique position in the Old 
World, in that it is on both sides of the law at the same time. 
Displaying the symbol ofRanald or engaging in acts of wor
ship to him are not in themselves illegal, but they can some
times arouse suspicion. 

Most of the other Old World cults are distrustful of fol
lowers of Ranald; the town gods especially so , since towns 
are where his followers are most active. According to leg
end, Ranald was born a mortal, and gained immortality by 
tricking the soft-hearted Shallya; her family has never quite 
forgiven him for this, and followers of the town gods are 
more distrustful than most. 

Sigmar 
While Sigmar Heldenhammer is a major deity within The 
Empire, he is seldom worshipped outside it, and then only 
in enclaves of expatriate Imperial citizens. Within The Em
pire most Old World cults are on friendly terms with that of 
Sigmar; elsewhere, their attitude is more neutral. 

The Old Faith 
Relations between the Old Faith and the other Old World 
cults are friendly, if a little reserved. They do not involve 
themselves closely with each other, but maintain a respect
ful distance which is acceptable to both sides. 

Khaine 
The worship of Khaine, Lord of Murder, is illegal through
out the Old World, and his followers are regarded with as 
much distaste as the minions of Chaos. Some Imperial theo
logians have gone so far as to suggest that, despite indica
tions to the contrary in the myths and legends surrounding 
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the cult of Morr, Khaine is no more than an aspect or avatar 
of foul Khome, the Blood-God. 

Dwarfen Deities 
The Human cults of the Old World are on generally friendly 
terms with those dwarfen cults which have a presence in 
the Human lands. Grungni is the most common of these. 
As with the Old Faith, relations are reserved but basically 
friendly. 

Elven Deities 
Like the Dwarfs, those Elves who have decided to live among 
Humans have frequently brought their deities with them. 
The most widespread Elven cult in Human lands is that of 
Liadriel, which co-exists with its Human neighbours peace
fully. The minor Elven cults are certainly less well-known, 
and generally treated with a little more reserve because they 
are unfamiliar. 

Halfling Deities 
The only Halfling cult which appears to be at all widespread 
in the Old World is that of Esmeralda. Like almost all 
Halflings, her priests are friendly and open, and get on rea
sonably well with the priesthoods of most Human deities. 
The racial divide is never completely bridged, but relations 
are generally friendly. 

The Powers of Chaos 
The worship of Chaos is outlawed on pain of death through
out the Old World, and the Chaos Powers and their min
ions are held in abiding hatred by the cults of the Old World's 
neutral deities. 

The Powers of Law 
The Powers of Law are regarded with a degree of uncom
fortable mistrust by most Old Worlders, and the Old World's 
priesthood is no exception. While there is nothing illegal
and indeed, much to be praised-about the precepts of the 
various cults of Law, their extreme philosophy and disdain 
for others does not often sit well among the essentially neu
tral people of the Old World. 

The only Power of Law who is at all well-known in the 
Old World is Solkan the Avenger, who is a popular patron 
for Witch-hunters. The cult of Solkan is feared by many, and 
none of the other cults of the Old World can be said to be 
cordial towards its devotees. 

Inter-Cult Hatred 
The proscribed cults-those of Khaine and the Chaos 

Powers-are regarded with bitter hatred by the priesthood 
of the Old World, an attitude which they return. When a 
character is dealing with another whom he knows to be a 
follower of a hated cult, tests are modified by -20. If the 
character is known to be a priest of a hated cult, the modi
fier rises to -40. 

Geographical Differences 
Attitudes vary slightly from place to place. Here is a sum
mary of important variations: 

Manann and Handrich increase in popularity by one 
step in the Wasteland. 

Sigmar increases in popularity by one step in The Em
pire, except to followers of Ulric whose attitude becomes 
distrustful. Non-devout Human characters in The Empire 
favour the cult. 

Ulric increases in popularity by one step in Middenheim, 
except to followers of Sigmar whose attitude becomes dis
trustful. In Estalia and Tilea, his popularity decreases by 
one step; in Norsca, it increases by one step and other Hu
man cults never have Jess than a neutral attitude. 

Myrmidia increases in popularity by one step in Tilea 
and Estalia, except to followers of Ulric. 

INTIMIDATION 
Some careers are marked with an F on the Careers Table, 
indicating that they tend to inspire unease, distrust or fear 
in others. Type F characters are able to intimidate others, 
using fear rather than persuasion to get others to do what 
they want. 

When the player states that the character is using intimi
dation, all tests are made on Ld, and no Fel related skills 
have any effect. However, the character gains a + 10 modi
fier to Ld tests reflecting their ability to intimidate others. 

This rule does not apply to dealings with other type F 
characters. In this case Fel tests are made for dealings be
tween characters in the same career with Fel-based modifi
ers as appropriate. Fel-based modifiers are not used between 
characters in different careers, although Fel tests are still 
made. 



HIGH LIVING 
AND LOW LIFE 
A character may try to gain some of the benefits of an el
evated rank simply by living in an appropriate manner. If a 
carpenter can afford to live as well as a merchant prince, he 
may sometimes be taken for one, while a lawyer who lives 
like a rat-catcher will be looked down upon by his fellows. 
ln any case, almost everyone has certain appearances to keep 
up ... 

The Skids 
The WFRP rulebook states that 7 /- per day is the minimum 
cost of an acceptable standard of living. Anyone spending 
less than 7/- per day on food is clearly on the decline and 
his 'friends' start to desert him-he loses one standing point 
per day. When his standing reaches zero he drops a class 
and starts again with D4 standing points in the new, lower 
class. 

Anyone who ends up in class D with zero standing must 
immediately switch to the career of Beggar, gaining a tem
porarily negative experience point total if he lacks sufficient 
experience points for a career change. All subsequent ex
perience points must be spent to 'pay off the debt' before 
the character can switch to another career (assuming that 
he has the experience to spend on a second career change). 

In addition, any character in class A (or pretending to 
be Class A!) should spend 7/- per day per standing point or 
suffer the consequences outlined above, rather than just 
7 /- per day. This makes life at the top very, very expensive, 
but that's price of having everybody look up to you. 
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The High Li£ e 
A character who lashes out on a conspicuously lavish, riot
ous or simply disgustingly excessive lifestyle may increase 
their social position by doing so. Riotous living costs a 
number of Crowns (or equivalent, such as Guilders) per 
day equal to the character's standing. A character who 
spends this much on food and drink for himself in a day 
gains 1 standing point for a week thereafter. If his standing 
is increased to 20 by this means he moves up a class, start
ing with D4 standing points in the new class. 

Note that standing points gained by high living are tem
porary, and wear off after a week. This means that no char
acter can gain more than 8 standing points by high living, 
and that the standard of living must be maintained at fur
ther expense if the character's standing is not to sink gradu
ally back to its original level. 

There's little point in noblemen indulging in this sort of 
excess, but for those who wish to do so, noble characters 
must pay through the nose! Excessive living for the high 
and mighty costs a number of Crowns (or equivalent, such 
as Guilders) per day equal to the square of the character's 
standing. 

For example, Baroness Ludmilla (standing 10) decides that 
she needs a little more standing to upstage the other ladies 
of the Middenheim court. She spends all week on conspicu
ous-in her case disgustingly excessive!-living. This costs 
her 1 0xl 0= 100 Crowns per day, or 800 Crowns for the week.' 
This gains her one standing point per day; during the next 
week her standing is temporarily raised to 18. Some peo
ple have more money than sense ... 
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Chapter 4 

Fate Points 

l"I ate Points are an important part of d1e Wat'bam
mer fantasy Roleplay rules, allowing characters
to cheat death and live to fight another day. Tbey 

are, however, given very little space in tlie rule book. The 
following notes are intended to clarify Fate Points and their 
use, and deal with any uncertainties which may arise from 
their previously scanty treatment. 

WHAT ARE FATE POINTS? 
The function of Fate Points in WFRP is threefold: 

First, tliey allow Our Heroes to make miraculous escapes, 
as in all the best adventure stories. WFRP adventurers can 
dodge falling stone blocks by a whisker, survive slipping off 
a cliff by landing in convenient patch of bushes, run un
scathed through a hail of arrows and so on. With hairs
breadtli escapes and twists of fate, players are willing to risk 
their characters, making for a faster and more exciting game 
than would otherwise be the case. 

Secondly, Fate Points reflect the idea that Our Heroes 
have a destiny which sets them above the rest of the world. 
Just as in films John Wayne can make it to the machine-gun 
nest with marines being cut down around him, so WFRP

adventurers can take great risks-and get away with them. 
Lastly, combat in WFRP is more dangerous than in other 

RPGs. This is partly because combat is dangerous in real 
life, and partly because if combat is always the easy way out, 
players will be less inclined to try something a little more 
subtle, like thinking! Obviously, there will be some occa
sions when fighting is the only course of action, and even 
in the ordinary run of tliings, characters can get killed very 
easily if the players don't learn caution. Fate Points can give 
the rash player a second chance and the unlucky player an 
even break. Of course, if the players insist on rushing into 
every situation waving swords about they will quickly run 
out of Fate Points, and permanent death will follow with 
grim inevitability. Most players will get the idea fairly quickly, 
and realize that a gung-ho approach is not necessarily the 
best. 

WHEN TO USE 

FATE POINTS 
Basically, a Fate Point can be expended whenever a charac
ter is about to die-in combat, through traps or accidents, 
as a result of poison or disease, or in any other circum
stances. Instead of dying, the character expends a Fate Point 
and then the GM has to devise some way of ensuring that 
the character survives. 

HOW TO GM FATE POINTS 
When a character expends a Fate Point, it is up to the GM to 
come up with something tliat will prevent the character 
dying. No doubt the player in question will be full of help
ful suggestions, but you should be careful to ensure that 
the character is not too much better off as a result of ex
pending a Fate Point. The character should survive the situ
ation, but that's it. It can sometimes be difficult to come up 
with a suitably tailored deus ex machina on the spur of the 
moment, so here are some ideas. 

COMBAT 
Here is an example of the wrong way to deal with Fate Points 
in combat: 

Clem Sb'i1:estock is in a ha·t4Jig!�t cpitb a f?and of c_(Jaos 
M!U�nts. He ha..� been .redt,ced to b wounds, and a 
crJ.#cal hit result t.11-d,icates that f,,e is about to have 
fiis head removed by a neatly swtmg (IO(e; Clem's 
player spends a i-'ate ,Point. 1'he GM' ignores the. crlti
cr:4/ effect, but Clem ts s,fill o,-i, 0 wou11d�, sq the next 
htt Clem takes-is anoMe,· critical. Clem's player spends 
a,iother Fate-Point ... 

At this rate, Clem will get through his three Fate Points 
in as many rounds; their only effect will be that he will die 
three rounds later than he would have done otherwise. 

Let's try that again: 

Clem takes a hit which'ta'kes htm below ·o wounds. n
is a.hit to �h.e body, qnd,the critical res1,1lt indicates 
that be will lie disembowelled and die immediately. 
Cleth �'.plil:)'et spends a Fate Point, and is told by the 
GM, that everything goes black. lVhile the player is 
wondering what bas happened, -the GM makes a 11ote 
tqct+ .Clern bas b.een s/.rui:k ·by the flat of the blade a11d 
flijr,.g against the woJl

r 
q_iteing his b�ad and knocking 

hjnis�lf �nconsci¢ft.S. 'He 11Uf)' wake up several hours 
lo,ter (still on O wpi,i i;l�IS)\to ftnd•himself be,�ni;tend(!d
by his- vtcton.<'>tJs oomrades; impriso,ied in the mu
tt{n'ts' {air w(tl,'<his.c;(efe"a.ted comrades; left for dead, 
!Strippf!fi of (i({, eq11tpment and valuables

;" 
and all

alone.

The trick is to use your imagination. This can also pro
vide an opportunity to direct things if the players have gone 
a little off the track. You, the GM, control when and where 
characters wake up, and you can use this to your advan
tage. If, for example, the adventurers have missed a vital 
clue about the lair of the evil Necromancer, they may wake 
up in a small village, having been found left for dead in the 
forest. As their wounds are tended, the villagers will tell 
them about the black tower beyond the wood, where hide
ous screams are heard at night, and about the recently dug 
graves which have been found torn open, apparently from 
the inside ... 

There are also some things you will have to watch. Re
member, tlie players know that tlie character who expended 
a Fate Point isn't dead, but their characters don't. You must 
make sure that the players act accordingly. You should also 
avoid being vindictive yourself-if a character appears to 
be dead, an Ore or mutant will leave him/her and move on 
to another foe; tliey won't generally have another few stabs 
'just to make sure'. 



TRAPS AND 

ACCIDENTS 
When a character expends a Fate Point to avoid being killed 
by a trap or by some other mischance, there are two possi
ble approaches to what happens next: 

The Adventure Movie Method-The spikes, spears, fall
ing blocks or whatever, miss by a whisker, grazing the char
acter's armour, possibly destroying a backpack or some other 
item of equipment, but leaving the character unscathed. 

The Cartoon Method-The character is spiked, or 
speared, or flattened, or whatever, but he walks away. 
Wounds may be reduced to zero, and some or all of the 
character's equipment may be destroyed, but the character 
is still just about alive. 

POISON AND 

DISEASE 
When a character expends a Fate Point to avoid death from 
poison or disease, the effects of the poison or disease mi
raculously stop when the character is on the point of death, 
and normal recovery ('enhanced' as usual by medical atten
tion) can begin immediately. For example: 

Clem Sbfrestock is bitter/..in ·the leg by a Giant Rat in 
the course of an adventure and'th1:1 r:JM rolls DIOO to 
see if the bite carries the BZ(l.c� .f,lqgue. It do¢,s/;an,J 
Clem must ma-ke a Disease,.test, rolling Ms X-2/ugh
ness x 10 01· less ,oti DWO#i, ord�r't◊ avotd·'tWiHfec
tion. Clem's Toughness it$- a,ndtl,e player rqlls,98,,.....a 
fai/u,·e, Aweela or so ltite'i Clem, is struck.down with 
I b,e Ptag;,e, and becomes prpg�es/i vely worse o�{e" the 
next few days. After five aays, ,his Strength and Tp1;1gb
ness reach zero, and the,p!ayer':�pen#s aYateJ?oint 
to_.prevent Clem from dy,ihg. 
elem' iapscs ,t'h-,t.o a cotn.a, andf6r two day, he 'ho11ers

ori' t:/je: brjnk, 'Qf 4?.ath. Ori the. ·third (/.ay, he,opftns his
eyes and asks/or food�he,has begun to recover; 

... . . , . --

HOW CHARACTERS GAIN 

FATE POINTS 
Fate Points are an undeniably valuable commodity in WFRP.

The next question is, of course, how does a character get 
any more? There are four ways in which a character can 
acquire Fate Points: 

Character Generation-Every PC acquires Fate Points at 
the generation stage. This is explained on pp15-16 of the 
WFRP rulebook. 

Divine Favour I-Clerics and Druids may gain Fate Points 
as a result of a particularly successful roll on the Cleric Ad
vance Table (WFRP, pl50) or the Druid Advance Table (WFRP,
p152). 

Divine Favour 2-At the GM's option, a deity may give a 
character a Fate Point instead of a blessing (see WFRP, ppl93-
4). As with all blessings (see WFRP, p192-4) the character in 

Chapter 4: Fate Points 

question must be genuinely deserving, and must have done 
the deity a great service, such as performing some quest 
(not a Trial) at the deity's behest. As with the Advance ta
bles, only one Fate Point is awarded. 

Adventuring-If a character succeeds in staving off a great, 
world-shaking menace of divine origin (such as the machi
nations of a Chaos God), a Fate Point may be awarded along 
with the usual Experience Points. The menace must be com
parable in scale to the situation in The Enemy Within vol.1: 
Shadows over Bogenhafen, and it must be apparent that 
but for the character's action an appalling disaster would 
have taken place. Don't let any fast-talking players convince 
you that wiping out a couple of dozen cultists is the same 
thing. 

Characters may not buy Fate Points with Experience 
Points under any circumstances. Never, never, never. No 
how, no way. 
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HOW CHARACTERS 

LOSE FATE POINTS 
Just as characters can gain Fate Points through divine fa. 
vour so they can lose them through divine disfavour. A bad 
roll on the Cleric/Druid Advance Tables can have this effect , 
and Fate Points can also be lost as the reverse of a blessing. 
If a character does a deity a great disservice, the deity may 
strip the character of a Fate Point until suitable reparation 
is made. 

A character who sells out to Chaos and becomes a Chaos 
Warrior or a Chaos Sorcerer exchanges all his/her Fate Points 
for Chaos Gifts and an easy road to power. 

NPCS AND FATE POINTS 
As a rule, NPCs do not have Fate Points-part of their func
tion, as explained above, is to distinguish the PCs from the 
rest of the world. 

However, you may allow an NPC to have Fate Points 
under special circumstances. Say you are developing an NPC 
who is going to be the bane of the characters' lives for a 
long time to come: a mega-baddie of the stature of Fu 
Manchu or Professor Moriarty. T he players may think that 
their enemy has been defeated, but by using Fate Points the 
villain lives on to fight another day. After enough time to 

recover, re-equip and recruit new henchmen he reappears 
at an opportune moment to take a devastating revenge. 

Dracula, for example, must have got through a heck of a 
lot of Fate Points in the cycle of Hammer Films between 
1958 and 1973. Despite being staked, burnt, blasted to ash 
by sunlight, doused in running water and beaten by who 
knows what else, he always found a way of coming back to 
unlife at the start of the next picture. 

You should keep this sort of treatment for special occa
sions, however. It will be easy to demoralise the players if 
every minor villain they encounter develops the habit of 
coming back to get them after being 'killed' three or four 
times. 

However, if you give a few Fate Points to the one lead
ing baddie in your campaign, and have him or her pop up a 
couple of times to get one back on Our Heroes, it can keep 
them on their toes. Be careful not to let the players cotton 
onto what's happening, though, or they will take to dis
membering and burning every body they can 'just to be 
sure', and that isn't part of WFRP.

Be imaginative when GMing the use of Fate Points, as it 
can add a lot to the tension and enjoyment of the game. 
Secondly, be mean in handing them out. Each Fate Point 
effectively gives a character an extra life, and that makes 
them very powerful and very precious things indeed. Spread
ing too many of them about will lead players to adopt a 
gung-ho attitude every time, which devalues both the con
cept of Fate Points and the game itself. 
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Combat 

Rules 

his section contains a selection of revised and new 
rules for Wa,·hammer Fan-tasy Roleplay. Revis.ed 
rules are designed and tested for the purpose of 

improving previous rules, and should be used to replace 
them. 

These rules should be tested by GM and players during 
an agreed 'trial period' to see if everyone is happy with them, 
and if so they can then be used on a regular basis. The addi
tional rules do improve the game, but some of them can 
slow play down a little. If you feel that any of these rules is 
more trouble than it is worth, then you should feel free to 
ignore it. 

INITIATIVE 

Surprise 
No rules are given here for determining surprise, since this

varies hugely with circumstances, special skills, and other 
factors. However, the Effective Initiative (EI) system de
scribed below does allow more flexibility in working out 
surprise. The GM may rule that, rather than losing a whole 
round (does anything really get surprised for a full 10 sec
onds?), a creature which is surprised suffers a delay before 
it can respond, losing El. Again, exactly how much time is 
lost will depend on circumstances, but if the GM is unsure 
of how long this might be, EI loss can be randomly deter
mined by 1D3x10. The section below on EI will explain this 
in more detail. 

Initiative 
In a single round of combat, characters and creatures make 
actions in descending order of I scores. However, the WFRP 
rulebook gives modifiers to this (for charging, winning, etc.) 
which can vary on a round-by-round basis, so that I scores 
change in terms of determining order of actions. Equally 
obviously, though, the basic I score for a creature does not 
change with these modifiers. The best way of looking at this, 
which enables us to tackle other problems, is to use the 
term Effective Initiative (El) to denote the temporary level 
of this characteristic due to modifiers. 

For example: Helmut the Warrior with I 45, is fighting 
a Skaven warrior (I 40). On the first round he missed his 
blow while the Skaven nicked him for 1 Wound of damage. 
The Skaven is now considered to be winning this combat 
(see the WFRP rulebook). This gives the Skaven a + 10 modi
fier to I on the second round. We can say that for the sec
ond round of combat, the Effective Initiative (EI) of the 
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Skaven is 50, and Helmut's EI is 45. This makes a crucial 
difference, since the Skaven will now strike a blow before 
Helmut. 

Using EI allows the GM and players to run combat much 
more smoothly, as we shall now see. 

'Effective Initiative' Modifier 
Consider two creatures in combat. Neither has any advan
tage for charging or having surprise; one has I 55 and one 
has I 54. Clearly, there will be little difference between how 
swift they are to act, and the optional EI modifier suggested 
here reflects this. Prior to each round of combat, but after 
players have called their planned actions, the GM determines 
randomly which side in the fight has a slight edge, due to 
the variability of reaction times. This is determined using 
D6 and D10. If the D6 is 1-3, the PCs have an edge, if 4-6, 
their enemies do. The result of the D10 roll is added to the 
EI score of the side which has the slight edge. 

For example: Helmut (I 45) and his friend Ska/lier the 
Elven Ranger (I 63) and Ragnerek the Human Ranger(/ 39) 
are fighting three more Skaven (I 40). At the start of the 
fight, the GM rolls 1D6 = 2, showing that the PCs have an 
edge, and JD 1 O = 7, so that each character may add + 7 to 
EI this round. Now the Els for the three adventurers are 
52, 70, and 46 respectively, so that all three can act before 
the Skaven. This may make an important difference, since 
Ragnerek gets promoted in the striking order. 

This simple optional modifier increases the uncertainty 
of events so far as creatures with reasonably well-matched 
basic I scores go, while making sure that creatures with con
siderably better I scores than their opponents will keep the 
advantage that the larger difference should mean. 

Multiple Attacks 
For this purpose, the EI system is highly useful. Combats 
which involve creatures with varying numbers of multiple 
Attacks can be tricky for the GM to handle. Should a crea
ture with I 40 and 2 Attacks strike with both before a crea
ture with I 35 and 5 Attacks? This again seems implausible. 
The EI system offers a simple way out. 

The formula is easy. Divide the creature's EI at the start 
of the round (basic I, optional modifier, any modifier for 
winning, etc.) by the number of Attacks which it can make. 
Its blows will then fall at regular intervals throughout the 
round. 

For example: Serafin, an Elven Assassin with I 70 is f ac
ing an Ogre with I 30. The Elf has 3 Attacks, the Ogre has 2. 
Using the optional I modifier , the GM determines that the 
Elf has an EI bonus of+ 2 this round, for a total EI of 72. 

The Elf's three Attacks take place at 72, 48, and 24: the 
two replies from the Ogre at 30 and 15. Thus the sequence 
of Attacks is: Elf, Elf, Ogre, Elf, Ogre. 

Fractions equal to or greater than one-half are rounded 
up, fractions below one-half are rounded down (so with EI 
70,Attacks would take place on 70, 35, and 18). 

This is not too time-consuming a system to use, because 
multiple Attacks only apply to hand-to-hand combat and 
not to missile fire or magic. What's more, it's not difficult 
for a player to make this division of blows, since the maxi
mum number of Attacks for PCs is 4 anyway (our Assassin 
is one short of this maximum). 

The GM can then go through actions for PCs and their 
opponents, simply going through in order of descending 
El as normal. The only difference is that second and third 
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Attacks, etc., will occur later down the list, with some mon
sters and PCs entering the fray more than once. The effect 
of this system is to 'even out' multiple blows, so that no 
one can inflict a huge number of Attacks due to high I be
fore an opponent, even one with multiple Attacks itself, 
can attempt one strike. 

Actions in a multiple Attack sequence cannot be delayed; 
they will simply be lost. In the example above, if for some 
reason the Elven Assassin had not used his EI 72 Attack, he 
would be left with only two, which would occur at the nor
mal times-El 48 and EI 24. 

Note finally that extreme differences in I will remain pro
tected with this system. For example our Elven Assassin will 
still land all three of his blows before a Giant (I 20) could 
land any of his five. This is not unreasonable, because the 
difference in I is very large indeed, and the reaction time of 
the creatures is so different as to make this plausible. Of 
course, when the Giant gets going it doesn't half rain down 
a torrent of violence, but I (and EI) is essentially the ability 
to react quickly, not to strike many blows (that is determined 
by the creature's Attack characteristic). 

A Simplified System 
A faster, albeit less realistic variant on these rules for multi
ple Attacks is to use the same basic I and order of Attacks 
as above, but apply modifiers for winning, charging, sur
prise, etc. to the individual Attacks and not to the I score to 
create an EI each combat round. This way, the GM and play
ers do not have to change the EI round by round. This op
tion is, as noted, faster, but it tends to have a strongly 
negative effect on characters or creatures with multiple At
tacks who have an indifferent I score to begin with. 

Take-Up Actions 
Drawing a weapon for use should definitely take time! The 
following rules should be used: 

Two-handed weapons and bows of all sorts will take a 
complete round to draw. If the bow is not loaded then load
ing time must be added as well. 

Shields and bucklers take a round to ready for use if not 
already strapped to an arm. 

Hand weapons, if drawn, result in a loss of EI (see be
low). The penalty should vary with the size of the weapon. 
A knife or dagger can be drawn quickly, and results in an EI 

loss of only -10 (assuming the weapon is close to hand). 
Drawing a Sword or other larger-size Hand Weapon results 
in an EI loss of -20. Obviously, these penalties to EI only 
apply on the combat round on which the weapon is being 
drawn. 

You will need to decide how long it takes to draw other 
weapons, reflecting the importance of how ready to hand a 
weapon is. For example, a whip wrapped around the waist 
would probably take a full round to ready for use; but if it 
were carried looped in a stout leather strap-holder on a belt 
it could be retrieved more quickly, resulting in an EI loss of 
only -20. Weapons carried in a backpack will take longest of 
all to retrieve for use. 

Pack Items: How long it takes to get an item from a 
backpack depends on how much stuff is in there already! 
Since, by and large, the more items there are inside the pack, 
the higher the total Encumbrance (ENC) value, a reason
ably simple rule can be used: 

It takes 1 round to open up the pack (this includes tak
ing it off one's back if it is there). Then, to find an item 
takes 1 round per 30 ENC units of things inside the pack, or 
part thereof. 

An important note is that EI loss from take-up actions is 
taken into account after working out when multiple Attacks 
are completed. This may well lead to the loss of one or more 
Attacks from that multiple Attack sequence. See Multiple 
Attacks. 

Multiple Opponents 
Generally; it is possible to switch Attacks between oppo
nents in hand-to-hand combat in one round, but at least 
one Attack is lost per switch, or more if the GM rules that 
several yards, or more, must be traveled. For example, a 
character with three Attacks fighting two Goblins could 
strike once at one, turn or move to fight the other (losing 
one Attack), and then get one blow at the second enemy. 

Changing Attacks doesn't have to be declared in ad
vance. For example, if a Warrior unexpectedly inflicts a mas
sive critical hit on one enemy, he can then change his 
intended action (to strike again at the same enemy) and 
instead try to hit another target with any Attacks he has 
remaining. However, letting fly missiles at different aimed
at opponents in missile combat is not possible! 

UNARMED COMBAT 
The damage penalty for using the fist (or kicking, etc.) is 
increased from -2 to -3. A character possessing the Street 
Fighter skill may ignore -2 of this modifier as before, but 
there is still a -1 residual penalty. The 'to hit' penalty is -20 
as before. 

This change reflects the fact that a dagger or knife (dam
age penalty -2) is certainly more dangerous than a fist, and 
this is reflected in the increased damage penalty for fisti
cuffs. Fist weapons have the same damage modifier ( + 1) as 
before. Remember that all unarmed attacks are to stun (see 
WFRP rulebook), whether the attacker likes it or not. 



MISSILE FIRE 
The following table should be used to replace that given in 
the WFRP rulebook. 

Modifiers To Hit 

Firirig a�·a sm�l� 
target 

Firing .u a large 
target 

Firing from a 
moving mount 

Firing at a 
running target 

Firing at evoding 
target 

Firing at 
Long range 

Firing at 
extreme 
range 

Throwing 
improvised 
misslle 

Target in soft 
cover 

Target In bard 
cover 

-10 Generally, :�ything_
under 1' bfgh ahd long 
Is a.small target 

+ 10 Generally, anytl\iag
above 8' tall (Giam, 
·ogre, ,Troll

-10 Such as a horse or from·
a wagon 

-10 Moving at full running
speed 

:20 See below 

-10 Target is at long range
for the weapon being 
used, as defined on the 
Missile Weapons Chart, 

-20 Target is at extreme
range for the weapon 
being used

1 
aso-qefincd. 

on the Missile Weapons 
Chart 

-io Sm:h as stones, pottery,
chairs, etc. 

-10 ,.Turget, is p'a:rUa.liy
hidd�Q. by vegetation, 
woods,. br trees 

-20 1'arget is partjally
hidden by•ston·e or

brick work. walls or 
battlements 

An evading target is one which is running at full speed, 
but which is also taking evasive action by zigzagging and 
dodging. This will usually only happen with creatures sman 
enough to do it (an INT test may be used if the GM is un
sure about this), but it offers PCs the chance of making a 
safer retreat from bow-using enemies. An evading target only 
travels 75% of the distance of one at full running speed, 
due to the irregularity of its course (e.g. with M3, full run
ning speed is 48 yards per round, evasion speed 36 yards 
per round). In all other respects (e.g. for suffering Risk tests, 
enforced slowing each round due to fatigue, etc.) evasion 
counts as full running speed. 
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Missiles in Mclee Combat 
The easiest rule to employ here is that missile weapons can 
be used in me lee, but characters cannot reload them. It sim
ply isn't possible to slip a bolt into a crossbow and draw the 
string taut for firing when a stinking Ogre is trying to smash 
your brains out all over the floor with a whacking great club. 
Instinctive attempts to evade such a fate make the concen
tration and discipline needed for reloading a missile weapon 
impossible to sustain. 

Weapons such as a throwing knife or throwing axe may 
be used, but it is unlikely any character would need or wish 
to do this, for they could strike a friend by mistake (see 
below). When firing into melee combat, it is assumed here 
that the firer wishes to hit a specific target (or at least to 
avoid one!); if this is not so, use the rules for Firing at a
Group. 

Firing into a hand-to-hand combat is obviously possi
ble, but the character may have problems hitting his in
tended target. The chance of such a mistake occurring is 
5% per additional creature within the group fighting. The 
GM determines randomly which creature is hit in such cases. 
If the firer's BS is not very high, no extra roll should be 
needed to find whether an unintended target was hit. One 
can simply add the appropriate number to the upper end 
of the range. 

For example: Hemut is being set upon by four Goblins, 
and Ragnerek the Ranger is 200 yards away across very 
rough te"ain. Ragnerek is a good shot with his longbow; 
with BS 55, so even with the extreme range penalty (-20) 
he has a moderate chance of a hit. His player rolls 44, a 
miss. 

Since adjusted BS is 35 and there are 4 'secondary tar
gets' (3 other Goblins and Helmut), a roll between 36 and 
55 (4x5 = 20% added above the BS of 35) indicates some
one has been hit. This roll of 44 therefore means Ragnerek 
has hit one of them: the GM rolls a D4 to determine who is 
hit, and one of the other Goblins goes down with an arrow 
through the guts. Ragnerek nocks another a"ow and hopes 
his luck will hold. So does Helmut. 

Once it has been determined that a target has been hit, 
the normal procedure for hit location and damage is fol
lowed. For the purpose of these rules, a group is defined in 
the normal way; i.e. a separation of 4 yards constitutes an
other group. 

Firing at a Group 
The old rule, that BS is doubled when firing at a group if 
the firer does not specify an individual target within it, is 
changed here. The bonus to BS becomes +5% per addi
tional creature in the group above one. Thus, if the group 
is of three creatures the firer gets a + 10 bonus to BS, if of 
four it is +15, and so on. 

For example: Ragnerek is now firing at another group 
of four Goblins, also 200 yards away. He doesn't nomi
nate any particular Goblin as a target. His BS is 55 , so his 
chance of hitting is 50% (55 minus 20 for the extreme range, 
plus 15 for the three additional targets). If he does hit, his 
victim is selected randomly by rolling a suitable die. 

Note that the major difference between these two cases 
may either be specifying a positive target (i.e. • I want to fire 
at the big Goblin with the red bandana') or a negative 'I 
want to fire at the group without hitting my friend in the 
thick of it'. It is often easier to handle the negative case by 
specifying an alternative target in the group! 
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BOMBS 6 INCENDIARIES 
Since these weapons have an extreme range limit of 10 yards 
and a burst radius of 8 yards, it is clear that they are of very 
little use indeed as missile weapons. The misfire chance is 
high enough to keep these weapons dangerous, so it will 
not disturb game balance if we announce that due to im
provements in the manufacture of these items the ranges 
for both these missiles are now extended to: 

Use the normal D8 roll to determine the direction of 
misses, and where these missiles land, but the distance be
tween the target and the place where the bomb/incendiary 
lands depends on the distance the missile has been thrown. 

"' 

Shdrt• ra,u�� ($ ,yards)': 
Long ran'ge�(;12· yards)I 
1E�r¢me range (20 yard�):

103. yar9s
, 1D6ya,rds

.!)!];)() + 103 yard�

A final point of note is that the reduced damage which ap
plies at long and extreme ranges does not involve the dis
tance the bomb or incendiary is thrown. Instead, it depends 
on the distance between the centre of the explosion and 
any targets within the 8-yard radius. Damage is reduced by 
-1 for any target 2-4 yards away; and by -2 for any target 5-8
yards away. Targets more than 8 yards away do not suffer
damage.

Placing Bombs 
While the WFRP rulebook is correct in saying that bombs 
which are placed and left to explode don't require an At

tack roll to be made, some dice rolls still need to be made, 
for the following reasons. 

The character placing the bomb must determine how 
long the fuse will take to bum. A fuse may be of any suitable 
length from 1 round up to (theoretically) an indefinite pe
riod (the trail of gunpowder leading up to the barrel!). 

After it is lit, for the first round the fuse will burn nor
mally. However, on each subsequent round the character 
must roll D100, and on a roll of96+ the fuse splutters out 
and is useless (but may be relit). You may want to make a 
secret dice roll to allow a chance for the fuse to re-ignite 
(especially right at the end of the fuse, so that when the 
character goes up to relight it the bomb blows up in his 
face)-a 10% chance is reasonable. 

Finally, when the fuse burns down to its end there is 
still the standard chance of a misfire; on a D100 roll, any 
natural double (11, 22, etc.) indicates a misfire (see the WFRP

rulebook). 
You are also at liberty to allow Listen tests for creatures 

near to the bomb; the noise of a burning fuse is always soft. 
Modifiers should be given for distance involved, and de
gree of ambient noise (e.g. shouting, drunken Goblins 
would have very little chance of hearing a fizzing fuse). 

TARGETED BLOWS 
The rule here applies both to aimed hand-to-hand blows 
and to sharpshooting (see the WFRP rulebook) with missile 
weapons. If the attacker specifies a body location which he 
is specifically attempting to hit, there is a penalty to the BS 
or WS roll as appropriate; this is: 

TARGETED: BLOWS 

Location 
Head 
,¼m 
Bpd� 
L�gs· 

Modifier 
-20

The attacker must specify which arm he is trying to hit. It is 
not possible to specify arms without choosing, for the area 
between them is comprised of the upper body, and the arms 
together cannot be taken as a single area for targeting. 

If the targeted blow misses, it does not strike any other 
body area. 

The penalties noted above are negated if the attacker 
can take advantage of surprise, and also if the attacker is 
striking at a prone target (optionally, at an entangled target 
if striking at the entangled body location). The large penal
ties for arm and head hits, greater than those which usually 
apply for small targets, reflect the fact that creatures protect 
their heads and their weapon-using upper limbs by reflex 
and conscious actions, making them especially hard to tar
get a blow upon. 

I 



WEAPONS 

The Whip 
Although there is a Specialist Weapon-Whip skill, the full 
description written for this unusual and powerful weapon 
is missing from the WFRP rulebook. 

Whips have long handles, usually 1 yard in length, to 
which is affixed a length of hard cord. Whipcord material 
must be made from a very hard animal skin or gut-rope 
and similar fibrous material are not suitable. The best whips 
are imported into the Empire and are made from rhinoc
eros skin, although troll gut (if you can get it) is a good 
alternative. 

Whips are rare, and cost 15 GCs plus 4 GCs per yard of 
whipcord. Whipcord varies between 3 and 7 yards (lengths 
above 7 yards are too unwieldy), and whipcord length is 
taken to be the striker-target maximum distance. 

Someone wielding a whip uses his BS (like a lasso) to 
determine his chance of hitting. Hit location is determined 
normally. The effects oflocation hits are important, and are 
as detailed on the table below: 

Whip Hit Location Table, 

£'ocation 

Head 

Arm 

Body 

Legs 

Jf ·any damage is caused., the vie• 
ti.m must make a successful Dex
tel-ity tesc 0r be.blindecl with pain 
for 1 round. 

If the character is holding any
thing and the blow causes dam
age, -�he t-arget must make a 
successful Toughness c;heck or 
drop the '((c,n. 

There is. a 50% chance that bo.th 
arms ar,e p�nioned. If chis hap
pens, thtr yictim can do nothing 
but attempt a Dexterity rest each 
round ln order to free himself 

If the whip-user makes a success
ful Strength test, the victim can be 
dragged to the ground and 
treated as a prone target. This is 
in addition to the usual entangle
ment chances (see below). A tar
get cannot be dragged to the 
ground, however, if its Strength 
exceeds that of the whip-user by 
more than 1 point. 
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A whip has an Effective Strength of 1, and any hit from a 
whip, whether it causes damage or not (that is, if a success
ful WS roll is made), may entangle the target unless it makes 
a successful Dexterity test with a -10 penalty, which must be 
made each round. 

Of course, only one creature may be entangled by the 
whip at a time. An entangled creature fights with a -10 pen
alty to relevant skills, which may be increased to -20 if the 
whip-wielder does nothing other than continue to pull hard 
on the whip handle. 

All this makes the whip a formidable weapon indeed in 
the hands of a skilled specialist; you may therefore want to 
amend its effects in certain circumstances. 

For example, a Halfling who is lashing a whip around 
the knees of an Ogre is very unlikely to be able to pull the 
creature to the ground, even if the Halfling does make a 
Strength test, and a suitable modifier may be imposed as 
you see fit. 
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Chapter 6 

Firearms 

wo personal firearms are listed In the the WFRP
rules, the blunderbuss and the pistol. Both do the 
same amount of damage, although ranges and 

load/fire times are different. This was never intended to be 
more than a nod of the head towards the possibility of fire
arms. However, there was a surprising range of firearms 
available in our world when it was at the same level of tech
nology as the Warhammer world, and in this chapter we 
cover a few new firearm types, as well as looking more 
closely at the firearms rules in the rulebook. 

RANGE AND 
STRENGTH MODIFIERS 
As the rules stand, a pistol causes a S3 hit at any range from 
point-blank to 50 yards. Realism fans can use the set of op
tions given here to vary the strength of a firearm according 
to the range of the target. We also add a new range gradua
tion, point-blank. For all firearms, point-blank range is 3 
yards or closer. 

In the Revised Firearms Chart, ranges are given just as 
on the Missile Weapon Chart on p28 of the WFRP rulebook. 
But here, each range number is followed by a second 
number. This is the effective strength (ES) of the weapon at 
that range. 

COST. AVAILABILITY 
AND ENCUMBRANCE 
All firearms are very rare, but some of these weapons may 
be rarer than others. Certainly, PCs will almost never see a 
J ezail on open sale, and then the vendor will get every penny 
he can for it. Although all other firearms are classed as very
rare, some are rarer than others. Arquebuses and duelling 
pistols are comparatively common, being only slightly rarer 
than ordinary pistols and blunderbusses. Swivel guns are a 
little rarer still, but may be found sometimes. The others 
will generally have to be made to order, upping the indi
cated cost by D10 x 10% at your discretion. 

·We�po�
},iqµebus
4-barrel Duck,roet
,J,?u,�lHog P,lstol 
,:'J'lep:lfi�s $aJu�
Jez:a:11 · ·· 

I 

PU<e Gun 
· S:wtvel Gun
6•b�rrel Volley Gun

Cost-

100 9:G� 75< 
175 '6Cs�; �.o\ 
500 GOS ' 25 

. ,. 1· ... ' 

p5,G9s·, 3b 

125 abs 
200 GCs, 
300 GCs• 

60: 

i'�d 
150 

400 

, Very Rare 
II Very Rare 

•Very Rare
Very Rare 

,Almost' ., 
Unkn\1wn 

Very Rare; 
Very Rare 
Very Rare 

"' + 2�% per itdciltjoflal. barrel 

WEAPON DESCRIPTIONS 

Arquehus 
The arquebus is similar to a blunderbuss, but lacks the flar
ing barrel, and fires a single ball similar to a pistol ball but 
heavier. It is coming into vogue as a replacement for the 
crossbow in Tilea, Estalia and Bretonnia, but is still unreli
able and prone to misfires, which makes it less popular with 
the troops than with their masters. 

An arquebus is generally used with a rest-a forked stick 
which keeps the long barrel level, making it easier to aim 
and fire. A character using an arquebus with a rest must 
spend a round setting up the rest before firing. On the other 
hand, a character using an arquebus without a rest suffers a 
-20 'to hit' penalty. Improvised rests may be used, such as
the top of a wall, a rock, a window-frame, etc. 

Blunderbuss 
Like the swivel gun (see below), a blunderbuss may be 
loaded with a variety of projectiles, from a number of pistol 
balls to stones, broken glass, rusty nails and anything else 
that comes to hand. Because of this, a shot from a blunder
buss may spread, and may be able to affect a number of 
creatures which are close together. The following is an op
tional rule, to take into account the 'spread' of shot from a 
blunderbuss. 

If firing into a group (as defined in WFRP, p 126), roll a 
D4 to determine the amount of 'spread' in the shot. The 
die roll indicates the number of creatures which can be hit 
by the shot. Roll to hit each one individually. Each creature 
hit takes damage as normal. When firing at a single creature 
who is not part of a group, determine hits and damage nor
mally. 

A blunderbuss requires only a single shot of powder per 
firing, but fires 4 balls at once when loaded with standard 
shot. 

Duck-Foot 
The duck-foot is basically an ordinary pistol, but it has four 
(sometimes five or seven) barrels, in a splayed pattern like 
the toes of a duck's foot. While not a sharpshooter's weapon, 
it is fairly intimidating, and is popular with ships' captains 
for dealing with mutinous crews. Certainly it is a useful 
weapon when firing on a group (see WFRP pl26). Unless 
you, the GM, decide otherwise, only four-barrelled weap
ons should be available to adventurers. 

Assuming a 45° fire arc, decide how many creatures may 
be hit (one per barrel). Roll to hit for each barrel, then ran
domly determine which potential target is hit. 

A duck-foot requires one shot of powder per barrel per 
salvo. 
Example 
There are five targets within the fire arc. The weapon is the 
commonest type of duck-foot, with four barrels. Four to hit 
rolls are made, one for each barrel. Three hits are success
ful. Since there are five possible targets, a D6 is rolled, re
rolling results of 6. On the first hit, a 2 is rolled, indicating 
that target number 2 is hit. On the second hit, a 6 is rolled. 
Because there are only five targets, this is rerolled, and a 
result of 4 indicates that target number 4 is hit. On the third 
hit, a 2 is rolled-target number 2 Is hit twice! 



Duelling Pistol 
Some of the most talented gunsmiths in the Old World have 
spent long hours in the pay of spoiled fops and rich duel
lists, refining and improving the basic design of the pistol. 
The result is the duelling pistol-very similar to an ordi
nary pistol, but more finely crafted and reliable. Characters 
with Specialist Weapon-Firearms skill gain a + 10 to hit 
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bonus when using a duelling pistol, and all users benefit 
from the weapon's increased reliability. It is only half as likely 
to misfire as a normal pistol-check for mis-fire only when 
the 'to hit' roll is an even number (i.e. 22, 44, 66, 88, or00). 

Pike Gun 
One problem with a firearm is the time it takes to reload. In 
many cases, this can mean that it is only usable once before 
hand-to-hand combat is joined. The pike gun is an attempt 
to get the best of both worlds. The gun barrel also forms 
the shaft of a polearm or battle-axe. In practice, it is a com
promise which does neither weapon any favours. In both 
its uses it suffers from a -10 'to hit' modifier, and the gun 
adds + 20 to misfire effect rolls owing to the strain involved 
in using its barrel as a polearm. 

Henricus Salus 
Named after its inventor, 'dirty' Henrico Tagliatelli ofSartosa, 
this fearsome weapon is best described as a large pistol or a 
small cannon. Firing shot as large as an arquebus, it causes 
fearsome damage to a target, but can be almost as danger
ous to its wielder owing to its terrific recoil which is fo
cused on the wrist of the hand holding the gun. Every time 
it is fired, the firer must make a Strength test; on a failed 
test, consult the following table: 

S4-D6 Res14lt 

6-7

8-9

10+ 

Broken wrist-arm is incapacitated, until. 
medical attention· is -rec�Iied, 
·S:t:r:a:in<;p Wd�t-arm is 1nAAl!!�Ci�a�¢dJor D4 
h6t.ir.s; medical attention' hall'.es th�•titj:I�.
Stiai'ned wrist-am'I is incapa't;itau;t,,foi§Dl0
m'inut�s;. medical attention b:alves;;Q}is ti.me.
Smirfed wrist-ann is incapacrnited·for Dl0
min41es·; medical anention hal\'es -this time.
Jarred vyrist-gun leaps from user's hand;
u�e1,1il;n�y do nothing for the ne'l;t round.

The Henricus Salus requires two shots of powder per shot 
but it doesn't need two bullets! 

'>, 

REVISED FlREARMS CHART 

Weapon: 

Argu-ebus 
13lu.nderbuss 
Duck-foot* 
Duelling Pistol 
J-len.rlicus Salus
Jezail
"Pike Gun
.Pistol
Swivel Gun
VoHeY,Gun*

�G-ES 

PotntBlank Short Long .Extreme Time to Load 

3/4 30/4 60/4 300/3 2 rounds 
3/5 24/3 48/3 250/2 3 rounds 
3/4 8/3 16/3 50/2 2 rounds/barrel 
3/4 8/3 16/3 50/2 2 rounds 
314 8/4 16/4 50/3 2 rounds 
3/4 36/3 T/./3 400/2 3 rounds 
3/4 12/3 24/3 50/2 2 .rounds 
3/3 1213 24/3 50/2 2 rounds 
3/6 21/4 48;3 1,00/2 4 rounds 
3/4 12/3 24/3 50/3 2 round.s)'t,afr,el 

Numbers.under Ranges are range in yarcJsJPJ/eciive Strength 
*These wcapor,sfue multiple shoJs-see indiviµ_ual weapon,desb:iptioµs. 



Apocrypha Now 

Swivel Gun 
The swivel gun is a larger version of the blunderbuss, de
signed to be fixed to a swivel mounting on a ship's rail or 
the roof of a coach. Like the blunderbuss ( see above), it can 
be loaded with improvised ammunition. Also like a blun
derbuss, the shot may spread; use the following procedure 
to calculate the effects: 

If firing into a group (as defined in the WFRP rulebook, 
p 26), roll a D6 to determine the amount of 'spread' in the 
shot. The die roll indicates the number of creatures which 
can be hit by the shot. Roll to hit each one individually. Each 
creature hit takes damage as normal. When firing at a single 
creature who is not part of a group, determine hits and dam
age normally. 

The Swivel Gun requires 3 shots of powder per shot, 
and is loaded with 6 balls per firing when using standard 
shot. 

Creatures with a Strength score of 5 or more may use a 
swivel gun hand-held, without the mounting; however, this 
imposes a -10 'to hit' penalty, and each time the gun is fired, 
the firer must make a successful I test or be knocked down 
by the recoil, spending the next round prone. A character 
who is knocked down must make a successful I test or lose 
1 W point, regardless of armour; if the character falls below 
zero W as a result, use the Sudden Death Critical Hit Table.

Volley Gun 
The volley gun is based on a simple piece of Dwarfen logic: 

Q. What's better than a gun?
A. Lots of guns.
The weapon consists of a number of arquebus-like bar

rels mounted side-by-side or in a 'pepper-box' configura
tion. However, few Dwarfen smiths are mad enough to build 
such a weapon with mo.re than ten barrels -there's always 
the possibility of an explosion to consider! Because of its 
size and weight, it is invariably mounted on a wheeled frame, 
and is similar in appearance to the early Nordenfel and 
Gatling guns of our own world. All the barrels are fired by a 
single trigger. 

Roll once for each barrel to hit the designated target, 
then re-roll all the misses once. Any which hit on the sec
ond chance are targeted according to the following table: 

D.6 
... 1-2 
';3,4 

5-6 
.;. 

' 

Result 

Nearest creature to le� 0,f'targ�t 
1Nearest crea.ture to right of taq�et 
tsei�est·:creaf\:lte behinc;I t,u'�et 

When a creature behind the target is hit, it is assumed to be 
because the target creature has moved slightly, exposing 
them to the fire. You may not fire one of these guns at a wall 
in the hope of getting this result and hitting someone who 
is hiding behind the wall! 

Needless to say, a volley gun requires one shot of pow
der and one ball per barrel per salvo. 

Jezail 
This long-barrelled light arquebus is the main firearm in 
Araby, but as yet few have found their way to the Old World, 
and nearly all of these are in the hands of collectors and 
rulers. It has a longer range than an arquebus, but has less 
stopping power. 

Like the arquebus (see above), the jezail requires the 
use of a rest. 

SOME THOUGHTS 
ON FIREARMS 
Many GMs-particularly those who have come to WFRP from 
other fantasy games where gunpowder weapons are not 
used-may feel nervous at the thought of letting PCs loose 
with firearms. They may feel that they make the PCs too 
powerful, giving them a technological edge over most op
ponents and the capacity to do terrifying amounts of dam
age. 

Many players will want their characters to get hold of 
gunpowder weapons for exactly the same reason. 

However, if you look at the rules and game statistics, 
both here and in the rulebook, you'll see that firearms aren't 
nearly so terrifying as you might think. They are certainly 
nowhere near as deadly as certain magic spells and items, 
for example. 

Even so, you may sometimes need to stop arquebus
packing PCs from acting like Billy the Kid and shooting up 
everything they see. This is fairly easy to do without being 
unreasonable. 

They'll All Want One 
You've probably seen that lirrle glint of avarice l.ighting up 
the eyes of a player when his character has a chance of ge·c
tlng hold of a firearm. Well, there are a lot of other people 
who feel the same way. 

Outlaws will strip their victims of firearms along with 
their other valuables, and watchmen might insist on fire
arms being left in the barracks under lock and key, only to 
find that they had mysteriously disappeared when the ad
venturers come back for them. And what might a group of 
Beastmen do with a few kegs of powder? It doesn't bear 
thinking about, really. 

Characters who go around advertising the fact that they 
are carrying firearms will attract unwanted attention in just 
the same way as characters who throw money about. You 
can use this idea to introduce a variety of short adventures: 
the adventurers trying to recover their stolen weapons; the 
stolen weapons being used in a political or cultist murder 
and being left on the scene to incriminate the adventurers; 
the desperate race to stop Beastmen (or whatever) doing 
something drastic with the guns and powder they stole from 
the adventurers, and so on. 

If there is no other solution, you can use one of these 
means to separate the PCs from their guns once and for all. 

Offensive Weapons 
Being noisy, messy, and thoroughly dangerous, guns tend 
to make law-abiding citizens rather nervous-most cities and 
large towns will probably insist on characters leaving all fire
arms and gunpowder locked up in the gatehouse before 
they enter. 

Reload Times 
Firearms are nerve-wrackingly slow to reload. By making 
sure that you enforce the reload times, you can make your 
players realize very quickly that Dirty Harry would have had 
a very tough time in the Warhammer world. In the end, a 
lot of characters won't be able to stand having to do noth
ing but reload for a couple of rounds while the Nasties are 
bearing down on them, and gun play will end up being more 
or less restricted to the first round of a combat. 



If you want to be really mean, you might have charac
ters make a Dex test when reloading under stress (e.g. with 
several Ores thundering towards him); according to the se
verity of failure, he might suffer one of the following prob
lems (GM's choice): 

• -10 Initiative modifier on the firing round;
• Need to spend an additional round reloading-will the

Ores get there first?
• Automatic misfire;
• Forgot the powder-gun produces a heart-warming click

but nothing else;
• Forgot the shot-a loud bang, but no damage;
• Left the ramrod in the barrel-gun fires normally, doing

3x normal damage, but cannot be used again until the
ramrod is recovered.

Running Out 
The more shots Our Heroes fire, the quicker they will run 
out of powder. Now, it can be very difficult to get hold of 
powder when you're out in the wilds. There's not an alche
mist or pharmacist for miles and miles, and the few people 
you meet who might actually have some gunpowder will be 
very reluctant to part with it, no matter what they are of
fered. After all, coachmen and the like carry gunpowder 
weapons because they need them to preserve their lives and 
the lives of their passengers. They don't go out looking for 
trouble, like some people. 

Gunpowder, as you will see on p295 of the WFRP rule
book, is a Rare commodity. Some cities may even have re
strictions on its sale. So it should be fairly easy to run the 
adventurers out of powder and then spring something on 
them. This will encourage them to save their guns for spe
cial occasions in future. It will also make them think twice 
about doing Guy Fawkes impressions with kegs of powder. 

Damp 
Gunpowder won't function at all if it gets damp. So the PCs 
have to be very careful where and how they pack it. There 
are all sorts of opportunities to soak Our Heroes' powder 
and put their firearms out of action for a while-driving 
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rain, swollen rivers that must be crossed, and so on. Pow
der which is actually in a weapon is especially prone to 
damp. And of course, the more securely powder is stowed, 
the longer it takes to unpack. On the other hand, if a char
acter comes up with the idea of stowing the powder inside 
his shirt and keeping a Protection from Rain spell going all 
the time, you should let him get away with it. Such ingenu
ity deserves to be rewarded. 

ADVANCED MISFIRES 
The firearms misfires table on p29 of the WFRP rulebook 
covers three possible misfire effects; here is an expanded 
misfire table, covering a few more: 

21·•50 
51-70
7�-�o

IH-90 

00 

M�fir:e Result 
...... . 

Parti� b'urp..',Not all th� gqv}der•c�tches; range 
and effective s�rength are b'atved '(t<:l�11d1n·g frac-
tioqs' �-�). for_t):iis �hot only. 
Chai:ge fai,ls to ignite· try agi).in next round. 
Qharg�Jalls •tb ig(lite; rel0ad and ccy··.agaln.r: . Sl9w Qln:r1, or,'hang fire 1 • The priming goes 9ft; 
biit nothiii8 i;Jsb::f�em's to happen. Ho�er(!b.� 
·weapon• wi�l frr.e Ip ,the following rouqd, Yt,itl;J:
potentially dangerotl8 consequences,. �)tort�:,
v,,:bo is stupiq. e·n�.lJgh ,to lqok qqwn .. th� bat�l;
ofa gun whicl,. has.,hung fire ,takes,an atjto1nati¢
point-blank head,hil. "' 
Flruih in the pan. The POVi'.<i�r around �e t0u0-
h0Je ignites In a brighb f1¥h, but the ,gun does
not, go off. rJ'h� gunm1pg be; rep,rln;ied, b,e#>��, �t 
can be fired agaih;··tlii{fa!,c�s oi:ie rnu�d. llhe 
firer suffers a - 10 �e��,.�K �o, bis-:;�·s: o-n the
rep rimed shot due �o ai1,,u;i:i,c\eg, · · ,e ���ree 
o.friervousness aboi:itwllat is'tci, '' )ieit, .. 
.Stirn-round, The pci�der car91d,, ., p�fo::: she)(' 
1is either insufficiently wadde¢1 'Q,r, \l �itiile to9, 
smallfo:r the barrel: tlic; net 'result/is that the 
heai of the burning powderWelcij\�e shot int.a 
thtt'�arrel. The weapon is now 1:l�el�ffs.,(and' has 
a.·so% chance of expioillngrli.far).°)'.qn·e tri�s to 
us_ejt again. 
We,ap'on explodes. Us'e•r fakes 'nerchal hit"s,. 
we!tp9n de,stroyed. 
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Magic Items 
fihe new magic iccms deta.iled below considerably

expand the range which you may bring into game 
play. They have been deliberat.ely designed not to 

be too powerful, so that PCs can have the pleasure of pos
sessing a number of items without unbalancing the game. 
You should usually place specific magical items for the PCs 
to find in your adventures, but if a random determination 
is required, the Random Magic Items table can be consulted; 
it replaces the one given in the WFRP rulebook. 

Spells and Spell-like Effects 
From Magic Items 
Many of the magical items below duplicate spell effects in 
various ways. Some give continuous protection such as the 
Robe of Fire Resistance, and obviously there is no Magic 
Point cost. Others can be used to create a spell effect once 
per day (24 hour period). Unless otherwise stated, this re
quires no Magic Point cost from the user of the item, as the 
item itself is assumed to have enough Magic Points lo allow 
the casting of the spell. Though these are exhausted after 
the spell has been cast, they are slowly recovered in the 
times between casting. In some cases (e.g. the Robe of Ethe
reality) special conditions may need to be met before this 
'recharging' is possible. Such 'once per day' items will not, 
however, be permanently drained of Magic Points by such 
usage. Items which have Magic Point totals, and which may 
become drained of them by use, are specifically noted as 
such. 

RANDOM )\{AGIC ITEMS, 

DlOO 
O!l 
92,1·0 
i'i1'�2Q,, 
zi::25, 
26'.27 
28-3'2
33-36

37-39

40-43
44>46
4J-,ii-9 
50•p4 
i5�64 
65;1/3 
74-76

77-84
85-88
89-98
99-00

Item 

A,llaseeing Mirror 
JµI).)Jlct 
Ariiiour 

Arrow 
Bag 
Boots 
Bow 
Enchanted Rope 
Gloves 
Grimoire 
,Horn 
),l;!Wel of Power 
Pouon 
Ring 
Robe 

Scrnll 
Wand 
Weapon 
Singular/Rare ltCfl.l 

AMULET 
Roll a D10 to determine the nature of the magical amulet. 

DIO Amulet 
1-2 Thrice-Blessed 
3 Adamanrinc 
4-5 Coal
6 Enchanted jade 
7 Lron 
8 Law 
9 ru�hte,0us S.llvei: 
10 Watchfulness 

Amulet of Law: An amulet of this type will only function 
for Lawful or Good aligned creatures. It gives bonuses to 
all Magic tests against spells or spell-like effects from Cha
otic creatures, and also to any Fear or Terror tests which 
must be made because of such a creature. The bonuses are 
+ 25 for a Lawful character, and + 10 for a Good character.

Amulet of Watchfulness: This highly prized amulet is ac
tive only while its wearer is sleeping. If any hostile creature 
intent on causing physical harm approaches within 12 yards, 
the amulet at once wakes the sleeper. It can give no warn
ing of impending magical or missile-fire attacks from be
yond this range, however, and would not (for example) alert 
the sleeper to the presence of a thief pilfering his belong
ings! 

ARMOUR 
Armour is covered in special detail in the next chapter. 

ARROWS 
Roll a D8 on the table below to determine the nature of the 
magical arrows found. Typically, 1D6 arrows of the same 
type will be found together. There is a 20% chance that they 
are crossbow bolts. 

DB An·ow 'Iype 
1 Banef ttlness 
2 Bleeding 
3 Diu.ision 
4 Doom 
5 Grqppling 
6 .Potency 
7 Sure Striking 
8 True Flight 

Note that all magical arrows, save for the Arrow of Bleed
ing, are destroyed when they strike a target. If a magical 
arrow is fired and does not strike a target, it may be possi
ble to use it again. The base chance for this is 90%, but in 
certain situations (e.g. firing against a stone surface) you 
may lower this survival chance to 50% or even less, as you 
judge appropriate. 

Arrow of Banefulness: Use the table below to determine 
the type of creature/s affected by this arrow. If such a crea
ture is hit it will automatically suffer double normal dam
age. Other creatures only sustain normal damage, although 
the arrow still counts as a magical weapon against them. 



,-------------------.,,...-�, I I/ 

D 100·, Qr�aftlres,,·qffected 
o i .05., .Gobfro�;�,cf sni:>tlings
,0�-10. Hobgoblins.: .. ,,,, ,,

. 'i'.1r20 Ore's' and Half-ox:cs 
'.:H�25 Ml Goblinoids 
.26-27 Elementals 
28-30 Daell)Ons
31.3;, Undead, an<;l Etherea,J Cre.i.ture'S
36,l5 c:reat!,.i,res, of, Ch:i,os
, . ,. (i,rat"'• 'jf,anfors ofChacis1 :(!tC.), 

46°50 Ura , Wr,vems, andJapbeiwodts , 
51-55 )th( ' ' II' 
56°60 Dwarves, Gn(;/mes,·and Halfliogs 
61-65 Fimir
66-70. Monstrou� Animals (Man'ticores,

, Griffins, etc.)_
71• 75: Skaven 
76180 Ti,zitprt(' ,and Troglodytes 
81-85, 'Oi .
,86�90 Og . . . )Frglls
91.95, werecreiture's 
96,00 Vamp'ii-es · 

Arrow of Bleeding: This 
curious arrow has a small 
sac-like leather container 
positioned just behind 
the arrowhead. If this ar
row strikes the target, no 
damage roll is made. In-
stead, the sac expands 
and within 1 round drains 
about I 5% of the crea
ture's blood (e.g. 1 pint 
for a Human, Ore, or 
Dwarf, 2 pints for an 
Ogre, and so on); it then 
detaches itself from the 
target. This causes dam• 
age equal to one quarter 
of the creature's current 
Wounds total (with a mini
mum of 2 points inflicted). The blood remains in the sac 
for up to 1 hour, after which the arrow returns to its normal 
form, and the blood disappears. Within this time limit, the 
blood can be decanted into a suitable container (or simply 
discarded) from the filled sac through the non-tipped end 
of the shaft. This arrow is highly prized by those seeking 
blood as an ingredient for magical potions. 

Arrow of Division: As this arrow homes in on its target, it 
hums and divides into D6 separate missiles, each one of 
which will strike at the original target, or at random crea
tures in a group of targets. 

Make separate hit and damage rolls for each arrow. 

Arrow of Doom: Similar in effect to a Minor Death Rune
(see the WFRP rulebook), this affects one creature or type 
of creature, determined in the same way as for an Arrow of 
Banefulness. Ifa successful hit is made, the target must make 
a Magic test or be killed outright, Even if this test is made, 
the target suffers double normal damage. 

Arrow of Grappling: When fired, this arrow transforms into 
a grappling hook which can embed itself into any surface. 
It will support the weight of up to 100 feet of rope (usually 
attached to it before firing) and a normally encumbered 
man-sized creature. Greater weight, however, will cause the 
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grapple to break away, with possibly disastrous results. The 
arrow can be reused up to 1D6 times before becoming non
magical. If used in combat, the arrow will inflict double 
normal damage, but the hit roll is made with a -10 penalty 
and any successful strike will destroy it. 

Arrow of Sure Striking: This arrow gives a bonus to BS
when fired. Roll a D10 on the following table: 

1 WS Bonus 
-1db.1 

'.i!j,�1)';
+ .�01 

I I 

+ 4o

BAGS 
Roll a D10 to determine the type of magical bag found. 

DlO 

1-6
7-8
.9.10

�9.g;lj,�e 
Bt;ig of #gl,tne.ss. 
B.iig of Mi'ilde'Ti!Jf!f ,n 
Bag of Resoutce 

Bag of Lightness: Objects placed within the bag weigh only 
one-tenth of their normal weight, and thus this item is very 
useful in preventing a character from becoming over-en
cumbered. 

However, each bag has a weight limit (the maximum 
weight that can be carried inside it), calculated as follows: 
2D6+6 x lO0Encumbrance. In addition, no living creature, 
or item larger than 1 foot in its largest dimension can be 
contained within a Bag of Lightness.

Bag ofMiddenheim: Originally made by Middenheim wiz• 
ards, the design has been copied elsewhere, and is now not 
uncommon in the Empire. 

The Bag of Middenheim has all the properties of the 
Bag of Lightness (save that the weight limit within is 2D6 + 
3 x 100 Encumbrance), but the bag is also wholly resistant 
to non-magical fire and impervious to water, although it 
has no protections against crushing and similar ill-treatment. 
It is thus very useful for protecting delicate items, particu
larly written material. 

Bag of Resource: This small, pouch-like bag is usually made 
of stout leather with tight cross-stitching. Once per day, a 
spellcaster possessing the Bag of Resource may draw out of 
it the material ingredients needed for any one spell. 

The ingredients must be used within 5 rounds, or they 
crumble into dust. Only one set of ingredients, sufficient to 
cast one spell, may be brought forth each day, 

BOOTS 
Roll on the table below to determine the nature of magical 
boots found. 

D!,O 1.j,pe of B09t 
l Bo0ts,ofBovva
i �oots of Co.inm�nd 
,
5
3_�_._,6�.

/ Bo0ts1of Ooncealrri¢nt. Bqb�foq���foj: ... 
7-$· BootsoJs;le.rfc�:;, 
9 Boots of:'Speed'. . ,
1 o Boots of 'fracele.smei.!;:



Apocrypha Now 

Boots of Silence: The wearer of these boots walks almost 
silently when moving at normal walking speed. Only on a 
roll of 95 + on a D 100 is the walker audible, and only then 
within 8 yards. Travelling faster than walking rate reduces 
the chance for silent movement to 50%. 

This assumes that the wearer is carrying only normal 
equipment, and is not performing any noisy activity. 

Boots of Tracelessness: The wearer of these boots leaves 
no visible tracks, even on a surface of dust or sand, and 
cannot be tracked in the normal way (although a creature 
which tracked by scent could follow his trail). 

BOWS 
Use two separate D10 rolls on the tables below to deter
mine the type of magical bow found. 

DlO 

1-3
4-6
7-8
9-io

Bow 7.ype 
Shon Bow

Normal Bow 
J..ong.B.o:w 
ElfIJow 

n10: 
1-3
4-5
6-7

&·10 

Eni;'liantlnent'lype 
.Distil:nce: 
Bhth�'itfnent 
Might 
Seektrig 

Bow of Distance: All ranges (see the WFRP rulebook) are 
doubled for arrows fired from this magical bow. 

Bow of Enchantment: 
This bow transfers 
something of its en
chantment to arrows 
fired from it, so that 
while they receive no 
hit or damage bonuses, 
they count as magical 
weapons and can cause 
damage to creatures 
only affected by such. 

Bow of Might: This 
bow is enchanted to 
have a greater effective 
Strength than others of
its type. The Strength of
the bow is determined 
by rolling D6 + 3 (with 
a minimum Strength of
5 for an Elf Bow). 

Bow of Seeking: This bow confers an increase on the BS 
of the user. The bonus is determined by rolling on the fol
lowing table. 

DJO 

1-4, 

5-7

8-.9.

(j

B,$,-Bonus 

+5

+10 

+15 

+25

GLOVES 
Roll a D10 and consult the table below. 

DlO Gloves 

1-4 Glf.J.1:/l!S qf Archm:y 
5-6 G/ov<rs off he Cobra 
7-10 G/o'&es of Nimbleness

The gloves are of variable appearance, although Gloves of 
Nimbleness are usually very smart white or tan chamois
leather. 

Gloves of Archery: When worn by a creature firing any 
type of bow, these gloves add + 10 to BS for the purposes 
of determining whether a successful hit has been made. This 
bonus is cumulative with any accruing from a magical bow 
and/or arrows. 

Gloves of the Cobra: These gloves only reveal their sinis
ter power in hand to-hand combat. The wearer of the gloves 
must make a normal 'to hit' roll; a successful roll indicates 
that the victim has been touched by one of the gloves, where
upon venomous fangs sprout from the fingenips and inject 
venom into the victim's bloodstream. The target must make 
a Poison test or die in 1D3 rounds. Note that the glove
wearer cannot be holding a weapon in the hand he touches 
with, and that creatures with very tough hides (for example 
Trolls) or very thick body fat (e.g. a wild boar) will not be 
affected by the gloves' attack. 

Gloves of Nimbleness: When worn, these gloves add + 10 
to the Dexterity of the wearer. In addition to this general
bonus, they also give the wearer the skills of Palm Object, 
Pick Lock, and Pick Pocket if he does not already have them;
if the wearer possesses these skills he can add + 10 to any 
test against them. 

HORNS 
With the exception of the Unicorn Horn and the Horn of 
Banishment, the following magical horns do not look unu
sual to the untrained eye, seeming to be simple polished 
hunting horns. 

Each magical horn listed below may be blown once per 
day to create its magical effect, although any standard magi
cal protection the horn affords will always be present. 

Roll on the table below to determine the type of horn. 

D10 Horn!J}fpe 
1 Horn of Banishment 
2-3 Horn of Hounds 
4:-6 Horn,¢/ Plenty 
7-9 Horn of Valot,r 
10 i.1;',,tco'#ri .Yorn

Horn of Banishment: When blown, all Undead creatures 
within 8 yards of the horn-user must immediately make an 
Instability test with a -2 penalty, treating results of less than
1 as 1. This applies whether or not the Undead are nor
mally subject to instability. In addition, all forms of control 
over them (e.g. by Necromantic spell or a Lich) are broken 
and must be re-established. Daemons within 8 yards of the 
horn-user when the horn is blown must make an Instabil
ity test, also at -2, or be banished back to their own realms.



The Horn of Banishment is unusual in that it is carved
from a human femur, and is bound with silver. 

Horn of Hounds: When this horn is blown, 1D4+1 War 
Dogs (see the WFRP rulebook) will magically appear beside
the summoner after a 1 round delay, and will faithfully serve 
him for 1 turn before departing. They will follow simple 
commands, including fighting enemies of the horn blower, 
to the best of their abilities, and make all tests (such as Magic 
tests) at the level of their summoner, unless their own is 
higher, in which case they will use the latter. 

Horn of Plenty: 
This horn will dis
gorge enough food 
and water to feed 
up to 8 man-sized 
creatures or their 
equivalent (i.e. 12 
War Dogs, 4 horses, 
4 Halflings, 2 Ogres, 
1 Troll) for 24 
hours. 

The food looks 
like boiled hay, but 
it smells and tastes 
delicious, and i s  
highly nourishing. 
Further, the food is 
provided ready
cooked at whatever 
temperature the 
owner requires. 

•,hl!'�� ¥� 

• , • •  1) 

·:t ... :'_.:::, . ..;..S:�--;.,?• �.:,_ . ...
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Horn of Valour: When this horn is blown, all creatures 
friendly to the horn blower and within 8 yards of him gain 
+ 1 to S and + 5 to WS for 1 hour.

Unicorn Horn: This magical horn may only be used effec
tively by a character or creature of Lawful or Good align
ment. Such a character gains a + 10 bonus to all Magic tests
simply by having the horn on his person, the bonus rising 
to + 20 if the character is a Cleric of a Lawful or Good deity. 
Any of the following effects can be created once per day 
when it is blown: 
1. All friendly creatures within 8 yards are healed of 2
Wounds of damage.
2. All Evil or Chaotic creatures within 8 yards automatically
suffer 2 Wounds of damage, with no Magic test to avoid the 
effects. No magical protections may negate this effect.
3. Either Cure Disease (as the Level Two Druidic Priest spell) 
or Cure Poison (as per the Level One Cleric spell for Clerics
of Shallya) may be cast on one Lawful or Good creature, at 
no Magic Points cost. 

A character possessing a Unicorn Horn cannot be tricked 
or enchanted into betraying his alignment (e.g. by a Change 
Allegiance spell). Any spell normally causing such an effect
fails, and if trickery is being employed, the character will 
feel a strong tingling at the back of the neck, informing him 
that a planned course of action (or one he is involved with) 
might be an unintentional violation of alignment. 

ROBES 
Magical robes come in many shapes and sizes, and may vary 
from a tatty moth-eaten relic to a plush dark velvet cloak 
lined with scarlet silk and clasped with silver. They will 
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change their dimensions to suit their wearer, from the size 
of a small Halfling to that of a large Human. None are flam
mable (although only the Robe of Fire Resistance confers
any protection against fire attacks). 

Roll on the table below to determine the type of magi• 
cal robe found. 

f}10 Ro.be '/yPif 
1-2 Robe of b�sguis,e
34 Robe of Ethe,:eality 
5. Robe of Fire Resist(!lnce
6'7 Robe of Mist·and'Smoke 
8 Robe qf the Shroud 
.9-l0 Robe ofTou,ghness 

Robe of Disguise: The wearer of this robe is able to use 
the spells Assume Illusionary Appearance and Cloak Activ
ity, once each per day with no Magic Points expenditure. 1 
in 6 of these cloaks has a stronger enchantment, so that use 
of the Clone Image spell once per day is also possible.

Robe ofEthereality: This robe stores 7 Magic Points, which 
may only be used by the wearer to cast the Become Ethereal 
spell. After the wearer returns from the ethereal, the Robe 
of Ethereality must be kept in absolute darkness, where it
will regenerate 1 Magic Point per hour as long as it remains 
unused. After 7 hours it can again allow the wearer to turn 
ethereal. 

Robe of Fire Resist
ance: This highly 
prized robe confers on 
the wearer the perma
nent protection of a 
Resist Fire spell, see the
WFRP rulebook for de
tails. 

However, each time 
a Robe of Fire Resist
ance is exposed to
magical fire (such as a 
magic missile or
Dragon breath) there is 
a 5% chance that it will 
be destroyed. 

Robe of Mist and 
Smoke: The wearer of 
this robe, which is usu
ally grey in colour, may 
cast Cloud of Smoke 

and Mist Cloud once per day at no Magic Point cost.

Robe of the Shroud: Wearing this cloak allows the wearer 
to cast the Ghostly Appearance spell once per day, with no
Magic Point cost. Roll a D 10 on the following table to deter
mine which form/s of Undead the wearer can mimic. 

DW 
1-5
6-9
10

Chidead Type 
�ny undead form 

•Any non-Ethereal Undead
Ethereal Undead l 

The Robe of the Shroud also gives the wearer permanent
immunity to the effects of fear created by ethereal Undead. 

Robe of Toughness: This robe confers a Toughness bonus
on its wearer. Roll a DlO to determine what this bonus is: 
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D10 

1-5

6·9

10

Bonus 

+ 1·'lbug!'iriess
+ 2 Toughness
;t- 3 Tougnness

The Robe of Toughness will not function if it is worn with 
any type of armour, and neither will an Aura spell take ef
fect on anyone wearing such a robe. It is, however, prized 
by wizards for its protection value, and they will usually 
pay very well for an item of this type. 

RINGS 
Magical rings are usually of plain gold or silver, although 
many have gem settings and intricate designs to enable the 
Wizard who enchanted them to track them down should 
they be lost or stolen! It is worthy of note that no character 
or creature can benefit from wearing more than two magi
cal rings at the same time. Roll a 010 on the table below to 
discover the nature of the ring. 

DlO 

1 

2 

3 
4 

5 
6 
7 
8 

9 

10 

Ri»i:l}'Qe'
:.l\:miile(Ring 
;Bneigy Ring

Fortifude Ring
Multiple Spell Ring 
Multiple Warding 
Prote_eJi911 "Rlng 
Ri,ig of E/t!enkind'' 
Spel(Ring, 
Strikiiig.Ring 
Warding 'Ring 

·------------�-.NR ............ 1, .. , ... 1 --------' 

Fortitude Ring: Wearing this ring gives the wearer greater 
mental resilience and clear-headedness, reflected in a bo
nus of + 10 to all tests involving Cl and WP. 

Ring of Elvenkind: This rare ring is given by an Elven wiz
ard to a faithful servant only after years of service, or an act 
of exceptional heroism. When worn, it grants the wearer a 
few of the special advantages of Elvenkind: Night Vision (as 
an Elf-no light source necessary) to 30 yards, and a +5 
bonus to Initia tive. The wearer also gains + 10 to all Fel
lowship tests involving Elven characters. Note that if these 
rings fall into the 'wrong' hands, and Elves know of this, 
they may go to consider
able lengths to retrieve 
the item. 

Striking Ring: The 
wearer of this ring may 
use each of its three pow
ers, one at a time, for 1 
turn in each 24 hour pe
riod. Each power called 
forth exactly duplicates 
the effects of one of the 
following fighting skills: 
Strike Mighty  Blow, 
Strike t o  Injure, and 
Strike to Stun. These 
magical effects cannot be 
combined with existing 
skills of the same type to 
gain any doubled-up bo
nuses. 

WANDS 
Roll a 010 on the table below to determine the type of wand 
found. 

D_:IJ) 
1 

2 

3 
4-5
6-7
8-9

10 

Wand 
Blackwand 
Wqnd of Absorption 
Wand of Corrosion 
Wemao/Fear 
Wand of Jade 
Wand of Jet 
WandQfObyx 

'----------------------- -

Blackwand: This evil blackwood wand is banded with iron 
and inscribed with many dire runes of ancient origin. It will 
only function for Evil or Chaotic characters and creatures. 
Once a day the user may produce a Clo ak of Darkness spell 
with no Magic Point cost. He may also discharge 106 Ar
rows of Weakness, again once per day. These arrows take 
the form of yellowed skeletal fingers. They are released at 
the rate of one per round, and have the same range as a 
longbow. In addition, each arrow is coated with 103 doses 
of Manbane, which will affect the victim if damage is caused. 
The Blackwand can fire 50 Arrows of Weakness before be
coming inert. The wand may only be recharged by means 
of a foul arcane ritual involving human sacrifice. A Lawful 
or Good Priest must be killed with a golden dagger on vir
gin soil, as the moons rise to their highest points in the sky 
on Hexensnacht. The wand is then immersed in the Priest's 
blood for 13 hours, after which it is fully recharged. 

Wand of Absorption: This wand can act as a store of 606 
Magic Points. You should determine its maximum capacity 
and not inform the player! Oetem1ination of its initial charge 
should be made using 306 (which obviously cannot exceed 
the 606 roll). The Wand of Absorption gains extra Magic 
Points by absorbing spells cast at the bearer of the wand. If 

the bearer makes a successful Magic test, the Magic Points 
used in casting the spell at him are absorbed into the wand, 
and the spell effect is negated. However, this only applies 
to spells specifically cast at him. So, for example, if a Fire
Ba ll spell were cast at him, it could be absorbed, but if it 
were cast at a group of which he was one, it could not. If

the wand attempts to absorb Magic Points over and above 
the predetermined maximum, it will explode in a ball of 
magical fire and smoke, causing 108 hits at S6, leaving a 
Cloud of Smoke in the area of the detonation. 

Magic Points accumulated by the Wand of Absorption
may be used by a spellcaster in the usual way to create or 
enhance spells he casts himself. 

While a player should not know exactly how many Magic 
Points the Wand of Absorption possesses at any time, nor 
its maximum (unless he does a lot of research on it), it is 
reasonable for a character with the Ma gica l Sense skill to be 
able to 'guesstimate'. You should inform the player that 'the 
wand feels light', 'it feels heavy with magic', 'there are 
enough Magic Points for a few spells if you go easy, but it's

nowhere near overloaded', and so on. 

Wand of Corrosion: For the expenditure of only 1 Magic 
Point, the spellcaster using this wand may duplicate the ef
fects of the Level Three Battle Magic spell Corro de.

Wand of Fear: The user of this wand may cast the following 
spells at will: Cause Cowardly Flight, Cause Fear and Cause
Panic. If the spellcaster already knows any of these spells, 

l



he may cast them at half the normal Magic Point cost (round
ing fractions up). If the spelkaster does not know any or all 
of these spells (e.g. he is not of high enough level), they 
may still be cast, but full Magic Point cost must be expended. 
The wand contains no Magic Points; these must come from 
the caster. Non-spellcasters, of course, cannot use this item. 

SPECIAL AND RARE ITEMS 
These magical items only have a low chance of bring found 
for several reasons. Some are unique, only one having ever 
been created. Some developed unfortunate side-effects and 
their production was halted. Some were successful designs 
but the item was stolen and the creator slain, the secret of 
making the item perishing with him. Some were simply 
botched, so that while they may be mildly useful they were 
not what the enchanting wizard had intended, and have 
not been reproduced in any significant numbers. One or 
two were deliberately created by wizards as revenge on peo
ple for being swindled or coerced. In every case, the items 
are not 'standard designs', and their low occurrence reflects 
this fact. Use a D100 roll on the table below to determine 
the nature of the special or rare item found. 

DiJ.00· 

01-12
H-23
24-41
·42-50
51-58
59-79
ao'.s9,-
90,oo 

�aglcal.Jtem 
f)r,iggpF";iJHalflings 
Harness of .Fearlessness 
Lantern 6/'Days 
Lens of Detect.ion 
Lyre of Mei'h,dji 
Purse of Teeth' ,, 
�ir,g of Comprehension 
$(hid' of /flinging 

Dagger of Halflings: These rare items 
were made by a long-dead Wizard of 
The Empire noted for his aggressive 
Halfling servitors. The Dagger of 
Halflings will only display special magic 
properties in the hands of a Halfling; 
to other users it simply counts as a 
magical weapon against creatures only 
affected by such. Although only the size 
of a dagger, when used by a Halfling it 
counts as a normal sword, with an ad
ditional + 10 bonus conferred to WS. 

Harness of Fearlessness: Made of 
brown leather of the finest quality, and 
hard blueish mithril, this harness is 
greatly desired by those who ride war
horses. It may be fitted to any horse 
and, when this is done, the horse be
comes completely immune to fear, 
whether caused by fire or anything else 
(such as a Stampede spell). The horse 
is still subject to terror, however. 

Note that only horses may use this 
item-Pegasi, for example, are not af
fected. 
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Lens of Detection: This looks like a large magnifying glass 
on a lengthy ivory handle. It does not, however, magnify 
anything examined through it; instead it allows the viewer 
to see all illusions caused by Illusionist spells of levels 1-3 
as they truly are. An Illusionist disguising himself with As

sume Illusionary Appearance, for example, will be seen 
exactly as he is, and any attempt to disguise his actions with 
Cloak Activity will be shown up for what they are. How
ever, the lens needs one hand to use, and since both hands 
are needed for spelkasting it is not possible to use this de
vice to see an Illusionist and then spellcast at him. Some
one else must hold the Lens of Detection for the spelkaster, 
for example. 

Lyre of Melody: This splendid instrument plays beautiful 
and haunting melodies for any character skilled in the use 
of the lyre, adding + 20 to chances for gaining work as an 
Entertainer, and to all Busk tests. 

Purse of Teeth: This type of item is now not uncommon in 
The Empire, for weathy merchants and the like pay Wizards 
well for creating them. A Purse of Teeth appears as an ordi
nary leather pouch with drawstrings. However, if it is opened 
and any attempt made to take money from it by anyone 
other than its rightful owner, rows of very sharp teeth magi
cally appear inside the purse and bite the hand of the thief. 
The initial bite causes 1 wound, irrespective of any protec
tions, even metal gauntlets (for the magical teeth are not 
blocked by metal). The teeth hold fast to the hand for 1D6 
rounds, biting and draining blood, and the victim suffers 
one automatic wound each round. All the time, the Purse 
a/Teeth screams, 'Thiefl Thiefl' at almost deafening volume. 

If a Purse of Teeth is stolen from its owner, it will slowly 
attune itself to its new possessor over a period of seven 
days, during which time it must be continuously worn on 

. 
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the person. After the full week it recog
nizes its new possessor as its rightful 
owner. 
It is rumoured that even larger Bags 

of Teeth and Sacks of Fangs exist, some 
even with envenomed teeth, but their 
existence has not been documented 
with certainty ... yet. 

Ring of Comprehension: This ring al
lows the wearer to Read/Write Own 
Language if he could not do so before. 
50% of these rings confer knowledge 
of the written and spoken forms of 1D3 
other languages-you should consult 
the WFRP rulebook, and determine 
these extra languages at random or by 
choice. 

Lantern of Days: This ornate, 
darkwood lantern casts light as a Storm 
Lantern, but burns oil very slowly so 
that 1 pint will fuel the lantern for 1D4 
days. 

�-
__ ,:. 

Sand of Flinging: This rare substance 
is believed to be enchanted by sorcer
ers of Cathay, and within The Empire 
its manufacture is not understood. The 
fine magical dust is usually sealed in a 
vial or packet, containing enough for 
1D4 uses. A teaspoonful or so held in 
the hand may be thrown up to twelve 
yards, and from the point of impact a 
cloud of sand spreads out in a four yard 
radius. All creatures within the area are 
blinded for 1D6 rounds; whilst blinded 
they have -25 penalties to WS, and mis
sile fire and spellcasting are impossible. 
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Chapter 8 

Magical 

Armour 

U
n the WFRP rulebook, the enchantments woven 
Into magical armour are somewhat limited in their 
effect. Basically, a piece of magical annour differs 

from a piece of non-magical armour only in that it offers a 
few more armour points worth of protection to the wearer
welcome though this is, it's hardly the exciting stuff of leg
end. So, to give magical armour more flavour, here are some 
optional rules for giving it a wider range of enchantments, 
with a variety of interesting effects, not all of which are sim
ple protective measures ... 

ARMOUR TYPE 
When generating a piece of magical armour, the precise 
piece-helmet or breastplate, mail shirt or leggings can be 
determined by using the existing table from the rulebook. 
The process for determining annour type changes a little. 

NUMBER OF 
ENCHANTMENTS 
Just like a magical weapon, a piece of magical armour can 
have more than a single enchantment cast upon it. The 
number and type of enchantments vary according to the 
piece of armour in question. To determine the number of 
enchantments placed on a piece of magical armour, roll on 
the appropriate line of the following table: 

At-mour Piece 

Coif 
Helmet 
Mall 'Shirt 
._L�gg!ngs: �pair) 
Grea�� (p:i.it) 
Ann 13:ra�ers 1 �pair) 
:B..-eaii'�pl\he 
S�jeJctii"' 

Number:of Encbeint,nents 
J,J 2 3 4 i" 
,ot:�o 91-oo - .:c:-\. ''ti:f-75 76-9() 91•99;/0()"'
'0;1-80 81-95 96-00c -
01-90 91-00 -

�}��gi:;t;:, g� 01-75 ':,ji;t�?"O' 91--96 97.99 '00. ' · 1 . ".'-;<· •. · ' •. ' . oi.90, 9:1•9�::w.oo - I -' 

DETERMINING 
ENCHANTMENTS 
The first enchantment cast on a piece of armour will always 
be Enhanced Protection. Any further enchantments may be 
chosen by the GM or determined randomly using the Ar•

mour Enchantment Tables. 

ARMOUR ENCHANTMENT 
TABLES 

Enhanced Protection 

D.100 

01-10
it:;:}t 'U�S0 
Ii', 5�i�95

9"t;:0:o

'Ar,niour ·Po'i,its'"'i 

i 

3 
4 

Coif or Helmet 

IJ,100 Encbani,r,ent �e 
Oi•02 Berserk-the w<i1trer'beco111es s1;1bject to frenzy 

whenever the h�ln;�t qr �qif'is worn. 

Breat,he Uhderwafer--,.1:h¢weai:1:;n:�n breathe 

without air, and willnqq;qffocate'ih a vacuum 
or underwater. The weit�r is also Immune ,to 
all gases and other inJlaled poiso�. 

05·.09 flfght-the wearer ca:p fly a� a swooper for 
lO;f-D10 turns per day, 

Hci,(i;eti-che wearer becomes Stlbjeat to ha

tr.edd'fa particular race. Roll on·tjle fbllowing 
table: 

DIOO 

01-05
0§-10
ll-20
21-25

\.26::ti
28.-30
�,-35 
36-45

46�50 
51�55 
56-60
6,1-65 
66-70
71-75
76-80 
81-85
86-90
91-95
96-00

'Race: 
. ,J','''' G.obllnifand, sno.tllhgs 

'H�bgribli�s . ,::,v ' . 
Ores 
Al1 Qoblinoids 
Elementals 
.Paemons 
Undeac;l 
Non-Daemonic creatures and 
followers of Chaos 
Dragons 
AU rep(iles 
Dwarfs, Gnqmes and Halflings 
Elves 
f,in')lr 

I Giam animals 
,Skaven 
Giants 

Qgfes' and Tron 
�(ij,"e'C(<;:ac,ures 
'Vah"p'ire� , 

�ote: A characce·r,w,f\o ij (ri_tby any means be
comes) a member df!he �ted rac� may not 
, ear the helmet or cdif,• and will s·uffet D6 
"•: unds (re�ardle�s -�LWughness and o�bei;

"'fiers) each time he or:she attemptl, to don11 
'· ' :¢.e.of armour. ' " , 



:15-5 5 Characteristic Gatn-wearlng Jhe. helmet or 
coif �ncreasiis,one of the we:Jrer's characceris
tjcs. ·:Roll ,d�ithe .following table:

56-58

59-60

[)JOO 
oi-15 
16-30
31-45
46-6'0
61-75

76-80
81-85

, 86-90 
. 91,95 
. 96-0.Q 

Charact.eristlc •Gain 

ltlO 
Ld+lO 
Jnt+IO 

Cl+10 
WP+lO 
I+D3xl0 
Ld+D3 x 10 
Int+D3.x 10 
ct+D3 x ro
WPtD3 x 10 

I 

1rlf!istbtlfty-the wearer,can become invisible 
at will, once per day:''invisibility lasts for 
lO+D10 turns. While invisible, the character 
cannot be detected by normal means. Oppo
nents suffer a -40 penalty to hit a stationary 
and silent invisible character. This is halyed LO 

-20 if•'.the character moves,. speaks or attacks.

Magit Rejleotion-wben any spell is cast at the 
wearer, it will be retlecred back at its caster if 
the wearer makes a successful WP test. If the 
test is failed, the spell takes effect normally, 
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but the wearer may still take a WP tesc ro avoid 
its effects, if one is permitted in the spell de
scription. 

61.90 Protection-me wearer is com1;>�ecc;ly inimune 
to one kind of attac�, n,tagical effect or psycho
logi<;a! concUtlon, however it may be caused. 
Roll on the following cable: 

D.100 lfffect.Nega.ted
01-05 Animosity
06-55 Area Protection-coll once on the

AreaYrotecti9n,Table 
56-60 �ompulsions-including hypnotism,

and allspell which (orce che v'i<:;tim 
co dd S.O'(ll�thing: e.g, Steal M.1'1id,
Sleep, Cai,se Cowardly Flight,. etc. 

61-70 Fear and Terrd1·-lridudi.Qg all spells
wlllch c�u e fear or flight 

71-75 Gaze attacks
76-80 ln.scmity-cures a,.Ll previous di Q-r

ders whUe worn, wearer gains no in• 
sanity points for any reason 

81-85,Inst.ability
s6'.90· Illusions-including all Illusion Magic

speUs, invisibility, and magically gen
erated sights and sounds such as 
Marsh Lighes and Scnmds spells 

91-95 Stupidity
96-00, AU psychological effects

91�95 l,?egeru�ration:-the wearer regenerates 1 lost 
W point per turn, up to bis norriiaJ score. 

96-00 Wizardry--'-A speli.caster ,may wear this piece
of armour without affecting,spellcasting. Other 
pieces of armour arc similarly affected. In 
-addition, che armour may have additional 
powers-roll on the following table: 

D-100 Powet· 
01-75 None-no further powers
76,80 Immunity-the weilrer is imwune to

one randoml}"gerierated spell. 
81-85 Power-the wearer galns 2.06 Magic

Points, renewed each dawn. 
86-90 Power Amplifier-Tlie Magic Point 

cost of all spells cast by the wc:aa:cr-is 
ha)ved, rounding fractions up 

91-95 Spell Ahsorpt-ion-Thc helmet or coif
absorbs the Magic Points from s·pe_lls 
cast at the wearer; these Magic Points 
may .then be used by the wearer like 
the Magic Points from a Jewel of 
P()we1: If tlie helmet or coif ever bOJds 
more than 10 Magi.c Points it wiU ex
plode, destroying itself and causing 
D3 S10 hits to the wearer and every
one within 5 yards. 

96-00 Storage-The item can hold up to
DlO levels of magical spells; these may; 
be cast into it by the wearer at any 
time, and they remain in the armour 
until the wearer chooses to cast them. 
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Body Armour 
( mail shirt or coat. breastplate) 

:•! 
I 

·'Dioo'; ���'f.,ar,,'!}'���� '.l)'pc:
01-45 Gharactef.tstk Ge1in-wea,,r,i11:g arm'our iDt>•'

<:_reases one of the �arer's ohiiifacteristlc}s. Rc>lli 
qn' fh€;,·���lowiry.S,

.;i,able; "" 
· .""!io;-1.,..,'!'!...,lil1'!�'T"! .. ',,"'1L.1.,o.J4��ii,,l..,--i•• ..... ,•�-.. --, .. ,...,,..,,��•••-�·

DJO<i d,a'r�cterlstic 'Ga'it, 
01-2.S s.+1 

}:t�i."' · ' ·i't!lo 
. 7§'.80 $ + D3 

81-85 T+D3 
sc,�i)o•. VJ'.'ri.; x16· 
:�;i,oo' . ltoll twice! 

· 4.6:.95 .. Protec#o�-The.J'{�a,rer is cci'knpletely i:tn,J.nune·
jo one, �i!l'd ofifrack, ,maglc;al e(fect'o:r pst
chologibi'.l condhlon, ho�eyer it may ,�e
-c ·auseq, R<:>11 on the foU9�.ii'lgrable: ··

.,,, .. �-1 .. , J;;.:.�;.r,-..--.,..u-. 

'D1 ()() ·1{/fect 'lf.�gated 
01-10 Area Protection';-:;roli onc;:e on th,6

· Area Protection}fa,6/e
·u�2(i) A,ttac.l.:.�rotetttiJ,:;.:.2..roll qnoe ,ori the

Attack·Protection Tab[�, .. 
21-30 Characteristi<; dra(ning
31-40. Fear and;TerrQf.r-includlng all spells

' whJ�11.,aause feiiir or flight · 
41-50 Fire'.''

. .. 
5,J.-6,9 lightning ...... ,. , 

' �}.::IO' Masi.�rnll «;)pillie followiqg:ajl?le: 
• " '. I �;•' • "· ·i • ,I " 

D1i>Q P.r()teffion 
, 01-2� ·Eetty M;iig!�':&.1,evel 1 
,,26i50 ::e�tty 1 Magfo' . .,,:1 
51-60 Petry Magl-9 & Levef��i
61-6� .Pe.tty Mitgic,&;: Level 1-3
,66, 75 .J�Jl Uat�@ �agic
16-sq·h�11 ·oie&dn1c M�g.if
81-e,s· All Elemental•M�glt
86-90 AJlJ!!µs'i�n �a'gk'

I �n•95. All'N¢�ror½'a'ntk' Magi<' 
9�·:s'i's, Aff Druidic f,iagt� , .. ' 

' 99-00 All spells 

11-80 lffJJtc�t Weap�ns-roll
1
on t�¢"(oll0w,

irig'table: 

•·��00, N�tr;;;oii) ·. . .. 
Of:�o, +}0 or less to l}iJiario/ot+ 1 

- dar11ag� \,. :::"' '
.·81-95 -+s2Q0r1:1ess'f6 hitand/0r+i

dari.1�ge 
96�oo + 30 or less (.Q hit and/())r t,3 

d;m�age ·· 

I ' 

81-85 All'nofi-·magtcal UJeapons
86-00 .. All psychologf¢a,I' eftects ,,, ,.. ..- ' ... � ......... -."'"?"'"',. """'-. -------""--' 

- ·,:·:, :·:· r '  1,,,:..:.. 
. 

9'.6-00 Wi;ardry-i'fl\ls piece of ann6ur does not in-
teffete with. the we,:i,i:er's allu,&:to ca�t�p�lls. 

,11tti;c;.a,o be w◊rn b�,a sp€1lcasttfr wi:th n�f j,enal-
tli,f,, 

.. '' 

-· ....... -i....;... 

Arm 
Bracers 
D.100 
OJ�,s 

Enc'?antment 7ype
(Jb'(J.racterisHc Gain..,.-wearing this piece of a1·
mour j.n�rerui¢•s one 'o.f the weater's cha:r,i.cter
fst.ias. R0:11 'bn. the following table: 

JJ100 

'01-40 
41-80
:.81.•90 
91-00

Cbarac;_te;1-istic G�tn 
1+10 
Dex+lO 
l+D3 xl0 
Dex+D3xl0 

41-60, M�d Protectton---ro.ll once on the Area•fro-
' teCtton Ta.ble

61� 70 At:rack Prot-ect>ton-lloU ·once on the .Attack 
fr/Jtection T'ab/l! 

71•75 Bfrrding-:--Tbe wearef'is iqirntlne to paralysis 
caused b'y, spells such as Stand Still, p<:>1so11s; 
,;ui'd any other means. 'He cannot be 'bound 
against hi$ will, magically or otherwise. 

76-80 Magical Gloves-The arm bracers bave the
same properties as a know!') type ·of magical 
glb_ve or ,gaun�Jet. Generate ·randomly using 
the appropriate tflble In the WFRP wlebo,ok, 
or the previous chapter. 

81-8� Missile Prrtecti�n-Tl1e wear�r, <;:a� knock
aside;Jncomlng missiles with his arms, :and is 
imri)une to an'y nOI)•Ll:\agi\,'.aJ missile no larger 
than afl arrow,• 

86-95 Deflection-The wearer can deflect incorh'ing
,qJ◊ws. wirl:) hi,� �rms, givJri.g rhe

1 
¢9-uivalem of

an addltl�n�llM>on all locations. This prop
en:y maybe used in conjunction With a p,afliJ· 
jng·weapon, but not with a shield. 

:9too Wizard,:v-;-'these' arm-pieces tlo norjnteJ1fe,re 
'Y,\'.id;l ·the wearer's ability to cast spetls. They. 
tifu be v,orn by a spel\casre..- with no penal-
ties. 



Leg Armour 
(Leggings and Greaves) 

DJ00 Enchantment 1.ype 
01-40 Characteristic Gain-wearing this .piece- of 

annour inc.reases one of the wearer'& char
acteristics. Roll on the following table: 

D100 
01-40
4-1,80
8-1-90
91-00

CbaracterisUc Gain 
M+l 
1+10 

M+D3 
1+03x 10 

41-60 A1·eaProJeotion-rollonce on the Area Pro
tection Table 

61-70 Attack Protection-roll once on the l\ttack
Pmtection Table 

71-75 Dodging-The wearer may automatically
dodge one blow per round; the player 
chooses after rolls to hit have been made but 
before rolls to wound. 

76-80 Kicking-The wearer gains 1 additi.0�al at
tack per round . His �ttack score is irjc;rease<J 
by l, but' tbjs attack is always a kick, whi0

ch is
treated as a blow with a nonnal weapon. Roi] 
06 for hit loc-ation: 

1-2=: left Leg·;
3-4 = right leg;
5-6 = body.

81-85 leaping--The :wearer may leap up to fW'ice
the normal distance as dictated by his M 
core. rn.addition, the wearer always faUs on 

his feet, so a fall is always counted as a jump, 

86-90 Magical Boots-The greaves have the prop
erties ofa knowp kind of magical footw(,':ar. 
Generate the type randomly using the appr(;)• 
priare table lo tbe WFRP rulebo0k 

91-95 Movement-The wearer is never affected by 
spells (e.g. Stand Still) or other conditions 
which restrict movement. Movement is never 
reduced by difficult ground, although obsta
cles must be negotiated normally. Psychologi
cal effects which would normally make the 
wearer stand still (e.g. Fear) cause him to 
move at full speed directly away from the 
source of the effect for one round, and then 
test again. 

96-00 Wizardry-These pieces of armour do not
interfere with the wearer's ability to cast 
spells. They can be worn by a spellcaster with 
no penalties. 

Chapter 8: Magical Armour 

Shield 
D100 B11cha.ntt,-tetit .'Jjipe 
01-10 C,'harging-Whe0- i:qe us!Jr_ohatgesi ai:l opP,o-

, nen_t1 _ he· has rbe 0ptiOn of maklhg· a shield 
chaige attack instead of a weapon attack,Jf::�1e 
chooses,Jb;e shield cbar,ge, no _roll to··hi't lsJ 
made; msi:eac;i; tlfo opponent,must rria.lce an)'' 

11-.20 

: ��st or be kn0cicect rp,tl!t�, grquri,tJaking one 
•·-

-
, ,. .. , ... ·- I I• ·'•·"" ;full C(?Und t_o rise anch\61.friung ;¢'�fone until

then. 

Invisibility-The shield's user may becolniin
visible ac will, once per day. [l!(y!sibility lasts 
for lO+D10 turns. Whtie invisible, the-char: 
acte� l-annot be detected by nonnal 'means. 'Pe,
ponent1, suffer a -40 penalty• to h.it a statiOi;t!1i,if 
and siJeht tnvisible character.; this is hal'1ed f6 
-20 ihhe character moves, spea,ks ◊r1 atta6ks.

21-30 ligbt,-on a comm.and from its user; the.shield
begins to glow with a dazzlirig_light, which lasts 
for 6+D6 rounds. Hand-to-hand combat op
ponents suffer a •30 penalq,: t,Q hit th�/l�J,eld's 
us.er because of the blinding light, but missile, 
attacks have ·a + 20 boritis to hit while the 
shi't!Ld is glowing. Once this property has been 
used,, the shield Lnust be exposed to 6 �outs 
<>fcontinuouirsunlight to repharge it. 

31-40 MagicMissile Protection� The:shreld protects
ilS user against all sp_ells of magic: missile type 
(e.g. Fi;reBall, Ughtning Bolt), and against,,all
magical missiles, such as arro.ws. The .shieJd1s 
user ·ls never affecre_d by1:he�e �tta,cks. 

41-50

•'51-60 

Missile Protection-The shield absorbs incolli• 
ing- rni�;;Ue fire. The user is �ever affecte4 :ib'
non-m-agical missiles of arrow-size and i,m#g�r. 
Magical ntissilc:_s· take effect, r.iqrmallrc ai{ clo' 
large missiles like chairs; tablb,;1 boulders·and 
oanimnballs. 

Missilii-'Reflection-Tbe shield-has the power., 
to.deijett'incoming non-magi'<al missile� bad€ 
at their ftters. Any non-magidtl missile:{of ar

,rnw �ize and srriaJler ti.its its firer: lnstead of 
the shield's user. Magical missiles tii,ke effect 
a_ormally, .as do large missiles like chairs, ta
bles, bouldei;s and cannonballs. 

61-70 Protection-The shield pfoteccs the,,Llser com
pletely against attacks made with one kind of 
weapon. -R0ll on the Area Protec,iion titble: 

71.so pell Absorption-The shield abso11bs the
Magic Points from pelts c;ist at the'7wearet; 
wl�en 10 Magic Points bave l;Jeet;t absorbed, the 
shield immediately shoots out a single light
ning,bqlt (as the spell) arnny chosen target i(l 
the user·,� tine of sighc 

(cpntinuetJ:over) 
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eftio,n----The,shielo qm re�t!F�,S,:pellsei( .S<?'�ll'Ci!C. �en the, snli!:.Jij':i;',user ·::ti,:,a:·,s MIi,, he is allow¢a:'.in'!he$t·,t ' ' ' ,' ,' h tne shield. If S\ICCCS$ful, the1 'sp:�11 is ·rnirted:'baok on its caster�. If a ·spell is;not di:,f).�o(eq/tl1e·shield's use,r i.s:s�iU·aUowf_C;j.a MT•tes:t if'the's:pell'-s desqription permits''.'
9,t-00 Weapon Breaker-Bvetj(ctme the shi,elq,,successf'i,l.l.ly parrl�s ,p•��a��.wi'th a non-ffi;a�ical hand•t?'l\.tt:!�hJ¥ n't :�� ·shMd's u�e{ m,ay , (JlaJce,�:S"t�,:tes,,,, ·-•� test is.succe.ssful,'.ilie' :WCllPcPri•ShatterS)l. •·· JlS�,r:he shield, a,1a is oe-

::��:��!�!t�r61>�)4gi'has na;e'frec� Qn magi-

AREA PROTECTION TABLE 
One common function of magical armour is to protect the location covered against a certain type of attack. The wearer takes no damage from attacks of this type which hit the protected location. To determine the type of area protection, roll on the following table: 

DIOQ '0il•l5 '}6:40 
41,60 9[-80 a'.1.9:5 9'6-00 

L'ocaHon, ta.kes no dt,.1�1ag�]roni Non-magi,cai iilunrham:t, weapons Non-magical edged a�id:pointed handweapons ·· 
Non-magical miss�le-,weapons N,t:lt'ural weapons (c::.g. b>te, cl;,.w, stomp) 
Af 

'J f7qn•rnqglcal fist· 1veapons Afl'ngn-magicat wer,1pons 
=,I, 

ATTACK PROTECTION 

TABLE 
Some types of magical armour protect their wearer from all attacks made by a particular type of opponent. To deter• mine the type of opponent protected against, roll on the following table: 

tPIOO '01-05 '06�10 
t1 ;;1-1·2,0,, 21.25: ,26-27 28•30' 31:35 36-45,.

46�50 

Sb5? 

56�60 

6'1-6D 

§i1ci
71-75:' V6a8Q s1:s·s 8.6-90,, 2t:�� 96�00' 

,::: 

,vi 

Op_p���n#;1.)>Jff: Go6li"' s arid :Snotlin s'.,; ,,') ... , ' ,' ., -- ' g 'H'ol!igobli:hs 
O,i'Cl!j All Goblinoids , Ble1J1entals Daemon� (lnch;idli:ig paemon Weapons) ·bndea:dNon�Da:C:1i116nlc ci,-eatureS.& .fol�owers ofCh�g�
�iti��'s:
i:Owar'ts, GC1,omes and Hafili:ngs'
·l�LfesFimir<,ja:nt animals,,'S:kaven,,:. <!'iJants., ,Ogres.and Trolls,Werecreatures Vampires 



Section Two: 

Non-Humans 

In this section, we take a closer look at some of the 
multitude of non-human races which inhabit the 

cities, forests and caverns of the Warhammer World. 

Played well, non-human characters should add 
greatly to the atmosphere of the game-the 

information you will find here on the society and 
psychology of Elves, Dwarfs, Ha/flings and Gnomes 
( a completely new PC race) gives you all you need 

to really get into the spirit of things. 

This section also introduces new non-human deities 
which PCs and NPCs can follow, along with new 

careers for non-humans-the Dwarf en Loremaster, 
Gnomish Jester, Elven Beastfriend and, by popular 

demand, the formidable Elven Wardancer. 
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Chapter 9 

Non-Human 
Psychology 

arhammer FRP is a role-playing game, and players 
should put more effort into playing the roles of 
their characters than is often the case. Sometimes, 

the only way you can tell that people are playing Elves is by 
looking at the space marked 'race' on their character sheet: 
their character's race means nothing more to them than 
the chance to roll 2D 10 + 50 for Initiative and so on. If you 
wish to be a good role-player, you should consider your 
character's social background as well as the obviously geo
graphical one. This chapter is going to try to eliminate the 
misleading line of instruction in the rulebook: 'No special 
psychology rules'. 

ELVES 
'Elves are a rare, wondrous people, living deep within the 
forests and only rarely making an appearance in Human 
society.' So what is an Elven adventurer? An exile, to start 
with, lost to his people. His exile may be self-inflicted. He 
may be welcome back in the green deeps (assuming he has 
left his coarse new non-elven friends behind), but all the 
time he is in human society he has no family, no friends 
from his childhood (unless one is sharing the exile with 
him) and no contact with the society he grew up in. To a 
human, this may not seem a great loss, but few can imagine 
what it really means to an Elf. 

The most important factor in Elven psychology is the 
longevity of their race. With a life-expectancy of over 200 
years they will experience much in their lifetimes. This leads 
to an inherently different outlook on life to any other race. 
A 'young' Elf, starting out to see the world in the Elven 
equivalent of his teens, averages 65 years of age. 

They are not an unintelligent race. Indeed, by most ac
counts, they are the most intelligent race in the world. Surely 
they must use that ability to learn something? But what? 

The important thing to note about Elven education is 
that the emphasis is not on the mere soaking up of facts, 
but on how Elves can use their minds to best effect. This 
careful training gives them the outstanding Intelligence and 
Cool which 'lesser' races often misinterpret as a lack of 
emotion. 

After their minds are properly trained, they can learn to 
speak their own language properly. The Elven language is a 
highly complex, tonal affair. Few humans speak it fluently; 
those who do are scholars who have devoted their lives to 
the task. The language most races think of as Elvish is in 
fact a pidgin-tongue; baby-talk used by the shorter-lived and 
Elven young. 

The Elven arts are likewise acquired tastes: few non-Elves 
can understand them, and none can fully appreciate them. 

Imagine the effect of a 200-year lifespan on the art-forms 
that a race would develop. They would be similar to the 
highly stylized, intricate work of the traditional Chinese and 
Japanese societies, with layers of hidden meanings to be 
uncovered in the contemplation of the artwork and its per
formance. Coming out into Human society would be like 
giving up your box at Covent Garden Opera House and mi
grating to a land where the only entertainment is a mind
numbingly cheap 1V quiz show. 

An essential part of their training consists of learning to 
control their dreams. Elves, after they have learned this dis
cipline, never really sleep, but must of course rest their 
bodies the same as anyone else. Since this only requires 
that they sit comfortably, they make very good sentries. 
However, one night in three (if not more frequently) they 
must 'dream' for eight hours. This is a subconscious re-ex
amination of the time since the elf last 'dreamed'. It is such 
a deep trance-like state that they cannot be aroused from it 
even if the camp is attacked or they are physically attacked. 

In this state they examine their short-term memories 
much as humans do unconsciously in their sleep, and re
ject anything they don't wish to remember. Rejected memo
ries are then totally forgotten. An Elf literally cannot 
remember what he had for tea last Wednesday, nor whether 
it was raining. 

They also use this opportunity to review their long-term 
memories and can clear the clutter out of this part of their 
minds in the same way. Elves forget things that seemed im
portant at the time, but have now proven of little use. A 
date for a meeting may be stored until after the event has 
occurred, knowledge of an acquaintance retained only so 
long as it seems likely that the Elf will meet that person 
again, and so on. Only truly important items will be retained 
permanently. The sort of events the Elf left home for-great 
adventures against the Forces of Chaos-are ranked neatly 
beside a great recitation of a classic poem and the name of 
his mother. 

This 'dumping' of memory, called Bran Wa Shin, is nec
essary because of the Elven eidetic memory structure (ac
quired as a result of their training). There is insufficient 
'space' in the Elven brain to store eidetic memories of more 
than a few decades, so unnecessary clutter must be avoided. 

A side effect of developing Bran Wa Shin is the charac
teristically 'flighty' attitude of the Elf. Because they know 
that the day's events will be forgotten soon afterwards, they 
have no fear of embarrassment or bad memories, and they 
live life to the full, taking every opportunity to enjoy them
selves. If the result isn't as much fun as they hoped, it can 
be forgotten. If it is they can do it again the next day! Away 
from their own kind, Elves tend to go mildly berserk in their 
fun-seeking, since the traditional (and more restrained) 
pleasures of the arts are no longer available to them. 

Another apparent element of Bran Wa Shin is less desir
able: it reinforces Elven phobias. Important memories of 
home are constantly reviewed and reinforced. Elves (other 
than Sea Elves) have grown up in forests, living in beauti
fully grown, airy homes in the trees. 

This means that, despite their finely trained minds, they 
are often subject to both mild claustrophobia, having never 
experienced small and dark places, and mild agoraphobia, 
having never seen open spaces larger than a big clearing. 
By constantly mulling over memories of their pasts-and 
treasuring them-Elves simply reinforce their own behav
iour patterns. When a situation might reveal such weak
nesses, Elves are mildly uneasy. 
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To enter a spacious underground complex such as a 
Dwarfen city, for example, takes a Cool x 2 test. Entering a 
smaller hole in the ground (a mineshaft or main sewer) re
quires a successful Cool test. If you can ever persuade an 
Elf to enter a really tiny hole, a roll under half the charac
ter's Cool is needed to overcome the Elf's worries. And re
member, from an Elf's point of view anything smaller than 
five feet across its narrowest dimension is tiny! 

The famous High Elven attitude to the sea is also a re
sult of these phobias. The sight of the water stretching all 
the way to the horizon has sent many a High Elf into a coma, 
and they never emerge from the experience unchanged. It's 
probably the closest thing to an unforgettable experience 
an Elf ever has. Sea Elves, of course, do not suffer in quite 
the same way when at sea ... 

Elves have other phobias too, just like humans, thanks 
to the introspective nature of their memory reviews and 
tendency to forget any unpleasant experiences. I suggest 
that every Elf character starts the game with mild claustro
phobia and agoraphobia plus 06 other appropriate insani
ties from the table on pages 83/8 of the Warhammer Fantasy 
Roleplay rulebook. (If claustrophobia or agoraphobia is 
rolled--0r if any phobia is rolled twice-treat it as an ex
ceptionally strong case). 

Normally, people can overcome phobias by repeatedly 
facing up to them in small doses, but Elves rarely use this 
option. Each small exposure to their phobias is an unpleas
ant experience and is usually removed from memory. The 
next time an Elf confronts the source of his phobia he is, 
once again, starting from scratch. 

It has been commented that phobias are generally based 
on some bad childhood experience, and that Elves should 
be able to use Bran Wa Shin on the memory of that experi
ence. This is a sore point with Elves, for they know that it's 
true, but their childhood memories are not necessarily ar
ranged in such a manner that they can be examined and, 
where necessary, edited. They were often acquired before 
the Elf's mind was properly trained. 

The combination of pleasure-seeking binges and pho
bias gives Elves the reputation of being unreliable. Too of
ten, an Elf agrees to perform some task and fails to do so. 
He may have encountered a situation which scared him away 
(not so common, because Elves can usually overcome their 
phobias when they make a serious effort). He may have been 
distracted because he was too busy dancing, watching a 
sunset, going back into the Forest because he heard rumors 
of a new play by a master playwright, or attending a wine
tasting-activities which seem trivial, but 200 years of life 
grants a different perspective. The memory of the task to be 
done may have even been edited, discarded as unimpor
tant or uninteresting ... 

Elven adventurers can have a credibility problem. Peo
ple wanting to hire adventurers for an important task may 
well refuse to hire groups involving Elves, preferring to wait 
for another group to come forward, risking delay rather than 
wasting their money sponsoring an unreliable group. 

Elves do not generally value wealth. The Elvenfolk do 
not use money in their own society, nor do they hoard 
goods. If an Elf has an object of beauty, anyone is free to 
look at it. Elves have little use for privacy: another Elf who 
discovers something about one of his fellows will probably 
soon forget it. Besides, there are few things which are ta
boo amongst Elves and thus need to be hidden anyway. 

Elves do enjoy giving presents. If one Elf visits another 
to admire a beautiful object, it is not very surprising for the 
host to give it away. He may have had it for some months 
and all his friends have seen it several times-often enough 
to appreciate its subtleties. If they wish to see it again they 

can call it up in their memories. If they don't choose to 
remember it, then it wasn't very good in their eyes anyway 
and they probably wouldn't waste time looking at it again. 

Really beautiful gifts won't be given to adventurer-Elves. 
The item might be at risk from non-Elves. Furthermore, ad
venturers are often considered to be going through their 
'vulgar stage', and consequently they lack the refinement to 
truly appreciate the gift. 

Often, weeks or months of work may go into a present 
which lasts only a few hours or minutes. A specially grown 
fruit, carefully shaped (by binding it as it grows) and col
oured (by intricate variations of light stencils as it ripens), 
into a resemblance of the recipient may take weeks of work. 
It could then be the centerpiece of a surprise party at which 
the fruit is promptly eaten. The long weeks of work are re
warded, in the eyes of the Elven giver, by the reaction of the 
recipient as the surprise is revealed. 

Incidentally, this is the only reason for an Elf wanting to 
have some privacy. Other Elves, for example, may be asked 
to avoid a certain corner of the fruit orchard while the sur
prise is being prepared. They will respect such requests for 
the greater impact when the surprise is revealed. 

Because they do not value wealth for its own sake, there 
are few Elven thieves. Most of the Elves who do enter the 
profession usually do so because it's fun. They are doing it 
for the adrenalin 'buzz', rather than the profits they can 
make. 

No Elf is ever really happy in human society, where they 
feel themselves to be misunderstood. They are also outcast 
from Elven society, for while they are associating with the 
'vulgar' races they tend to acquire their hasty attitude to 
life. Although many Elves go through a short phase (a few 
years) as adventurers, seeing the rest of the world, they soon 
grow out of it and return to the cultured environment of 
the forest. Other Elves tend to recognize the signs of Elves 
in their 'vulgar stage' and avoid associating with them any 
more than necessary, which makes the pain of their self
imposed exile sharper. 
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Elves, then, are generous, frivolous, often unreliable 
characters with a tendency to suffer mild(ish) phobias which 
often reveal themselves at the most inconvenient times. They 
also have a certain degree of manic depression, a result of 
their exile from their own kind. 

DWARFS 
Dwarfs are a far easier race for humans to understand, be
cause the two are closer together in outlook. Comment was 
once made that while Elves resemble the most highbrow, 
intellectual humans (only more so), Dwarfs are the arche
typal drunken, violent scum who can be found in the gut
ters of any city. In traditional Dwarfen debating style, the 
speaker's face was promptly broken by a beermug, hastily 
supplied by a nearby Dwarf. 

This view of Dwarfs is as over-simplified as the typical 
view of Elves. It cannot be denied, of course, that what 
Dwarfs really enjoy is a night of heavy drinking in good com
pany. If a fight breaks out, it's just an extension of the enter
tainment-nothing gets the adrenalin flowing as fast as a 
good fight. 

There is, however, more to the Dwarfen psychology. Af. 
ter all, the Dwarf 's life-expectancy is only twenty years less 
than that of Elves, and a life that long cannot be no more 
than an endless succession of tavern brawls . 

Elven memory training is not used by the Dwarfs, nor 
do they edit their memories-a procedure they hold in great 
scorn. In their view, a man (of any race or sex: the word 
they use really means 'sentient individual') is the sum of his 
experiences and reputation. To lose any of those experi
ences is to change yourself, and no one can really know 
which experiences are important. This fundamental differ
ence was a contributory factor in the bad feeling between 
Dwarfs and Elves which erupted into the Dwarf/Elf War 4500 
years ago. 

A Dwarf views the world as a changeable place. In two 
hundred years of life a lot can happen, and a lot of changes 
occur. A rich, well-populated mine can be exhausted and 
the miners forced to move on to other settlements. The mine 
master is left with a worthless hole in the ground which has 
to be destroyed (by caving-in at strategic point to prevent 
the Goblins using it as a home). 

A rich and prosperous mine-owner can become a home
less engineer. All that remains to help him find another place 
is his reputation. Only reputation can outlive the effects of 
a disaster. Only reputation is totally portable. A Dwarf may 
lose his money, his home, even his axe, but his reputation 
goes ahead of him and can be the coin that regains all other 
things. 

This is the main reason why Dwarfs are viewed by other 
races as a grim race who lack humour. A Dwarf who acts 
foolishly may gain a reputation as a fool. In the presence of 
anybody other than close friends a Dwarf is very conscious 
of his dignity and honour. Hence the 'stuffy' reputation 
which contrasts oddly with the violent and drunken repu
tation they also have. 

Dwarfs only get really mind-slammingly drunk once, 
when they are young. After that, they learn their limits. They 
frequently get drunk but never so much that they lose their 
self-control-that loss would lead to a loss of dignity and 
reputation. Even the hardened alcoholics amongst them 
manage to keep their self-control. It is almost unheard of 
for a Dwarf to wake up in the morning and regret the ac
tions of the night before, however the situation may have 
appeared to others. 

A Dwarf's dignity is an odd thing to human eyes. It is 
not hurt by being thrown out into the street after a brawl 
while semi-conscious and/or covered in ale and the con
tents of the tavern's stewpot. It can, however, be dreadfully 
damaged by their being the victim of theft, especially if it is 
left unavenged. Above any other aspects of their dignity and 
reputation, two Dwarfen values are always above question: 
their courage and their word. 

Dwarfs fear nothing. That's the theory. A Dwarf may 
refuse to take on an opponent because he has calmly and 
clearly judged the situation. He will back down when he 
feels himself to be so outclassed that no one will think any 
the worse of him. Even a Dwarf will steer clear of fighting 
Dragons. 

Because of this view of the world, Dwarfs are very touchy 
about their courage, and no one should ever question it. 
They will fight at the drop of a halfling, and it's no good 
smiling as you make the joke ... unless you're a very good 
friend and the Dwarf in question is a Hero whose courage 
is legendary. On the other hand, Dwarfs are disparaging 
about their own bravery in front of others. No Dwarf will 
ever boast of his courage, but he will take care that the tone 
of the description leaves no room for doubt about the speak
er's bravery. 'He whistled, so I went through the Trolls to 
find out what he wanted ... ' is a typical Dwarfen understate
ment. 

Even if there were no witnesses to tell the story, a Dwarf 
would contrive some way to drop the tale into a conversa
tion. 'By the by, has anyone a cart that I could borrow? I 
need to collect a little treasure from beneath the Troll
bridge ... ' Of course, Dwarfs prefer others to tell the tales 
for them. 

The problem some Dwarfs face is that, although coura
geous, there are some situations in which even they will 
run away: if they're overwhelmingly outnumbered or face 
fear-causing Undead (although against these Dwarfs have a 
bonus to their Cool). A Dwarf who has disgraced himself 
(in his own eyes) by running in such a situation tends to 
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become slightly unbalanced. He will do something foolish 
to prove his courage. This usually involves shaving most of 
his hair, dyeing what's left a bright orange, and becoming a 
Troll-Slayer. 

A Dwarf's word is easier for him to manage. There are 
few magics which can force a Dwarf into breaking his word, 
so a Dwarf 's word remains his final unassailable redoubt. 
Once a Dwarf 's word is given, he will fulfill his promise or 
die in the attempt. 

For this reason, it is very difficult to get a Dwarf to com
mit himself to anything. Invite one to join you at a cocktail 
party and you'll probably get the same reply as if you asked 
him to assist you in storming the gates of Nurgle's Palace. 
'I'll try to get there, if nothing else comes up, but I wouldn't 
rely on it if I were you.' Despite the vagueness of this reply, 
it's a fair bet that he'll arrive on time, smiling at the pros
pect of free drinks or a good fight. 

Dwarfs give few promises, and their King does not de
mand oaths of fealty from his Dwarfen subjects (although 
he does require them of any humans who wish to enter his 
service). Dwarfs know the honorable way to behave and 
demanding an oath from them may inhibit the decisions 
that they have to make in extreme conditions. Dwarfen sa
gas are full of situations where heroes found themselves 
trapped by thoughtless oaths into performing some unim
portant task, thus abandoning a comrade-in-arms to some 
dreadful fate. The concept of not giving one's word is diffi
cult to explain to humans, but understood by all Dwarfs. 

Another strange aspect of Dwarfen honour (in human 
eyes) is that theft is not dishonorable, and yet in Dwarf so
ciety it is so rare as to be almost unknown. The reason is 
simple. It is not dishonorable to have something stolen 
unless it is through your own foolishness. It is dishonorable 
to let such an insult pass unavenged. A Dwarf who has had 
something stolen will spare no expense or effort to track 
down the thief, and it is rare for a detected thief to escape 
with his life. Dwarfen communities are thus peaceful places 
where doors are rarely locked. Those Dwarfs who choose 
to enter the thieving profession almost always practise their 
arts amongst the humans around them rather than their 
fellow Dwarfs. 

The famed Dwarfen gold-hunger is another myth, kept 
alive by the fact that Dwarfs do prefer gold to any other 
metal except mithril. The typical picture of a Dwarf sitting 
(probably uncomfortably) on piles of gold in his cave is 
much in error. Dwarfs like gold, not only for its characteris
tic texture but for the wealth that it represents. 

In itself, wealth is meaningless. No Dwarf would invest 
money in a moneylender's business (the fantasy equivalent 
of a building society) to amass paper wealth, likewise he 
would not hoard bars and coins of gold. Wealth is merely a 
means to an end. In this case that end is the purchase of 
beautiful items: finely crafted toys, jewellery, statuettes, car
pets from Araby, and so on: the beautiful things which epito
mize wealth. 

Dwarfs like to surround themselves with beautiful things. 
Their reputation for 'hoarding' is true only in the eyes of 
Elves who believe in everyone sharing enjoyment by keep
ing material wealth transient. Dwarfs are proud of their 
belongings and are happy to invite anyone to see them. 

Their notable preference for gold is thanks to its tex
ture and quality. These make it by far the best medium for 
creating beautiful items, but it is usually in short supply. 
The goldsmiths in the Dwarfen communities give prefer
ence to customers who pay in gold. 

Dwarfen greed is also a misinterpretation of another as
pect ofDwarfen honour. To be cheated by a merchant would 
make a Dwarf look foolish. It's therefore very important for 

them to gain the best price whenever they are buying or 
selling. Few Dwarfs lack the Haggle skill and they use it 
whenever they're spending (or receiving) a significant sum 
of money. 

Finally, there is one other great myth about Dwarfs which 
refuses to lie down even after centuries of Human/Dwarf 
interactions: the question ofDwarfen women's chin adorn
ments. Dwarfen women do not have beards , as anyone who 
has spent any time in a Dwarfen community knows. How
ever, Dwarfen women are rare. It is thought that only one 
birth in every four is female, although Dwarfs are reluctant 
to discuss the subject. 

This explains the rarity of Dwarfen females in human 
society. Although they are prominent in their own society 
where they are leaders, organizers and administrators, their 
reluctance to travel to the outside world is due to their value 
as 'brood mares'. Suggesting such a thing is, of course, a 
great insult. They must replenish the dwindling numbers 
of Dwarfen folk, so inevitably the loss of a single fertile fe
male is far more significant than the loss of a dozen males. 

The source of the 'beard' rumour is the result of the 
dress of several Dwarfen clans who originally came from 
the areas round the World's Edge Mountains. They favour a 
loose garment known as a 'kilt'. This 'kilt' resembling the 
skirts of human women rather than the leggings normally 
favoured by the Dwarfs, often leads to the wearers being 
thought of (by ignorant humans) as bearded women. 

Dwarfs, then, are fine, upstanding, proud folk whose 
care for their own dignity and reputation is often so ex
treme as to be painful. This separates them from the hu
mans to whom honour is a less substantial thing. They view 
Elves with extreme distrust, as they would regard anyone 
with the ability to wipe out their own memories at a stroke. 
Anyone who lacks respect for honour as a fixed constant is 
inherently unreliable and therefore contemptible. 

They may spend much of their time drinking and brawl
ing, but these activities are merely time-fillers between great 
quests for heroic reputation. 
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HALFLINGS 
Halflings are possibly the most easy-going race in the world, 
but their love of the good life should fool no one into think
ing of them as a small threat. 

One of the little-known facts about Halflings is that they 
were probably 'created' by the Old Slann especially to resist 
the effects of Chaos. Their resistance to its effects have al
ready become legendary. Since Chaos seems to work by 
undermining the minds of its victims, the strength of mind 
of the Halfling is out of all proportion to the comfortable 
lifestyle they lead. This strength has occasionally united a 
community ofHalflings to resist oppression by Big Folk and, 
however powerful they seemed, the Big Folk have been out 
of town afore sundown! 

This ability to unite is a consequence of their closeness 
as a community. Halflings, more than any other race, see 
themselves as members of a society rather than as individu
als. It is this which is at the root of the famous Halfling con
cern with their ancestry. For the atavistic Halfling, knowledge 
of his ancestry places him firmly in society. He knows who 
he is because he knows who his ancestors are, and what 
relationship they have to other people (in this case, the word 

Haflings use for 'people' refers only to Halflings) around 
him. 

It is a common jest around the Empire that if you put 
two Halflings in a room together they can talk genealogy 
until they starve to death-which is about four hours, given 
their love of little bites to eat! They will never need to go 
back more than eight generations to discover a common 
relative (such as a cousin or aunt). It can take up to thirteen 
generations to establish a common ancestor. As establish
ing such a link means comparing up to sixteen thousand 
ancestors, it give some idea of how well Halflings know their 
family history. Even eight generations, which is all most of 
them can manage without consulting the written family tree, 
involves over five hundred ancestors, plus many of their 
descendants. 

Their preoccupation with ancestry has led Halflings to 
become a sexually puritan race. To a Halfling, promiscuous 
behaviour is abhorrent: imagine the shame of a child who 
didn't know his own father! 

The other major concern of Halflings is food. Another 
common Empire jest is to refer to the time of day in Halfling 
terms. Starting soon after dawn, the hours go: first break
fast, work breakfast, first break, brunch, elevenses, plough
man's (noon), middling lunch, scones, afternoon tea, late 
tea, high tea, snack, early dinner, puddings, seconds, sup
per, late snack, midnight raid, munchies ... and so on, an 
appropriate meal-name for each hour. 'See you at about half 
past late tea tomorrow' is a frequent parting comment at 
chucking-out time in the taverns. Halflings, of course, don't 
use such terms. They eat whenever they feel like it. 

The origin of the Halfling fondness for food is unknown. 
They do have a high metabolic rate, which shows in their 
fast reflexes and excellent co-ordination (high I and Dex) 
and allows them to eat heartily without getting fat. No 
Halfling, however, is ever really slim-they need reserves 
to fall back on in times of hunger. 

· Despite this, their fondness for food is misunderstood
by most members of other races. They do not eat for the 
bulk of their food, but for the taste. If a Halfling is travelling 
through the wilderness with only tasteless, bulk trail rations 
to eat, he is no more likely to stop for 'a little bite' than 
anyone else (although at regular mealtimes the amount he 
puts away will amaze his travelling companions). But the 
same Halfling is quite capable of spending all day pottering 
in a kitchen, making himself delicious little cakes, sweets 
and meringues and eating them straight from the oven. 

Feeding visitors is an essential part of Halfling hospital
ity. As mentioned above, every Halfling thinks of himself as 
a member of a society, and therefore any visitor is either 
another member of that society (if local) or a member of 
another society, temporarily separated from all his friends 
(if not). Either way, he is part of the family of Halflings and 
you wouldn't expect anyone to refuse to feed a member of 
their own family, would you? This urge to feed visitors is 
extended beyond the Halfling race, and they will welcome 
and feed any visitor-partly in the hope, of course, that they 
will have good stories to tell. Often a visitor in the area is a 
great excuse for party, because Halflings love parties. 

The great outdoor parties for which Halflings are famous 
take place in a central area similar to the English village 
green. It commonly has a stream running through it for 
children to throw each other in. There are trees around it 
to shade the older folk while more children scramble in the 
branches above them, and firepits to cook over and tell sto
ries around. There is also plenty of room for trestle tables. 
which strain under the weight of food and kegs of ginger 
beer. 

Parties in the Party Field (it's never called anything else) 
always start at noon and finish at dawn. Parties for the whole 
community are held on both Equinoxes, the Summer Sol
stice, the last day of the harvest, the Eider's birthday (if it's 
not in winter), the anniversary of the founding of the vil
lage, and so on. As well as the Party Field parties, Halflings 
have plenty of other parties in their own homes, with lots 
of games, stories, and, naturally, food and drink. 

The Winter Solstice parties take place in Halflings' homes 
after the winter sports day. Halflings love skiing, ice-skat
ing, sledging and any other means of moving at speed with 
minimal effort. They develop great skill at these pastimes 

Their summer pastimes are surprisingly violent for suet: 
a peaceable folk. They enjoy wrestling (well, it builds up i 
thirst) and slinging contests. A Halfling is rarely without h� 
sling. It is the most reliable bird-control device they bane 
come across, and one sling-carry ing Halfling dozing in the 
sun can keep a whole fruit-garden free of birds. As a side
line, of course, they make lethal weapons for when the 
Halflings need to use them against Big Folk. 
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And despite their distaste for heights in later life (which 
is why they prefer to dig their homes into hillsides), every 

Halfling child is at his happiest clambering around in trees, 
a skill which never quite leaves them, however old they may 
grow. 

Stories (after food, a nice place to sleep, and genealogy, 
but before pipeweed) are another fundamental love of the 
Haltling. They can swap stories and sagas for even longer 
than they can compare family trees. Their favorite subjects 
are great quests, and heroism-as long as the heroes are of 
other races. 

Stories featuring other Halflings make them nervous, and 
give them the idea that things like danger and undesired 
excitement can actually affect their own lives. If a Halfling is 
the hero of a tale, it's likely to involve very little hardship or 
danger, but plenty of wit, used to achieve some great end, 
like increasing the harvest or finding food when there had 
been a bad harvest. 

There are exceptions, when Halflings actually take part 
in great events. But they are always helping some member 
of another race because ... 'After all, humans and Dwarfs are 
the sort who go looking for excitement, not like we sensi
ble folk!' The tales are only repeated by the direct descend
ants of the Halfling concerned, as a matter of family pride 
that their ancestor was a Hero even to the Big Folk. 

A living Hero however, is another matter. An adventurer, 
breezing into town with tales of his exploits, might encour
age impressionable young folk into following his example. 
The locals will do their best to play the down his adven
tures by asking questions about the problems the Hero had 
getting regular meals, how he coped with the discomfort of 
squelching through the nasty cold marshes, how he kept 
his biscuits dry. 

Usually, the Hero co-operates. Upsetting your hosts is 
bad manners and you really don't want to be blamed by 
some mother for encouraging her children to run off In 
fact, some of the closest friends of the greatest Halfling He
roes never realized what they did for a living, because the 
Hero never boasted of his adventures when he returned 
home, for just this reason. 

'When I come home,' said 'Peeler' Flatfoot (who won 
fame at the Siege of Praag), 'I don't want to talk about Trolls 
and such, I want to know who's married who, and why the 
pipeweed crop was so good this year.' 

Although Halfling adventurers may moan about how dull 
their homelands are when they rejoin their comrades for 
new adventures each spring, by the time autumn comes 
around they are looking forward to spending the winter 
curled up in front of the fire, munching cakes and swap
ping tales of safely long-dead heroes and villains. 

Halflings have a reputation for being light-fingered, 
which isn't quite true. They are filled with an intense curi
osity. Their penchant for gossip comes from their earliest 
days when they may be found 'taking the sun' just around 
the corner from someone else's private conversation. 

Their well-coordinated little fingers sometimes get into 
each other's locked drawers purely for the pleasure of know
ing what's behind the lock. As one Halfling once put it: 
'There are no secrets in the Moot-we just like to try to 
keep things secret to keep our friends on their toes!' 

When they become adventurers, of course, such abili
ties are intensely useful for scouting out defenses, finding 
things which are supposed to be hidden, and (regretfully) 
slipping a knife in a sentry's back. It would be unthinkable 
to steal from your hosts ('borrowing' excepted). The vil
lains you may come up against are not your hosts, and cov
ering your expenses is an entirely reasonable thing to do. 

And surely no one could object to a reasonable, business
like mark-up on your expenses claims? 

Halflings also have a justified reputation as good cooks. 
However, one certain way to annoy a Halfling adventurer is 
to ask him to do more than his share of the cooking. If he 
wanted to work as a cook, runs the typical reply, he could 
get a place in any Lord's kitchens, and wouldn't have to 
gallivant (a favourite Halfling word) around with some 
bunch of psychopaths, risking life and limb in pursuit of 
Chaos! 

They are very reasonable on the subject, however, and 
while they will ensure that they don't do more than their 
share of the cooking, for the sake of their own taste buds 
they will help the less experienced cooks by instructing them 
as they do the work. Eventually the entire group will be 
competent and the Halfling can relax in the knowledge that 
at least the food will be wholesome on the adventure. 

A Halfling adventurer is often thought of as a contradic
tion in terms. Any character who turns up for a perilous 
wilderness journey with one pony to ride, one to carry his 
camping gear, and a third to carry his food can't really be 
taken seriously. But, far too often, the less well equipped 
humans, Dwarfs and Elves find themselves diving into the 
Halfling's equipment packs for unseasonably weatherproof 
tents to cope with unseasonal weather, entrenching tools 
to dig emergency defenses, herbal insect repellent to rid 
themselves of the army ants which are troubling everyone 
except the Halfling, who is relaxing in his hammock, and so 
on. 

And Halflings rarely run out of food: the bulk of that 
third pony's burden is fairly dull trail rations, packed to 
supplement the fresh food the Halfling will find along the 
way, to be improved with the spices in his riding-pony's 
saddlebags. 

A Halfling adventurer knows that the world is a hard, 
cruel place, and is prepared for that. He tries to keep life as 
comfortable as possible. He is a member of a tough-minded, 
determined race, despite being (compared to the other 
races) physically cowardly, and prefers to deal with threats 
through stealth, which is understandable considering his 
physical disadvantages. 

But he is a jolly companion to have, even on the most 
hazardous and evil journeys, because he prefers to look on 
the bright side of life. Even in the most extreme situations a 
Halfling is ready to sing a song or tell a joke, and this bright 
attitude to life is infectious. Nobody can dislike a Halfling. 
Not for long, anyway. 
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Chapter 10 

Gnome PCs 

II onsidering the number of Gnomic communities to
be found in the Old World (they are only slightly 
less numerous than Halflings), the omission of 

Gnome player characters amounts to a rare oversight in the 
Warhammer Fantasy Roleplay rules. This chapter should 
go some way cowards filling chat gap. 

It is, however, beyond rhe scope of this chapter co deal 
with all the myriad variations of Gnomic society that may 
be found throughout the Known World. Instead, the infor
mation presented here is intended co relate specifically to 
Gnomes within the north-eastern area of the Old World 
known as The Empire. Given that The Enemy Within cam
paign is set in The Empire, it is hoped that thi may be of 
use to GMs running that campaign. Those of you who are 
running campaigns in other areas should treat the article as 
a set of guidelines. The Gnomes of Albion, for example, may 
well have quite different attitudes and beliefs, although these 
are likely to be superficial rather than radical differences. 
You should also bear in mind the fact that by far the great
est concentration of Gnomic burrows is to be found in the 
foothills on the western edges of the Worlds Edge Moun
tains. 

IMPERIAL GNOMES 
Within The Empire, Gnomes have a reputation for clannish
ness, being regarded as a well-balanced race insofar as they 
obviously have a chip on both shoulders. It is true that they 
do not easily mix with the other races (adventurers being 
an exception to this, of course), but they are by no means 
as secretive and withdrawn as, for example, the Wood-Elves 
of the Laurelorn Forest. 

Gnome pedlars are a relatively common sight, and 
Gnome smiths and engineers are accorded almost as much 
respect as their Dwarfen counterparts-often more, but this 
is usually from fear of their acerbic wit and sharp-tongued 
sarcasm. Indeed, it is probably the Gnomic capaciry for vit
riol which led to the appointment of a Gnome as Imperial 
Court Jester as long ago as 1143; since then such appoint
ments have become a tradition, and one which the current 
Emperor Karl-Franz I continues to maintain. 

Nevertheless, Gnomes prefer to live among other 
Gnomes in self-contained, isolated communities. These are 
invariably burrows or cavern networks beneath The Empire's 
numerous limestone plateaus and other hill ranges. The 
Gnomic fondness for fishing is almost as infamous as their 
love of practical jokes, and no permanent settlement is ever 
established far from a well-stocked fishing lake or river (pref
erably underground). Indeed, the Gnomic skill with rod and 
line is almost legendary. 

The largest Gnomic community in The Empire 
(Glimdwarrow) is to be found beneath the hill range known 

as The Mirror Moors and numbers nearly a thousand in
habitants. Like other Gnomic settlements it is run along com
plex hierarchical lines, but since each member of the 
community has several different roles, and a correspond
ingly differem status according to which role they are fill
ing, Gnoniic sociery i_nvariably strikes outsiders as an 
incomprehensible confusion. Even their cousi_n.s, the Dwarls, 
find it difficult to fathom the significance of the innumer
able Gnomic customs and rules of etiquette. In each com
muniry, there is a clan overlord who acts as a sort of head of 
state, there is a religious leader who deals with matters spir
itual, a craftsmaster who supervises mining and smithing 
activities, and a loremaster who guards the secrets of the 
clan's history, preserves its learning, and ensures that an
cient customs and rituals are observed with clockwork pre
cision (a sort of metro-gnome). Some clans also have a 
spellmaster who passes on the Gnomic skills in illusion
weaving to those few Gnomes deemed worthy of such an 
apprenticeship. Then, of course, the sociery's warriors are 
trained in che use of weapons and assigned to the Gnome 
guard ... 

THE GNOME 

CHARACTER PROFILE 
If you decide to allow Gnome PCs in your campaign, you 
should be sure to generate any character with the player. 
Feel free to overrule any dice rolls that produce anomalies 
with the campaign you are running, and remember that as 
GM, you may refuse a player entry to any career which you 
think may unbalance the party. 

The starter profile of a Gnome PC may be generated ac
cording to the following table: 
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THE GNOMIC PHYSIQUE 

AND CHARACTER 
Gnomes in The Empire have often been described-though 
never to their faces-as small (or 'petry') Dwarfs. They are 
undoubtedly distant relatives, sharing the same stocky build 
and long, shaggy beards, but they are about ten inches 
shorter on average, and are noted for their large, bulbous 
noses. Gnomes are both more nimble and more dexterous 
than their larger cousins, and these facts, coupled with their 
well-known antipathy for other races, has often led to them 
being labelled 'thieving stunties'. But they also include some 
highly skilled Illusionists amongst their number, for, unlike 
Dwarfs, some of them have a great natural aptitude for this 
kind of magic. Gnomes are also excellent smiths and crafts• 
men, and are fascinated-not to say obsessed-by all things 
mechanical; they love gadgets of all kinds. Few Gnomes 



actually live as part of Human society, but they profit greatly 
from trade in Gnomic artefacts. 

Most Gnomes are great practical jokers; there's noth
ing they like better than a good laugh at someone else's 
expense. But woe betide the man or woman who dares to 
extract the Michael from a Gnome, especially if he or she 
dares to make any derogatory comments about the Gnome's 
lack of stature. Not for nothing do they have a reputation 
for being short-tempered and difficult to get on with. 

Being gregarious creatures, who invariably make their 
homes in communal burrows and caverns, it is unheard of 
for a Gnome to spend any length of time in the wide open 
spaces that foster Rangers. Accordingly, there are no Gnome 
Ranger characters, and the careers listed in the Ranger Ba
sic Career Chart (WFRP, pl8) are not normally open to 
them. Gnome PCs may still follow the careers of Rat Catcher
and Prospector, however, since these are regarded as War
rior Careers. 

Speak: 

Night Vision: 
Alignment: 
Height: 
Psychology: 
Age: 

Initial Fate 

Ghassally - a Gnomic dialect of 
Khazalid (Dwarfish) 
30 yards 
Neutral-Good 
Male 3'6"+D8" Female 3'4"+D8" 
Hatred for Goblins 
The age of the character may be de
termined by rolling 8D10 for 'young' 
characters, and 8D20 for 'mature' 
ones. If the result is less than 16, roll 
again, adding the new score to the 
old. This gives a potential age range 
for Gnomes of between 16 and 175 
years. 

Points: D3 

SKILLS 
The next step is to determine the number of starting skills 
a character has prior to career selection. Roll 1D4 and 
modify the result according to the character's age, as shown 
on the table below. For example, a Gnome character aged 
76 would have 1D4+2 initial skills. Note that there are a 
number of mandatory skills for Gnome characters, listed 
below. 

Age ·  No. of skllls Age No. <if skills 
16-20 101-110 +1
21-30 111-120 +l
31-40 +1 121.-130
41-50 +1 131-140
51-60 +1 141-150
61-70 +2 151-160 ·l 

7.1-80 +!Z 161-170 .-1 

81-90' +:2, 171-175 -2

91-100 +l

All Gnomes have Smithing. If the character has two or more 
initial skills, the second will be one of Jest, Mining, or 
Stoneworking, with an equal chance of each. Any remain
ing initial skills should be selected at random from the ap
propriate column of the Chart below. Roll D100 for each 
and note down the skills as they are generated. If the same 
skill is rolled twice, ignore the second result and roll again. 
Consult pages 45-58 of the WFRP rulebook for descriptions 
of each skill. 
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SKILL CHART 

Warrior Rogue Academic Skill Title 

01-05 01-08 01-04 Acute Hearing 
06-12 09-12 05-08 Ambidextrous 

13-19 09-16 Blather 
20127 Bribery 

17-24 Cryptography 
13-16 28,31 25-28 Dance 
17-24 Pisann 
25,31 Dodge Blow 
32·38 32-36 29-32 Excellent Vision 
3$>"•43 37:40 Fish 

41-48 33-39 Flee! 
44-50 Fleet Footed 

40-46 Gem Cutting 
49-56 47-53 Haggle 

SM4 ';;7-64 54-57 Jest 
55,(i() Lightning Reflexes 

65-71 513-61 Luck 
61-65 72-76 62-65 Night Visii:m!!'. 

66-72 Orientation 
66-69 73-80 II 'Read/WH:t1( 
70-7·4 77-84 81-84 Scale Sheer 

Surface 
85-88 Silent Move U'rban. 

75-80 85-89 89-92 Sing 
81-87 90-97 Sixth Sense 

93-00 Super Numerate 
88-94 98-00 Very Resilient 
95-00 Very Strong 

- :·: .,:,\.,.?::::=:=; 

*Note thal aU Gnonfo� 'have the innate skill of Ntghfv;;j
·sion to a distance of 30 -yards, Charat�ers who gaµi'@is
skl)�iti,c�ase this'Cii$;tan_ce l,)y 50%,�o-45 yards. G:�1niiiy ..
�_:h:��'lpply this rule to the other demi-human �:,es'. 
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-DETERMINING BASIC CAREER
Once the character's career class (Warrior, Rogue or Academic) has been chosen, you may either select an initialBasic Career, or roll for one on the appropriate column of the table below. Remember that Gnomes are not eligiblefor any of the careers not listed here, i.e. most Ranger careers, any ship-bourne careers, and any careers involvinghorseriding (but see Note 1, below).

Wari'iq,: /?GJguf! Aca:den,ic Basic Cai·eer 

01-10 Alchemist's Apprentice 
P-io Artisan's 

Ol-06. 

Appre,nice Bawd 
07-'16 Begg-ar 01-0� Bodyguard 

I 

·17•2
)

f 
2��30, Engineer 

I r Enferta.in�r 
}sJ:3: Footpad 
{�ij"�2· Gambler. 
43"5'l. Grave .R<?b!)er 

. ,· 
�l-:35 Kypnotist 

' 36:;46 Initiate 
52-5'9•-- .. , Jailer 
60-68''· Jester (ne10 caree,·.

see below) 
08-14 Labourer 15-22 Mercenary 123-29 Militiaman 30-34 Noble I, 2 

3-5-42 Outlaw i 
69�78 Pedlat: 41-49 PharmAcist 50-54 Pl�ysrcian·s Student 43-5,0 PirFighter ,51-59 Prospector ''6'o-65 I'rotagoni t I 79�85 Rac0nteur 

66-73 Rat Catcher 55-63 Scribe 64-70 Seer ,74,so S·ervant I 
,8_,1'88 Smuggler 71-80 Studcnt 3 

86-94 Thief 95-00 'Ibmb Ro_b�r 
1 81-90 Trader 

89:96 -Tunnel Fjghte_r 
97�.oo Wacd1man 

'I"' 91.,00 Wi.Zard's =-:·1 
:+. Apprentit 

NOTES l At the CM's.option;:Ride skill may either be disallowedor det:t1icd to, ap�l:y,,_cinly to ponies/arol.es.2 This c�i;ieer appHes onl)' to Gnomic society. There arcno Ghom;e nobles ir the Imperial Court!3 The Student career may, either me191 that the character has received some foanal education in a J-1urri'ifr1uniyer�ity, or-that,,he or she b'as served'some time as llll ,apprentice to·a Gnomic loremastcr (the Gnomic cguiva-.. , le-nt of �e Advimced Career of Scholar). 

NEW CAREER 
- JESTER
Jesters have been employed by most noble families in The Empire since time immemorial. In a political system where intrigue and double-dealing is the quickest way to the top, the 'fool' serves the dual function of relieving the pressures of command by presenting his;her employer in a comic light, and of being a trustworthy confidante-someone without political ambitions of their own. With their penchant for biting put-downs and off-the-cuff wit, added to their complete disinterest in the politics of The Empire, Gnomes are ideally suited to this role. It is true that they rarely remain in the job for long-sooner or later they either get fed up of being isolated from their own kind, or get carried away and have to be dismissed for insulting some visiting dignitary. Nevertheless, those Imperial nobles unable to find a Gnomic jester have often been heard to bemoan the fact that they 'don't have a Gnome to go to ... ' 
Advance Scheme 
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Only Gnomes may have an initial career of Jester; others may become Jesters after completing the career of 
Entertainer-Troubador. 

Skills Acrobatics Clown Dance Jest Juggle 50% chance of Mimic 25% chance of Palm Object 25% chance of Wit 

Trappings Jester's stick Quartered clothing 
6 wooden balls Rope (10 yards) 

10% chance of Contortionist 10% chance of Ventriloquism 
Career Entries 
Basic Entertainer (Troubador) Minstrel 

Career Exits 
Basic Entertainer (any) Minstrel Raconteur 
Advanced Charlatan Spy 



RINGIL - GNOME GOD 
OF SMITHS AND JESTERS 
Description: Ringil is the chief deity of the Gnomic pan
theon. He is the protector of the communal burrow, and 
the embodiment of the Gnomic skills of smithing and jest
ing. He is usually depicted as an elderly male Gnome with 
an impish grin, his right hand wielding a hammer, and the 
left clutching either a bladder on a stick or a fishing rod. 

Alignment: Neutral. 

Symbol: Ringil is usually represented by a stylized 
version of a jester's head on a stick. 

Area of Ringil is worshipped by Gnomes throughout 
Worship: the Old World, and has also been adopted by 

some Dwarfs as Rukh, God of Smiths. 

Temples: All Gnome burrows have a temple to Ringil; 
in most cases this takes the form of a huge 
cavern, preferably a natural one, illuminated 
only by Glowing Light spells. The temple is 
also used for large clan meetings. 

Friends and The Cult ofRingil maintains friendly relations 
Enemies: with the Dwarfen pantheon, and has cordial, 

if infrequent, contact with that of the Halfling 
deity, Esmeralda. It has very little to do with 
the gods of Elves and Humans and is openly 
hostile towards the enemies of the Gnome 
and Dwarfen races. 

Holy Days: 

Cult 

require
ments: 
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Lesser festivals to Ringil are held on the first 
day of each month, and major festivals, 
usually known as 'Fools' Days' take place 
every three months. 

Any adult Gnome may become a follower of 
Ringil. 

Strictures: All Initiates and Clerics of Ringil must abide 
by the following strictures: 
- Never tolerate any insulting behaviour to

wards any Gnome;
10% of all income must be made over to
the Cult;
The products of a Gnome smith are sa
cred and must not be abused;
No informing on a brother or sister
Gnome.

Spell Use: Clerics of Ringil may use all Petty Magic and 
Illusion spells. 

Skills: In addition to the skills normally available to 
Clerics, followers of Ringil must spend the 
necessary experience points to acquire one 
of the following at each level: Evaluate, 
Haggle, Set Trap, and Spot Traps. 

Trials: A trial set by Ringil usually involves a daring 
and/or dangerous practical joke, or possibly 
the manufacture of a special item, the cost of 
which will be proportional to the severity of 
the crime for which the trial has been set. 

Blessings: Skills favoured by Ringil are Stoneworking, 
Engineer, Jest, Smithing. Favoured tests are 
Bluff, Construct, Estimate, and Pick Pocket. 
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Chapter 11 

Dwarf 

Loremaster 
'We have warriors, the Dwarfs have Giant Slayers. We have
Scholars: the Dwarfs have Loremasters. Sometimes it seems
that they have to go one better in everything.'
-Eberhardt Festscrift, Chancellor, University of Altdorf

�'6i he Loremasters arc a uniquely Dwarfen institution,
\.� and represent the highest level of Dwarfen scholar
� " · ship. Dedicated to the pursuiL and preservation of

knowledge, they are greatly respected and Dwarfen leaders
value them highly for their advice and wisdom. It is the
dream of almost every Dwarfen Academic to attain the rank
of Loremaster. 

Every Dwarfen settlement of any size will have at least
one Loremaster, although-confusingly to other races-the
title Loremaster is often conferred on the most able scholar
of a Dwarf en community regardless of whether or not he is
actually a Loremaster. They perform a vital task within the
community, being responsible for maintaining chronicles
and traditions and using their profound knowledge to ad
vise community leaders. 

Not all Loremasters shut themselves away with their
books, however. The larger Dwarfen communities, in par
ticular, are able to spare some of their Loremasters from
day-to-day duties, and these individuals are able to pursue
their own researches, often travelling far and wide in search
of lost chronicles and forgotten Dwarfholds, trying to re
cover the records and knowledge lost during the carnage 
of the Elf and Goblin wars. Although few Loremasters are

skilled in combat, many are powerful spellcasters and they
can call on a wide range of other abilities. 

The Loremaster career can be entered from Artisan,
Scholar, Alchemist level 4, Cleric level 4 or Wizard level 4.
The character must be a Dwarf and must have completed at
least two of the careers named.

Advance Scheme 

+10 +10 

SKILLS 

iT "W I A 

+2 +6 +40 

Arcane Language-Arcane Dwarf; Magick; Art; Astronomy; 
Chemistry; Cryptography; Daemon Lore; Mining Engineer; 
Evaluate; Heraldry; Herb Lore; History; Identify Magical 
Artefact; Identify Undead; Law; Linguistics; Magical Aware
ness; Magical Sense; Numismatics; Orientation (under
ground only); Palmistry; Rune Lore; Scroll Lore; Speak 
Additional Language-player's choice; Spot Traps; Super 
Numerate; Theology. 

TRAPPINGS 
There are no specific trappings associated with the
Lo remaster career. A Dwarf Lo remaster may retain the trap
pings of previous careers.

SPECIAL RULES 
Dwarf Loremasters are held immense respect by others of
their race. A Loremaster gains a +2 bonus to Ld and Fel

when dealing with Dwarfs.

CAREER EXITS 
Cleric 
Wizard 
Scholar
Artisan

NEW SKILL 
Scholarship: This skill is unusual in that it is used mainly
in the acquisition of other skills. A character with Scholar
ship skill is highly proficient in finding and assimilating in
formation and can reach a higher level of expertise in 
intellectual matters than a character without it. In game
terms, this skill works as follows: 

A character with this skill may take a knowledge skill
(i.e. one which affects Int tests) a second time. Each time
the skill is taken it must be paid for with experience points
in the normal way and a skill may not be taken twice from
the same career. The effects of the skill are cumulative-for
example if a character has Theology skill twice and must
make an Int test where the skill gives a + 10 modifier, then 
he gains a + 20 modifier instead. 

A character with this skill also gains a + 10 modifier to
all Int or I tests when trying to gain information from writ
ten sources-for example, when searching a wizard's library
for a vital document or the formula of a potion.



Chapter 12 

Elven 

Beast£ riend 

he Elves are attuned to the wild and to living things 
more acutely than any other humanoid race in the 
Warhammer world. Not surprisingly, their gods re

flect this, and one of their major deities is Karnos, the Lord 
of Beasts, whom Humans identify with their own ancient 
deity of wild places, Taal. Karnos-who is described at the 
end of this section-is the patron deity of the Beastfriends. 

Humans and other races have domesticated animals by 
taking them out of the wild and taming them. Elves work 
differently. To an El( 1be prac.tice of breaking an animal' 
spirit r 'came' iL is barbarous and typically Human: they 
prefer co gain an animal's willing co-operation rather d1an 
force ir into servitude. l lumans see an inconsistency between 
this attitude and the Elven love of hunting, but Elves con
tend that their hunting is no different in terms of being 'natu
ral' than the hunting of a wild cat or a pack of wolves. Like 
any other wild hunters, they take only what they need to 
survive. Hunting is not a sport for Elves. 

Out of this rapport with nature is born the uniquely 
Elven career of the Caraidb or Beastfriend. ALI Elves have 
the potential for be;Lst-friendship, some are born with it, 
while others may develop i t  during their lives. The 
Beastfriends develop their natural affinity for a particular 
animal spec1es to an extraordin;u-y degree. They have even 
been known to fight with Elven annies, their beasts along
side them on the battlefield, in defence of their forest homes. 

BECOMING A

BEASTFRIEND 
The Beastfriend career is open to any Elf who follows 
Karnos, and may be entered from any other career .. As well 
as spending the normal 100 experience points for a i::areer 
hange, chc character mu t cake t.o the forest for a certain 

time, preferably in the company of one or more Beastfriends 
who will be in charge of their training. 

Ln game cerrns, the GM should handle this in the same 
\vay as other career changes (sec Cbapter 1) bearing in mind 
that the initial training to effect the career change must be 
undertaken in a forest environment. 

The first step in becoming a Beastfriend is to determine 
the species w!tb which the individual has a particular affin
ity. The GM can detem1ine d1is sei::retly, bearing in mind the 
character's personality, or the GM and player can disc.uss 
the decision ,md agree on a ·pedes, or the player can roll 
on the following table: 
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DZO roll Species Beaslfrtiend Title 

1-4 Bear 6araidh !Jruinn 
5-H B.oar Caraidh :Mi,ch 

9-10 Hawk Caraidh IQ/air 
11-12 I-iorse Caraidb Aech 
13,16 Hound qa,-a,ifih 0� 
17,20 Wild Ga� Ca,·aidh Cadbmorr 

These are the most common friend-species. There are ru
moured to be others, but these are seldom seen, even by 
the Elves themselves. It is said, for example, that among the 
High Elves ofold, rare individ.uals from the highest nobility 
were born with che gift of Dragon-friendship, which could 
nnrbe learned by those not born to it. These were the Beith

Caradcm Dragon-riders, chought by some 10 be no more 
than legend-and believed by others to be sleeping in the 
deepest torescs with their mounts, awaiting an appointed 
time when they will be needed to save the Elven race from 
certain destruction. 

Having entered che career and determined the friend 
species, the new. Beaslfriend must go alone into the forest 
and, using their Charm Animal skill, befriend one or more 
members of their friend species. 

CAREER DESCRIPTION 

Advance Scheme 
B� :111 lVS. !I.� 
B�; +111 

Boar,. +JO 

Ha� +I +JO +10 

H ...... c +I 

Hcililill +I +111 

Wild QII +I +IO 

Skills 
Animal Care 
Animal Training 
Call Animal 
Charm Animal 2 

Follow Trail 2 

Orientation 
Sixth Sense 

s T ,W 
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+I 

+I +2 +2 
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+10 
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+111 +lll +111 
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+w 
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This is a new skill, available only to Beastfriends. The 
Beastfriend may call a number of anlmals from his friend 
species to him at any time, provided that he is in a forest in 
which they are a native spei::ies (jn effect, any forest in the 
Old World). 

The Beastfriend makes a Ld test, and if the test is suc
cessful the animals will appear in 2D10 minutes. They will 
appear in the following numbers: 
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·{",Bear
B0ar: 
Hawk 
-Horse
Jlpund 
Wild Cat 

1 
03 
l 
l 
D3 
D3 

A Beastfriend may not make a second call while ac
companied by animals from a previous calling. 

1 Upon entering the career, a Beastfriend automatically 
gains these skills with respect to his specific friend spc
des only. To gain full use of these skills, they must be 
bought with experience points as normal. 

In addition, a Beastfriend gains other skills according 
to the species with which he is allied: 

Bear 

Boar 

Hawk 

Horse 

Hound 

Wild Cat 

Specialist Weapon-Fist Weapons; Street 
Fighter; Strike Mighty Blow 
Frenzied Attack; Street Fighter; Strike to in
jure 
Dodge Blow; Flee!; Strike to Injure 
Acute Hearing; Flee!; Ride-Horse 
Acute Hearing; Frenzied Attack; Street 
Fighter 
Concealment-Rural; Silent Move-Rural; 
Specialist Weapon-Fist Weapons 

Trappings 
There are no particular trappings associated with the 
Beastfriend career, although many Beastfriends arm and 

dress themselves in style reminiscent of their friend species: 
thus, the CaraidhMuchor, Boar-friends, favour curving, tusk
like daggers, while the Caraidh Bruinn and Caraidh
Cadhmorr (Bear-friends and Cat-friends, respectively) use 
clawed knuckle-dusters. 

Career Exits 
Initiate (Karnos) 
Wardancer (see Chapter 13)
Scout 

ANIMALS IN COMBAT 
All Beastfriends can command their animal companions to 
fight with them. This requires a Ld test (based on the 
Beastfriend's Ld). 

Bear 
A Bear has the following profile: 

A Bear fights With two claw attacks. Wounded bears are sub
ject wfrenzy, and cause/ear in creatures under 10 feet tall. 

Boar 
The forest Boars commonly found associated with Caraidh
Much are smaller than the plains Boars described in the WFRP
rulebook (p233) as being ridden by Goblins. They cannot 
be ridden. They have the following profile: 

M WS BS S T  W .J A.�Ld .hn CJ WP Fel 

6 33 3 3 11 30 10 .J,f .l.f 1-1 

Boars have one gore attack: boars with a Beastfriend do not 
cause infected wounds. Wounded boars are subject to frenzy.

Hawk 
A hawk has the following profile: 

If a successful attack causes additional damage (see WFRP,
p122), ignore all damage rolls. Instead, the attack causes 1 
point of damage to the head and che target is permitted an I 
test to avoid losing an eye (+ 10 bonus for wearing a full
face helmet or a visor of any kind). Hawks fly as swoopers
and have the normal protections against missile fire (see 
WFRP, p129), 

Horse 
The Caraidh Aech or Horse-friends often ride the horse to 
which they are bonded. Some rare individuals may be 
bonded to the whole of a chariot team. If the Beastfriend 
makes a successful Ld test at the start of a combat, the horse 
may act in all respects like a War-horse (see WFRP, p239), 
and makes all fear tests using the Beastfriend's Cl score in
stead of its own, while the Beastfriend gains a + 20 bonus to 
all Risk tests involved in riding; this bonus includes the nor
mal + 10 bonus for Ride skill. 



Hound 
The hounds used by the Camidh Cu are the specially bred 
Elven hunring dogs. They should be treated as war dogs 
(see WFRP, p235). 

KARNOS. LORD OF BEASTS 
Description: Said by some Human theologians to be an 
aspect ofTaaJ, d1e Old Worlder god ofnature and wild places, 
Karnos is one of the major deities of the Wood Elf pantheon, 
being dle master of the forest animals among which Wood 
Elves live. lie is the patron of 1leasrfriends, and is war• 
shipped by some Elven scouts and hunters. 

Karnas is normally poruayed as a composite being, over 
ten feet taU, with an l!lven body but the head and nul of a 
stag. It is said that he can also take the form of any forest 
creature at will. 

Alignment: Neutral. Nature favours neither good nor evil, 
and so neither does Karnas. 

Synibol: like 'faal, Karnas is represented by a stag's head 
with branching antlers. Elven Clerics of Karnas dress in the 
same way as other Elves. 

Area of Worship: Wood Elf settlements throughout the Old 
World. 

Temples: The whole of the forest is Karnas· temple: wher
ever his beasts wander, he is present. 1-lowevec, there are 
places which are more special to his worship man odlers: 
certain natural clearings, rocks, trees and so on. A Wood Elf 
aucomaticaJly recognizes these places: members of other 
races cannot. Elves will almost always cry ro keep other races 
away from holy ground. 

Friends and enemies: Followers of Karnas are generally 
well-disposed to oth r Wood Elves, and to chose of other 
races who follow Taal, Rhya and the Old Faith. They do, 
however, maintain that Taal is a combination of a number 
of Wood Elven deities including Karnas, rather than Karnas 
being an aspect of 'faal. By and large, followers of Karnas 
are indifferent to followers of other Old World deities, and 
they regard the cults of Chaos and the deities of the 
Goblinoids with unremitting hatred. 

Holy Days: Karna has two main holy days: the middle of 
spring, when food becomes plentiful and young are born, 
and the middle of autumn, when all species must prepare 
themselves for the coming of winter. The dates of these fes
tivals are not fixed in the Imperial Calendar, but are calcu
lated from various natural signs by a method set down in 
Elven tradition, so they vary from year to year. 

Cult Requirements: Any Wood Elf may follow Karnas; most 
worship dle whole Wood Elven pantheon in some degree. 

Strictures: All followers of Karnas must keep the following 
strictures: never harm an animal except in self-defence or 
for food (since Elven hunts are always followed by great 
feasts, bunting is acceptable); never allow an animal to be 
harmed, except in r.hc similar circumstances: do everything 

Chapter 12: Elven Beastfriend 

Wild Cat 
The Caraidh Cadhmorr are found in the company of the 
great Wild Cats of the Old World (see WFRP, p234). A Wild 
Cat will always leap at the end of a charge into combat. 

in your power to force Goblinoids, Beastmen and Chaos 
mutants out of the forests. 

Spell Use: Clerics ofKarnos can. use all Petty Magic, Elemen
tal Magic and Druidic Priest spells, except Tap Earthpower 
and Create Sacred Grove. 

Skills: Initiates of Karnas receive Charm Animal instead of 
Secret I:angllage-Classical. Clecics of Karnas may roll once 
on dle R<mger Skill Table at each level, re-rolling if neces
sary until they receive a skill which they do not already pos
sess. This is in addition to the skills listed for each level in 
the WFRP rulebook (pl SI). Clerics of Karnas may gain the 
skill Call Animal at each level aboveJnitiate, taking a dif
ferent species each time. 

Trials: Trials set by Karnas always involve the defence of 
the forest and its animals. This can involve driving away 
those who threaten animals ranging from a lone Human 
trapper co a Goblinoid or Chaos warb,md. In rare cases, a 
trial might be co relieve the suffering of animals-by free
ing animals captured for pit-fights, for instance. The latter 
kind of trial has led to a certain amount of conflict with 
Humans in the past, but entertainments such as bear-bait
ing are less common d,an. dley once were, and Humans in
creasingly regard them as barbaric and unnecessary. 

Blessings: Skills fa. 
voured by Karnas are 
all those to do with 
animals: Animal 
Care, Animal Train
ing, Charm Animal, 
Ride and Irick Rid
ing, and occasionally 
others, according to 
the circumstances. 
Favoured tests are 
mainly Cl and Fel 
tests made in circum
stances when ani• 
mals are closely 
involved. On rare oc
casions, a one-shot 
use of Call Animal 
skill may be granted. 
Punishments, as 
usual, will generally 
be d,e reverse effects 
of blessings, but 

Karnas may also in
flict a character with 
the Animal Aversion 
magical disability 
(see WFRP, p138). 
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Chapter 13 

Elven 

Wardancers 
ome way from the forest settlement of her 
Wardancer troupe, Yavathol was enjoying the 
hunt. She slipped through tbe forest with the lithe 

grace of a big cat, her eyes flicking to each shadowy move
ment. Occasionally she paused to listen, crouching silently, 
ready to spring. Dappled sunlight glinted from tbe great 
sword that bung from her waist, and the light breeze ruf 
fled her mane of dawn-red hair. 

But this was no normal hunt, for the prey she sought 
was inedible and more dangerous than any deer or forest 
cat. Today she hunted Beastmen. Several of the Chaos
twisted creatures were nearby and the harsh sounds of their 
Dark Tongue drifted on the breeze towards her. 

A fleeting thought slipped through her mind as she crept 
nearer: 'Perhaps I should have brought young Bright branch 
along. He has been accepted into the troupe, and is keen to 
be tested. This would have been a fair chance to prove him
self a true Wardancer. ' 

She let the thought drift away-now was the time for 
concentrated action and the beauty of combat, not the wor
ries of leadership. She valued these solo hunts for their feel
ing of solitary challenge-Brightbranch's time would come. 

Just ahead of the Wardancer a group of five Beastmen 
were squabbling over the mangled remains of some hap
less forest creature. They were hideous, covered in rank fur 
and flaking scales, their limbs marked with oozing sores, 
their fanged jaws dripping with blood. One had the bloated 
bead of a huge toad, another steel-sharp talons and a long 
barbed tail. Yavathol found them abhorrent beyond 
words-even the most savage creatures of the forest had 
their natural place, their own raw beauty, but these were 
abominations to be destroyed without mercy. 

Yavathol's amber eyes shone as she casually stepped out 
of her cover into full view of the creatures, her blade held 
loosely in her hand. A startled grunt came from the 
Beastmen as they dropped their meal and spun around to 
face the Wardancer. A dry chuckle oozed from the lips of 
Toad-head and a tentacle pushed from the mouth of one of 
its companions-at the tip of the tentacle was a single blink
ing eye, watching the Wardancer as Toadhead spoke. 

'Ssssss only, ksssst, only one Elfss?' 
The Beastman's lips pulled from its teeth, like raw liver 

sliding across a butcher's marble slab. Its gaze flickered 
with concern as Yavathol stared fearlessly, her eyes hold
ing only death. Shrieking dark gibberish, the Beastmen 
rushed forward, certain that victory would be theirs. 

As they neared her, Yavathol tensed and sprang, timing 
the moment with exquisite judgement. Her body left the 
ground effortlessly as she flipped over the Beastmen in a 
graceful arc, landing behind them even as her sword 
whirled in a blur of silver. The toad-like beast fell and 
mouthed a final gurgling curse into the dust as the 

Beastman 's headless body stumbled forward, pumping 
crimson as it collapsed. The remaining Beastmen whirled 
to face her. Yavathol lashed out with her feet, a series of 
whirling high-kicks that left another beastman twitching 
on the forest floor, its face a bloody ruin. 

Yavathol began to keen, her voice rising and failing with 
strange harmonies as her body wove a hypnotic pattern 
through the web of sound. The Beastmen shook their heads, 
confused by the strange song and the shifting shape. An
other fell, cleanly sliced by Yavathol's ever-moving, ever
whirling blade, an expression of pained surprise briefly 
crossing its face. 

The last two broke and ran, terrified by the speed and 
ferocity of their foe. As they fled, Yavathol's arm moved in 
a blur and her hand-axe tumbled through the air, sunlight 
glinting from the blade over the trees in a thousand bro
ken patterns. A fourth Beastman crashed to the ground, its 
skull shattered into a mess of bone and torn flesh. 

Yavathol let the last Beastman run-he would have 
some grim tales to tell his kin about this area of the forest. 
Cleaning and polishing her sword on a soft bright cloth, 
she returned to the troupe, well pleased with the hunt. 

As she entered the clearing, a young Elf rushed towards 
her. It was Brightbranch, his eyes alight with excitement. 

'Yavathol, leader, the scouts report trespassers in the 
forest. Ores have been sighted near the Brook of Many Col
ours, trailing another group from beyond the trees. ' 

The young aspirant looked up at his leader, hope on his 
face. Yavathol smiled as she spoke. 

'Come then. Fetch Morfoin. Now will be the time of your 
testing.' 

This chapter introduces a new career into your campaign. 
It includes a scenario in which the players meet the myste
rious Wardancers for the first time, and gives elvish charac
ters an opportunity to pursue this new career. Full details 
of the Wardancers' advance scheme, their new skills and 
the god they worship are given at the end of the chapter. 

This encounter can take place in any large forested ar
eas, a good way away from habitation. An ideal start is for 
the PCs to be lost in the woods, running out of food and 
starting to wonder where they are going to end up. 

IN THE FOREST 
You should start the ball rolling by filling the PCs with a 
sense of foreboding as they move through the thick woods. 
Having set the scene for your players, with faint daylight 
filtering down from above, damp mosses, scurrying noises 
from the undergrowth, and no signs of habitation for miles. 
read or paraphrase the following piece of text to them: 

As you move on in the hope of finding a dry place to 
sleep you hear the chatter of harsh voices, coming from 
just up ahead. They are moving in your direction! Your 
steel is bright in your hands as more creatures than you 
can count sweep though the scrub toward you-big, green 
and screaming-ORCS! 

This encounter should be shamelessly staged to give the 
player characters the feeling that they are in deep trouble 
Put them up against as many Ores as are needed to give a 
fight that starts matched, but rapidly gets worse as more of 
the Ores pile into the fray. Profiles for Ores of various pow
ers are given below, and you should use as many of each 
type as you think are needed, but remember that the bulk 
of the Ore force should be made up of normal Ores. Make it 



obvious that the Ores are offering no quarter, and that the 
only option for the PCs is to fight on, selling their lives dearly. 
If you are feeling particularly sadistic, you could have them 
defeat one group of Ores after a hard fight, and just as they 
start to congratulate themselves, hit 'em with two loads more 
of the nasty green things. Enjoy yourself! 

Ore Profile 
M WS IJS S 'I' W 

4 35 25 3 4 7 20 

Dell: Lei Int a WV Fel 

30 30 20 30 30 20 

Ores are armed with hand weapons, and 50% of them have 
shields. 

Ore Champion Profile 
M WS BS S T W

4 45 35 3 4 7 30 

A Dex Lei Int O WP .Fel 

30 30 20 30 30 20 

Ore champions are armed with hand weapons and shields. 

Ore Hero Profile 
M WS -BS S 

4 55 45 4 

W · I .A Dell: Lei Int· 0, WP Fel 

11 40 2 40 40 30 40 40 20 

Ore heroes are armed with double-handed weapons and 
have I point of armour on each location. 

HELP ARRIVES 
Just as things are getting really desperate, help arrives in 
the form of the Wardancers Yavathol and Morfoin, accom
panied by Brightbranch (profiles below), and things look 
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up for the PCs. As the whole encounter is staged, it is a little 
unfair to let your players spend fate points here-a good 
time to bring on the Wardancers is as a player is about to 
spend a fate point. Instead of expending a fate point, the 
PC should be rescued by one ohhe Wardancers cart-wheel
ing into the auack, You should make their entrance as dra
matic as possible-let out a loud battle-yell and read the 
following ... 

A cry tbat spli ls the air freezes the O1·cs for a moment as 
two lithe .Blven figures witb splendid manes of red hair 
rush-into tbe fray, surrounded by a blur of whirling steel. 
Closely following them is a younger Elf who sports a more 
traditional baircut and also a/lacks the Ores, all the 
while screaming an ululating battle-cry. The Ores' con
fusion lasts for but a moment, and they quickly move to 
defend themselves. Heartened by this changing of the tide, 
you also begin to fight with renewed vigour-tbe odds 
are still bad, but at least you have a chance. 

The Wardancers commence their attack using the Whirling 
Deatb spedal skill (see below). Thereafter, they will fight 
with great ferocity, using whatever special skills you think 
appropriate, You should try and bafance the fight so char 
after a rousing combat it ends with the PCs and Wardancers 
victorious. It would be easy to overdo the Wardancers, let
ting them destroy the Ores while the PCs stand and watch. 
Try to avoid this, making it clear that in order to be victori
ous, the PCs are going to have to fight. 

Feel perfectly free to roll a handful of dice for the 
Wardancers and their opponents, and then ignore the num
bers, simply describing the course of their side of the battle 
as you want it to go, keeping it exciting and a close-run 
contest-you don't want the players to sit around getting 
bored watching you roll for every Wardancer attack and Ore 
counter-attack. The PCs' own attacks should be rolled as 
usual. 

AFTER 
THE 
FIGHT 
When the fight is over, 
Yavathol will embrace 
Brightbranch, welcom
ing him to the brethren 

' of her t roupe. The 
young Elf will be proud 
and a touch embar
rassed. 

Even though the 
fight has ended, the 
PC's troubles are by no 
means over - the 
Wood Elves also regard 
the PCs as trespassers 
in their forest, and the 
PCs will have to do 
some fast talking to es
cape conflict with the 
Wardancers. Before at• 
tempting to run this 
pivotal role-playing 
encounter, you should 
carefully read all the 
information at the end 
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YAVATHOL 
Yavathol is the leader of the Wardancer troupe that lives with 
the Wood Elves in this forest. She is a mighty warrior, used 
to the respect that her abilities and position command. Her 
manner is abrasive, and the Wardancer trait of condescend
ing arrogance reaches a peak with this individual! 

Appearance: Yavathol's appea.rancc ii; striking-lithe and 
graceful, clad in well-cut leather, jewels sparkling at her 
throat with a cascading mane of dawn-red hair that sets off 
the strange amber of her piercing eyes. The mighty sword 
chat she swings with such ease has the marks of many bat
tles upon it, and shows the sheen that come� with great age 
and good care. 

Reactions: Arroganl and self-assured, she demands to know 
what the PCs are doing in the fores.t. She i's not impressed if 
the characters are over-apologetic, but nor does she react 
well to brash impoliteness. lf the party contains any Elves, 
she mainly addresses them, all bur ignoring the olher PCs. 

Yavathol is merely disdainful of Humans and Halflings, 
but she tolerates them. The main thing that impresses the 
Wardancer is prowess in combat, and if the party bas killed 
many Ores, and demonstrated courage and fortitude, 
Yavothol is more lnclined to take the PCs seriously. 

1f there are any Dwarfs in the party, Yavarhol's reaction' 
vary according to rhe Dwarf's perfonnancc in 1.he combat 
with the Ores. She has an active disll.ke of Dwarfs, and even 
if a Dwarf character showed prowess in combat, the best 
reaction from Yavathol is along the lines of a pat on the 
head and a condescending remark ('doughty little fighter, 
isn't he?'). 

If the Dwarf seemed to do little in the fight, Yavathol 
may well insult him, casting aspersions about 'timid bur
row dwellers' and the like. If the Dwarf PC (or his compan
ions) cannot keep his responses under control, Yavathol 
offers to destroy the troublesome vermin, and iffurther pro
voked does not hesitate co attack the offending characrer. If 
it becomes clear that the Dwarf is treated as an equal mem
ber of the party, she becomes very suspicio.us of the PCs' 
motive for being in the forest. If the players are not care
ful, they will have another fight on their hands-one which 
they are unlikely to win. 

The only thing that causes the Wardancer to grudgingly 
accept a Dwarf ls lf the Dwarf rescues or helps one of the 
Wardancers during the fight. You could ai-range for a Dwarf 
PC to be in a position co assist an outnumbered Brightbmnch 
during the fight-bur remember that if the PC doesn't go to 
the Elf'� aid, Yavatbol's reaction will be one of anger. 'rhls Is 
a sticky siruation for the player of a Dwarf, and you must 
strike a balance between giving the player a hard time and 
being unfair. W hatever you do, don't compromise 
Yavathol-she is not intimidated by the party and won't 
stand for threats or insults. 

If the party manage co converse with_ Yavathol without 
annoying her to the point of artack (which would be rather 
bad news for the party!), she offers to escort them to the 
Elven settlement before night finally falls. Defore she does 
this, however, any Dwarfs will have to be at lease disarmed, 
and at worst bound and gagged! 

Skills: 

Acrobatics; Ambidextrous; Dance; Distract"' ; Dod�e Blow; 
Excellent Vision; Marksmanship-Thro� Weapons; !Udc
H.orse; Specialist Weapon-Two-Handed Weapons; Sing; 
Strike Mighty nlow; Strike to .Injure; Transfix*; Wareham*; 
Whirling Death*. 

* new Wardancer skills described later in this chapter.

Trappings: 
Two-Handed Sword; Leather Armour (0/1 point on all body 
areas except the head); jewelled choker (tiger's eye gem
stones, worth 100 Gold Crowns). 

MORFOIN 
A valued member of the troupe, Morfoin is the chief musi
cian and plays the drums and pipes with great virtuosity. 
Less arro,gant than his leader, Morfoin wlU move co assist 
any wounded characters using his Heal W'ound skill. MorfoJn 
sports a very flamboyant hairstyle, with much tree-resin sup
porting his magnificem sweeping locks. Morfoin will fol
low Yavathol's lead when it comes it dealJng with the.PCs, 
but he will point out that the PCs 'have no more love for 
Ores than we do.' 

Mor£ oin · s Profile 
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Skills: 

Acrobatics; Ambidextrous; Dance; Distract*; Dodge Blow; 
Excellent Vision; Heal Wounds; Marksmanship; Thrown 
Weapons; Mu
s i c i a n s h i p ;  
S p e c i a l i s t  
W e a p o n
Two-Handed 
W e a p o n s ;  
Sing; Strike 
Mighty Blow; 
Strike to In
jure; Transfix*; 
W a r c h a n t * ;  
W h i r l i n g
Death*. 

* new War
dancer skills
are described
further on in
this chapter.

Trappings: 
Two Swords, 
Two Throwing 
Axes, Sleeved 
Mail Shirt (1 
point on body 
and arms). 
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BRIGHTBRANCH 
Brightbranch is a young Elf, aspiring to become a Wardancer. 
He has been through all the rituals for acceptance into the 
troupe (explained below), bar one-his test. This battle with 
the Ores is being used as Brightbranch's test-if he acquits 
himself well in the fight he is to become a Wardancer, and 
his special training will begin. He therefore fights with cour
age and determination, making a special effort to be seen 
performing some heroic action in sight ofYavathol. 

The youngster is totally in awe of his Wardancer com
panions, and acts in the same way that they do--remem
ber, he is anxious to belong and may, in a rather irritating 
fashion, repeat the things they say. 

Brightbranch's Profile 
M WS Bii S T W  
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Skills: 

Animal Care; Concealment-Rural; Excellent Vision; Dance; 
Follow Trail; Game Hunting; Silent Move; Rural; Specialist 
Weapon-Two-Handed Weapons; Orientation; Ride-Horse; 
Secret Language-Ranger; Secret Signs-Scout and Woods
man. 

Trappings: 

Two-Handed Sword; Mail Shirt (1 point on body) 

THE SETTLEMENT 
Assuming the Elves are well disposed to the party (if they 
aren't then the PCs will be abandoned in the forest or killed, 
depending on the extent of any problems that arise), they 
lead them through the woods to the clearing that holds the 
Elven settlement. Read (or paraphrase) the following pas
sage to your players: 

The Elves motion for you to follow them, and move off 
at a rapid pace through the thick undergrowth, Before 
long you come to a cunningly concealed path, which 
you follow for about half an hour as the last light de
parts, leaving you in darkness. 

The Elves have Night Vision and are not hampered by the 
darkness. All the characters without this advantage will have 
problems-keep having them stumble; possibly losing 
things on the forest floor. The Elves object if anyone lights 
a lamp, stating that the light will attract predators. If asked, 
they will slow down and help the characters, but will make 
tactless comments on the inferiority of Human eyes. After 
another hour the party finally reach the settlement. 

At last you seem to have arrived-the path opens out 
into a large clearing, dimly lit by a communal fire that 
burns in the centre of the camp. A mighty oak tree domi
nates the clearing, and Yavathol moves toward it, tell
ing you to wait. The other two Elves wait with you and 
are joined by several others who move over from the fire. 
They watch you in silence, obviously waiting for some
thing. After a few minutes the Wardancer returns, accom
panied by a noble-looking Elf of great stature. 

'Welcome,' the Elf says. 'Yavathol has told me of the 
events in the forest, and you who kill Ores are given the 
right of guests here-I, Lord Erdil, decree it. ' 
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Yavathol snorts, and leaves the group, followed closely 
by her two companions. 

'You must forgive Yavathol, she has many things to 
concern her-Brtghtbranch has today proved himself 
wortby of the name Wardancer. Come warm yourselves 
by the fire, and avail yourselves of what food and df'ink 
we have to offer. ' 

The PCs are wined and dined, and offered a hut for their 
night's rest. Any troublesome Dwarfs are confined to a hut 
with some meagre food and water. Those who succeeded 
in impressing the Wardancers are treated in the same way 
as the rest of the party, although they are not allowed to 
carry weapons within the settlement. 

Many of the Wood Elves are curious about the ways of 
Men, and quiz the characters for some time. Few of �e El�es 
have ever visited a town or city, and they are especially m
terested in descriptions of these, shaking their heads, not 
understanding how any sane creature could live under such 
conditions. With their stress on living in harmony with na
ture, the Elves start a lively debate on the merits of_the dif
ferent lifestyles. Some of them may even express an mteresc 
in trying out the alternative lifestyle (much to the baffled 
amusement of their companions). Wood Elves attach great 
importance to the skills of impassioned debate and they 
freely dispense fruit wines to lubricate the discussion. 

This encounter is rich in role-playing potential, giving 
the players the chance to recount past exploits in a stimu
lating environmem. For their part, the Elves are glad to pass 
on general information about Wardancers, giving �he PCs _adifferent perspective on this strange caste of warnors. As tt 
gets late, the Elves play some music, inviting the PCs to do 
the same before gradually moving off, leaving the PCs to 
get some sleep. 

THE NEXT DAY 
Jf tbe party includes no Elves then they are woken just after 
dawn and escorted to the edge of the woods. They are 
warned about venturing unbidden so deep into the forests 
of the World, and then their escort departs, leaving the char
acters to go about their business as though nothing had 
happened. 

lf the party contains one or more Elves they are invited 
to stay to watch Brightbraocb's final acceptance into the 
Wardancer troupe. Read the following text to the players, 
or use it as a basis for your own description: 

After a satisfying breakfast of nut porridge with berries 
and fruit juices, Lord Erdil enters your hut. 

'Good moming. I trust you slept well and that the 
breakfast ha.s filled you. Before you leave us, I thought 
you might wish to witness B,·ightbranch 's final accept
ance into Ya11a.thol's troupe. It wi[/ be a display of a. most 
worthwhile nature. Outsiders are not normally invited 
to such an event, but since your fates crossed tbe path of 
Bright branch's test, Yavathol has agreed to let you watch.' 

The wry grin on the Elf's face sbows tbat this agree
ment was not easily won. 

' You may wonder why I make you this offer-the rea
son is simple. It can only strengthen our position for the 
world outside to have some knowledge of the power of 
our warriors. So come, keep silent and watch. ' 

Lord Erdil leads you across the clearing to a large hut, 
set away from the rest of the settlement. Many other Elves 
are already standing in a wide circle inside the hut, and 
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your host gestures for you to take a place in the ring. As 
you do so, a compelling drum-beat begins and Morfoin 
appears (lt the hut entrance, beating a large drum that 
seems to be made from the skin of an Ore. Several other 
Wardancers appear, their bodies smeared with rainbow 
hues that match the bright colours of their hair. They all 
move to the beat of the drum, which speeds up as the 
dancing becomes more frenetic. A young Elf who you rec
ogni.ze as Brightbranch despite his newly spiked, dyed 
hair and body paint, moves into the hut. His eyes are 
glazed and be carries a sword. 

'He has been up all night' Lord Erdil whispers. 'Prac
tising.' 

As tbe youngster moves into a whirling sword dance 
witb the other Wardancers, you can well believe it. The 
display is incredible-the elves seem to overcome grav
ity as they cavort and leap, turning somersaults in mid
air, backflipp1ng aroiind the but, wl,ile all the time 
keeping thefr blades under masterly cont1·ol. 71Je beat 
reaches a crescendo, and even as you are sure they must 
at/ collapse with exhaustion, the dance comes to an end 
with a mighty gasp. Silence falls and Yavathol; seemingly 
unaffected by the rigorous display, steps forward to 
speak. 

'This dance serves two purposes. Firstly to remind us 
all of the power we have, here in the heart of our forest. 
And secondly to welcome Brightbranch to our troupe. 
He is now a Wardancer, elite among Elves, a warrior 
apart. Give him the respect he deserves. '

A feral grin spreads across Yavathol's face as she turns 
to address you. 

'I see that some of you are curious about just how good 
we Wardancers are. If your courage matches your curi
osity, you are welcome to pit your skills against mine. 

A murmur runs through the assembled Elves as lord 
Erdil blinks, obviously startled at this development. His 
gaze locks with that of the mighty Wardancer before he 
speaks. 

'If any among you wish to test yourselves against 
Yavathol, that is your right: But I have bestowed the guest 
right upon you, and yoitr lives are n.ow sacred. I suggest 
tbat those of you who wish to fight,figbt together against 
Yavathol. As soon as you are wounded, you must d,·op 
out of the fight. Yavathol-you. must yield before you die, 
for I do not wish to lose you. If Yavatbol yields before all 
who oppose her are wounded, she will be judged the 
loser.' 

If any of the PCs wish to take up the challenge, the assem
bled Elves form a large circle , in which the fight takes place. 
Lord Erdil points out that no dishonour will come from 
declining the challenge, but the sneer on Yavathol's face is 
at odds with his words. 

Yavathol fights to the best of her ability, holding nothing 
back. She only yields when brought down to 1 or less 
Wounds. If any PCs try to fight on when wounded, they are 
dragged out of the ring by a group of Elves and berated for 
their lack of control. If Yavathol is defeated, she congratu
lates the PCs' fighting ability, even praising any Dwarfs who 
fought. If she wins, she condescendingly praises the PCs' 
courage in facing up to her. The other mves treat any who 
fought the Wardancer with new respect, regardless of how 

B'rjgl:itbranch stood;:AP. tj)e centre 9(�e large hut, a lobe 
stUffi�.!¢' amid a bhfr.ri1:i�;�m1.dt·Mw:hirllng, sweat-�heen:�d_
bodies>Jle felr excited". proud and ,ne'prous·all at the .same 
time, fof(!tis y,as a great da,y. Today-if all went we:U-he 
would at la:stbe.cbme.-a Wardancer. 
. _It feit lila:ra lifetime-.��nee he had ta,k$!n his first steps 
m.to this stra·nge and sa:cre'd!·t'a'ste. He coi.t.ld)l;ia:r¢ly remdn
ber the µµie when-, l.ike the rcs't:9f !)is El�en kin he usecj to
think ofWardancers as alien beings-almosra separate race.

His body' bad beeci trained to a degree of strength\ speed
and:agility v{hkh his younger �elf would not have thought
p�ssible. Ris mlnd and spi.J'it llaq been tralned•too-the wild
music of the sacJ1ed drums anc(' flutes thrilled through hi.s
body, calling to something deep, d'eep inside him. 'rhe ef
fort to remain still was almost 1:,eyorid him. And tln�lly; the
prevtous'day, he,ha:d proved himself in battle. Now,only the 
last-rituals remained. 

. 

The five dan�ers--leapt, spun and somers;iul(ed 'arOund 
hin'l,in a mesmerisingflattem as:the woke$ of the bone flutes 
soared higher and liigher. �h�n·, ?lmost withpili; seeing the 
moyement, he felt a 'ito\Jch on lil,$;Shoulder. Lt was time for 
hi!Il to ;join the dance. 

1te'Ceaped'\:1pwa:rqs like a salmon, some·(saulti�1t,to kick 
the high Hc;lge�pple of the h_ut and shake d_own a few.'fronds 

,,of,the bracken rol!lf. '.Flis- landing was perfect----'sq�nt inches 
away from ·one of th;e ring (')f'W.ifrdan,cers, o/ho twu;ted away 
Ilk� a willow:-brand'I. in' the.'\Y{n'd, '13ut, B�ightbrancb was

faster, a1fd landed a light ·i�p·:.;m .tii's sl:roulder-the mere 
token ,'tjf,a-)illll'ng blow. 'I'be Wardancer left the rmg; now 
there were"foub 

, Brightb��r1ch11, lau:nched �imself into a, l:ti� b��Rtlip, and 
thr_e� 1Warda:n��rs luqgecfint<t'.t!Je emj:lcy

1 ,1:p�celwhere he
ha<J been. He' lartdc;<;i, -ar\Q• swij't-:t�ps oii �ci•'shpulders:Jeft 
only·tqe last pair ofidahders,fo the t'ln;g .. 

·· •: 

/· 



we l l  they d id .  After the fight refreshments wi l l  be served, 
and Morfoln treats any wounds using his Heal Wounds skill. 

If any of the Elves in the party express an interest in 
learning the way of the Wardancer you should move onto 
the next section ,  detailing Train ing and the Wardancer ca
reer. If no such interest is expressed (and Lord Erdil will 
certainly not suggest it) the parry are provided with some 
p rovisions and escorted to the edge of the forest, effectively 
ending this adventure . 

TRAINING 
Having witnessed the awesome abilities of the Wardancers , 
it is qu.lte possible that your players may express an interest 
in caking up the caree r for themselves. [f this docs happen , 
Lord Erdil firs t explains that such training could only be 
considered for an Elf, and that the candidate would have to 
go through aU the rituals and testing that a member of the 
Elven commun ity is expected to complete before becom
ing a Wardancer. If any players concerned are still interested, 
the Elf J.ord suggests that they go and speak with Yavathol, 
for it is she that makes all decisions concerning the se ttle
ment 's  troupe of Wardancers .  

The candidates are received by Yavathol in the troupe 's 
hut. At first she is very sceptical of the newcomers ' commit
ment and must be convinced that these characters are seri
ous in intent. Much depends on the candidates '  performance 
when Yavathol challenged the PCs at Brightbranch 's final 
acceptance. If they fought with Yavathol, she is well disposed 
towards them. If they declined the challenge wilh a sui table 

The two �acdance11s. leaped t9wards him simultaneously 
as',h�c,'cartwheele'd to hi$ ,left, , AUl:\e .last mh'.lUte, one of his 
attackers - a call J�lf-maiden with lum inous .�er eyes and
resin-stiffened l:)alrtbe. �olour ofthe dawn-twist�d towards ' '  
h im ;  ful lowlng·hts' c\la'.$1on. As, l:\i1(feet hit the earth fiQor, be 
bounced into a cartwheel back to h1s ,,.right. The si�pnd 
Wardanc:er. ":'as su rp-1"iseq 1 for � f;ractlon: 0f a,'he:ai;tbeat,,long 
enoHgh' for Brightbraqgi to 'land his fourth blow. 

'fhe others formed, a11l�,ose,circle aro,u;ttd l31ii�l-\tbranilh 
a,nd bis li!cs"t 6�po:rfo�.t . They c lrc.Jed �ach other warily; 
Ya'fathol was the leader of ,the trQO!;>e, an� Brlghtbranch 
more than)1aJf�l:luspected tbat she, had bee_n s�arj,ng �Im so 
far, so th at sne :qo!Jld test him tQJhe Hm:its in slngle oqmbat. 
Her cat-like eyes glowed in the half-Hgl1r-of the- hut, and her ' 
smile still distu rbed,�im. 

Brightb'ra11ah ' stiiyed s till , evenly balanced on  the balls 
of his feet . He knew that she was his t1,Q�t ,dangerous <:>ppo
nent:, and decided to let he.r come to him, Then, at least, he 
wou Id have the ad�at:i�age of balance . 

Afte·r wha,t seem'.ed l ilt¢ 11,n hour, Yavathol mo:ved. She 
flowed tp,�a�d� 1 h� ' Ulc�!)�f wi9d rippllng ·fori.§ grass ,  
Brlghtbranch la1.1nched tiliris(l! lf:,:in to, a high leap buf s0me
i1ow she •Was, the.re wl,th him when: li,c should have left her 
flat-footed on the ground. l:le' twlsted, a\va}\;,from her l'Ciach
ing·,l1.and and hit the gro:und rolling , He ;wil:$ stlll inside the
ring, but only just . 

· , 

Yavathol landed on both feet, and bo1.1nced ii.Jee ' a balll 
i nto a back �ome�saulttqar too�. Qer clear aci:os� the hu�, 
Brightbranch hutled bimsdflnto the air, and the two 'landed 
simultaneously. ::Iwo hands flashed om µke-stdking,• sn.akes 
to twQ, sboulders. Brigh�branch stood uncert;tlnly1 not lqto�-
lng whose blow had landed flist . 

'Well done, Brlghtbranch , '  Ya"athol chu�JFled like a: pum 
Ing wildcat. 'The fight is yours. ' 
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excuse , perhaps praising the dancer, Yavathol is prepared 
to lis ten .  But if the candidates seemed to just back out of 
the challenge , no amount of talking will convince Yavathol 
that they are worthy to become Wardancers . 

Provided the characters can convince her of their com
mitment (role-play Yavathol's rather abras ive character to 
the ful l ! ) , Yavathol is happy to accept the characters for test
ing. The first stagc in the process of becoming a Wardancer 
is the candidates '  ritual acceptance into the caste. This must 
be done before the testing, as it is considered important 
that Adamnan-na-Brionha, the Wardancer ' s  god, should be 
alerted to the candidates '  attempts ,  so he may aid worthy 
ones and h inder those he considers unsuitable . In reality 
such attention from Adamnan is rare, but the rituals must 
be adhered to . 

The ritual is simple , and takes place in front of the whole 
settlement. Candidates must bathe du-ee times, symbolically 
wa" bing away their former lives in preparation for the lr new 
one .The aspi rants are then dressed in simple white robes 
and must kneel before the assembled troupe. The troupe 
mus icians play a free-whe·eli ng chant, calling Adamnan-na-
8rionha to accept  the aspirants. Yavachol asks the candidates 
if they are serious in their aspirations, rem inding the m that 
i t  is not a decision to be taken Lightly. This statement of 
commitment from the candidates ends the ritual . The rest 
of the day is spent coaching the aspirants in the dance forms 
that late r become the basis for the Wardancer's abilities .  The 
candidates must now take up residence in the Wardancers 
hut. 

On the following day the characte rs '  testing takes place , 
This begins with another ritual dance ,  at the end of which 
the characters are given the arms they wiU use as Wardancers . 
The test proper then begins . 

The test may take one of several forms (see below) . You 
should choose the one that appeals to you . Whatever you 
choose , make the test a real one for the PC. It would be 
easy to let it become a mere formality, with the PC assu red 
of making Wardancer status .  You should avoid this, and try 
to make it clear to the player that this is for real-no free 
rides . This will make the test exciting for the players ,  and 
will enhance the ir feelings of having achieved something 
special if they succeed . 

Three di.ffe rent types of test are detailed below: 
I .  The test may take the form of fighting with some con
venient enemy (such as the Ores that Brightbranch was 
tested against) . If you choose this option, the aspirants are 
kept on alert until Yavathol's scouts bring word of a suit
able enemy: Goblinoids or Beastmen are the most l i kely 
opponents , but you could use almost any monster. The 
Important th ing is to balance the enco unter to give your 
characters a tough challenge .  They are to be accompanied 
by Yavathol but she may well stand at the sidelines, appeal.s 
ing the PCs ' performance . She moves to rescue the PCs if 
needed, but on ly when they are i n  deep trouble-taking 
critical hits or spending fate points ! Any PC who shouts for 
help will get i t ,  but is deemed to have failed the test .  
2. The candidate may be tested by engaging the leader of
the troupe in s ingle combat. Yavathol favours this test for
any PC who has not already fought with her. In order to
pass the test the aspirant must successfully strike the troupe
leader at least once during the fight and most importantly,
the candidate must not back out of the fight even if they
fear for their life-the leader will stop the fight when he or
she is satisfied with the asp irant's performance , often in
flicting terrible wounds to test the courage of the candi
date .
3 .  The final form of test could involve the rest of the party.
Each aspirant must land a blow on s ix non-Wardancers ,
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fought one after the other. These opponents are usually 
Elves, but honoured guests (i.e. the party!) are also ac
ceptable. As soon as the aspirant lands a blow (i.e. causes 
a Wound) he moves on to the next opponent. The oppo
nents are expected to fight back to the best of their abili
ties, and Yavathol is on the look-out for any cheating. The 
aspirants may yield at any time, failing the test. 

After this test the aspirants must perform a ritual dance 
to Yavathol's satisfaction. The best way to run this is to get 
your players to jig around the room! If your players are 
too inhibited to allow you to get away with this, make 
each character take a Toughness test, reflecting the exhaus
tion of fighting six opponents and a Dexterity test to show 
the elegance of his movements. A failure in either means 
that the aspirant makes a botch of the dance and fails the 
test to become a Wardancer. 

GAMESMASTER HINTS 
When you run this part of the adventure, you should try 
to capture the feelings of ritual and ceremony-this is an 
important step for the characters, and you should make it 
a moment to remember. Assuming the characters pass their 
test, they spend the night practising some basic acrobat
ics in preparation for the next day's public acceptance into 
the troupe. The characters also have their hair dyed and 
set, and their bodies are painted with bright patterns that 
must be left to wear off with time. 

After all this the characters' real training begins, dur
ing which they learn all the Wardancers' special skills, the 
code of the Wardancer and their place in Elven society. 
The new Wardancers are also instructed in the worship of 
Adamnan-na-Brionha, the Lord of the Dance. You can 
tackle this training in one of two ways-both options are 
given below, and you should choose the one that most 
suits your campaign's flavour. 

Option 1: Training takes a few weeks and is paid for 
with experience points, just as with other career changes. 
This is the best option if you want to keep the character in 
the campaign for the next adventure. 

Option 2: The complexity of the skills that must be 
learnt mean that the training takes a couple of years. This 
amount of time would mean little to an Elf, but a lot to a 
character's player. What is he going to play with while all 
this training is going on? This need not be a problem
there happens to be a Wardancer in the troupe who wishes 
to adventure in the outside world. If the player agrees, 
you can generate such a character and have the player 
concerned adopt the role of this Wardancer. This gives 
the player a spare character in case of future need and the 
Wardancer in training can be brought back into play at a 
suitable point later in the campaign. 

WARDANCERS IN 
EL VEN SOCIETY 
Being a Wardancer is more than just a matter of acquiring 
a few new skills. The Wardancer usually adopts the wor
ship of a new god, and takes up a life that often involves 
living communally with the rest of a Wardancer troupe. 
Being accepted into the caste marks the start of a new life 
for the Elf-Wardancers see themselves as an elite group 
of warriors, and their dedication often borders on the fa
natical. This elitist and often supercilious attitude is the 
reason for their separation from the mainstream of Wood 
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Elf society and their habit of living in communities at the 
edge of a normal Elven settlement. 

Although most troupes are still closely attached to a
nearby Wood Elf settlement and generally accept the instruc
tions (or suggestions, as they see them) of the settlement's 
leader, the troupe's activities are largely determined by their 
chiefWardancer, a respected warrior treated as a near equal 
by the local Wood Elf leader. Wardancers are greatly admired 
by other Elves, for no one disputes the Wardancers' contri
bution to the safety of the Elven settlements. But underly
ing this admiration is a certain amount of fear and suspicion 
for those who choose to live apart-the strange behaviour 
of these warriors is often disconcerting. 

You should try to make sure that any characters who 
become Wardancers take on board all these social changes, 
and don't just treat their new career as a few nifty tech
niques for becoming two-dimensional killing machines. Use 
the approbation of the Elven community and an occasional 
blessing from Adamnan to reinforce the character's behav
iour as a Wardancer. If the character continually acts in a 
graceless or cowardly manner, feel free to show Adam nan's 
displeasure by suspending one or more of the character's 
special skills (the character is wracked by strange muscular 
pains, preventing the use of the skill) until he has proved 
himself by undertaking a suitable trial. 

THE WARDANCER CAREER 
Among the Wood Elves of the Old World, the most feared 
and respected warriors are the Wardancers. They live for 
the glory of battle, and dedicate themselves to reaching the 
peak of fighting prowess. They are also masters of courtes, 



and dance, performing their intricate manoeuvres with con
summate ease and grace. 

Wardancers are to be found in many of the larger Elven 
settlements in the forests of the Old World. They prefer the 
company of their own kind, but often live a little way apart 
from the main settlement, practising their warchants and 
feats of arms while waiting for action. 

Wardancers may become adventurers for a number of 
reasons. An adventurer's life offers plenty of action, and al
most unlimited opportunities to hone their skills against a 
variety of opponents. They are wilder than the majority of 
Elves, and some find life in the forests tame and dull. 
Wardancers may even take to adventuring among other races 
as a result of an unspoken disgrace or indiscretion, much 
(although it's unwise to make the comparison) as a Dwarf 
may become a Troll Slayer. 

Wardancers arc distinguished by their graceful pride, 
their love of fighting and their fondness for spectacularly 
dyed hair, often stiffened with tree-resin. 

ADVANCE SCHEME 
� WS BS T W l A � Id 

+l +40 +20 +3 +8 +20 +2 +10 

Skills 

Cl WP Fel 

+20 - +10 

Acrobatics; Ambidextrous; Dance; Distract*; Dodge Blow; 
Marksmanship-Thrown Weapons only; Specialist 
Weapon-Two-Handed Weapons; Strike Mighty Blow; Strike 
to Injure; Transfix*; Warchant*;Whirling Death*. 

Chapter 13: Elven Wardancers 

Trappings 
Hand Weapon; Shield; Spear, or 1\vo-Handed Sword, or Two
Handed Axe. 

Entered From* 
Bounty Hunter, Mercenary Captain, Judicial Champion, Pit 
Fighter, Outlaw, Scout. 
* Non-Elves may not enter this career.

Career Exits 
Mercenary Captain, Outlaw Chief, Judicial Champion 

NEW SKILLS 

Transfix 
This skill allows the Wardancer to confuse an opponent with 
a rapid succession of feints and flurries. The Wardancer must 
make a successful I test to use this skill. His opponent must 
make a WP test-if he fails, the Wardancer gains a + 10 to 
hit bonus against him, and the transftxed victim uffers a to 
hit penalty of -10 ar,rainst the Wardancer. A Wardancer fight
ing more than one opponent need only make a single I 
test; each opponent mu t make a WP test, and all those 
who fail are affected as normal. 

These modifiers continue, without any further tests, until 
the transfixed opponent hits the Wardancer (although he 
need not actually cause a wound). 

The Wardancer cannot transfix opponents with Int 6 or 
less, or opponents who are immune to psychology (eg 
Undead). 

Warchant 
A Wardancer may only sing his warchant when he is charg
ing an opponent, The Wardancer must make a successful 
Int test to raise a rousing warchanr, and the effects are as 
follows: 
1. The Wardancer may choose to enter frenzy;
2. All friendly characters gain a + 10 bonus to fear and ter

ror tests while the Wardancer is chanting;
3. All hostile characters and creatures suffer a -10 penalty

to/ear and ter,·or tests while the Wardancer is chanting.
The warchant lasts until the Wardancer is wounded, or until 
he spends a round out of combat (i.e a round in which he 
is neither attacked nor tries to land a blow). A new warchant 
may be raised when the Wardancer charges again. 

Distract 
This skill allows the Wardancer to hold an opponent off by 
performing an intricate, almost balletic, sequence of jumps, 
twists and back-flips. 

The Wardancer may not make any attacks in a round 
while attempting to distract, buc has a + 10 bonus to all 
dodge and parry attempts due to hls tortuous weaving and 
ducking. lf the Wardancer is wounded, be may not use this 
skill in the following round. 

Whirling Death 
When he throws himself into the state of maniacal fury 
known as Whirling Death, the Wardancer may make addi
tional attacks up to double his A score. Thus, a 3 allows 3 
additional attacks, and so on. Each additional attack must 
be paid for with 1 W point, representing the strain this self
induced fury puts on the Wardancer's physique. 
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The Wardancer may not parry while using W hirling 
Death, although he may attempt to dodge. Wound points 
spent while using this skill are recovered normally. A 
Wardancer who reaches zero W while in a state of Whirling 
Death becomes unconscious until healed back to 1 W. 

This skill may not be used in conjunction with Distract, 
Transfix or Warchant. 

Psychology 
Like all Elves, Wardancers are subject to animosity against 
Dwarfs, and in addition they are subject to hatred of all 
goblinoids. 

Weapons and Armour 
Wardancers, or characters who have been Wardancers, may 
not use any of the special Wardancer skills while wearing 
more than 1 AP of non-magical armour on each location 
(shields excepted), or while using any weapons other than 
hand-to-hand weapons or thrown missiles. 

ADAMNAN-NA-BRIONHA: 

THE LORD OF THE DANCE 
Description: Adamnan-na-Brionha was born in the mists 
before the dawn of time, of a union between the forces of 
Sound and Motion. The Wardancers hold that he is The First 
Being, whose dance structures the Universe. He is also 
known as The First, and The Lord of the Dance. 

Adamnan-na-Brionha reflects two seemingly contradic
tory aspects of life-the joy of dance and the fury of right
eous slaying. He appears as a mighty Elf, whose left hand 
side is slender and graceful, and whose right side shows 
the massive muscles of a mighty warrior. His face is also 
split between an expression of transcendent bliss and one 
of eye-popping fury, 

The Wardancers believe that it is their fusion of war and 
dance that provides the earthly interpretation of their dei
ty's cosmic manifestation. 

Alignment: Neutral. 

Symbol: Adamnan is symbolized 
by a flute held in a clenched fist. 
Devotees of The Lord of the 
Dance usually adopt one of the 
flamboyant Wardancer hairstyles, 
and, in addition, they must wear 
their god's symbol, either as a 
pendant or a pair of earrings. 
Their left ear holds a tiny flute, 
often worked in silver, while the 
right is home to a clenched fist, 
usually worked in gold. 

Area of Worship: Adamnan-na
Brionha is worshipped by Wood 
Elves across the Old World, in
cluding all Wardancers. 

Temples: The organized trap
pings of most religions are alien 
to these free-living Elves, and for
mal temples are not used
Adamnan-na-Brionha is to be 
worshipped in the heart, not tied 
to any one place. 

Friends and Enemies: Followers of Adamnan are on good 
terms with those who worship the rest of the Wood Elf pan
theon, and have a generally positive (if condescending) at
titude towards the Old Faith and the cults of Taal and Rhya. 
They also get on reasonably well with followers of Ranald. 
Other Human cults are generally ignored, and the Dwarfen 
pantheon is regarded with a certain amount of amusement. 

Traditional racial enemies-especially goblinoids-are 
regarded with contempt and hatred, as a kind of vermin to 
be destroyed at every opportunity. 

Holy Days: Specific dates hold little meaning for the fol
lowers of Adamnan-na-Brionha, and his cult has no specific 
holy days. It is events and actions which are important, hence 
dancing, rightful killing, training, and the acceptance of new 
Wardancers are all held to be sacred acts when performed 
with the correct attitude of mind. For those versed in the 
higher mysteries of Adamnan, each action, however trivial, 
forms part of the Dance of Life and every experience is 
deemed to be as significant as every other. 

Cult Requirements: The cult is open to all Elves. An Elf 
must complete the Wardancer career before proceeding to 
become an Initiate of Adamnan. 

Strictures: The cult of Adamnan places few strictures on 
its members: they must keep themselves fit and supple at 
all times, and never act in a manner that threatens the good 
of the Elven race. 

However, certain things may particularly please or dis
please Adamnan; these are mainly related to attitudes rather 
than actions. Entering combat with joy and righteous anger 
and fighting with athletic elegance are considered pleasing 
to the Lord of the Dance. Killing in a mean-spirited, cow
ardly or inelegant fashion attracts his displeasure. 

Spell Use: Clerics of Adamnan may use all Petty Magic spells, 
and all Battle Magic spells except Fire Ball, Wind Blast, Light
ning Bolt and Curse of Arrow Attraction. Instead, Clerics of 
Adamnan may use the level 1 Illusionist spell Bewilder Foe 
and the Elemental spells Cloud of Smoke (level 1), Resist 
Fire (level 2) and Dust Storm (level 3). 

Skills: Initiates and Clerics of Adamnan 
may gain one of the following skills at 
each level: Dance, Musicianship, Sing, 
Street Fighter and Wrestling. These skills 
must be bought with Experience Points 
as usual. 

Trials: A trial set by Adamnan will usu
ally involve dealing with a creature or 
group of creatures that has failed to treat 
the Elven race with due respect-for ex
ample, goblinoids encroaching into the 
forest, or Human woodcutters and char
coal-burners who have dared to invade 
the deeper parts of the forest and cut 
down some sacred tree. The style in 
which a trial is undertaken is at least as 
important as its success. 

Blessings: A blessing from Adamnan 
may take the form of the single use of 
an appropriate spell, a skill from the lists 
above, or the automatic success of one 
test from the following list: Fall,Jump, 
Leap, Reaction, Risk or any test on WS. 



Section Three: 

People and Places 

Ever needed just a little extra something, or 
someone, to add colour to a session of play? A short 

incident, or an encounter to fill a gap in your 
campaign? A ready-to-run scenario to reach for 

when you haven't had time to prepare one yourse!p. 
We have what you've been looking for. 

Here you will find a handful of NPCs-a doctor 
with a difference, strange travelling companions, 

and a ghostly friend in need-who may cross your 
player characters' path. Perhaps they will simply 

add a little extra atmosphere for one short gaming 
session; perhaps some of them will become useful 

friends and contacts for the future. 

Two new settings for adventures, both taken from 
the novel Drachenfels, are also detailed-how 

about a murder mystery on the luxury river liner 
the Emperor Luitpold? Or a plot centred around the 
Great Hospice of Frederheim? Finally, you will find 

two short, ready-to-run scenarios which can be 
easily fitted into any Warhammer Fantasy 

Roleplay campaign. 





Chapter 14: Is There a Doctor in the House? 

what happened to him; he just vanished. Probably ended 
up in the gutter somewhere with a bottle for a friend. Such 
a shame. Waste of a real talent. ' 

ERICH HINF ALLIG 
Erich Hinfallig is a tired, old man. He looks about 55, but is 
only 34. He is 5ft 9in tall and running to flab. His hair is 
pure white, long and unkempt, while his eyes are hazel and 
twitch uncontrollably. His most prominent feature however, 
is his left leg-or rather his lack of it. He was forced to am
putate it himself, following a wound inflicted by some 
weapon of Chaos. 

This experience, not surprisingly, had a deep and terri
ble effect upon the mind of the young doctor. He drank to 
forget, but nothing could stop the nightmares; he drank to 
steady his hand, but it shook all the more. His patients made 
sympathetic noises, and quietly took their business else
where. He was finished. When he left Nuln, he left Erich 
Carroburg behind him-and thus was born Erich Hinfiillig. 
The next two years saw him stumbling from one job to an
other, sinking deeper into alcoholism and despair. At last 
he found himself in Middenheim, squatting in a deserted 
warehouse, a broken man with no purpose in life. 

However, his fellow squatters-and a Halfling thief 
named Hartwig in particular-quickly became aware of his 
knowledge of medicine. He was prevailed upon from time 
to time to dress wounds which couldn't be taken to 'straight' 
physicians, and he effected some reasonable cures. Despair 
had achieved what alcohol could not. No longer caring, he 
no longer shook; depression filled his mind so completely 
it left no room for nightmares. 

Erich's ring of contacts expanded as news of his useful
ness spread. Not caring about answers, he asked no ques
tions, not caring about money, he charged no fees-although 
Hartwig was quick to establish himself as the physician's 
partner and sawe that both of them were well provided for. 
At last, a nameless benefactor-rumoured to be the one 
known only as 'the Man'-provided the wherewithal for a 
surgery to be equipped in the slums, where anyone could 
receive treatment at a fair price, or a warm bed to die in if 
they were beyond help. 

Many came to him for help. Erich had finally found a 
place where he was needed. This, he felt, was what he was 
born to do. Struggling against drink and depression, he gath
ered together the tattered remnants of his self-respect. Erich 
Carroburg was still dead, but Erich Hinfallig had begun to 
remember him. With Hartwig's staunch support, founeen 
months on, Erich is a changed man. He still suffers from 
occasional amnesia-whole episodes of the past four years 
have been wiped out-and he has a pronounced stammer. 
Sometimes he still succumbs to the lure of alcohol or black 
depression. But on his better days-which are becoming 
more common-he feels that what he is doing is worth 
something. That he is worth something. 

He despises the Physicians' Guild, its obsession with fees 
and its stranglehold on the availability of treatment. The 
corruption within it sends him into bitter furies, raging 
against the price set on life and healing. In his blacker mo
ments, he will sit for hours pondering his downfall, and 
wondering how he can stop such things happening to other 
people. He is cynical about religion and its followers, and 
has become a staunch critic of the cult of Shallya-who 
knows what risks you run when you appeal to a deity for 
healing? He knows that the gods are un-hearing-what did 
they do for him, in his hour of need? He is obsessed by the 
threat of Chaos, having experienced it at first hand. On most 

other topics he is reasonable and easy-going, never making 
a judgement until he knows the facts: he has seen enough 
of life to realize that appearances can be deceptive. 

Erich is a softly spoken man, who never says more than 
he needs to. This comes partly from his doctor's training 
and partly from a conscious desire to hide his stammer. Many 
people take him as a native of the city, since terseness is a 
well-known characteristic of Middenheimers. 

In time, Erich hopes to regain the rank he lost in soci
ety, and ultimately to reach a position from which he can 
do some real good-abolishing the corrupt Physicians' 
Guilds and making need, rather than money, the guiding 
principle of a physician's life. 

Doctor Erich Hinfallig · s Profile 
Beggar, ex-Physician 

M WS BS 

28 24 

Age:34 

6• IO 51 61 35 55 

Pel 

31 

Skills: Consume Alcohol; Cure Disease; Drive Cart; Excel
lent Vision; Heal Wounds; Manufacture Drugs; Prepare Poi
son; Read/Write; Scroll Lore; Secret Language-Classical; 
Silent Move-Urban; Surgery; Very Resilient; Very Strong. 
Possessions: Bottle of rotgut; crutch; dagger (I+ 10, D -2, 
P -20); 2 doses of Ranald's Delight. 

Alignment: Neutral 
Insanity Points: 4 
Disorders: Manic (I +6, Fel -5), Stammer (Fel -5). 
Reactions: Erich's general attitude to those above him on 
the social ladder is one of dislike. They all care for money 
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rather than right and justice. He has become an inverted 
snob since his fall from grace. In addition, Erich dislikes 
Clerics of all kinds. Initiates, Clerics, Physicians and their 
Students, Nobles, and all other characters who move in 'so
ciety' rather than among the proletariat all suffer a -10 pen
alty to all Fel tests when dealing with him. 

HARTWIG FLATBUSH 
Hartwig is a plump middle-aged Halfling, only 4ft tall but 
solidly built with curly dark hair. His eyes are dark brown, 
and never miss a trick-they are always darting about, watch
ing everything at once. He appears to be rather sullen-he 
rarely smiles, and when he does it is usually the smirk of 
someone who considers himself superior. 

Brought up in the village of Rottefach near Altdorf, 
Hartwig is the only son of the village innkeeper and his wife. 
His childhood was quite happy until, at the age of 24, he 
was kidnapped by slavers and ended up as a cook and serv
ant for a cruel Estalian wine merchant. Regularly beaten for 
no reason other than his master's pleasure, he learnt to 
expect the blows but could do nothing to stop them. 

He endured this for two years until-one night in 
Marienburg, where his master was trading-he snapped. In 
the early hours of the morning he murdered the cruel mer
chant and, taking all of his money, set off for Middenheim 
and a better life. But, within sight of the Fauschlag rock, 
Hartwig was robbed by outlaws, only just escaping with his 
life. 

Penniless again, he had no choice but to carry on into 
the city and settle where he could. He fell in with the Thieves' 
Guild which gave him work as a look-out. He rarely got a 
fair share of the spoils, and became very dissatisfied with 
the arrangement. He parted company with the Guild, and 
took to selling meat pies around the marketplace. Follow
ing numerous complaints about the pies and rumours about 
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where he obtained his meat, he found himself squatting in 
a deserted warehouse in Ostwald with no money and no 
idea of what to do next. 

Then, one morning, a beggar appeared. With a wooden 
leg and a severe drink problem, he seemed to be nothing 
special-just another down-and-out. There was, however, 
something different about him. Hartwig sidled over and in
troduced himself ... 

A harsh life has made Hartwig brusque, bitter and intol
erant-unusual for a Halfling. Having spent most of his life 
suffering at the hands of prejudiced, cruel and selfish peo
ple, he expects the same from everyone. His trust is hard to 
earn, but once given it is unconditional and lifelong. He is 
sarcastic and short-tempered, and the one thing he really 
can't stand is being patronixed because he is a Halfling. He 
is very proud of his heritage (like most Halflings) and he 
knows an impressive range of invective in a good few lan
guages. 

Hartwig's main duties are cooking (which he doesn't 
mind) and cleaning (which he does). He also acts as Erich's 
assistant, receptionist, business agent and general minder. 
The Human still doesn't have both oars in the water (as 
they say in Marienburg) most of the time, and someone has 
to look after the practicalities. Hartwig does this extremely 
well, with a typically Halfling down-to-earth attitude. 

He still has some dealings with the Thieves' Guild, but 
this is a closely guarded secret which he keeps even from 
Erich. He might act as a contact for an adventurer he de
cides he can trust. 

Hartwig's Profile 
Halfling Thief, ex-Cook 
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Age: 28 
Skills: Blather; Concealment-Urban; Cook; Dodge Blow; 
Drive Cart; Evaluate; Herb Lore; Palm Object; Read/Write; 
Secret Language-Thieves' Tongue; Secret Signs-Thieves; 
Silent Move-Rural; Silem Move-Urban, Sixth Sense. 
Possessions: Dagger (I+ 10, D -2, P-20); William, a pet white 
mouse, Jives in Hartwig's breast pocket. Hartwig feeds 
William on kitchen scraps and can often be seen petting 
him. 
Alignment: Neutral 
Reactions: Hartwig's difficulty in relating to people is re
flected in his low Fel score. In addition, merchants suffer a 
-20 modifier to Fel tests when dealing with him.

ERICH 6 HARTWIG 
The relationship between Erich and Hartwig is qujte sim
ple: Erich has a natural ability as a surgeon but had lost the 
will to use it; Hartwig is a bossy Halfling who, having met 
che one person outside The Moot whom he considers un-
elfish, is not about to sir by and let such a skill go co waste. 

Erich is the talem, wbile Hartwig is his conscience and driv
ing force. 

'What are you doing, you idiot! You look a real mess. 
How do you expect to treat anyone in that state-well?' 

'T-treat them to (hie) what?' 
Wot treat them to what, treat them! Mother Esmeralda 

give me strength. Treat their wounds. Remember wounds? 
You are a doctor sometimes. ' 

'lf-(hic!)ff you sbay sho (snigger) I m-m-u.ssht be. ' 
'You ought to be ashamed of y'selj. you did. Look at 

you. Give me that damn bottle before I shove-it so Jar down 
your throat you'll get wine-stains on tbe seat of yerpants!' 

'S-shony H(hic!)artwig. fl was only a s-sip (hie).' 
'Ob ... that's all right. Come on, you damn.fool, let's get 

you sobered up. ' 

COST OF TREATMENT 
Erich normally charges 15/- plus a percentage of the cost of 
the raw materials he uses. Currently this is 110%, though 
this may be haggled down to a minimum of 80%. If the pa
tient decides to do without any drugs (brave man), there is 
still the minimum charge of 15/- to cover Erich's other ex
penses. 

The following table gives the costs for the drugs he. keeps 
in swck. These are the coses to him-he will charge them to 
patients ar the agreed price. He can obtain other drugs at 
the nom1al prices, although delivery for such items is usu
ally two or three days. 

Dr<ug 
Eye Sand 
Geshundheit 
Ranald's Delight, 

piderleaf 
tarrabeth 
Valerian 

Cost 

20 GCs 
15/· 
5/· 
15/a 
]0/-
5/-

ERICH'S ROUTINE 
Erich lives and works ,ll bis clinic, and can be found there 
80% of the time during rl1e hours of daylight. The rest of 
the time he is in the Altmarkt buying food and herbs. He is 
always in the building at night. 

THE CLINIC 
This single storey, shabby wooden building lie· unobtru
sively amongst the slums of the Ost wald disuict of 
Middenheim, just off rl1e Ecke trasse. The haum of numer
ous gangs and home of I.be city's low-life, very few build
ings here are occupied for any length oflime-homcs varush 
in nocrnrnal arson attacks and the inhabitants of the streets 
are never the same two days running. Jt i� a testament to 
Erich's position within the community that the clinic has 
remained intact for so long-indeed, any person threaten
ing Erich or the clinic is unlikely 10 survive umil the next 
sunrise, such is his value to people who Hve here. 

Locals wilJ be able to point out the clinic quite easily. 
earching for it is harder: its only identi.fying feature is a 

peeling picture of a pestle and mortar on the door, badly 
painted and already faded. 

The building itself is made ofva.ri.oushardwoods, lashed 
together with nails and rope. IL is in a very poor state of 
repair, the few windows having long since been boarded 
up to keep out che rain. The once whitewashed walls are 
stripped down to the bare wood by the bitter wind, leaving 
nothing bm a few pale patches underneath che eaves. Moss 
now covers most of the roof, here and rl1ere the rot has 
broken through to let the rain into the rooms below. 

There are two doors into the building, though the back 
door is unsafe and was nailed shut with heavy planks some 
time ago. 

I. Front Door
This is an oak door, bolted from the inside during the night 
but open during the day. There i · a peeling pestle and mor
tar pa.inted on it, although this is very faded and wiU only 
be noticed on close inspection or if a character is deliber
ately looking for this sign. 

Giving the door a slight pusb will cause it ro swing open 
quite violently with a loud creak-the top hinge is very un
safe and in urgent need of ancntion. This makes the door 
itself quite easy 10 break down {T2, 03). The bolt is useless 
but makes Erich feel secure. 

2. Waiting Room
Thi room is fitted with wooden benches to sit on, and saw
dust on the floor to bleed on. The sawdusr is replaced when 
it gets really fetid, bur chis is n0t as often as ii could be. 

The normal procedure when you enter is to go up co 
the 2ft-sq1,1are window between the waiting room and the 
kitchen, and knock on the shutters. The shutters fly open 
like a gunport, and Harcwig-out of sight because of his 
height-abruptly demands what the characters want. 'Take 
a seat. Doctor Erich'II sec you in a momenr. I'll cell him 
you 're 'ere.' He rhea slams the shutters closed again, and 
won't open them for ar least another five minutes. He'· got 
ocher things to do besides standing around chatting to pa• 
tients. 

How long a character has to wait for rreatment is largely 
up to you. You may decide that Erich sees the advenmrer 
immediately, or you may wam co him to wait his cum by 
having an NPC already in the waiting room. This would be 
an ideal opportunity for the party to have a chat with one of 
the locals and get the feel of the area. An N PC patient is 
given below. 

This is also an ideal moment to give the clinic some at
mosphere (a scream followed by a long period of silence, 
for instance), or to introduce Hartwig to the party. You cou Id 
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have him bustle into the room and shout at an injured char
acter for bleeding on the floor: 

'Oh Mother Esmeralda give me strength! I have to mop 
up that floor you know! Could you at least 'old the cut 
tergevver? 'Ere, gi 's yer cloak. Wrap it around like that, and 
there you are. Do I 'ave to think of everything/or you?' He 
leaves, muttering darkly. 

Gunnar ·schleim' Holzheck. 
Patient 
Born a beggar, Gunnar has never really improved his status 
in life. Although he has never tried to better himself, it is 
not all his own fault. Nature has not been generous to him; 
he is small and extremely fat, with long, greasy black hair 
and rotten black teeth bared in a perpetual smile by his hare
lip. His voice is nasal and high pitched, and his general 
manner can only be described as fawning. 

He is something of a hypochondriac, and has visited 
Erich so often in the past that Hartwig ignores him as a 
matter of course. This suits Gunnar perfectly, he will hap
pily sit here for hours and give anyone who comes a brief 
version of his medical history. 

' I've got pox, I have. G1·eat red fings. Ooze pus an' stuff, 
they do. Course, this ain't the first time I've'ad it. Last time 
was right after me leg. Run over by a cart an' bust it. 
Couldn't walk fer weeks. An' that set off one o' me attacks, 
that did. Coffin' up green bile everywhere, I was, throwing 
up alt down me Jront-rigbt horrible, it was. That's when I 
infected me chest wound, the doctor says. But I don't mind 
that so much-it's the pox, y'see. Good old doc Erich, he'll 
gimme summat for me pox. 

3 4 6 28 38 24 22 26 21 24 

Skills: Beg; Concealment-Urban; Consume Alcohol; Se
cret Language-Thieves' Tongue; Secret Signs-Thieves' 
Signs; Silent Move-Urban. 
Possessions: The clothes he stands up in. 

3. Ward
This is where those patients requiring long-term treatment 
are looked after. There are three very old and shabby beds 
here, of which D3 -1 are filled at any one time (two sam
ple occupants are described in Adventure Hooks below). 
Most long-term patients are adventurers and other such 
types. Locals who have sustained injuries or caught dis
eases that require prolonged treatment often don't even 
survive past the diagnosis stage. 

Erich also keeps his medicine cabinet in this room. It 
is little more than an old wooden writing desk with a fold
down top, and is not very secure against the efforts of a 
thief. To prevent thefts Erich makes no secret of the fact 
that many of the herbs in the desk are deadly poisons, 
and the poisons are not easy to distinguish from the ben
eficial drugs. 

Contents of the Cabinet 
At any given time the medicine cabinet contains the fol
lowing herbs and poisons, all in a prepared state and in 
the given quantities. Dangerous preparations are marked 
with a cross. 
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0Eye Sand: 6 doses. This is a tranquillizer, similar to 
Moonflower, but it affects all races including Elves. The 
character must make a WP test to stay awake. If the test 
is passed the user gains a + 20 bonus on fear tests, but 
reacts with half his normal I score and suffers a -10 pen
alty to all ocher tests. Its effects last for D3 hours. 

0Gesundbeit: 2 doses. On a successful Int test by a physi
cian with Cure Disease, this preparation will stop the 
effects of an infected wound, restoring all lost Dex points 
in D6x10 game turns. 

IB:lManbane: 3 doses. Affects Humans, Dwarfs, Halflings 
and Gnomes. The victim must make a poison test against 
each dose consumed. The effect for failure is as follows: 
1 dose, unconscious for D8+4 -T hours; 2 doses, para
lysed for D8+4 -T hours; 3 or more doses, death. 

[R)Nightshade: 4 doses. The victim must make a poison 
test against each dose consumed: the effect for failure is 
as follows: 1 dose, drowsy (percentage characteristics 
reduced by -10) for D8+4 -T hours; 2 or more doses, 
death. The victim must also make one WP test per dose, 
each failure meaning the gain of D6 lt1stmity Points.

IBJoxieaf: 2 doses. The victim must mak a poison test 
against each dose consumed. Each failed dose has the 
following effects: 1 dose, drowsy (all percentage char
acteristics reduced by-10) forD8+4 -T hours; 2 or more 
doses, paralysed for D8+4 -T hours. The victim must 
also make a WP against each dose, each failure meaning 
the gain of D6 Jns,mity Points.

IB:lRanald's Delight: 4 doses. This is a stimulant, the first 
dose of which increases all characteristics by + 1/+ 10 
for 203 hours. Each dose thereafter will increase the 
duration by a further 2D3 hours. When its effects wears 
off the adventurer's characteristics will drop by -3/-30 
from their original levels for a number of days equal to 
the number of doses taken. 

0spiderleaf: 3 doses. On a successful Int test by a physi
cian with Heal Wounds this will stop Terminal Bleeding
immediately, or after 04+ 1 rounds if the test is faiJed. 

0Tarr-abeth: 3 doses. On a successful Int test by a physi
cian with Heal Wounds this will induce 24 hours of sleep 
and will thereafter restore 1 W to severely wounded char
acters, or 1D3 W to heavily wounded characters. 

0valerian: 4 doses. On a successful Int tesr by a physician 
with Heal Wounds this will restore 1 W to lightly
wounded characters. 

4. Operating Theatre
This is where Erich carries out all treatment of his patients, 
from bandaging cuts to amputating limbs. Ever since he had 
to cut off his own leg without anaesthetic, Erich has been 
very reluctant to treat patients unless they are unconscious. 
Indeed, he tries to insist that the patient is out for any treat
ment he performs, even bandaging minor cuts. It is danger
ous to agree to this, as the only sedative Erich uses is Eye 
Sand, a drug to which the patients can become addicted. 

The risk of addiction to the anaesthetic is, however, the 
least of the patient's worries. Although Erich is a talented 
physician, he is still not in a very balanced state of mind. If 
he is given the chance (i.e. no one in the theatre with him 
and the patient is unconscious) he will take a quick swig of 
the 'surgical' alcohol-just to steady his hand, you under
stand-and will continue to do so until he makes a success
ful WP test, at -10 due to his Consume Alcohol skill. Every 
other drink will lower all of his percentage characteristics 
by -5. As well as making each WP test harder this will have 
an effect on his ability as a surgeon. 

Even this is not the worst hazard facing the character. 
Ever since his accident, Erich has been obsessed with cut
ting out the Mark of Chao wherever he finds it. If there's 
an odd-shaped birthmark on the character's leg, Erich will 
chop the Limb off, just to be on the safe side. You should 
check the patient' character sheet for such distinguishing 
marks. If Erich finds anything suspicious on an arm or a leg 
he'll amputate. A Treatment Roll should be made on the 
Terminal Bleeding Table and the Amputation Table. 

As Erich spends most 0f bis time here., he does his best 
to keep it clean and hygienic. To assist him the floor has 
been stripped down to the bare rock. Copious amounts of 
hot water are used to remove the worst stains on the floor, 
and this runs out of a small hole into the street outside. 

Although Erich tries very hard to keep the surgery clean, 
it is not the ideal place to carry out surgical operations and 
therefore gives a -5 modifier to the Treatment Roll (see 
Medical Treatment). 

He also has a magical lantern to prevent oil fumes filling 
the room. This is nothing more than a glass globe with a 
permanent Glowing Light spell cast on it-a present from a 
magician grateful for Erich's attention. It hangs from the 
cenrre of the roof on piece of soiled rope. There is also a 
small wooden chest in one corner of the room, in which he 
keeps the following: 
Eye Sand: 12 doses. See the Ward (3) for more details. 
Medical instruments: including clamps, knives, saws and 
swabs. 
Pottery jar: Contains 8 leeches, for bleeding. 
A set of irons: Used to treat mental disorders. 
A cautery: Used to cauterize wounds 
Surgical alcohol: 2 bottles. This is just very strong liquor. 

5. Living Room/Bedroom
This room has the minimum of furnishings, all of which are 
of very poor quality. In one corner is Erich's bed, made up 
of four packing cases lashed together and covered with a 
piece of sackcloth. At the bottom of the bed Erich keeps -a 
small wooden chest, containing: coins to the value of 12/6, 
medical textbooks to the value of 50GC, a set of cutlery, two 
blankets and a tinderbox. The only other item of furniture 
in the room is a small wooden table. It has one leg missing, 
and has been nailed to the wall to keep it upright. 

By the door to the kitchen there is an alcove (5a) cov
ered by a heavy cloth curtain-this contains the 2ft square 
hatch connecting with the waiting room. 

Light and heat to both the living room and the alcove 
are provided by torches, the acrid smoke being vented out 
through holes where the roof meets the walls. 

6. Kitchen
This is where Hartwig spends most of his time. He sleeps 
here, on a small blanket which he lays out underneath the 
table. 

The fittings in this room are of poor quality like the rest 
of the house, but Hartwig keeps them in very good condi
tion. He has even arranged cupboards over the blocked back 
door, so that it doesn't spoil the look of his kitchen. Rein
forced this way, the door has T4, 07. 

As well as the more normal ingredients one might ex
pect to find in a kitchen, some of the cupboards here hold 
some rather unusual items. In order to further his knowl
edge as a surgeon, Erich is very interested in research and 
bas, over the years, built up quite a stock of pickled organs 
taken from the bodies of people who died of particularly 
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fascinating causes. Of course, such ingredients wouldn't 
normally be used for cooking (not unless Hartwig is really 
angry with someone) but if intruders decide to prepare their 
own meals ... 

ADVENTURE HOOKS 
A visit to Erich's surgery can lead into a number of adven
tures. Here are a couple of ideas, which can easily be devel
oped into one or more sessions of play. 

SHUTDOWN! 
Holger Kahl, a relatively unimportant member of the Physi
cians' Guild, has discovered that Erich is practising without 
Guild membership or permission. He compiled and pre
sented a report on the matter, hoping to shut Erich down 
and advance his own position within the Guild by doing so. 
Guild rules dictated that they could do nothing unless Erich 
was present to answer the allegations, and they advised Kahl 
to drop the matter. Kahl has no intention of doing so, and 
he has hired an assassin to kidnap Erich and take him to the 
Guild to answer charges. 

The basic plan is for the thugs to cause a distraction in 
the waiting room while Wiesel breaks the window in the 
surgery, climbs in, drugs Erich with one of his knives and 
leaves by the same route. He will then carry Erich to a cart 
parked in a nearby side-street and take him back to Kahl. 

Whether the adventurers join in or not, the other pa
tients in the ward immediately offer assistance, although 
one does seem a little less than willing. 

Erich will be very grateful if the party helps prevent his 
kidnap, and will offer them all that he can afford-free treat
ment for as long as they want. Hartwig will not like this and 
may try to insist the party pays anyway: he will calm down if 
someone points out what may have happened if Erich had 
been kidnapped. Even so, he will insist that they don't abuse 
this reward, and may be unfriendly when they come for free 
treatment, especially if it's something minor. 

DRAMATIS PERSONAE 

Wiesel-Male Human Assassin 

A tall, wiry figure enveloped in a voluminous black cloak, 
the only notable thing about Wiesel is his laugh, a soft and 
hissing snigger-he seems to find everything very amusing. 
Skills: Acute Hearing; Bribery; Concealment-Urban; 
Dodge Blow; Follow Trail; Luck; Prepare Poisons; Silent 
Move-Urban; Specialist Weapon-Throwing Knife; Strike 
Mighty Blow. 
Possessions: Black cloak; mail shirt (1 AP, body); sword; 2 
throwing knives (R 4/8/20, FS 5) poisoned with 1 dose of 
Manbane. 

The Four Thu s 

Not very clever, and not very loyal, Boris, Kurt, Otto and 
Udo have been hired by Wiesel to help kidnap Erich. They 
are to be a diversion while the assassin takes Erich, and they 
will do as little as possible, fleeing if they meet determined 
opposition. Each time one them sustains 2 or more Wounds
in a single blow, each must make a Ld test (-20 for the 
wounded one) or flee. 
Skills: Consume Alcohol; Street Fighter
Possessions: Club; leatherjack (0/1 AP, body/arms) 

SINS OF THE FLESH 
Laurelhollena Elmal, a student receiving treatment here (see 
above), is unaware that she has made an enemy amongst 
her classmates at the Collegium Theologica-a very power
ful enemy. 

A fellow student, one Hultz Stark, has recently been dab
bling in unhealthy rituals designed to bring favour from the 
Lord of Pleasure himself. Hultz invited Laurelhollena to one 
of these orgies, but didn't tell her it was in worship of 
Slaanesh. She refused, naturally, and has thought nothing 
more of it. Hultz, however, is not going to take that sort of 
rejection, not from anyone, and has found a way to get his 
own back. 

He has obtained a tattered scroll which gives details of a 
curse, The Inescapable Destruction of the Flesh which wor
shippers may inflict upon their enemies. When invoked it 
will cause a Daemonette of Slaanesh to visit the victim and 
kill them in a truly gruesome manner. 

As the adventurers are sitting in the waiting room, there 
is a loud crash from the ward, followed by a loud scream 
and Hartwig yelling for help. They can rush into the corri
dor in time to see Hartwig and Jakob backing away from 
the door while Erich charges into the room, dagger aloft, 
shouting 'D-death to the ab-bh-omination!' Looking into 
the room they can see a Daemonette of Slaanesh standing 
on the bed astride the Elf-girl, who has fainted with fear. 

Everyone-including Jakob and Hartwig-should now 
make tests against/ear. As the party watches, before they 
are able to act, the Daemonette bends over and cuts its 
master's symbol in the flesh of Laurey's chest, triggering a 
variant of the Fleshy Curse spell. 

Laurey immediately starts to throw out fleshy growths, 
covered in misshapen mouths, hands, eyes, etc. At the start 
of each turn, roll a D10 and consult the table below to de
termine the spell's effects: 

.D)'()/"'i· 

1-�,

'4-7 

,Effects tbt.s tur:n 

'6_rqwt,hs spurt fr9m La1.1re.y's body to. 
cover an•-a'rea 11:04 x 104. y;i,rds in a ran
dom diJI�cition.from her bed: 

D4 Blt:�cifo,,. 

1 ·:'.Jitont · ,.,
2 Leff:
3 Back 

4 Right 

A tentadeshoots oul 012 yards from her 
·qqp.y/Bke a nb �lockface to detef111ine
'ih'� direction of growlh, with 12 ·as
·i,vrey's head.

-�op-iing happens this turn.
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Laurey can only be harmed by fire-based attacks, and 
the growths will continue until she is killed. 

Each person in contact with a growth is attacked once 
per turn with a WS of 60. A successful hit does no damage, 
but immobilizes the target in a press of swelling flesh. 

After three successful hits the growth will have stran
gled the victim, killing him or her. Note that the growth will 
not attack the Daemonette-which will attempt to kill as 
many people as possible until it succumbs to instability. 

Erich, meanwhile, has gone into frenzy (he is immune 
to fear, will always press the attack, causes + 1 Damage, and 
receives -1 Damage on incoming attacks), which will only 
end when the Daemonette is killed or disappears. 

The rewards for killing the Daemonette are much the 
same as those given for stopping Kahl's kidnap attempt (see 
above), although Erich will also ask the party to dispose of 
what is left of Laurey's body before offering such a reward. 

DRAMATIS PERSONAE 

Jakob Haarig-
Male Human Herdsman 

M WS BS S 

s• 33 39 3 

Jakob is a tall, well-built man with long ginger hair and a 
deep bellowing laugh. He came to the city to find work when 
his father's farm was raided by Beastmen, and has been send
ing back any money he has earned to help rebuild it. 

He is being treated for a stomach complaint, and has 
been here for a couple of weeks now. He is still very weak 
and nauseous, and a hit to his stomach may cause him to 
pass out. If anyone lands a blow on his body, Jakob must 
make a successful WP test or faint for D6 rounds, after which 
he will be groggy for another DlO rounds (-1/-10 on all char
acteristics). 
Skills: Animal Care; Charm Animal; Fleet Footed*; Musi
cian-Wind instruments; Night Vision; Specialist Weapon
Sling; Very Resilient. 
Possessions: Sling (R24/36/150, ES 3, Rid 1); Sword; 2 GCs, 
12/-. 

Laurelhollena Elmal
Female Elf Student 

Laurelhollena, or Laurey to her friends, is in Middenheim 
to study History at the Collegium Theologica. She is not a 
typical Elf, being both brash and crude-she even goes so 
far as to try and hide the fact that she is an El£ Erich is treat
ing her for a very bad rash on her chest. 

She bas had to come here becau�e, as a student, she 
does not have a lot of money and could not afford to visit 
the Collegium's doctor. She will only fight to create an es
cape route for herself. 
Skills: Arcane Language-Magick; Astronomy; Cartography; 
Consume Alcohol; Dance; Etiquette; Excellent Vision; His
tory; Read/Write; Secret Language-Classical: Speak Addi
tional Language-Old Worlder; Sing. 
Possessions: Dagger (I + 10, D -2, P -20); textbooks; 1 GC, 
17/-. 
Alignment: Good 

Painlust Caress
Daemonette of Slaanesh 

� WS BS S 'I' W r A,Di:x 

4 57 42 4 3 5 60 3 10 

Special Rules: Two claw attacks and one tail-lash, lAP on 
all locations. Subject to instability. Causes fear in living crea
tures under 10 feet tall. Immune to psychological effects 
except when caused by deities or Greater Daemons; cannot 
be forced to leave combat except by such beings. 

FURTHER ADVENTURES 
The adventure hooks above could be expanded quite con
siderably. At the moment they are little more than single 
encounters, but each has the potential to become a com
plete adventure filling several sessions of play, given a little 
work on your part. 

For example, the adventurers will probably want to find 
out what is behind the incidents they have witnessed. 

The kidnap attempt could become a very involved ad
venture concerned with the dealings of the Physicians' Guild. 
Perhaps the adventurers could infiltrate the Guild and dis
credit Kahl by careful negotiation and blackmail. Maybe a 
simple assassination suits your group better, or perhaps they 
could break into Kahl's home and steal the report, doing 
the same at the Guild and removing all official records of 
Erich's existence. 

The second encounter could turn into a battle against 
the forces of Chaos which, even now, are spreading across 
the city. This could lead them into conflict with the full 
strength of the Jade Sceptre cult, which still exists in 
Middenheim, and beyond. 
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MEF)l'CAL THf:,�TMENT 
The f9UbWing"qptlon:il adv:a,nced rules may b,e us"ed in
stead of those: �iyen in the WFRP rulebookp f9r eaoh of 
the three types,ofwqunc.l:fhat: resµlt from a C.l'itital-hit
terminal b,eedlnm qi;okeq limbs.and amputated llmbs
the Physidan makes a tteatment roll on ,the c0I'1'.e<::r table. 

�!;le tr,eat'rii�fl-! ,rplt:riflecJs the_ skiJli:P.f;ih� ·J;!hyskian, 
th!e serl9µ�9,ess,:ofthe·w_gun.d, a,119 the::h�alth ofi.he pa
tient. This:'.!s a 619·9;':°'�)t:with the followiqg'�odlfiers; 

Ph y�iC:i?-n' s, m�:dificrs 
Physki�rt·s skill + (bexf'Int)/2
NQ lf�at. Womids skill -100
No Surger.x skill •50

Patient's Modifiers 
Health of patient 
fatient is conscious 

+ .(current T x5)
,20

Critical being tr�ated 
Grhical Value + 1 .5 
Critical V11Jue +2 :Xi;i: GnticallValue +3 •1'5' 
Prltic:u',VaJue 4-4 72',
Criti�_al vai{,e +5 :.4.-q 

Hygiene of �opetatie.s thea,tf e:: 
Wel�0ble·aqefJ,roon:i. +5 
Aver1',�e itoorri +O
Poo.i:lyP.d�aii�,d 1'9om: ._5, 
Street/op,en,a.fo .. ,, -JO
Sew�r (0r stmilli:r)' -15

Further moctifiers:are at,!Uie GM'.s, discretioh, 
Each of,,fhe tl\bl[sih�J, a 4sf 0 -f addi,tib�al ·111odifier&r 

which are used only:when rolling on thaf�@lt, 
for example, Eriabi(Dex 61, Int 55,iso)fiodifier +5�}..

/s, t�eating a beggar who.has" been stabbe,dj. ;f,ll_elrufe.u�.�i
J 

,, 
ih fhe anack has lntlicted a + 3 critical (;15) an,g_JtJe p�g�
.gai:,pas T 5 (+25). Tbe net modiflert&::tlii .0100 r�ti\i>A 
rhe_Termina/ Bleeding Table, then,,Js,,. $,ij +�5� 15 = +i<ilt 

.:::::,, f:J: 

'Look. There's no risk at all. All he's going to do is 
take the arrow out. ' 

'That's all very well for you to say. It's not stuck 
in your-arghhhh! Shallya's mercy save us all! 
When did he last clean this place?' 

'It's only a bit of dirt. Never hurt anybody, a 
bit of dirt. And I thought you were a big tough 
warrior.,. 

'/ am, but I'd sooner take my chances with the 
maggots., .I mean, that knife's blunt, as well as cov
ered in somebody else's guts.' 

TEHMINAL BLEEDING 

' IJIO_f) 

55 
or less 

56-70

71-85

86-95

' ' 

tABLE 

Result 
tne µ-eatment appears to succeed, but after 
D4+ 1 hours internal bleeding causes mas
�IV.f haemorrhaging and the pa�ieot dies, 
Patient falls into a coma for 10-T weeks. 
1fhere is a cumulative 10% chance that 1.he 
patient will die each week. The attendance 
,ofa'Physlcian during this time will1ower chis 
to a 'CwnulatiV'e 596 chance per week Dur
ing the period the patient is in a coma he is 
pn,zero W, if.he then regains consciousness 
he is restored to 1 W Immediately, and will 
,thereafier be treated as heavtly wounded. 
The bleeding is stopped successfully and tJle 
·,patient fall!I asleep for 24 hours. However,
the patient is now prone to migmine attacks.
Wheneveli a rest is made againSt Ld, InJ, C_I,
WP or Fcl (successful or not), all percent
. age cllaracteri-'i,tics cl ro1:i by -5 for a· period of
010 hours.
The bleedi�g is stopped successfully and the
patient falls asleep fo11 Z4 hou.rs. Unfortu-
nately the padent now has low blood pres
sure. Each time the p.i�ient takes a Cool rest
and fails by more ·than 30% he will faint for
04 turns, itfte� which he wiH be groggy
(:I/' 10 pn, aU ch;tr;u:fcristics) fo:r a11,.01.ber D 10
turn,s,
The bl�e�Hng is :hoP,ped successfully and the
patie:nt falls· asleep for 24 hours, after which
he ts restored to i W"and is considered to be
lightly wounded,, But over a period of D4
hours., it becomes clear the wound is in
fect�d. Consult the WFRP rulebook for the
treatment requi(ed.

106-130 The bleeding is stopped successfully-and the
patient falls asiecp,fur 24 hours, after which 
he ls restored to 1 Wand is considered to be 
on.ly lightly wo1mded. However, during 
treatment, a_blood dot formed on one M t:he 
patient's lungs, causing his breathing co be
<::e>me loud and laboured. Pem1aoenrly re
duce the patient's I by l.0 points. 

131-155. ihe bleeding,is stopped sua<::essfully, and the
patlentfi!ll.s a,�le�p fgr'24 b'Clurs, after which 
he is restQl."ed:it0 1 •� and �s considered to be
Ughtty;;u)�1.Z,ute,d,, 

1'56-165 Ai; 11,boye, (n ,adi:lt�IOl"\
1 

If the Physician can 
·�· ·" I 

make �:.8"l:icCes.Sful"Int test then a further 03 
Wounds, qiay qe, re$t0red to' the patient 1111-
meCiliatitly, 

'166-175 As U(l55 a_bov�. but t:he pa.ti¢nt immedl• 
at_fly,,�g;:i.ins D3':W. 

,"116+ ;l\s, :ii'66-175 above, but the patienr is on.1y 
�I�ep foe 12 hours and ,regains D3 + 1 W: 
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BROKEN 6 DIStOCATEID 
LIMB TABLE 

Modifiers for Bro��n/Dislocated Limb T(:lb(e ,, 
+10 lf.suc;cessfill use of Heal Wounds skill was 

made in the •field, when the if1:juty was sus
tained. 

-10 For each day that has passed since the injury 
was sustained. 

-20 If the same limb h11,S been broken before. 

D100 

45 

Result 
The treatmeac appears co succeed, but after 

<?r less D4+ 1 J1ours it becomes c)eirr tha, severe 

46-60

61-70

71-80

81-95

di1mage bas been done. The limb must be' 
an'lpucated. Roll on cheArnput.atedLlmb Ta•
ble, using the same modifier as you used on 
this table (wrth a further + 10 modifier, as 
the a111putation is being carried out del ib-
erately). 
The tream1eocfails. The limb is,permane!ltly 
useless. Leg: M x½, must use trntch, Arm: 
Dex x¼, BS x½, no shields, bows dr two
handed weap911,s, may have to us·e hand 
weapons wrong-handed. 
The treatment is a .lmost sµcce�sfuJ. 'l1Lw, �a
tlenc is restored to 1 W, and is considered •t0· 
be li!Jbtly wot.mded. The.limb is strapped tip, 
and incapacitated fc:ir a, further 04+ 1 weeks. 
There is however, ,a permanent disability in 
the Limb. Leg: M -2 (min l), 1-20; Arm.: Dex 
-20, BS -20. lf sw0rd ann, W5 -20.
'Ibe treatment is mostly uccessful. The pa
tient Is rest0red to lW, and is con idered co
be lightly wounded. The limb is strapped up
and incapacitated for a further D4 t 1 weeks.
However, the joint will always be a little·stiff.
Leg: M -1'. (min 2), I -10; Arm: Dex •10, BS•
10, Ifsw:(')rdam1,.WS -10.
The treatment is almost successful. The pa
tient is restored to lW, and ls.cqnsidered ro
be lightly wou,nded. The Limb is s�J;"apped up
and incapacitated for a further D4:+ 1 we'eks, 
However, the limb is much weaker than it_ 
once was, and is prone tO occasionat lock
ing. Leg: if any I test (ailed by 30 or mor�, M 
-1, I -10 for D4 hours; Arm: if any Dex test
failed by 30 or more, Dex-10, BS •10 for D'4 
hours. If.sword arm was injured, WS -10 alsl:l.

96-145 The limb is treated successfully, The patient
is restored to 1 W, and is considered to be 
lightly wounded. The limb is strapped up. 
and incapacicated for afurrherD4+ 1 weeks, 
after w11icb time it can .be useo as normal 

146-155 As 96-l4S above; but the limb is only
strapped up and incapacitated for D3weeks. 

1 -56-165 As 146-155 above; but patient gaj,n D3 W
after treatment. 

166 plus As 1,46-JSS above; but patient gains D3+1 
W iuter treatment, 

' }• ('::" ' 

ft/o�; Qnd.\t:b¢ lh;nb is remov.ed.;,dtb�r by the surgeon 
'9J;by a wbunc:treceived in combat, a roJJ should fi.rst be 
m�de on dieJ'lf tnf,1/ Bleeding Table. A result of 131· or

' .Q��ter indiqttes i' ,. eeding has stopp_ed, and,dte wou,nd
maf be cau.teri$ _ , rm.ally-a i-011 rn� now be taken 
on this table, appl)ftn�Jl:!'e effects ofthis:caple e>_nlyu\J,pll. 
of less than l�l frid:(cates that though the. woundirt#y 
still be cauterised �airoll,on chis table), tlie result i:�lled 
on rh,e_Terminat Bfeeding'Jal.,le is alm·a,lilpfied'. 

fo, addition, if the patient is tonscjo:i.1s v,;then• the ,treat• 
ment .is �pplit;d he gains P6 l71s,Jn_fty P91r,,ts an(i p_asses 
out. 

Modifle,,t·,s ,a Antputateil Ltmf? ta/1,le 
+ 10 If the amputation ls being c:a.rried,out deUb

e�ately by a .Physician (�his nwd,Ulet applies 
to,• the roll on the Terniin_�l lJJeedtng Table
:as W�II as the Amputated Limb 'Table).

DIOO 
45 
Of less 
46-60

106-155

i56-165 

166-175

176 +

Result 
Tbe,paticmt ha:s lost too much \)lQoc:i .. He,dlb 
wi�o�ti�gaining consciousness. . , 
Paclentfa-W into a coma for 10-T w.e�ks. 
There'•ls,a cumulative 10% chance that:'�t;: 
patienf will die each week. The atte·nd�nce ·' 
of a fhysidafl 'durh1g this time V\rill lower:fhls 
to a cun�·u��4ve 5% chance ,per wee,:�/ Q,u.r
lng the period 'th¢ patient,� h:i.-a c.Qf\lii\hf is 
on zer_o Wo���.S:- If he then reg o� 
seiousness·he will be,testored to l me� 

, tilately, and WiU th¢n:'aft:<:r1 b):: tf�ated as 
·lje,aui/y wo1mdei/, ' \'''r,:':, ,I, 1 

'l'hewound is cauterlse.'.d,��clfesst'i,lJly and the
p�tient falls a�leep for �f'i'l-\.oui"$;a,However,
over·a period of D4 �oi;11's:k'beco1nes clear
the wpu nd is inJe.ctec;I: arid fu'r.ther treatment
is r�quired to cure �is �onditi91:1,. �,ee the
WFRP rulebook for details·of freauuifo.ts.
Thewound is c�auteri,sed suctessfuUy and the
patien� falls asJeep for 24 hours, After a fur.
ther D6+ 6 days the patient is restored to 1 W
and is co�sjdered to pe lightly wounded.
As 106,155 above, but the patien,t only takes
D 6+4 days to re.�� a Ughtly wounded state.
As 106°155:•above, but the patient only takes
D 4  +4 days :io: t(fatb a lightly wound,ed state.
As 106-155, ab(\Ye� but QJ_e patient only cakes
D4+4 days to become· lig,htly wounded. Jn
addltfori:; ;the patient gains a further 03' W
points .w�en be ,reaches such a, state.

Effects of Musing, Ll:�n�s
One Leg M x½, l <2�'; 
Bmh:le'gsM=l, l ·5Q. 
Qae::'arrt.1 ))ex ,x½, B·S x}'2� 1:io,,shlelds, bows or rwo

handed. weapdµsf1:nay have to use wrong 
h:and. . . .. 

·,, .. 
Bo.th a1;-rgs Dex=0, BS=O, 'f.S;::;O., 
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Chapter 15 

On The 

Road 

��fb'!!"' hese are two encounters which can be used in War
(. � ( hammer Fantasy Roleplay when the adventurers
�' , are travelling by road. You can use them when

ever you like, either as part of an adventure you have de-
signed yourself, or as part of a published campaign such as
The Enemy Within Campaign or Dying of the Light. With a
little adaptation, the encounters should also be useable with
any fantasy role-playing system.

EMMARETTA 
Above the soft hiss of the rain can be heard 
the noises of the forest's nocturnal denizens 

going about their business. Somewhere in the 
darkness an owl screams, and is answered by 

the snarling wail of a Wild Cat. 

Emmaretta is an NPC who can be encountered on any jour
ney by road in The Empire. As the adventurers make their
way along the road, they pass a young Human woman, ap
parently in her early twenties, travelling in the same direc
tion. She is of medium height, and slimly built, with short,
light brown hair and light brown eyes, and is travelling alone
-unusual for any traveller, since the forests can be danger
ous. Her only possessions are a set of outdoor clothing, a
small bag of dried meat, a short bow with a quiver of ar
rows slung over her back, and a pair of daggers hanging
from her belt. If any of the adventurers speak to her, she
will answer courteously, giving her name, saying that she is
a Hunter and telling them that she is heading for the near
est town, which may also be the adventurers' destination.
She says that a friend of hers has got into trouble, and she is
taking some money to bail him out.

Emmaretta will quite happily travel with the adventur
ers, and will be grateful if they offer her a lift. She cannot
pay for a coach ride, as she needs all the money that she has
for the bail. If the adventurers attempt to draw her into con
versation during the course of the journey, and if she de
cides that she can trust them, she will explain that it is her
lover who has been imprisoned. His name is Klaus, and she
will say that she needs to bail him out before a certain date;
if any adventurer with Astronomy skill thinks to work it out,
it will be realized that this date is the next full moon.

What she tells the adventurers about her journey is true,
but she neglects to mention that both she and her lover are
Werecats; he has not yet learned to control his condition,

and if he is still in jail when the moon becomes full he will
change form in his cell and will almost certainly be killed by
the guards.

Emmaretta is travelling in the company of two of the
great Wild Cats of the Old World. They are trailing her from
the forest, and will attack if she is threatened in any way.
She is anxious to avoid trouble, and will call them off al
most immediately, warning the adventurers that it would
be best to leave her alone and go on their way. If she is hard
pressed, she will adopt her Cat form and run off into the
forest with her two travelling companions. She will only
stand and fight if the money she is carrying is stolen; she
needs it for Klaus' bail, and will use any means at her dis
posal to get it back.

EMMARETTA (Human Form) 

M WS BS S 

4 31 41 4 

Skills

T W I 

3 7 41 

Acute Hearing
Concealment Rural
Follow Trail
Game Hunting
Lightning Reflexes
Secret Language-Ranger
Secret Signs-Woodsmans'
Silent Move Rural

A Dex Ld Int Cl WP Fel 

1 31 31 31 31 31 31 

Possessions
Outdoor Clothing
Sling Bag with 12

pieces of dried meat
2 throwing daggers
Purse with 12 GCs
Short Bow
Quiver with 12 arrows

CATS (and Emmaretta 1D Cat form) 

M ws BS s T w I A Dex Ld Inl Cl WP Fel 

8 41 () 4 3 5/ 30/ 3 - 10 43 43 43 -

7' 41' (5) 

*The number after the slash is the value for Emmaretta in
Cat form.

Special Rules: Attacks with 2 claws and 1 bite. If attacking
from cover, I + 20 for first round only. If Cat gains the first
attack in the first round of combat, it may leap on its oppo
nent; make one attack roll, if successful the Cat hits with 4
claws and 1 bite. Night Vision 20 yards.

IfEmmaretta decides to travel with the adventurers, her two
Cats will continue to trail her from the forest; they move
stealthily, so that any character must make an Observe test
with a penalty of -20 to spot them-and even then, all that
will be seen will be a movement in the undergrowth. The
cats will wait in the forest while she goes into the town, and
once she has bailed Klaus out, the two of them will head for
the forest, assume Cat form, and travel back to their home
with their two companions.

This encounter can be used to add to an adventure in a
number of ways. When she arrives at the town, a corrupt
Watchman might take her money and then deny having re
ceived it, leading to her asking the adventurers to get Klaus
out of jail as a favour. The party might be attacked by ban
dits, in which case she will fight alongside the adventurers,
and her two Cats will come to the party's aid, melting back
into the forest when the fight is over. If she is questioned
about the Cats, she will answer simply: 'I grew up in the
forest-I suppose I've made some unusual friends.' One of
the other NPC travellers might fall foul of the Cats by pes
tering her or trying to steal her money: You should use your
imagination to get the most out of the encounter.



A FRIEND IN NEED 

Blood oozes from dozens of small cuts all over 
his body. He raises his head to meet the 

adventurers' gaze. and a slash across his throat 
opens like a second mouth, sending blood 

cascading down his chest. One arm reaches out 
imploringly. and despite the fact that his legs have 

stopped moving. he continues to draw closer. 

This encounter takes place at night on a lonely and deserted 
stretch of road. For some reason, the adventurers have found 
it necessary to travel at night despite the warnings of the 
staff at the last coaching inn they passed. The road ahead is 
a terrible place, swanning with brigands and worse; it is 
even said to be haunted. Some of this may be true, the ad
venturers conclude, but the fact that the innkeeper wants 
them -ro stay because they will pay for room and board may 
have a great deal to do with it. However, the adventurers 
decide co press on despite his warnings. Perhaps it is vital 
that chey reach the next town by daybreak, or perhaps a 
group of Roadwardens are approaching the inn and the 
adventurers are anxious to avoid them. 

Whatever the reason, the adventurers leave the inn after 
a hot meal, and carry on down the road. The first few miles 
pass easily enough-there is still a fading light in the west
em sky, and they are only on the edge of the forest. As the 
road goes deeper into the forest, however, things begin to 
change. The darkness deepens, and can only be penetrated 
by Night Vision. It begins to rain, a fme penetracing drizzle 
d1at soaks through even the stoutest clothing and soaks 
everyone to the skin. lt is impossilJle to Light a torch, and 
lighting a Lantern requires a successful Dex test, as the ad
venturers' tinder is very damp. 

Above the soft hiss of the rain can be heard the noises of 
the forest's nocturnal denizens going about their business. 
Somewhere in the darkness an owl screams, and is answered 
by the snarling wail of a Wild Cat . The adventurers may re
gret their bravado n w, but they have no choice but to press 
on; it is as far. to go back as it is to go forward. 

About midnighc, the adventurers come to a small shrine; 
dedicated, appropriately enough, to Taal, the God of Wild 
PL-lees. The shrine takes rl1e form of a circular stone hur, 
about ten feet in diameter, with a conical thatched roof. An 
elk skull hangs over the doorway, and inside is a crude 
wooden statue of the god , standing about five feet high. 
There is room for up to five characters to shelter in the 
shrine, with some discomfort; the roof leaks, but the shrine 
keeps the worst of the weather out, and the adventurers 
can eat and perhaps snatch a couple of hours' sleep. It is 
impossible co light a fire in the shrine, since the tinder in 
the advennirers' tinderboxes, and any kindling they might 
have with them, has been thoroughly soaked by the rain. 

Whether or not the adventurers decide to shelter in the 
shrine, a strange thing will happen a few minutes after they 
arrive. Somewhere in the distance, a human voice is faintly 
heard; the words cannot be made out, but the voice is heavy 
with pain and misery. If the adventurers have horses or any 
other animals with them, they will become nervous and 
skittish. The voice draws closer, and after several minutes 
the adventurers make out a figure dragging itself along the 
road towards them. 

The figure is indistinct, and difficult to make out through 
the drizzle, but it is humanoid. It limps and staggers, as if 
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on the verge of exhaustion, and yet it approaches surpris
ingly quickly, When the figure is within ten yards of the ad
venturers, it can be seen to be a male Human. 

His clothes were once rich but are now tattered, and he 
appears to be severely wounded. Blood oozes from dozens 
of small cuts all over his body. He raises his head to meet 
the adventurers' gaze, and a slash across his throat opens 
like a second mouth, sending blood cascading down his 
chest. One arm reaches out imploringly, and despite the 
fact that his legs have stopped moving, he continues to draw 
closer. 

'Help me,' he moans, 'Help me.' 
AsJJe approaches, the adventurers realize with a shock 

that the trees and the road can still be seen through his 
insubstantial body. 

At this point, the adventurers should make a Fear test. 
They have encountered a Ghost. 

GHOST 

M WS BS S T W I A Dex Ld Int Cl WP Fel 

4 25 - - 3 17 30 1 - 18 18 18 18 29 

Special Rules: Subject to instability when outside bounded 
area (in this case, within 100 yards of d1e shrine). Immune 
to all psychological tests. Causes /ea,· in living creatures. 
Immune to non-magi.cal weapons. 1buch causes fear, (Ld 
test at -10 penalty or .flee). May pass through solid objects. 

If the adventurers do not flee from the Ghost, it will not 
make any attempt to attack them. In a moaning voice, it will 
tell them that it was once Johann Gespenst, a merchant from 
the nearest town. While staying at the inn which the adven
nirers have just left, Johann was murdered a:nd robbed, and 
his body was brought into the forest on a cart and dumped 
by the roadside not far from the shrine. The adventurers 
can free Johann from his miserable condition by collecting 
his bones and caking them to the town for decent burial. 
He will show the adventurers where his body was dumped; 
the bones have been picked clean by wild animals, and are 
scattered over an area about ten yards in diameter 

The nearest town will have a graveyard, tended by a 
Cleric of Morr. Depending on its size, it may also have a 
Mourners' Guild, who undertake all arrangements to do with 
funera.ls. An individual grave and marker will cos't 30 GCs, 
whtle a pauper's burial in the unmarked mass grave will be 
free. On the night after the burial, Johann's Ghost will ap
pear to the adventurers; still an appalling sight, but free of 
the pain and desperation of his earlier appearance. 

'Thank you,' he says. 'May you never suffer as I have.' 
If the adventurers have had his remains buried in the 

paupers' grave, Johann will vanish, saying nothing more. lf 
they have pald for a burial plot and headstone for him, he 
will tell them that it Is stlll in his power to recompense them 
for what they have done for him. He will instruct them to 
contact his family in the town. 

'Tell them that you have helped me,' he says. 'Ask for my 
sister Greta, and tell her that I want her to give you a pack
age, which she will find in a hidden compartment behind 
the second drawer on the right-hand side of my desk. If she 
questions you, mention the time when she was six years 
old and l saved her-when her horse had bolted. Then she 
will know that the message comes from me.' 

With that, he will vanish. 
If the adventurers follow his instructions, the family will 

be puzzled, but will comply. ln the package Is a velvet pouch 
containing four rubles, worth 50 GCs each. 
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Chapter 16 

The 

Emperor 
Luitpold 

he Emperor Luitpold is a luxury river liner, named 
after the father and predecessor of Karl-Franz I. Run 
by the large and powerful Hindelin Lines of Altdorf, 

it plies the river Talabec from Altdorf to Berghafen near the 
Worlds Edge Mountains. Built by the Spee boatyards in 
Altdorf in 2510, the Luitpold and its sister-ships the Em
peror Wilhelm (Altdorf-Nuln) and the Emperor Magnus 
(Altdorf-Marienburg) give Hindelin Lines an unrivalled 
luxury fleet. The 'Emperor'-class river liners are much fa. 
voured by wealthy merchants, those on Imperial business 
and the lesser nobility. 

FARES 
The Emperor Luitpold has two passenger decks; the upper 
passenger deck holds 8 luxury staterooms and 14 three-berth 
servants' cabins, while the lower holds 16 twin-berth pas
senger cabins. Fares are as follows: 

c'abin Full 

type Jour11ey 
. .S:tatc,:irool.)l 250 GCs 
l¾lss�i;ige;,r 75 G<;:s
Servants·• 50 Gts

Ta,labheirl'I 
,�-iitdorf 
1:00 GCs 

3S Gt:;; 

3onds 

Other, per 
IO'miles 
5 GCs* 
2 GCs 
1 GCs 

A sttl(��t;�1�111iiift-.bt,! _bot,�,Jor ,, ,n/rJJm11m of J rucok 11'tTut:ol 
(talc,1/al,d,illWc"s/ r,f (1/0·<;ct 4mu«dre«m, mid 1 SO·G�'"-�JJslream). 

The fares cover the cabin plus three meals a day. All other 
services-drinks and snacks during the day, for instance
are 'extras', and a bill for these is presented at journey's 
end. 

The Captain has the discretion to discount fares en route, 
but is forbidden by company regulations to offer a discount 
of more than 10% on the full fare. If all passenger cabins 
are full, he may offer passengers any spare servants' cabins 
at the servants' fare. 

Passenger and servants' cabins may be equipped with 
an extra folding bunk on request, but only if all other cab
ins of the same class are full. There is a 25% surcharge for 
this service. 

THE JOURNEY 
The Luitpold's downstream journey starts at Berghafen, a 
small town on the upper Talabec a few miles beyond the 
edge of the forest; this is the highest point on the Talabec 
which can be reached by large river traffic. By transferring 
to smaller craft and then to mules, it is possible to follow 
the Upper Talabec all the way to the Dwarfholds of Karak
Kadrin and Karak-Ungor. 

T here are few regular stops along the first part of the 
route-these are mainly for fresh supplies-but the Luitpold 
will stop to pick up and set down passengers as required. 
Flagpoles are set up on wharves along the route to signal 
the boat to stop for passengers. Once the Luitpold reaches 
Talabheim, the journey becomes more regular-the boat 
always stops at Ahlenhof and Schoppendorf, and often at 
Volgen as well. 

The boat's combination of sails and oars makes it a very 
rapid means of travel. Its 750-mile trip takes around 2 weeks 
downstream and 2½ weeks upstream-an average of 45 and 
38 miles per day respectively. 

RULES OF PASSAGE 
All the laws of The Empire apply aboard the Emperor 
Luitpold. For legal purposes, the Emperor Luitpold is treated 
as within the jurisdiction of the legal authorities of Altdorf. 
There are also certain rules which passengers are expected 
to observe while on board the liner: 

We�pons: All passengers are permitted to carry one sword 
and one dagger while aboard the Emperor Luitpold. All other 
weapons and all armour must be handed over to the Purser 
for safe-keeping in the liner's strongroom, although they 
are available on request if passengers want them for shore 
visits along the way, or in the event of the liner being at
tacked by river pirates. 

Magic: Spellcasting of any kind is forbidden aboard the 
Emperor Luitpold without the express permission of the 
Captain. This includes the use of magical items. In practice, 
this rule is difficult to enforce, but anyone openly casting 
spells will be reported to the Captain. 

Morality: All passengers are expected to observe 'common 
decency'. Basically, this means not doing anything in public 
which is liable to shock, offend, embarrass or outrage one's 
fellow-passengers. The Captain is the final judge of such 
matters. 

Religious Observance: After dinner each day, the Captain 
leads the company and passengers in a five-minute period 
of prayers to Talabec, the aspect of Taal which rules over 
the river. Attendance is not compulsory, but those who do 
not take part are considered impolite (Fel -20 when deal
ing with any member of the crew). Passengers are free to 
make any observances demanded by their particular reli
gions, subject to the laws of The Empire, but animal sacri• 
fice of any kind on board is banned. 

Passengers who flout the rules of passage will be given 
one warning, except in extreme cases. The Captain has the 
power to put offenders off at the next stop, handing them 
over to the local authorities if Imperial Laws have been bro
ken. 
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A TYPICAL DAY 
A day aboard the Emperor Luitpold revolves around 
mealtimes. Breakfast is served an hour after dawn, 
lunch at noon and dinner at 7pm. Mealtimes are announced 
by the boat's stewards, who walk the length of the passen
ger deck ringing small handbells. Meals are served in the 
passenger lounge, but passengers may arrange to take some 
or all meals in their cabins. No charge is made for this, but 
a tip of at least 5/- per person per meal is customary. 

Between meals, the passengers are left largely to their 
own devices. The passenger lounge is closed for twenty 
minutes before and after each meal as the stewards convert 
it from a dining-room back to a lounge , clearing away the 
folding tables and so on. A range of light snacks and non
alcoholic drinks is available in the passenger lounge 
throughout the day, and wines and spirits are served from 
noon till midnight; these are all 'extras', and must normally 
be paid for at the time, although an account to be settled at 
the end of the trip is seldom refused. The Emperor Luitpold 
has a bill of fare comparable to that of a high-class restau
rant in a large Imperial city, both in range and price. 

During the day, various deck games are available for 
those who wish to play, and weapons practice and friendly 
duels (to first blood) are permitted on the promenade deck, 
provided that a prior arrangement has been made. Those 
wishing to engage in friendly competition must inform the 
Captain or Purser before any fight. If the crew are not aware 

THE CREW OF THE 
EMPEROR LUITPOLD 

Captain 
Mikhail lorga 
Merchant, ex-Pilot ex-Boatman, ex-Marine 
Appearance: Middle-aged, burly, bearded, 
Personality: Taciturn, punctilious, efficient, 
Motivations: A trouble-free trip. 
Catchphrase: 'Enjoying the journey, I trust?' 

M �D8 S 1J' :W .t A�Ld 

4 42 37 4 8 49 43 67 

Int 

59 

0 WP. Fel 

55 53 48 

Skills: Consume Alcohol; Disarm; Dodge Blow; Etiquette; Evaluate; Fish; 
Haggle; Law; Magical Sense; Orientation; Read/Write; River Lore; Row; Sail
ing; Secret Language-Battle Tongue; Specialist Weapon-Firearms; Street 
Fighter; Strike Mighty Blow; Strike to Stun; Swim. 
Possessions: Mail shirt (1 AP, body); sword; dagger (1+20, D -2, P -20); 2 
pistols (R 8/16/50, ES 3, Rid 3); blunderbuss (R 24/48/250, ES 3, Rid 4) 

Bosun Hans Sauber 
Mercenary Sergeant, ex-Marine, ex-Boatman 
Appearance: Strong, scarred, unshaven. 
Personality: Abrasive, professional, brusque 
Motivations: Keep the crew from slacking, 
Catchphrase: 'Pll/'YOUR /JACK IN1017!' 

M WS BS 

4 57 55 

T W 

4 11 51 2 36 44 37 43 41 39 

Skills: Boat Building; Consume Alcohol; Disarm; Dodge Blow; Fish; Orien
tation; River Lore; Row; Secret Language-Battle Tongue; Strike Mighty Blow; 
Strike to Stun; Swim; Very Strong•. 
Possessions: Mail shirt (1 AP, body); sword; dagger (1+20, D -2, P -20); 
crossbow (R 32/64/300, ES 4, Rid 2); 20 bolts. 

of any prior arrangement, they will treat the incident as a 
common brawl and step in to restrain the combatants. 

After dinner, entertainments are staged in the passenger 
lounge: it is common, for example, for a musician or other 
entertainer to work his passage in return for a reduced fare. 
The standard fare reduction is 50%, and is not subject to 
negotiation. A character wishing to strike this kind of deal 
has a base 50% chance of success, modified as follows for 
each of the listed skills: 

+ 5 Acting, Clown.Juggle, Mime, Mimic. 
+ 10 Comedian, Escapology, Sing, Story Telling.
+ 10 for Musicianship, + 5 for each additional instrument

There is a certain etiquette to be observed in the type of 
entertainment provided. Anything involving fire is banned, 
since the Emperor Luitpold is built almost entirely of wood. 
Animal acts are not generally acceptable, since an unfortu
nate incident three years ago involving a dancing bear. And 
no entertainment may include material that is insulting to 
the Emperor, the nobility, or any of the major religions, or 
which is in any way 'in bad taste' (as decided by the Cap
tain). These rules are explained at the outset, and any breach 
can result in the Captain disallowing part or all of an enter
tainer's discount. If an offending character protests that he 
can't pay the full fare, the Captain will hint darkly that he 
has a contact in the staff of the notorious Mundsen Keep 
debtors' prison in Altdorf. 

First Pilot Reiner Reitsmann 
Second Pilot Wolf gang Altenberg 
Pilots, ex-Boatmen 
Appearance: Youthful, well-dressed. 
Personality: Educated, professional, courteous. 
Motivations: Avoid river hazards, get on in life 
Catchphrase: 'Charis? Hmm ... l1,u need lO know the river for yourself 1hat ·s 
the mark of a river pilot!· 

A Dex 1d Int Cl WP Fel 

40 so 60 40 so 40 

Skills: Cartography; Orientation; River Lore; Row; Sailing; Swim. 
Possessions: River charts; dagger (1+20, D -2, P -20). 

Oarsmen (20) 
Boatmen 

4 40 40 3 3 8 40 

11.- Dex Ld Int Cl WP Fel 

30 30 30 40 30 30 

Skills: Fish; Orientation; River Lore; Row; Street Fighter; Swim; 50% chance 
of Very Strong; 25% chance of Consume Alcohol; 25% chance of Boat 
Building, Possessions: dagger (1+20, D -2, P -20). 

Head Cook Maximilian Berryhill 
Artisan, ex-Artisan's Apprentice, ex-Servant 
Appearance: Plump, smiling Halfling. 
Personality: Bustling, cheerful. 
Motivations: Create wonderful meals, train staff. 
Catchphrase: '/JAR/JAR/AN! >f,u can't serve that lukewarm!' and '/ agree 
entirely, Sir 1/Jo much oregano would normally ruin the flavour, hut ... ' 

M WS BS S T  W I  A DexLd Int Cl WP.Fel 

3 33 36 3 .f• 7 72 63 35 34 32 55 58 



Skills: Ambidextrous; Charm; Consume Alcohol; Cook; Dodge Blow; Eti
quette; Swim; Very Resilient•; Wit. 
Possessions: Dagger (1+20, D -2, P -20); kitchen knife (1+20, D-1, P -20). 

Kitchen Staff (2) 
Servants 

4 38 27 3 3 6 43 35 27 31 33 39 28 

Skills: Cook; Dodge Blow; Etiquette; Swim. 
Possessions: Dagger (1+20, D-2, P -20); kitchen knife (1+20, D -11, P -20). 

Purser Eberhardt Kleingeld 
Merchant, ex-Scribe 
Appearance: Slim, dapper, handsome. 
Personality: Suave, charming, polite. 
Motivations: Keep passengers happy, supervise stewards. 
Catchphrase: 'Thank you for bringing Iha/ /() my allenlion. I'll have ii 
seen '" immediately.· 

4 38 41 4 4 8 

11. Dex w tor a WP m 

47 59 65 46 53 55 

Skills: Blather; Charm; Dodge Blow; Etiquette; Evaluate; Haggle; Heraldry; 
Magical Sense; Numismatics; Read/Write; Secret Language Classical; Super 
Numerate; Swim. 
Possessions: dagger (l+20, D-2, P-20). 

Stewards ( 4) 
Servants 

M WS BS 

4 38 27 

A Dex l,d 

35 27 

Cl WP Fel 

33 39 28 

Skllls: Blather; Dodge Blow; Etiquette; Heraldry; Read/Write; Swim. 
Possessions: dagger (I+ 20, D-2, P-20) 
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TRAVELLING 
COMPANIONS 

Sergei Buhkarin. Kislevite Ambassador 
Noble, ex-Free Lance, ex-Squire, ex-Soldier 
Born about thirty years ago into a minor noble family in the 
city ofKislev, Sergei J1as served with distinction in the Tsar's 
armies, and wears the Silver Star of Kislev, one of that coun
try's foremost military decorations (Fel +25 when dealing 
with members of the Kislevite military and nobility). Among 
his various ranks and honours, he is aNacha/nik Kavalyerov 
(Knight Commander) of the Kisle-vlte Order of the White 
Wolf, and he wears a silver wolf's-head pendant around his 
neck to indicate his rank. Sergei does not wear his armour 
while travelling, but wears a knee-length tunic with richly 
embroidered borders in the Kislevite fashion, plus stout 
breeches and knee-length boots, with a heavy, fur-lined over
coat and a fur hat. 

Sergei is an expedenced, enthusiastic oldier, and en
joys discussing battles, tactics and weapons with fellow war
riors. He has an enormous appetite for food, drink and 
exercise-unwary travellers may commit themselves to dawn 
work-outs with sword and shield without realizing it. He 
also has a tendency to fall in love with attractive young 
women he meets on his travels, forgetting them instantly at 
journey's end. He is a bluff, hearty man with an great appe
tite for life and a direct approach to life's difficulties. 

M WS B T W r A Dcx ld lnt Pel 

4 6 4 10 53 3 41 66 12 40 

Skills: Animal Care; Consume Alcohol; Disarm; Dodge Blow; Eliquette; 
Gamble; Heraldry; Read/W'ritc, Ride Morse; Sccrer Language-Battle Tongue; 
Speak Adc;litlonal L:inguage-Norse1 Sp�d.11.llst Weapon-Lance; Speclallst 
Weapon-Finl!; Specialist Weapon-1wo-handed weapons; rrccr l'lgh1er; 
Strike Mighty lllow; Strike to Stun; Strike to Injure 
Possessions: leeved mail coat, mail leggings, mail coif, breastplate, helmet 
and shield (3 AP head/body/legs, 2 AP arms); a jewelled dress sword (150 
GC); an everyday sword, a two-handed sword (1-10, 0+2), a dagger (1+20, 
D-2, P-20); sealed and very sensitive leners from rhe Tsar's court; <Lround 
250 GCs in coin and gems. 

Merchants 
Wealthy merchants are frequent passengers aboard the Em

pemr Luitpold; It is a favourjte means of transport for 
Talabheimer merchants coming to Altdorf, since they think 
that they can impress the merchants of the capital by arriv
ing in such great style. A basic profile for a merchant is given 
at the top of the next page; personalities can vary a great 
deal , but here are a few ideas: 

Merchant, self-made, obnoxious 
Appearance: Middle-aged, overweight. Ostent;ulous dress, little tyle. 
PersonQllty: Fawning to social superiors, insulling to inferiors. Vain, arro
gant, cowardly, avaricious. Loud, tactless, often vulgar. 
Motivations: Greed. Need to impress. 
Catchphrases: '/ had 110/hlng when I started out' and 'Never done a day's 
work In their lives, them. ' 

Merchant, quick-witted 
Appearance: Any age and build. Dressed well but not overdressed, 
Personality: Observant, tactful, humorous. 
Motivations: Profit, enjoyment, build useful contacts. 
Catchphrases: 'Stay In touch. We might do business one day.' 

Merchant, senior 
Appearance: lllderly, arisrocmric, well-dressed. 
Personality: Demands respect. Genial unless offended. 
Motivations: Profit, social status. 
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Catchphrases: '/ wouldn't travel any other way.' and '}tJu probably 
wouldn '/ remember the slump of '85. ' 

M WS IJS S 'I! W I  ADULd lDt CIWPl'd 

.f 42 36 4 ,j 7 55 4 l 62 65 53 50 54 

Skills: Arcane Language-Magick; Blather; Evaluate; Haggle; Law; Magical 
Sense; Numismatics; Read/Write; Secret Language-Classical, Guilder; Speak 
Additional Language-Norse; Super Numerate 
Possessions: Fencing sword (1+20, D-1, WS-20); dagger (1+20, D-2, P-20); 
assorted jewellery; one or more servants. 

Gambler 
Gamblers frequent riverboats as much as they do roadside 
inns, for there is a great deal of money to be made from 
fellow-travellers. A typical gambler aboard the Emperor 
Luitpold will be at the very top of his profession, able to 
move among the aristocracy with ease. This example has 
also followed the career of charlatan, adding to the skills 
which help him fit in with this rich environment. 

Appearance: Immaculate, well-dressed 
Personality: Charming, witty. 
Motivations: Profit, amusement, personal safety. 
Catchphrases: :-lnyone, for an honest game of chance?' and 'Would you 
care to avenge yourself for yesterday's game?' 

M W-S 88 8 

4 51 51 4 

T :w, A Der Ld rnt Cl WP Fe! 

2 51 51 51 51 51 5l 

Skills: Blather; Charm; Consume Alcohol; Disguise; Dodge Blow; Etiquette, 
Evaluate; Flee!; Gamble; Luck; Mimic; Palm Object; Pick Pocket; Public Speak
ing; Seduction; Street Fighter; Wit. 
Possessions: Good quality clothing; cards; dice; sword; dagger (1+20, D-2, 
P-20); around 100 GC in cash; around 250 GC in jewellery. 

Aristocrats 
The Emperor Luitpold carries the highest class of passen
gers, often including the nobility. Here are a couple of sam
ple aristocrats: 

Elderly Duchess 
Appearance: Elderly, immaculate, slightly frail. 
Personality: Imperious, demanding, snobbish. 
Motivations: Receive respect, terrify servants , avoid commoners. 
Catchphrases: '/ hate travelling. So uncomfortable. Such a fuss. 'and 'Some 
people have no idea of the correct way to behave. ' 

Young Blood 
Appearance: Youthful, athletic, gorgeously-dressed. 
Personality: High-spirited, irresponsible, noisy. 
Motivations: Have fun, play practical jokes. 
embarrass others. 
Catchphrases: '/ SAY, you chaps! How u/lerly splendid! Much Jun!' and 
'Some people have no sense of humour. W hal a bore!' 

M WS "BS S T  W '"l"  A Destd ln1 Cl"WPJ!el 

4 43 45 3 3 7 41 40 52 28 42 35 46 

Skills: Blather; Charm; 25% chance of Consume Alcohol; Etiquette; Gam
ble; Heraldry, Luck; Public Speaking; Read/Write; Ride Horse; Specialist 
Weapon-Fencing Sword (males); Wit. 
Possessions: Good quality clothes; sword and dagger (males); money and 
jewellery, one or more servants. 

Army Officers 
Senior military men have to travel regularly between the 
capital and their bases. Their precise rank can vary but those 
who can take passage on the Emperor Luitpold will always 
be high-ranking. They might be commanders of border regi
ments, heads of orders of knighthood, or even senior 
templars. 

Frontier Commander 
Appearance: Middle-aged, tough, uncomfortable in courtly clothes. 
Personality: Gruff, unsociable, terrifying if crossed. 
Motivations: Get this dam' business over with and get back to the troops. 
Catchphrases: 'Don't know much about that. Been a soldier all m 'life.' 
and 'That one wouldn '/ last five minutes In the hills. ' 

Staff Officer 
Appearance: Immaculate, middle-aged or elderly. 
Personality: Courtly, charming, snobbish_ 
Motivations: Socialise, tell endless stories, 
Catchphrases: '1be last time I was al the Palace ... ' and 'Did I tell you 
about the Batlle of Rogenburg? I was on the left flank ... ' 

M WS DS S T W J 

4 60 58 5 5 l2 SJ 43 59 45 53 

Skills: Charm; Consume Alcohol; Disarm; Dodge Blow; Etiquette; Gamble; 
Heraldry; Secret Language-Battle Tongue; Ride Horse; Specialist Weapon 
lance, two-handed weapon, flail, parrying weapon; Street Fighting*; Strike 
Mighty Blow*; Strike to Stun*; Strike to Injure*; Wit** 

(*Frontier Commander only; ••staff Officer only). 
Possessions: Good quality clothes; dress uniform; sword; dagger (1+20, 
D-2, P-20); military decorations; jewellery and money as GM sees fit; possi
bly one servant. 

ADVENTURE IDEAS 
There is an almost endless variety of adventures and en
counters which can befall a group of travellers on a river, 
and the forthcoming Volume 2 of The Enemy Within Cam
paign: Death on the Reik includes an extensive section of 
ideas for river-based encounters. Many of these can be used 
with the Emperor Luitpold just as well as with any other 
river-boat. The ideas presented here relate purely to this 
great river liner-they treat the Luitpold itself (rather than 
the river) as the adventuring environment. 

Murder on the Altdorf Express 
A group of apparently unrelated travellers, effectively 
trapped together on a long journey-this is a favourite set
ting for murder mysteries. In a WFRP adventure the player 
characters must solve the mystery before the liner reaches 
the next stop and the murderer can get away. 

The first thing you need to do is decide on the murder 
victim. Next, you need a motive, a means of death, and a 
group of fellow-travellers. Ideally, most of the other travel
lers should have a Dark Secret which links them to the vic
tim and provides a motive for murder. Each character should 
have an alibi which make it impossible for any of them to 
have done the deed. Then add at least one handful of red 
herrings ... 

For example, let's suppose that the murder victim is 
Handrijk van den Kuyster, a truly obnoxious merchant. 
There could be a good many people who would be happy 
to see him dead. Given his foul treatment of underlings, he 
might have heaped abuse on one or more of the stewards. 
He could also have been caught cheating at cards, or he 
might have had a streak of luck which resulted in him win
ning a vast sum from a fellow-passenger who could clearly 
ill afford it. He might have made improper advances to the 
daughter of a noble passenger. There might be another 
merchant on board whom he has recently crossed in a du
bious business transaction, and with whom he quarrelled 
violently on the first night aboard. 

Those are the obvious clues. Most of them, at least, will 
be red herrings, but as the adventurers investigate further
assuming, of course, that they have the FeI scores and skills 



for other passengers to co-operate with them-they will 
uncover deeper and more secret motives. One of the pas
sengers or crew might be the victim's illegitimate offspring, 
whose deserted mother died of a broken heart. Another 
might be the victim of blackmail. And so on, until you have 
a suitable web of intrigue. 

On to the time of death and the method employed. Let 
us suppose that the victim was found dead in his cabin by a 
steward who had gone to call him ro dinner. He was lying 
face-down on the bed with a dagger between his shoulder 
blades. The last time he was seen by any of the passengers 
was around the middle of the afternoon, when several peo
ple saw a violent argument in the lounge between him and 
another passenger. 

So off the adventurers go, questioning passengers, check
ing alibis, uncovering clues, and so on. The-re are only three 
days before the [uitpold docks in Talabheim, and there are 
no planned stops In between. Tbc advemurecs must work 
fast tO unc.:over the murderer's identity before then. If they 
need any encouragement, the finger of suspicion points 
squarely at one of their number, who is chained up on the 
oar deck to be handed over to the authorities in Aftdorf. If
the other characters don't clear his name before then, the 
poor chap is doomed! 

The truth of the matter can be as straightforward or as 
bizarre as you like. The adventurers may well discard the 
obvious motives once they begin to uncover the secret ones, 
but one of the 'cleared' suspects might be the murderer. 
Alternatively, a large number of the passengers might have 
arranged this trip purely for the purposes of murdering their 
mutual enemy, and will have arranged each others' alibis. 
Or the whole murder might be a fake, arranged by the so
called victim to frame one of the other passengers, to es
cape from mounting debts, or for some other reason. 

Setting up a good murder mystery can take a lot of time 
and work, but it can produce a very challenging and re
warding adventure, especially for groups who like complex 
plots with a lot of character interaction. 

To Catch a Thief 
A variation on the murder mystery is the jewel theft. No
body dies, but some priceless jewellery or some other highly 
valuable object is stolen. The professional jewel thief is a 
far cry from his lower-class brethren. He is someone who 
can move as he likes through the upper classes, who can 
deal with locks and alarms without even thinking about it, 
and-most important of all-he has the everyday personal
ity of someone w110 would be c.:ompletely incapable of plan
ning and executing a brilliant robbery. Many impoverished 
nobles and similar characters try their hands at this glamor
ous occupation, but few are skilled enough to have long 
careers. 

This type of adventure is also about checking alibis and 
uncovering people who are not what they might seem. The 
adventurers have to be trusted by their fellow-passengers 
in order to get any useful information from them, and again, 
you might concentrate the adventurers' minds by having 
one of them locked up. 

The Thing in the Locker 
At the eastern end of its journey, the Emperor Luitpold is 
joined by Professor Marius von Groninghof, a scholar of 
some renown and a professor at the University of Aftdorf. 
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He has been on an expedition into the Worlds Edge Moun
tains, and has brought back several interesting finds from 
his journey. These are stored in crates in and around the 
lockers on the oar deck. 

Among the finds being brought back to Aftdorf are the 
contents of the centuries-old tomb of an Ore chieftain. The 
actual nature of the finds is not being made public to avoid 
undue concern among the passengers and crew, but they 
include the bodies and artefacts of the Ore chieftain and 
two of his warriors. 

Partway through the river journey, the Ore chieftain de
cides to punish those who have disturbed his eternal rest. 
The body breaks out of the crate in which it is stored, takes 
a few weapons and magical items from some of the other 
crates, and sets out on a killing spree. 

Staging is all-important in an adventure of this ty pe. You 
could simply have the undead Ore (treat it as a Mummy) 
break out of its crate and kill everything until it is over
whelmed by the adventurers and a few brave NPCs, but this 
would not do justice to the idea. 

Far better if the monster behaves intelligently, killing 
when it finds a victim alone and hiding the rest of the time. 
First the crates are found burst open, and then one of the 
crew is found, horribly mutilated. The Captain approaches 
the adventurers, swearing them to secrecy to avoid causing 
panic on board. They must search the oar deck, possibly 
splitting into small groups so that the creature doesn't es
cape. If you've seen the movie Alien, you 'II know the kind 
of tension that's needed. 
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Chapter 17 

The Great 

Hospice 
he Sisters of Shallya is one of the largest orders of 
Shallya's priesthood, and as its name suggests, the 
membership of the order is exclusively female. 

Members of the order may be found throughout the Old 
World working with the poor and sick-usually alongside 
male followers of Shallya. The hospices are large hospital
monasteries, of which there are several in the Old World. 

Some of the hospices deal in general healing, and take 
any patient who comes to them in need; others specialize 
in particular ailments and conditions, and draw their pa
tients from all over the Old World. The hospice at 
Seuchenshof in Nordland, for example, specializes in the 
treatment of the Black Plague, while the one at Frederheim 
in the Reikland specializes in the treatment of insanity. 

FREDERHEIM 
The village of Frederheim lies not far from the point where 
the highway from Altdorf forks for Middenheim and Delberz. 
It is a tiny, undistinguished place of 75 or so souls who 
scratch a living from the forest, and few people ever stop 
there. Fewer maps even bother to record its position, al
though it is part of the Imperial estates. The locals are re
luctant to talk about the Hospice-not because of any 
disrespect to the Sisters, but from simple fear that the mad
ness that haunts the place is infectious, just like any other 
plague. 

Past Frederheim-but not quite through it-runs a dirt 
road, linking the Great Hospice to the Altdorf road. The 
turning is not marked by a post or milestone, and is easy to 
miss if you are not sure of your way. Despite appearances, 
the road is capable of handling coach traffic, and winds 
through the dark forest for two or three miles until the high, 
grey walls of the Great Hospice suddenly loom out of the 
trees. 

THE HOSPICE 
The Great Hospice was founded in 2243 by a grant of land 
and money from Eberhardt the Just, who was then Emperor 
in Altdorf. A postulant priest of Shallya himself, Eberhardt 
had suddenly had the leadership of the House of Holzkrug 
thrust upon him when his father died unexpectedly and 
his elder brother was found issuing decrees to an electoral 
assembly which consisted entirely of potted plants. 

As Emperor, Eberhardt expended a great deal of time 
and money-much of it his own-on improving public 
health in the Reikland's towns and cities. He was especially 
interested in the causes of madness, and as soon as the 

newly endowed hospice was built he sent local militias 
scouring the towns and countryside for lunatics to occupy 
it. Eberhardt hoped that by studying lunatics a cure might 
be found for madness, but the Sisters of Shallya placed the 
well-being of their patients above any academic priorities, 
and no startling progress has been made. 

The Great Hospice of Frederheim continues to receive 
financial support from the crown, but this has reduced dras
tically over the years. For the last century the Hospice has 
relied on 'donations'-they will not call them fees-from 
the families of their more wealthy patients. No one has yet 
been turned away. 

Sworn statements by two physicians are necessary be
fore a patient can be admitted here. In the case of poor 
patients who cannot afford a physician, Sister Margaret will 
provide one signature and Sister Marie the other. Once ad
mitted, a patient remains in the care of the hospice until he 
is demonstrably cured (which is rare), until he dies, or un
til his family-if any-instructs otherwise. 

The Hospice is technically a nunnery of Shallya, and 
there are certain rules which must be observed by those 
visiting. All weapons, armour and magical items (except 
those which can be demonstrated to have at least one heal
ing property) must be kept under lock and key for the whole 
duration of the visit; and one of the Sisters keeps the key. 
No violence of any kind may take place within the walls of 
the Hospice. Visitors must do as they are asked by the staff 
at all times. 

Violating these rules-and any other breach of common 
courtesy-will result in the miscreant being asked to leave 
immediately. Serious infringements might call down 
Shallya's wrath on the culprit: healing-including magical 
healing-will stop working, and the character will suffer a 
penalty of-20 to all T tests against disease. These effects last 
until the culprit has made confession in a temple of Shallya, 
and performed a penance set by one of her Clerics. 

THE PEOPLE OF THE 

GREAT HOSPICE 

Typical Sister 
CL WJ> Fe)! 

39 31 33 

Skills: Cure Disease; Heal Wounds; Read/Write; Scroll Lore; 
Secret Language-Classical; Theology. 
Possessions: Silver dove cloak-pin; robes. 

High Priestess Margaret von Aschendorf 
Cleric of Shallya, level 3 

Appearance: Elderly, slim, piercing blue eyes. 
Personality: Brisk, practical, worldly. 
Motivations: Keep Hospice running, get donations, cut 
costs. 
Catchphrases: 'They're happy enough to dump their em
barrassing relatives on us, but they don't seem to under
stand that it costs money. Just because we're priestesses, 
they seem to think we come by everything we need miracu
lously.' 
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3 35 37 3 4 9 47 43 58 55 52 67 49 

Skills: Arcane Language-Magic; Cast Spells (see below); 
Cure Disease; Heal Wounds; 1::Ierb Lore; Identify Undead; 
Magical Awareness; Magical Sense; Meditate; Public Speak
ing; Read/Write; Scroll Lore; Secret Language-Classical; 
Theology. 

peUs: 28 Magic Points 
Petty: Gifl of Tongues; Glowing Light; Magic Alarm; 

Magic Lock; Open; Protection from Rain; Rernove Curse; 
Sleep; Zone a/Warmth. 

Battle 1: Aura of Resistance; Cure Light Injury; Cure 
Poison; Detect Magtc; Dispit'il; Jlnthuse; Immunity from 
Poison,· Steal Mind. 

Battle 2: Aura of Protection; Cause Panic; Rally; '/reat 
Illness; Zone of Sanctuary; Zone of Steadfastness. 

Battle 3: Cause Fear; Cause Stupidity;. Cure Insanity; 
Dispel Magic; Enfeeble. 
Possessions: Silver dove cloak-pin; robes. 

Sister Clementine Clausewitz 
Physician's Student, ex-Initiate, ex-Noble 

Appearance: Late 20s, medium build, fair hair. 
Personality: Dreaming, well-meaning, emotional. 
Motivations: A simple life, welfare of patients. 
Catchphrases: '/ hope it's for the best. It's so difficult to 
know what to do for them. ' 

M WS JjS S 'f W 

4 27 35 3 3 9 
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Skills: Charm; Cure Disease; Etiquette; Heal Wounds; Her
aldry; Luck; Read/Write; Ride Horse; Scroll Lore; Secret Lan
guage-Classical; Theology. 
Possessions: silver dove cloak-pin; robes. 

Sister Marie Duvallier 
Physician, ex-Physician's Student, ex-Initiate 

Appearance: Middle-aged, heavy build, grey hair, blue eyes. 
Personality: Gentle, patient, slight Bretonnian accent. 
Motivations: Welfare of patients, researching treatments for 
insanity. 
Catchphrases: 'Tbe mind is a complex organ-more intri
cate tha:n tbe finest clock a Dwarf ever made. We do not 
even understand bow ii can he bmken, so we bave a long 
way to go before we know how to mend it. ' 

M WS 8S, 

4 27 32 65 49 66 53 54 42 

Skills: Cure Disease; Heal Wounds; Manufacture Drugs; 
Read/Write; Scroll Lore; Secret Language-Classical; Surgery; 
Theology. 
Possessions: Silver dove cloak-pin; robes; surgical equip
ment (stored in infirmary). 

Sister Anna-Lise Leverktse 
Pharmacist, ex-Herbalist, ex-Physician's Student, 
ex-Initiate 
Appearance: 30s, tall, slim, always wears gloves. 
Personality: Brisk, efficient, unsociable. 
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Motivations: Develop new compounds for treating insan
ity, welfare of patients. 
Catchphrases: 'Will it work? How can I know? How do I 
know what works if I'm not allowed to test anything?' 

M 

4 

Skills: Arcane Language-Druidic; Chemistry; Cure Disease; 
Heal Wounds; Herb Lore; Identify Plant; Immunity to Poi
son; Manufacture Drug ; Prepare Poisons; Read ;Write; Scroll 
Lo.re; Secret Language-Clas ical; Theology. 
Possessions: Silver dove cloak-pin; robes; pharmaceutical 
equipment (in infirmary). 

Sister Ulrike Messner 
Physician's Student, ex-Initiate, ex-Alchemist's 
Apprentice, ex-Hypnotist 

Appearance: Late 20s, medium height and build, piercing 
blue eye_s. 
Personality: Friendiy, gregarious, talkative. 
Motivations: Inve tigate non-surgical, non-pharmaceutical 
treatments. 
Catchphrases: 'The mind isn't physical and it's not chemi
cal. The mind itself is g1·eater than cogs and drugs. ' 

4 28 30 

Skills: Brewing; Chemistry; Cure Disease; Evaluate; Heal 
Wounds; Hypnotise; Magical Awareness; Read/Write; Scroll 
Lore; Secret Language-Classical; Theology. 
Possessions: silver dove pendant; robes. 

Chief Orderly Sister Hanna Bratsch 
Physician's Student, ex-Initiate, ex-Mercenary 

Appearance: 20s, short, tocky. 
Personality: Quiet, firm, slightly intimidating. 
Motivations: Serve the hospice. 
Catchphrases: '/ decided to stop killing and try healing 
instead. Any objections? In the end I jr,tSt swapped one bunch 
of lunatics for another. 

4 

Skills: Cure Disease; Disarm; Dodge Blow; Heal Wounds; 
Read/Write; Scroll Lore; Secret Language-Battle Tongue, 
Classical; Street Fighter; Strike Mighty Blow; Strike to Stun; 
Theology; Wrestling. 
Possessions: Leather jack and leggings (0/1 AP, all locations 
except head); silver dove brooch. 

Typical Orderly 

Skills: Disarm; Dodge Blow; Heal Wounds; Strike to Stun; 
Theology; Wrestling. 
Possessions: Leather jack and leggings (0/1 AP, all locations 
except head); silver dove brooch. 
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THE INMATES 

Erzhet Wegener. Hospice Inmate 
Assassin, ex-Bounty Hunter, ex-Entertainer 

M WS BS S 

4 65 67 4 

Skills: Acrobatics; Concealment-Rural; Concealment
Urban; Dance; Follow Trail; Marksmanship; Prepare Poisons; 
Scale Sheer Surface; Shadowing; Silent Move-Rural; Silent 
Move-Urban; Specialist Weapon-Fist Weapon, Lasso, 
Throwing Knife; Strike Mighty Blow. 
Possessions: none. 
Insanity Points: 4 
Disorders: Amnesia; Dementia; Introversion; Phobia (stran
gers); Minor Disorder-Nightmares. 

Typical Inmate 
s 

4 27 35 3 

A .Dcxt4 �i Cl WP l!el 

46 42 33 39 31 33 

Skills: 25% chance of Animal Training (rats, bats, spiders 
or something similar); Blather; Charm; Concealment-Ru
ral; Concealment-Urban; Drive Cart; Flee!; Fleet Footed; 
Lightning Reflexes; Luck; Prepare Poisons; Read/Write; 
Ride-Horse; Scale Sheer Surface; Sing; Super Numerate; 
Very Resilient and Very Strong; 5% chance of any other skill. 
Possessions: tattered night-shirt; soup bowl. 

Anders Bohne 
Appearance: Late 30s, slim build, fair hair. 
Personality: Quiet, reasonable, violent when he doesn't get 
his own way. Motivations: Escape. 
Catchphrases: 'I don't want to keep repeating myself, but 
I am sane. I'm not mad. I shouldn't be in here. There's been 
a terrible mistake. Just talk to the Sisters, they'll tell you 
I'm right.' 

Hanni Eiferer 
Appearance: Old (late 60s), slight build, drawn face, pierc
ing eyes. 
Personality: Charming psychopath. 
Motivations: Destroy 'wrongdoers', escape to continue the 
'great work'. 
Catchphrases: 'I'm going to cut the wickedness out of your 
soul. You want me to hurt you. I can tell. There's an eye in 
the middle of your forehead that's winking at me. It's tell
ing me what to do. So SIT STILL. I'M A SURGEON, DAMMIT!' 

Jurgen Stumpfnase 
Appearance: Indeterminate age, scruffy, red-rimmed eyes. 
Personality: Deluded, believes that he is a Vampire. 
Motivations: Live forever! 
Catchphrases: 'Flies. Flies. Flies. That's the only thing for 
me. But there's not much life in a fly, you know. Far more 
inside you. Or one of those nice ripe Sisters. Yummy. '

Inmate 21B 
Appearance: Early 20s, long hair, beard, unwashed. 
Personality: Almost non-existent, can barely deal with in
animate objects. 
Motivations: A quiet life, away from everything. 
Catchphrases: 'That wall's a lying git!' 

INSANITY 
The WFRP rulebook offers a selection of mental disorders 
and some basic notes on the treatment of insanity. How
ever, further disorders have been recognized by Old World 
medicine, and further treatments have been developed at 
the Great Hospice and elsewhere. Here is a selection of 
optional and advanced rules, which can be introduced into 
your WFRP campaign if you wish. 

New Disorder-Delusion 
If you wish to include this new disorder in your games, use 
the 'Disorders Table' on pp83-4 of the WFRP rulebook as 
normal. When a Phobia result is generated, roll a D6: on a 
roll of 5-6 the result is Delusion instead. 

A character suffering from this disorder believes some
thing which is very obviously untrue. The nature of the de
lusion can vary widely-it may be something trivial, such as 
a conviction that the moon of M6rrslieb is made of cheese, 
or it may be something which affects every aspect of the 
afflicted character's life, like a belief that the ground cannot 
be trusted to support his weight. 

When a character is found to be suffering from a delu
sion, consult the following table: 

DZOO 
01-50
51-70
71-80
81-00

Result 

1)j,vi,t.l Delusion
M'ddef.i'.te Delusion
Ser.iq:U�,[)elusion
i'ers0 nai' Delusion

Trivial Delusions have little effect on a character's life, and 
lead only to minor peculiarities of behaviour. Here are a 
few examples, and you should feel free to invent your own: 
• The character believes that all members of a particular
race or nation are slightly deaf, and always shouts when
talking to them.
• The character believes that the meat of a certain animal
causes baldness, and refuses to eat it.
• The character believes that moonlight is dangerous, and
will go to some lengths to avoid being struck by the rays of
either moon.
• The character believes that mice are intelligent beings
from another world, and will spend hours talking to them
in respectful tones.

Moderate Delusions will affect the character's life some
what, but not enough that normal life becomes impossible. 
However, the character will be recognized as seriously ec
centric and others may avoid him or at least tap their heads 
knowingly behind his back ... 
• The character believes that any entrance in the east of a
building lets Daemons in, and will never enter any room
which has an eastern door.
• The character believes that earth can never conquer
water, and therefore will never cross a stone or earth bridge
over a river, because the bridge cannot possibly exist.



• The character believes that boots and shoes are actually
malignant life-forms that are just awaiting the signal to bite
their unsuspecting victims' feet off, and will refuse to wear
any kind of footwear.

Serious Delusions will make it impossible for the char
acter to survive in normal society-he must either receive 
treatment or be incarcerated in an asylum: 
• The character believes that every living thing around him
might harbour a Daemon, and is therefore subject to Terror
of all living things.
• The character believes that the ground will not be able
to support his weight if he moves, and is frozen into terri
fied immobility.
• The character believes that he can fly, and will hurl him
self from buildings, trees or cliffs unless restrained. 

Personal Delusions are a special kind of delusion. Some 
physicians claim that they are a completely separate disor
der. A character suffering from a personal delusion believes 
that he is someone else. This can be anyone-or indeed, 
anything-at all. A Human character might believe he is an 
Ore, for instance, and behave exactly as he believes an Ore 
would behave. Note that it is what the afflicted character 
believes that matters, not the actual truth. Deluded charac
ters might believe that they are Ores, or Dwarfs, or even 
trees or squirrels. Alternatively, a character might believe 
that he is a certain famous individual-the condition which 
in our world is informally known as the Napoleon Syn
drome. You can allow the player to choose a role-model for 
his character, or you can choose it yourself. 

NEW TREATMENTS 
As well as the treatments described in the WFRP rulebook, 
there are other means that can be used to try to cure per
sonality disorders. Often distressing for the patient, they 
are neither gentle nor reliable, but occasionally they do 
work. 

Confrontation Therapy 
This treatment is used in cases of phobia and other condi
tions which arise principally from fear. The patient is forced 
to confront the object of his fear, and hopefully repeated 
exposure will decrease the fear until it becomes manage
able. Or it might drive the patient even further into insanity. 

The patient makes a Cl test for each session of therapy. 
If the test is passed, the patient comes a little closer to mas
tering his fear; if not, the fear gets a little worse. Make a 
note on the character sheet of each passed test. 6 passes 
will cure the phobia completely, and each pass gives the 
patient a + 10 modifier for all subsequent tests. If the test is 
failed, the patient gains another insanity point. It is possi
ble for a patient to be cured of one disorder and gain an
other in the process. 

Confrontation therapy can be used to treat the follow
ing disorders: agoraphobia, anorexia, claustrophobia, 
scotophobia (fear of darkness). It can also be used in cases 
of animosity and hatred, but if the test is failed the patient 
does not gain another insanity point. Instead, the condi
tion takes its normal effect, described in the WFRP rulebook. 

Aversion Therapy 
This technique seeks to alter a patient's behaviour by ad
ministering a sharp punishment every time the undesirable 
behaviour is displayed-in a way, it gives the patient a pho
bia against the undesirable behaviour. Or against the treat
ment. Aversion therapy can be used to treat alcoholism, 
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animosity, drug addiction, kleptomania, pathological lying, 
and all minor disorders. 

The patient makes a Cl test for each session of aversion 
therapy. Make a note on the character sheet of each passed 
test-6 passes will cure the disorder, and each pass gives 
the patient a + 10 modifier for all subsequent tests. If the 
test is failed, the patient gains another insanity point. A new 
disorder acquired while undergoing aversion therapy will 
always be a phobia-fear of physicians, the cult of Shallya, 
or of some other recognizable group of people associated 
with the treatment. 

Shock Therapy 
As its name suggests, this treatment involves administering 
a sharp shock to the patient-dousing with cold water, for 
instance. It is mainly used in cases where the patient has 
become withdrawn (e.g. catatonia and introversion), and 
has also been used in cases of dementia to try to shock the 
patient's mind back to full functioning. 

The patient makes a Cl test for each session of shock 
therapy. Make a note on the character sheet of each passed 
test-6 passes will cure the disorder, and each pass gives 
the patient a + 10 modifier for all subsequent tests. If the 
test is failed, the patient retreats further from the discom
fort of reality and the disorder is reinforced-the patient 
gains a permanent -10 modifier to all subsequent attempts 
to treat the disorder. 

Deprivation Therapy 
Known informally as 'cold turkey' in our world, depriva
tion is often used to treat addiction to drugs or alcohol. It 
can also be used, in a modified form, to treat other behav
ioural disorders, simply by denying the patient the oppor
tunity to indulge in the aberrant behaviour. 

For each day of deprivation, the patient must make a Cl

test. If the condition being treated is a physical addiction, 
such as alcoholism or drug addiction, the patient must also 
make a T test daily. Each failed Cl test gains the character an 
additional insanity point, and each failed T test causes the 
character to lose points from a random characteristic: 
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Losses are permanent. If any characteristic reaches zero, 
the patient lapses into a coma and must make a T test or 
die; patients who survive still have D6 points in the affected 
characteristic. 

Each time a Cl test is passed, the patient becomes a little 
bit more able to cope with their addiction. The addiction is 
never cured by this process, but each successful test gives 
the character a + 5 bonus to WP tests to resist the lure of his 
particular drug. 
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ADVENTURE IDEAS 
The Great Hospice of Frederheim can be used in a variety 
of ways in your WFRP adventures. 

The Course of True Love 
A friend or associate of the adventurers has been conduct
Ing a reckless and passionate affair, and the father of his 
paramour does not approve of the liaison one little bi,t. Af. 
ter threats, bribery and outright violence have lef't both lov
ers unmoved, the disapproving father has resorted to 
desperate measures-he has bribed _a couple of physicians 
to certify his daughter insane, and has had her shipped off 
to the Great .Hospice-. The adventurers-perhaps with their 
friend in tow-must scout the Hospice and find some way 
of getting the unfortunate girl out, while avoiding sacrl.lege 
or any other trouble. Perhaps afterwards they will be called 
upon to prove her sanity in a court of law-not an easy 
task! 

Out of Harm's Way 
This idea might be used as a group adventure, or as a solo 
adventure, or as separate but interlinked adventures for a 
group of characters who have become separated. The ad
venturers were hired to carry out a task of dubious legality, 
and things went wrong. They wake up in the Great Hos
pice, where they have been admitted as patients under false 
names. Perhaps they are together, or perhaps they have been 
separated. They have no equipment of any kind and no 
clothes other than a tattered night-shirt apiece. Their former 
patron had them admitted-shying away from actual mur
der, he still needs them out of the way, as they know too 
much. From this none-too-promising start, they must some
how escape, recover what they have lost and perhaps avenge 
themselves on their former patron. 

The Ke y Witness 
The adventurers are hired by a big-city lawyer, or perhaps 
even a templar or witch hunter. A huge trial is about to start 
in the city-which could be Altdorf, Middenheim, 
Marienburg or anywhere else you fancy-and a vital wit
ness has vanished. The trial could involve a major organ
ized crime ring, a powerful Chaos cult with some members 
still at liberty, or any other large, powerful organization. The 
key witness has been admitted to the Great Hospice under 
a false name, and must somehow be found and fre·ed, and 
brought back to testify. Again, it may be necessary to estab
lish the witness's sanity before his testimony can be admit
ted at the trial. 

The Awful Truth 
This idea would be best suited to a group which includes at 
least one character with Surgery or some other healing skill 
or magic. The adventurers are hired by a wizard, cleric, 
templar or witch hunter. A former colleague of their patron 
was conducting highly dangerous but vital research on the 
very edge of Chaos, when an experiment went disastrously 
wrong. The experimenter gained some vital knowledge, but 
was driven mad in the process and is now a patient at the 
Great Hospice. The information locked in the madman's 
tormented mind is vital, and must be recovered at all costs
but how? Which of his ravings are real, and which are merely 
ravings? 

Brothe rly Love 
It is far from uncommon for patients at the Great Hospice 
to come from noble families, and the younger sons of no
ble families have been known to stoop to almost anything 
in order to get the succession (and the fortune) away from 
their older siblings and into their own hands. Such is the 
case here-the eldest son of a noble house has been falsely 
certified insane, and is confined in the Great Hospice. The 
adventurers are hired by a faithful retainer to free the Young 
Master, prove his soundness of mind, and redress the 
wrongs done ro him. The evil younger brother, meanwhile, 
will be happy to hire thugs, assassins and so on to make 
their lives just that little bit more interesting. Alternatively, 
perhaps the older brother really is mad, and the younger 
brother has decided to have him quietly done away with 
just in case he gets better and comes back to claim his in
heritance. Or perhaps that's just what the adventurers are 
told-when you're dealing with skulduggery in noble 
houses, the truth seems to become rather changeable ... 

Spare Parts 
In Altdorf, the adventurers are hired to investigate a body
snatching gang. The trail leads to the Great Hospice, where 
a corrupt orderly on the staff is selling the bodies of dead 
lunatics to physicians, necromancers or other interested 
parties. Possibly the unfortunate lunatics were helped on 
their wa,r in the interests of a quick prnfit. The gang will 
include a number of reputable people who will have too 
much to lose if their activities are exposed; if they realize 
that the adventurers are on to them they will try to have 
them put out of the way in the asylum (see Out of Harm's 
Way above), quite possibly arranging to have them die in a 
short while. 

The Best of Intentions 
Sister Anne-Lise is permanently disgruntled with the hos
pice's administration for the way it puts the welfare of indi
vidual patients before the opportunity to test possible cures 
and-as she sees it-bring relief to a great many more peo
ple. Unable to contain her impatience, she has secretly been 
developing and testing a range of potions and preparations 
on patients in the underground cells. One or more of them 
has produced some unfortunate side-effects, just when the 
adventurers are visiting the hospice on some other busi
ness. One potion, for instance, might contain a tiny amount 
of powdered Warpstone, causing the patient to develop 
Chaos mutations-it might even turn a previously harm
less lunatic into a ravening monster which breaks out and 
threatens the whole hospice. If you combine this with one 
of the other adventure ideas, you could keep the adventur
ers' hands very full indeed ... 



Chapter 18 

Night of 

Blood 

mhis adventure can take place at any roadside or
riverside location away from che large cities .  lt 
can be used to add colour to either a road or 

river journey. The journey hould have been uneventful, 
but as dusk approaches, a storn1 suddenly breaks. Soon the 
adventurers are wet chrough and their coach or barge is 
being buffeted by strong winds, making it very hazardous 
to continue. Unfortunately, thi being The Empire, it is not 
safe simply to stop and wait for the storm to pass. Many 
strange creatures live in the forest, and few of these are likely 
to be sheltering from the storm. 

The rain fails In torrents from the dark, rolling clouds. 
Overhead, lightning flashes across the sky. 1n the distance 
the strangled cry of some strange creature can be heard. IL 
is a night to be indoors, for who knows what Lurks under 
dark trees in The Empire's forests. 

THE HUNT 
Audible between the rumbles of thunder Is a strangled bay
ing. At first this seems to be In che distance, but soon it 
becomes apparent that the sound is heading towards the 
adventurers. A group ofBeastmen and mutants are hunt
ing a stag in this part of the forest. 

If the adventurers decide to halt their journey, the cries 
of the Beastmen swing straight towards them after about 
half an hour and approach at a fast rate. The cries top sud
denly before they reach the adventurers as the Bea,tmen 
pull down their prey, and the forest falls silent but for the 
sound of the stonn. It is only a matter of time before che 
13eastmen become aware of the adventurer's presence. 

Sensible adventurers will continue their journey at this 
point. Those who stay notice strange shapes lurking at the 
edge of their vision. The Beasanen and mutants ob erve 
the characters for a fow minutes and take the opportunity 
to surround chem if this is possible. They then rush into the 
anack. If the adventurers decide to retreat, have chem make 
Ride, Drive Cart or River Lore tests (as appropriate) to es
cape. Failure of these tests results In a banle with the beasts 
of Chaos. Unless the adventurers move on similar attacks 
occur throughout cbe night. 

The Chaos hunters (two 8eastmen and four mutants) 
attempt to overpower the adventurers and then dispose of 
them in their own Inimitable fashion. The mutants flee if 
both the Beastmen are slain or incapacitated unless they 
succeed in a successful Ld test. 

-
- ------------------
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Two Chaos Beastmen 
M WS B5 5 T W I A

46 41 25 3 <I 1 l 311 

The first Beascman has a large bovine head and tough 
scaly skin (2 AP on each part of its body). It is also 
subject to frenzy. It adds 1 to all damage it inflicts 
and subtracts 1 from each wound it receives. When 
the attack begins it lets out a bellowing shriek and 
charges into combat, oblivious for its own safety. It 
is armed with a sword and fights until slain or inca
pacitated. 

The other Beastman has long, dog-like legs (M 
6). It presents a mockery of human form, with a tall 
emaciated body surmounted by an oversize dog's 
head. The creature uses no weapons, attacking with 
its sharp teech. 

Four Chaos Mutants 
A pqt td' 

4 3:i 25 ·:1 'I 29 29 

Two of the mutants are armed with daggers, and the 
other two with clubs. 

The four mutants resemble normal humans, but 
each bears some mark of Chaos. One has eyestalks 
which bob around its head rather than eyes, another 
has two tentacles which sprout from its hands. The 
remaining two mutants are covered in thlckfur which 
provide them witJ, 1 AP on tJ1eir bodies and arms. 
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MOVING ON 
Whether they are attacked or not, the adventurers are able 
to make reasonable progress for about half an hour. After 
that the road is so badly waterlogged or the river so danger
ously swollen that travel is reduced to a crawl. On the river 
strong cross winds and floating debris make it very hazard
ous to continue. Ride, Drive Cart or River Lore tests are 
required to avoid a mishap of some sort. Road travellers 
find their horses slipping in the mud and going lame or 
vehicles becoming bogged down in the mire. River vessels 
are swept out of control and crash into the bank. With the 
heavy rain and the threat of mutant attacks, it should be 
obvious to the adventurers that they are in a bad situation. 

THE HOODED MAN INN 
Suddenly lightning illuminates a building in the middle dis
tance. Once the lightning has pinpointed its position, lights 
can be seen burning in the windows. This is the Hooded 
Man, a coaching/riverside inn, a welcome sight to any 
weatherworn traveller, especially on such a foul night. 

The main gates are closed and securely locked. Knock
ing at the gates brings no response, leaving the adventurers 
the choice of climbing over the wall or finding another 
means of entry. Fortunately, access is possible from the 
nearby ferry where a pathway leads to the inn itself. 

THE FERRY 
This is a small building next to the river bank. The ferry 
itself consists of a raft which can be winched across the river 
by means of ropes. When the ferry is not in use, these ropes 
lie below the surface of the water. The raft is on the adven
turers' side of the river, but any attempts to winch it across 
to the other side are futile as the ropes have been cut. 

If they check out the ferry building, the adventurers find 
that the door is open and there are signs of a struggle in
side. The building's furniture is overturned and there is no 
sign of a ferry keeper. A close search turns up a bag contain
ing 12 GCs, 42 shillings and 15 pennies. A trail of fresh blood 
leads from the door; any character examining this who suc
ceeds in an Int test realizes that a body has been dragged 
out of the building. However, no sign of a trail can be found 
outside thanks to the heavy rain and the mud. 

THE INN 
The Hooded Man is a small inn along a road that crosses 
the river here at the ferry. It is similar to the one in the 
Warhammer FRP rulebook, but is not as grand. See WFRP 
p328 for basic details regarding inns. 

At one time the inn's site was a meeting place for cult
ists, but they were driven from the area over one hundred 
years ago. However, the authorities failed to find a secret 
shrine to the Chaos God Tzeentch which was hidden under 
the cellar. Since then the inn's history has been forgotten 
by all but the Writhers in the Dark, a Chaos cult worship
ping Tzeentch. Unknown to the current landlord, the ruins 
of the Chaos shrine are still there. 

Tonight the Hooded Man has been successfully attacked 
by a group of mutants working in concert with Hans J inkerst, 
a Chaos cultist. He has been sent to the area by the Writhers 
in the Dark to re-consecrate the shrine. Disguised as a 
Roadwarden, Hans entered the inn and at an opportune 

moment, slipped kurts (a sleep-inducing drug, see below) 
into the evening's food. Once the inn's staff and visitors fell 
asleep-or were too drowsy to resist-he opened the main 
gates for the mutants. 

All has gone well for the mutants. The inn and the adja
cent ferry were quickly captured and the defenders were 
overcome. The survivors are now locked in the cellar, await
ing the moment when they will be sacrificed to Tzeentch. 
Hans and the mutants are now celebrating their victory and 
preparing for a ceremony to summon the shrine's guard
ian. The mutants are, however, unprepared for any visitors, 
and they are surprised by the adventurers' appearance. Their 
initial reaction is to masquerade as the inn's inhabitants and 
wait for an opportunity to offer the adventurers a drugged 
meal. 

Hans J inkerst 
Cultist 

Hans is a Charlatan and a master of deception. He can 
easily carry off his part of a Roadwarden. Unfortunately 
for him, his uniform has a bloodstain at the base of 
his back where the original owner was stabbed. If this 
is noticed by the adventurers (a successful Observe 
test is required by someone in a position to notice it) 
Hans maintains that it happened earlier this evening 
when he was attacked by two bandits. On no account 
will he allow anyone to examine his 'wound' beneath. 

I Ld IDr Cl WP lei 

Skills: Acting; Blather; Charm; Disguise; Evaluate; 
Mimic; Palm Object; Public Speaking; Read/Write. 
Eqipment: Dagger; Sword; Mail Shirt (1 AP on body); 
34 GCs; glass phial containing 18 doses of kurts (see 
below.) 

The Mutants 
All of the mutants have the following profile, although 
they have individual mutations. Should a fight start 
they have access to swords and clubs, or they carry 
them at all times. 

Grat is initially in the stables eating the remains of the 
stable boy. If he is still alive, he joins the other mu
tants during the ceremony to summon the shrine's 
guardian. He has suckers on the ends of his spider
like legs which allow him to cling to any surface. 
Otto, the 'landlord', is fat to such an extreme degree 
that he is as wide as he is tall. He seems to roll along 
rather than walk, but he is passable as a human being. 
Because he has no other noticeable mutation-and 
all landlords are a bit on the portly side-Otto adopts 
the role of landlord when the adventurers arrive. 
Fagor can pass for a normal human, as his bulging 
eyes are unusual, but not unknown, among men. He 
is in the cellar or the bar room when the adventurers 
arrive at the Hooded Man. 
Wilhem is the most repulsive and grotesque of all the 

mutants. He doesn't have a proper face, merely a skull. 
As a result, anyone viewing Wilhem for the first time 
must make a Cool test or become subject to fear (see 
WFRP p68). 



Outer Wall ( 1): The inn is surrounded by a twelve-foot high 
wooden wall; effectively a stockade. The main gate is locked 
and barred from the inside, the smaller gate leading to the 
ferry is, however, open. 

The Stables (2): Approaching the stables, the adventurers 
will be aware that the horses are restless. Loud neighs and 
kicks can be heard coming from the stables. 

Grat, one of the mutants, is in the hayloft. He is feasting 
on the body of one of the stable boys and will not hear the 
adventurers approach. He notices their presence as soon 
as the door is opened. 

The six horses in the stables are terrified by Grat's pres
ence and flee from the stables as soon as the door is opened. 
A character making a successful Animal Care test will be 
able to prevent this happening, but any other character runs 
the risk of being trampled by the leading horse. A success
ful I test allows the character to leap out of the way. Anyone 
who is trampled takes one S3 hit In the leg (modified by 
Touglmess and armour) as the horses esc�e into the yard. 
The horses can only be pe.rsuaded or forced to re-enter the 
stable if they are calmed and lead by a character with Ani
mal Care skill. 

As soon as he is aware that somebody else is in the sta
bles Grat climbs onto the roof and hides on the other side 
of the roof ridge. Characters climbing into the hayloft find 
the clamp corpse of tne stable boy. He has been killed by a 
sword blow to the head and his right aan bears the marks 
of Grat's teeth. 

Water is dripping from the trapdoor leading up to the 
roof, and the ladder beneath is wet and smeared with blood. 
Once the trapdoor is open the adventurers are greeted by 
torrential rain. This has made the roof slippery and anyone 
venturing onto it must make a successful Dex test or slip. A 
successful I test allows a character who has slipped to catch 
hold of the edge of the trapdoor and not slide off the roof 
(which results in falling 5 yards) to the ground below. 

If Grat is discovered up on the roof (by a successful 
Obserue test), he will fight until slain. His suckers allow him 
to move about on the roof with no danger of falling off. If
the adventurers leave the stables without discovering him, 
Grat returns to his feast until summoned by Otto (see be
low). 

The Coach House (3): The door to this building is locked 
(CR of 30). Inside there is a coach belonging to Cartak Lines 
of Aftdorf. This coach arrived before the mutants attacked. 
Its passengers and crew were drugged and are now either 
dead or tied up in the cellar. 

The Inn & Bar Room (4): The main door to the Hooded 
Man is bolted and the curtains are drawn. Sounds of merri
ment can be heard coming from inside, giving the impres
sion that all is well. As soon as there is a knock at the door, 
however, the laughter dies away and there are sounds of 
movement (scraping chairs and the like). After a minute or 
so the bolts are drawn and the door opened by a horren
dously fat character. This is Otto, one of the mutants, who 
is masquerading as the landlord. 

Otto is surprised to see the adventurers, as he believed 
the inn to be secure against outsiders. Making an ill-con
cealed attempt to hide his surprise, Otto invites the adven
turers into the bar room. A fire burns in the fireplace and 
sitting next to it is Hans, dressed in his (stolen) 
Roadwarden's uniform. 

Chapter 18: Night of Blood 

A loud thump directs all eyes to the back of the bar where 
a man with protuberant eyes appears and begins to mop 
up something on tbe floor, This is Fagor, who has come up 
from d1e cellar to mop up the blood from the floor. Unless 
the adventurers go to have a look at what he is doing, he 
finishes after a few minutes and then takes his bloodstained 
mop and bucket into the kitchen. 

Otto the 'landlord' is nervous about the adventurers' 
presence (given what is to happen lacer) and this shows in 
his mannerism . He constantly fingers the bottom of his 
apron, twisting and turning it with suppressed tension. He 
attempts to send the adventurers on their way as quickly as 
possible by claiming that the inn is full. Otto makes no ef
fort co make the advenrurers feel welcome. He has a coach 
party in residence, who have just retired for the night, and 
he 'wants no "gentlemen" of the adventurers' kind tonight, 
thank ym1'. 

If the adventurers insist on staying (unless they wish to 
die at the hands of whatever lurks in the forest), Otto even
tually (and grudgingly) allows them to do so. He continues 
to behave ungraciously-any drinks, for example, are served 
in unwashed tankards. 

Eventually Otto heads into che kitchen with a muttered 
'I suppose you want feeding as well ... ' He is actually leav
ing to organize the rest of the mutants, while Hans keep 
the adventurers occupied. 

Hans, in his guise as a Roadwarden, questions the ad
venturers in an attempt to find out who an"'U what they are. 
Hans asks his questions in his 'official' capacity, using the 
excuse that he believes the adventurers to be bandits. If the 
adventurers mention the ferry, Hans claims it was attacked 
(and the ferryman earried off) by bandits. This, he explains 
is why the inn is so securely locked. 

He also manages to imply that the adventurer are in 
league with these same (non-existent) bandits: 'I think your 
sudden appearance has unnerved the landlord, Mind you, 
he could be right ... Who else would be out on a night such 
as this?' Hans is clever enough not to press this line of argu
ment too far, and he seems to be satisfied by any reasonable 
story the adventurers care to tell him. 
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If the adventurers mention the mutant in the stables, 
Hans is surprised. He believes alJ the mutants to he hiding 
in the inn. He appears surprised when told of the body: 
'The landlord assured me that the stable boy had run off. 
No one bothered checking for him up there. Well, he can 
wait till morning to be buried.' 

If the adventurers mention either the body or Grat to 
Otto he looks very worried and shocked. His real fear, how
ever, is that the adventurers have uncovered the mutants' 
business here. He changes the subject and looks to Hans to 
bail him out. 

Once Hans is sure that the adventurers have no official 
connections, he excuses himself and goes into the kitchen. 
Adventurers who state they are watching Hans as he leaves 
will notice his 'wound' and the hloodst.ain with a successful 
Observe test. 

By now the adventurers should be �uspicious and be 
trying to find out what is going on. A character stood at the 
bar can ovei:hear Hans and Otto in the kite.hen. 'Don't panic, 
Otto. They are only travellers. Tzeentch will be pleased to 
have their souls as well. Use the kurts in their food and 
we'll deal with them later.' Hans then passes Otto the phial 
containing the kurts. After this Otto has the phial in his pos
session. 

If Hans hears anyone attempting to sneak into the 
kitchen he comes back into the bar. He closes the door into 
the kitchen with an air of finality, making it very awkward 
for anyone to push past without a very good reason. 

A short while later Otto returns bearing bowls of hot 
stew. Each bowl contains two doses of kurts. Characters have 
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a base 10% chance of noticing the drug in the food. This 
10% is averaged with a character's Int to see if they notice 
its taste in the food. Characters with Cook skill have a 10% 
bonus to their chance of noticing the drug. 

Kurts 
Kurts is :a drug made from the Gortsiete plant. It begins 
ro take effect after half an hour, One dose ind_uces drow
�ine. s; cwo doses causes unconsciousne� (WRRP p$2). 
Characters may overcome its cffecrs b)':tjmking success• 
Cul Toughness tests (at +2) for each dose they consume. 

GOOD NIGHT. LADIES 
AND GENTLEMEN 
After the adventurers have finished eating, but before the 
kurts takes effect, Otto offers to show the adventurers to 
the common room upstairs. He claims that the other rooms 
are occupied by the coach party. 

The hallway is wet and uncarpeced, although a close in
spection reveals chat there used to be a carpet in here biis 
of cloth still cling to the tacks in lhe floor. The carpet has 
been removed and the floor mopped by Fagor to remove 
bloodstains . 
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The common room (6) is dirty and the bedding is soiled. If 
the adventurers comment on this, Otto is unsympathetic as 
this is 'the best he can do'. He then exits, looking like a man 
as keen to get away as soon as possible. The sound of Otto 
turning the key in the door lock (CR 20) is clearly audible. 

From the common room the adventurers can hear the 
horses in the stable if Grat is still present. 

The Bedrooms (7): There are only four bedrooms upstairs 
and all the doors are locked (CR 20). The landlord's room 
and two of the bedrooms are empty and unremarkable. 
However, the two beds in one room are bloodstained and 
the bedclothes are scattered about the room. The beds' oc
cupants were obviously stabbed and then dragged from their 
beds. Trailing stains lead out through the door, but disap
pear at the sill. 

The Kitchen (5): The kitchen is obviously designed for the 
inn's Halfling cook. Fagor is in here unless the ceremony 
(see below) is in progress. The bucket used by him when 
mopping up the various bloodstains is also in here. The 
bucket is still full of blood-tainted water. 

The door leading to the yard is unlocked. 

The Cellar: The cellar contains barrels of beer and bottles 
of wines and spirits. There is a trail of blood stains on the 
floor (unless Fagor has had the wit to mop them up as well
this depends on how much help the players are going to 
need in working out what is going on) which leads to the 
loose paving slab. This has been lifted to give access to the 
hidden shrine built below the level of the cellar. Depend
ing on the circumstances, the slab is either raised or low
ered. When the adventurers first arrive, it is closed, but it 
will be opened during the ceremony. The closed slab may 
be discovered with a successful Observe test or by follow
ing the bloodstains. 

The Shrine: The real landlord, his wife, two servants and 
one of the coachmen are still alive, although they are tightly 
bound in the shrine. They are still suffering from the effects 

t - ' . 0 

Qdlar 0 

" 

Chapter 18: Night of Blood 

of the doses of kurts they were given earlier in the evening. 
The bodies of the mutants' other victims are heaped in one 
corner: a coachman, his three artisan passengers and the 
inn's Halfling cook. 

A magical, two-foot-high statue of Tzeentch stands in 
the middle of the shrine in the centre of a strange moving 
pattern. The pattern constantly shifts between a symbol of 
Chaos and an octagon. 

The statue is made from a greenish stone which seems 
to flow and move when observed. Any character observing 
this and the shifting floor pattern must make a WP test or 
receive D6 insanity points. The image of Tzeentch can be 
smashed (it has T 5 and W 5). However, unless it is destroyed 
in a single round the shrine's guardian daemon appears to 
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defend the statue. Once the daemon is destroyed, the statue 
can be broken easily and the lines on the floor will fade and 
vanish. 

Against the wall is a locked (CR 30) wooden box con
taining 212 GC, 365 shillings and 26 pennies. A successful 
search of the room reveals a loose stone behind which is 
hidden a pouch containing a potion of strength (WFRP, 
p186). 

The mutant Wilhem will be in here, either participating 
in the ceremony or lurking at the foot of the stairs. 

THE CEREMONY 
Shortly after Otto has shown the adventurers to their room 
the doses of kurts begin to take effect. Half an hour after 
the drug should have taken effect (the mutants know when 
this should be) Otto collects Grat from the stables. Anyone 
looking out of the common room window at this time sees 
Otto going out to the stable and returning with a mutant (if 
Grat is still alive). 

Hans and the mutants assemble in the cellar to conduct 
a ceremony using the magical energy of the statue to sum
mon a daemon. Shortly afterwards the ceremony begins, 
and faint, discordant chanting fills the inn. This continues 
for half an hour, while Hans ritually sacrifices two humans 
as the summoning requires. 

As the ceremony begins Fagor sneaks up to the adven
turers' room and listens at the door. Characters not suffer
ing from the effects of kurts who make a successful Listen 
test hear him approach the door. If Fagor becomes suspi
cious that the adventurers are not unconscious or, for ex
ample, the common room door is open, he returns to the 
cellar and warns the other mutants, who close the trapdoor 
and continue the ceremony. If given the opportunity, Fagor 
hides somewhere in the inn and attempts to attack a lone 
adventurer from behind. 

If all appears well, he immediately returns to the cellar 
and joins the other mutants in the chant. 

Unless the adventurers intervene in the ceremony the 
statue transforms into a daemon. It appears as a nine-foot 
tall, green, spindly human with a long neck and a hideous, 
oversized head. Any creature under 10' tall viewing it must 
test against Cool or become rooted to the spot with fear 
( see WFRP p68). 

Unfortunately for Hans, he is unaware of the ritual to 
bind the daemon and it immediately attacks him and the 
mutants. The daemon is set upon slaying all it sees and 
pursues any fleeing characters after first slaying anybody 
near it. 

Guardian Daemon 

The daemon attacks by biting and raking with its claws. 
Once it leaves the shrine it becomes subject to insta
bility (see WFRP p215), although it is entirely stable 
within the shrine. For every 100 yards that the dae
mon moves away from the shrine, subtract 1 from the 
instability die roll (treat rolls of less than 1 as 1). 

THE ROADWARDENS 
As dawn breaks, a party of four Roadwardens approach the 
Hooded Man. Their reaction to the adventurers or anyone 
else depends on putting the worst possible interpretation 
on the scene they find. Unless, for example, the adventur
ers can produce mutant bodies or captives-or some other 
proof of what really happened-the Roadwardens choose 
to believe that the adventurers were mixed up in whatever 
has been going on. At the very least, charges of murdering 
the landlord and the others are likely to be preferred, along 
with any other charges that solve open cases in the 
Roadwardens' patrol area. 

Even if they are convinced of the adventurers' innocence, 
the matter of what has occurred at the inn still has to be 
cleared up. The Roadwardens expect and insist that the ad
venturers accompany them to the nearest town so that the 
whole affair can be dealt with in a proper manner. 

Four Roadwardcns 
N" 'IV&BS S T
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Skills: Ride-horse 

IL l)ex � lnl GI WP Fel 

I 29 29 29 29 29 29 

Posessions: Crossbow and ammunition; Sword; Mail 
Shirt; (1 AP on body); Shield (1 AP on all); Helmet (1 
AP on head); horse; Saddle and Harness; Rope (10 
yards). 

REWARDS 
The following experience points should be awarded at the 
end of the adventure . 

40-70 points each for good role-playing
30 points each for dealing with the mutants
50 points each for destroying the statue/demon
20 points each for dealing with the Roadwardens' suspicions
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Chapter 19 

A Rough 

Night At The 

Three Feathers 

his short adventure can be used In any game of 
WFRP based in The Empire. The action takes place 
in a river ide i.nn, which can be almost anywhere. 

If some of the titles and place names are changed, this can 
be set in almost any part of the Old World. 

CM'S INTRODUCTION 
The main thing to remember about this adventure is that 
an awful lot of things are happening at once. There are sev
eral separate but inteIWoven plots going on-it's a busy 
night even for a bustling inn! You will have to keep track of 
a lot of unrelated events and make sure that the right things 
happen at the right time. The Events section will help you, 
but you should read through the adventure a couple of times 
before running it to make sure that you know what's hap
pening-how the players unravel what is going on is their 
problem. 

Needless to say, some of the events from different plots 
may well end up clashing with each other. Also things will 
be changed by what Our Heroes decide to do at any par
ticular time. The plots are presented below, and in the Events 
section, as they should happen, assuming nothing goes 
wrong-when things do go wrong, use your imagination 
to work out precisely what happens. It looks a bit daunting 
at first, but it's no problem once you start. 

Honestly. 
Of course, you may decide to run each plotline sepa

rately as an individual mini-adventure. There's nothing to 
stop you doing this if you want, and you will get a number 
of adventures for the price of one-it's completely up to 
you. 

PLAYERS' INTRODUCTION 
It's been a long day's travel and the sun is just beginning to 
go down as you see an inn in the distance. As you draw 
closer, you see the sign of three feathers hanging outside, 
and notice that the place is unusually busy. There is a large 
and ornate coach pulled up outside, and lackeys-some in 
livery-are busying themselves with various trunks and 
chests as liveried men-at arms look on. 

Inside, the inn is bustling. Servants are hurrying to and 
fro, and the innkeeper is engrossed in conversation with a 
scribe who carries a visibly bulging purse. It is fully ten min
utes before you are able to attract his attention. 

'Welcome,' he says at last. 'I'm sorry to have kept you 
waiting for so long, but as you can see, we have a distin
guished guest tonight-the Gravin Maria-Ulrike von 
Liebewitz of Ambosstein, no less-and there are so many 
arrangements to be made. I hardly know whether I'm com
ing or going with it all. Now, then-you want a room? What 
am I saying, of course you do. Ah-excuse me again, I'll 
only be a moment.' 

You wait for another few minutes as he directs a train of 
servants to the Gravin's rooms. 

'So sorry,' he says as he returns to you. 'It really is mad 
this evening.' 

THE INN 
The notes on the plan should be self-explanatory-if in 
doubt, refer to the notes on the example inn in the WFRP

rulebook (pp328-9). 
Rooms a-j are double rooms, while rooms k-s are sin

gles. Note that the Gravin has taken over an entire wing, so 
that room d will be kept empty at her orders. If the adven
turers book a double room, they will be given g or f 

The Three Feathers has ten single rooms and ten dou
ble rooms. At present five of the double rooms (a-eon the 
plan), are being occupied by the Gravin and her party. The 
whole corridor has been sealed off, with two men-at-arms 
posted at the point marked x to make sure that the Gravin 
is not disturbed. 

The other rooms are all free-the adventurers have ar
rived fairly early in the evening, and the inn has not yet 
started to fiU up. A single room costs lGC per night, a dou
ble room costs 35/-, and a place in the dormitory costs 5/-. 
All prices include supper and breakfast. It is possible to cram 
one extra person into a single or double room, but they 
will have to sleep on the floor and a surcharge will be made 
for them equal to half the cost of the room. 
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Plot 3-A Face from the Past 
Gustaf Rechtshandler, the Gravin's lawyer, is a graduate of 
the University of Nuln, where he was briefly a member of a 
secret society known as the Ordo Ultima. The Ordo was a 
front for a Chaos cult following Slaanesh, and Rechtshandler 
left when he discovered that it was not simply an innocent 
secret society. However, he never progressed far enough to 
discover the link with Chaos. Rechtshandler went on to great 
professional success, leading to his current position of fa
vour with the von Liebewitz family, but now the cult wants 
something from him, and one of their agents approaches 
him in the inn. 

Plot 4-Creating a Scene 
Fraulein Hanna Lastkahn (see Plot 2 above) is betrothed to 
Herr Thomas Prahmhandler, the heir to another of 
Grissenwald's wealthy boatbuilding families. He has been 
informed of her affair with Graf Friedrich by a servant in the 
Lastkahn household, and will burst into the inn, very drunk 
and accompanied by four hired thugs. He intends to catch 
them in the act and horsewhip the young noble, regardless 
of the consequences. 

Plot 5-Ashcs to Ashes 
This is the night that a group of smugglers have an impor
tant cargo to put on a waiting boat. The boat, unfortunately, 
isn't waiting. It scraped a lock downriver, and has lost half a 
day being repaired. This means that the smugglers must hide 
their cargo in the inn and wait for the boat to arrive in the 
morning. Normally this wouldn't be a problem, but their 
contraband is human. He is Josef Aufwiegler, an agitator 
from Altdorf, wanted for inciting rebellion. He was given a 
coma-inducing drug, and the smugglers are disguised as 
Initiates of Morr, ostensibly taking him home for burial. The 
drug was timed to wear off once he was on the boat, but 
because of the delay he will wake up during the night. 

Plot 6-A Fistful of Gold Crowns 
Ursula Kopfgeld, a bounty hunter, is following the smug
glers. She was very close to Aufwiegler when he 'died' and 
is convinced that something fishy is going on. She has fol
lowed the 'Initiates' here, and is waiting for a chance to act. 

Plot 7-You'vc Got To Pick A Pocket Or Two 
To add to the confusion further, Glimbrin Oddsocks, a 
Gnome thief, is visiting the inn, and will attempt to steal 
anything he can during the night. Some of his movements 
are set down in the Events section, but any time you don't 
know where he is, he's all yours to use ... 

Events 
This is roughly what will happen during the night. Remem
ber, though, that the course of events laid out here can be 
disturbed by what the adventurers do and where they are at 
any particular time. 

And, of course, they will also be disturbed by what you 
want to happen. Feel free to tweak, bend, stretch, or muti
late these plots as much as you want. After all, who's going 
to know? 

9.00pm 
The adventurers arrive at the inn. 

Bruno is seated at table a, arm-wrestling with one of the 
men-at-arms. Several others are gathered round the table, 

drinking and shouting encouragement. Bruno defeats his 
opponent easily, and will accept a challenge from anyone 
for stakes of IGC or higher. Rules for arm-wrestling are given 
at the end of the adventure. 

Some of the Gravin's men-at-arms and servants are mill
ing ahom in tl1e bar room, and they may be per. uaded to 
talk to tbe advcnrurecs by a few drinks or a successfuJ Fel

test. They know the Gravin is going to Kemperbad to deal 
with a legal matter; any servant or man-at-arms who fails a 
Ld test will also reveal that the matter has to do with the 
death of a guest at a party held by the Gravin's aunt, the 
Countess Emmanuelle von Liebewitz of Nuln. 

The adventurers are permitted an Int test to have heard 
of the Countess' legendary parties; Nobles and characters 
with Etiquette skill make the test at a + 10 bonus. If the test 
is made by 30 or more, the adventurers will already have 
heard some gossip about the incident, which cook place 
about a month ago. The deceased was Baron Sigismund 
von Dammenblatz, an elderly minor noble from the 
Dunkelberg area. He was found dead, face down in a punch
bowl, and now his son, Baron Eberhardt von Dammenblatz, 
is accusing the Gravin of causing his father's death through 
poisoning or witchcraft. 

Nobody in the Gravin's party believes the accusation
the general consensus of opinion is that the 13aron drank 
himself unc nscious, and then slum pcd comatose into the 
punchbowl, where he drowned. 

Also in the bar-room is a grinning Halfling, who sits at 
table b toying with a pack of cards. He will be willing to play 
with anyone who offers, for stakes of a shilling a game. 

9.10pm 
Three travellers come in out of the rain. They take off their 
heavy cloaks and hats and hang them up by the fire to dry, 
then book a double room for the three of them and order 
three hot meals. They go and sit at table c, and keep to them
selves, trying not co become involved in conversation with 
anyone. These are the cultists of the Ordo Ultirna (see Plot 
3 above). 

9.15pm 
A Gnome arrives, books a single room, and sits down to 
play cards. 

9.20pm 
A servant in the Gravin's livery comes downstairs and speaks 
to Bruno, telling him that the Gravin wants him to stop the 
arm-wrestling in case he injures himself. Anyone at the same 
table or in adjoining table can overhear what he is saying, 
and characters with Lip Reading skill and a clear line of sight 
can also 'overhear'. Bruno stands up abruptly; towering over 
the servant, and tells him in no uncertain terms to mind his 
own business. The servant retreats upstairs. 

9.25pm 
The Gravin comes downstairs, accompanied by three serv
ants. She goes to Bruno's table, and orders him to his room 
(room d). He obeys sulkily. A servant orders supper for the 
Gravin's party. The troops and the bulk of the servants eat 
in the bar, and meals for the Gravin, the champion, and 
half-a-dozen servants are sent upstairs. 

9.30pm 
A small boat arrives, carrying four people: a well-dressed 
couple in their early twenties, and two boaLmen. A room 
(room/) is booked in the name of Johann Schmidt, and the 
crew of the boat are put up in the common room. The cou
ple disappears upstairs without supper or even a drink; it is 
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clear that they only have eyes for each other. The boatmen 
stay in the bar, sitting at table a, and will be happy to chat 
and swap yarns with anyone. If questioned about their pas
sengers, they will say that they are Herr and Frau Johann 
Schmidt, a newly-wed couple from Grissenwald. The boat
men are aware of the couple's real identities, but have been 
well paid to keep quiet; they will reveal the truth if success
fully Bribed, but they have a + 20 modifier to their WP to 
resist bribery, and will require an offer of at least l0GCs. 

9.35pm 
A coach arrives from the north, bearing the livery of Cartak 
Lines of Altdorf. It has three passengers, all in the black robes 
of Morr, who ask for a double room (room i) for themselves 
and their charge. They are conveying a body for burial, and 
ask to be allowed to keep it in their room. The barman is 
uncertain, and calls the landlord. He doesn't like the idea, 
but some gold discreetly changes hands and they get a se
cluded room, well away from the Gravin's party. They head 
for their room immediately, carrying a coffin and telling the 
landlord not to worry if there is any noise from their room, 
as they are required to pray over the body from midnight 
until dawn. The two coachmen stay in the bar room for 
most of the evening, before retiring to the dormitory; their 
keep is paid by the coaching company, which has a regular 
arrangement with the inn. 

9.50pm 
Ursula Kopfgeld arrives at the inn on horseback. After see
ing her horse stabled, she enters the bar room and books a 
single room (room r) for the night. Despite her appearance, 
she seems friendly enough, and will converse happily with 
anyone. If she is questioned about her business, she will 
claim to be working for the Kemperbad town council, tak
ing a message to Nuln. She will not reveal any details about 
her supposed mission, saying that it is confidential. 

At some time during the early part of the evening, you 
might have one of the minor male NPCs-a servant or man
at-arms-make an improper suggestion to her. She flattens 
him quickly and efficiently, and the landlord steps in to pre
vent a brawl taking place. If one of the adventurers makes 
an improper or insulting comment to her first, she will re
act in the same way, using all of her skills which relate to 
unarmed combat. She will not draw a weapon, and the land
lord and staff of the inn will step in after D4 rounds, aided 
by as many of the inn's other patrons as are necessary. 

10.00pm 
A liveried servant comes downstairs from the Gravin's 
rooms, and orders all her party to retire for the night, since 
they will be starting at first light tomorrow. Reluctantly, the 
various servants and men-at-arms finish their drinks and drift 
off to the dormitory. 

At about the same time, 'Schmidt' comes down to the 
bar room for a bottle of wine. As he is on his way back to his 
room, he is approached by one of the Gravin 's servants. A 
heated but inaudible exchange takes place, and Schmidt 
hurries back upstairs, looking very angry. The servant heads 
off to the dormitory. Characters with Lip Reading skHl may 
be able to discover that the servant is threatening to tell 
someone something about 'Schmidt', but that is all. 

10.10pm 
Bruno Franke returns to the bar room, grinning broadly 
and looking around with exaggerated caution to make sure 
that none of the Gravin's party is still there. He orders a 
mug of ale, telling the barman to 'keep 'em coming', and 
sits down at table a with the two boatmen, who are still 

there. After a few minutes an arm-wrestling contest starts 
again. Ursula watches for a while, and then challenges 
Bruno, putting five Crowns on the table. 

Bruno demurs for a few moments, but then accepts the 
challenge. A small crowd gathers as the contest begins. First, 
Bruno's arm begins to go down-he was being gentle with 
the lady-but he quickly applies more of his strength and 
the contest begins in earnest. Neither contestant moves-a 
sheen of sweat breaks out on Bruno's forehead, but it is an 
even match. Then Ursula's arm wavers, and Bruno-no 
longer the gentleman-pours on the power and forces her 
arm slowly but surely down to the table. 

Although he has won, Bruno looks at Ursula with a new 
respect, and the two of them spend some time talking and 
drinking together. Bruno will not accept any more arm-wres
tling challenges tonight. 

A few minutes later, a tray of fresh drinks is taken to 
Bruno. There is nothing unusual in this-ale has been go
ing steadily to his table since he sat down-but one mug of 
ale is drugged. It is intended for Bruno, but you should 
take care that he doesn't actually drink it, since he has things 
to do later on. Instead, a minor NPC or one of the adventur
ers should pick it up. The ale is laced with 3 doses ofOxleaf, 
giving a base 15% chance of detecting the poison. If an NPC 
takes the drink, all three doses take effect and he suddenly 
slumps unconscious over the table. If a PC takes the drink, 
follow the normal rules for detecting poisons, and make 
Poison tests normally. 

If and when the victim of the drugged ale passes out, 
Bruno will make some comment about people not being 
able to hold their drink, and if any of the adventurers are 
looking in the direction of the bar, a successful Observe test 
will reveal that one of the staff suddenly looks worried and 
leaves. If the adventurers pursue this individual, you should 
ensure that he gets away in the darkness of the courtyard. 

10.15pm 
One of the 'initiates' comes down and speaks to the land
lord. On a successful Observe test, a few Crowns will be 
seen changing hands, and a successful Int test by a charac
ter with Lip Reading skill will reveal that the 'initiates' are 
expecting a boat to arrive at some time during the night, 
and that the landlord is to tell them the moment it arrives. 
The 'initiate' returns to their room. 

As soon as the 'initiate' is out of the bar room, Ursula 
goes to speak to the landlord-successful use of Lip Read
ing skill will reveal that she is asking the landlord about 
them, and that he is telling her what they told him. A few 
more coins change hands, and Ursula goes back to Bruno's 
table. 

10.25pm 
One of the Gravin's servants comes down and orders Bruno 
to bed, saying that the Gravin has checked his room and 
found him missing. He goes sheepishly to his room. 

10.40pm 
GustafRechtshandler comes down to the bar-room, dressed 
in a nightshirt and a silk dressing-gown. As he does so, one 
of the three cultists leaves the table and heads upstairs. 
Rechtshandler orders a brandy, and takes it back to his room 
(room c). A few minutes later, the other two cultists go up
stairs to their room (room b). 

10.45pm 
One of the cultists goes to Rechtshandler's room. He knocks 
on the door, and the lawyer answers it after a moment. There 
is a brief exchange of words-too low to hear-and the 
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cultist is admitted. A minute or so later, raised voices can be 
heard (counting as a normal noise for listeners in the pas
sage or in adjoining rooms, and is a loud noise for charac
ters listening at the door): Rechtshandler's voice saying that 
he will not submit to blackmail, and the other's saying that 
he has no choice. Abruptly, everything goes quiet. 

10.50pm 
Rcchtshandler opens the door ofhissC>om quietly, and looks 
outside. Jf lhere is anyone in tl1e passage, he will remark 
that he mought he heard something outside, and close the 
door, checking Lhe passage again five minutes later. If the 
coasL is dear, he will drag the cultist's body into Lhe pas
sage. 1f the PCs are not in Lbeir room at this point, he will 
deposit the body there-completely by chance-if nol be 
will leave it in the store cupboard. 

11.00pm 
'Schmidt' comes downstairs, looking drawn and worried. If
the PCs are still in the bar room, he approaches them, and 
asks one of them to take a message to the dormitory for 
him, offering IOGCs for the character's trouble. The job is 
to tell one of the Gmvin's servants-a Hans Erpresscr-that 
'Schmidt' wants to see him. If the PCs are not in the bar
room at this time, 'Schmidt' will hire one of the boatmen or 
coachmen to carry the message. Having paid the messen
ger, 'Schmidt' returns to his room. 

11.05pm 
Erpresscr goes to see '"chmidt'. lie knocks on the door, 
and is admitted straight away. There is a single thump from 
within the room (counting as a nomu,I noi e tor lisreners 
at the door, or a soft noise for listeners in the passage or 
adjoining rooms) as 'Schmidr' kills the servant. A few mo
ments later, 'Schmidt' cautiously opens his door to sec i.f 
the passage is clear, and will attempt LO dispose of the body 
in rhe same way as_Rechtshandlcr (see 10.50pm above). 

11.15pm 
A message i.s delivered to the P s by one of the Gravin's 
servants, requesting them tO visit the lawyer's room. He 
explains that the travellers in room bare blackmailing him, 
and offers the PCs 25.0GCs w dispose of them. While 
Rechtshandler is talking to the PCs, Ursula Kopfgeld leaves 
the bar 'to check on her horse '-actually she is spying out 
the room used by the smugglers. 

If the PCs accept Rechtshandler's offer, they will find 
that the cultists' room is not locked, since me two remain
ing cultists are waiting for their companion to return-they 
have not yer become concerned about his long absence. 
The first attack made on each culrist is at a + 10 bonus (cu
mulative wim any charge or Other b0nuses), since Lhey are 
not expecting co be attacked. If any noise goes on for 3 
munds or more,.guests from adjoining rooms wlll come to 
investigate, spending one round knocklng on the door and 
then entering the room to see what is going on. 

ll.30pm
There is a great hammering on the inn's main door. The
landlord refuses to open it at first, but it seems that the
knocker is prepared co break it down if necessary. After a
few minutes the door is opened, and in comes a well-dressed
-but fairly drunk-young man and three large and aggres
sive-I oking thugs. The young man demands to know
whether a Friedrich von Pfeifraucher is here, asking every
one in the bar-room in loud and angry tones. When every
one has told him that there is no one staying in the inn
under that name he pauses for a moment.

'Well, his boat's moored outside,' he says, 'so I suppose 
we'll just have to go and look for him. Gentlemen?' He waves 
his three thugs upstairs, and a brawl breaks out as the staff 
try to stop him, aided by several of the inn's patron 
Whemer or not the PCs are in the bar room at this time, you 
should arrange for the brawl to reach them, and for one of 
the PCs to lose a dagger in Lhe confusion-this will be im
portant later on. 

If Thoma Prahmhandler-for it is he-makes it upstairs, 
he will systemati.cally break down every door until he is 
stopped or until he finds von Pfei.fraucher. 1f he succeeds, 
there will be a terrible and noisy scene as two of the thugs 
hold the noble down and Prahmhandler horsewhips him. 
The third thug holds the weeping young woman and force 
her to watch. At some time du.ring mis event, Ursula wilJ 
return to the bar room. She will automatically investigate 
any disturbance. Lf the brawl reaches the upper storey and 
lasts for more than three rounds up there, D6 oflhe Gravin's 
men-at-arms (unarmed and unarmoured, of course) will

come to investigate, and will join the staff and other pa
trons in trying to put down the disturbance. 

11.50pm 
l.fthc two remaining cultists are still alive, they will visit the 
lawyer's room, where a violent argumem will take place. 
By the time anyone comes to see what is going on, 
Rechtshandlcr will be dead and there will be no one else in 
the room, which is bolted from the inside. The cultists left 
via the window, and spend about five minutes on the roof 
making their way .back to their own room. 

Meanwhile Ursula Kopfgeld goes to her room, locking 
the door. 

Midnight 
There is a tremendous shouting and scuffling from me smug
gler.;' room. The landlord tries to prevent anyone going in, 
explaining what the 'initiates· lO)d him about their needing 
to conduct services over the body throughout the nighr. 
However, after a few minutes he decides he must speak to 
them, and will be glad of anyone's company. As he ap
proaches the door of rhe room, everything suddenly goes 
quiet. One of the 'initiates' opens me door when the land
lord knocks, and apologizes for the noise, promising to try 
to be quieter during me rest of the night. In the room, two 
'initiates' can be seen sitting A.rmly on a third. The one at 
the door explains that d1eir brother sometimes has these 
spasms, being particularly sensitive to vibrations on The 
Other Side. It makes him a first-class priest of Morr, but can 
be inconvenient. The landlord goes away, puzzled. 

The noise was caused by the smugglers' charge waking 
up as the effects of the drug wore off, and their efforts .in 
keeping him quiet. If the PCs accompany the landlord to 
the room, mey may realize that there are now four 'initi
ates'! If they mention this, the landlord will tell them that 
they must be mistaken, and will be very unwilling (-20 modi
fier co any Fel re ts) to g back to the room or to allow 
anyone else to do so. Jf anyone does go back, they will find 
three 'initiate ' there; the smugglers have knocked Lheir 
charge unconscious and hidden him under a bed. 

12.10am 
The Gnome heads for the dormitory, and the Halfling asks 
if anyone else wants to play cards. If not, he also heads for 
the dormitory. The boatmen and coachmen also retire. 

12.20am 
There is a loud female scream from the Gravin's wing. W hen 
the PCs arrive on the scene, they find a number of servants 
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and others crowded round the door to Bruno's room-he 
has been found dead, with a dagger embedded between his 
shoulders. Everybody is roused from their beds and sum
moned to the bar room-at this point, it will become obvi
ous that other people are dead or missing. 

The innkeeper, by this time, has managed to convince 
himself that there is a murderer on the loose, and advises 
everyone to lock themselves in their rooms and not move 
until daylight, when he can send for the Roadwardens and/ 
or the River Patrol. 

Before everyone goes back to bed, the Gravin displays 
the dagger with which Bruno was killed; it will look strangely 
familiar to the advenrurers, since it is the one which was 
stolen from one of them about 20 minutes earlier. If the 
owner of the dagger does not own up straight away, one of 
the inn's staff (the one who stole it, naturally) will say that 
he remembers seeing an identical dagger in the character's 
possession. The PC will then be challenged to produce the 
weapon, but will, of course, be unable to do so. An omi
nous murmur develops in the room, and you should do 
your best to convince the player that his character stands a 
good chance of being lynched. If the character tries to talk 
his way out of trouble by claiming that the dagger went 
missing during the brawl at midnight, make the usual Fel 
test, with modifiers for Public Speaking or any other skill 
that you judge to be relevant, but impose a penalty of -20 
-people prefer the simple explanation that the character
murdered Bruno.

After all the accusations and protestations of innocence 
have died down, the Gravin rises. 

'I am authorised by my aunt,' she says, 'to exercise her 
Imperial right of dispensing common justice, and it seems 
as well that I should do so here, especially since I am the 
most prominent wronged party. Therefore, I rule that this 
group shall be locked in their room until the morning, when 
I shall decide further. All weapons and equipment shall be 
removed from the room, and I shall post a guard at the 
door and beneath the window. You, however,'-she points 
at the strongest-looking warrior-type PC-'I sentence to re
place my murdered champion until it shall please me to 
decide otherwise.' A murmur runs round the bar, but no
one questions her ruling. 

The body is handed over to the 'initiates' by the Gravin, 
who requests they look after it until dawn. They agree to do 
so, and it is taken to their room, wrapped in a blanket, as 
are any other bodies that have been discovered so far. 

The PCs will be locked in their room with two of the 
Gravin's men-at-arms outside the door and another two 
beneath the window. You should make it clear that there 
are too many people in the bar for them to be able to es
cape at this stage. All their weapons and other equipment 
are removed by the Gravin's men-at-arms. The character 
whom the Gravin has chosen as her new champion is taken 
to Bruno's room (room d) and locked in. 

After about half an hour, everyone goes back to bed. 

1.20am 

A servant comes to the PCs' room to say that the Gravin 
wants to talk to them. They are taken to her room (room a) 
by four of the men-at-arms, stopping along the way to col
lect the new champion. The Gravin is waiting for them, still 
fully dressed. After ordering the men-at-arms to wait out
side, she speaks to the PCs. 

'I'm sorry it was necessary to have you locked up,' she 
says, 'But it seemed to be the only way to calm everyone 
down. I believe you are innocent-no one would be so stu
pid as to leave his own dagger behind as a clue. Anyway, we 
have until dawn to discover who actually killed Bruno. I'm 

sure that Dammenblatz is behind it all-I'm going to 
Kemperbad to fight a lawsuit against him. Ifl'm right, then 
his agents will try to kill my new champion'-she favours 
this character with an ironic smile-'But this time you will 
all be waiting. The guard will be left on your room for the 
sake of appearances, but you will spend the rest of the night 
in Bruno's room. One weapon of your choice will be re
turned to each of you-no, no more than one. I don't want 
you trying to make a break for it. Well, then, let's get mov
ing-there isn't much of the night left.' 

The PCs are each given one item from their weapons 
and equipment, and locked in Bruno's room. The men-at
arms return to their posts guarding the PCs' room and 
Bruno's room. There is to be no light in the room, so the 
PCs are obliged to sit in the darkness, waiting for some
thing to happen. Each character should make a WP test. 
Each character who fails the test falls asleep before the next 
event happens. 

2.00am 

A soft scraping noise comes from the chimney. Any charac
ter who is still awake has a 30% chance of hearing it, with 
the normal modifier for Acute Hearing skill. Sleeping char
acters have a 10% chance of being woken by the noise. 

If the PCs rush to investigate or give any other indica
tion rhat they are awake, the noise will stop abruptly. If they 
keep quiet, someone will come down the chimney and into 
the room. Characters with Night Vision will recognize the 
figure as one of the inn's serving staff. The servant, who can 
barely see in the darkness, will creep carefully towards the 
bed, relying on memory and care to avoid falling over any
thing. If he is attacked, the servant will attempt to escape 
through the window or up the chimney, and the two guards 
posted outside the room will come in at the first sound of 
any disturbance. Characters who are asleep when the serv
ant enters the room can do nothing during the first round, 
and suffer a -20 penalty to all dice rolls. 

If the servant is captured, the guards will bind and gag 
him, to await the Gravln's pleasure in the morning. 

4.30am 

Dawn breaks. The Gravin calls everyone down to the bar
room again, but there is no answer to the landlord's knock
ing on the door of the smugglers' room. The door is forced 
open, and a scene of carnage is revealed. All three 'initiates' 
are dead, and the coffin with which they entered the inn 
has been broken open and contains a freshly dead, head
less body. Ursula Kopfgeld is also missing, and her horse 
has been taken from the stables. 

Once everyone has assembled, the Gravin brings out the 
servant captured by the PCs, and explains that he was in the 
pay of Baron von Dammenblatz, and is responsible for 
Bruno's murder as well as the attempted murder of her 
newly appointed champion. She rules that the servant is to 
be locked up and handed over to the Roadwardens or River 
Patrol at the first opportunity, and then everyone goes on 
their way. It's been a busy night, and one that no one will 
forget in a hurry. 

CONCLUDING THE ADVENIURE 

Experience Point Awards 
As well as the usual awards for good roleplaying, bright ideas 
and generally enhancing the game, experience points should 
be awarded for the following: 
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30 EPs for each character who actively participates in cap
turing Bruno's murderer; 
10 EPs for each character who participates directly in dis
posing of the cultists; 
5 EPs for winning an arm-wrestling match with Bruno; 
10 EPs for catch-ing anyone who is trying to hide a body; 
and 
10 EPs for each character who takes direct action to stop 
Prahmhandler before he reaches von Pfeifraucher. 

There are many other things the PCs c.an do which will con
tribute to bringing the adventure to a satisfactory conclu
·ion; you should feel free ro award experience points for
anything else that you judge deserving, using the general
level of the award given above as a guideline.

What Next? 
If you want to get on with tl1e main advenn1re, the Gravin 
might allow her new 'champion' to go on hi:; way, explain
ing that he was only intended as bait to trap the murderer 
and sh can do a lot better for a champion anyway ... She 
will, however, give the party 50 GCs each for thei.r assist
ance, and might prove to be a useful contact in the future. 

On the other hand, you could develop the adventure by 
having her insist chat her new champion accompanies her 
to Kemperbad. He will be pald 5 GCs per day plus keep, 
With a bonus of 250 GCs if she wi.ns the case. The rest of the 
party can join her escort, being paid l GC per clay plus keep. 
They can travel in their boat while the Gravin's party take 
tl1e riverside road. The journey to Kempe.rbad will he un-

ventfuJ- unle.ss you want co have another of 
Dammenblarz's agents make an artempr on the champion's 
life at another i.nn-a.nd the Gravin's presence will ensure 
that the adventurers are not troubled by the River Patrol or 
other officials. 

When they arrive at Kemperbad, the 'champion' will be 
placed in the arena wich one weapon and one suit of ar
mour of his/her choice, to face von Dammenblatz's cham
pion (use the profile for a Pit Fighter). The combat is rn first 
bl od, so the first characrer to lose W points .loses rhe bout
and the case. As soon as one combatant is wounded, che 
soldiers overseeing the Lrial will rush to separate rhem. lf 
the adventurer wins, Gravi.n Maria-Ulrike will be delighted, 
and will buy him :mytJ1ing he asks for on the day after the 
trial. Lfthe PC loses the Gravin will be fined, a.ncl the adven
turers will be dismissed from her presence. A swift exit from 
Kemperbad may be a good idea ... 

Non-Player Characters 
Gnvin Mui�-Ulrikc 

Noble 

M WS BS S 

4 31 31 3 
T W I 

3 8 41 
A Dex Ld Int Cl WP Fel 

l 41 51 31 41 31 41 

Skills: Charm, Etiquette, Luck, Public Speaking, Read/Write, Ride, Wit. 

Possessions: too numerous to mention. 

Bruno Funke 
Judicial Champion 

M WS BS S 

4 61 31 4 
T W I 

4 10 51 
A Dex Ld Int Cl WP Fel 

2 31 31 31 41 31 31 

Skills: Disarm, Dodge rllow, Ride Morse, Spccinl!st Weapon -Fencing Sword, 
Specialist Wcapon-�lst Wt.-apon, Spccl11llst Weapon-Flail Weapons, Spe
cialist Weapon-Parrying Weapon. Spec!;illst Weapon-·!\vo-hnncted Wcr,pon, 
Streer l'lghter, Strike Mighty Blow, Srrikc 10 Injure, Sulke to S1un. 
l'ossessiO!lS: Horse, full pJ·arc arm.our, sleeved maU cont, normal sword, 
two-handed sword, left-hand dagger, rapier, flail. 
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Gustaf Rechtshandler, Lawyer 

M WS BS S 
4 31 31 3 

T W I 
3 8 41 

A Dex Ld Int Cl WP Fel 
31 41 61 51 51 41 

Skills: Etiquette, Law, Public Speaking, Read/Write, Secret Language-Clas
sical, Secret Signs-Lawyer. 
Possessions: Wig and gown, Jewellery worth 250 GCs, 750 GCs in cash, 

Servants 

M WS BS S T W A Dex Ld Int Cl WP Fel 
4 31 31 3 3 7 41 31 31 31 31 31 31 

Skills and Possessions: as you see fit. The Gravin's servants all wear her 
livery. 

Men-at-Arms 

M WS BS S T W A Dex Ld Int Cl WP Fel 
4 41 41 3 3 8 41 2 31 41 31 31 31 31 

Skills: Disarm, Dodge Blow, Street Fighter, Strike Mighty Blow. 
Possessions: Spear, dagger, mail shirt, shield. 

Coachmen 

M WS BS S T W A Dex Ld Int Cl WP Fel 
4 41 41 3 3 8 41 31 31 31 41 31 31 

Skills: Animal Care, Drive Cart, Musicianship-coach horn, Ride Horse, 
Specialist Weapon-Firearms. 
Possessions: Blunderbuss, sword, dagger, mall shirt. 

Boatmen 

M ws BS s T w A Dex Ld Int Cl WP Fel 
4 41 31 3 3 8 41 31 31 31 41 31 31 

Skills: Fish, Orientation, River Lore, Row, Sailing. 
Possessions: Passenger boat, leather Jack, sword. 

'Initiates of Mor r', Smugglers 

M ws BS s T w I A Dex Ld Int Cl WP Fel 
4 41 41 3 3 8 41 31 31 31 31 31 31 

Skills: Secret Language-Thieves' Tongue, Silent Move Rural, Silent Move 
Urban. 
Possessions: Robes of Initiates of Morr, dagger, 3D6 GCs. 

Ursula Kopfgcld, Bounty Hunter 

M WS BS S T W 1 A Dex Ld Int Cl WP Fel 
4 41 41 4 3 8 41 31 31 31 41 31 31 

Skills: Follow Trail, Marksmanship, Shadowing, Silent Move Rural, Silent 
Move Urban, Strike Mighty Blow. 
Possessions: Crossbow and 20 bolts, sword, leather Jack, 50 GCs, 

Baron Friedrich von Pfeifraucher ('Johann Schmidt'}, Noble 

M WS BS S 
4 41 41 3 

T W I 
3 8 41 

A Dex Ld Int Cl WP Fel 
41 41 31 31 31 41 

Skills: Blather, Charm, Consume Alcohol, Etiquette, Luck, Read/Write, Ride 
Horse, Specialist Weapon-Fencing Sword, Wit. 
Possessions: Rapier, Jewellery worth 2 50 GCs, 200 GCs In cash. 

Thom11 Prahmh&Ddler, Merchant 

M WS BS S 
4 41 31 4 

T W I 
4 8 51 

A Dex Ld Int Cl WP Fel 
41 31 41 31 31 31 

Skills: see WFRJ� plOl; none of his skills are particularly relevant to this 
adventure. 
Possessions: Horsewhip, dagger, 56 GCs. 

Thug 

M WS BS S T W I A Dex Ld Int Cl WP Fel 
4 51 31 4 3 8 41 2 31 31 31 31 31 31 

Skills: Street Fighter, Strike Mighty Blow, Strike to Stun. 
Possessions: Leather Jack, sword, club, 

Dammenblatz's .Agent, Bounty Hunter 

M WS BS S T W I A Dex Ld Int Cl WP Fel 
4 41 41 3 3 8 41 31 31 31 31 31 31 

Skills: Follow Trail, Shadowing, Silent Move Rural, Silent Move Urban, 
Possessions: Dagger, 3 doses of Man bane blade venom, 6 doses of Oxleaf. 

The Staff of the Three Feathers 

M WS BS s T w I A Dex Ld Int Cl WP Fel 
4 31 31 3 3 6 31 31 31 31 31 31 31 

Skills and Possessions: As you feel appropriate, 

Fraulein Hanna Lastkahn ('Frau Schmidt'} 

M ws BS s T w I A Dex Ld Int Cl WP Fel 
4 31 31 3 3 6 31 31 31 31 31 31 31 

Skills and Possessions: As you see fit. 

Cultists of the Ordo Ultima 

M WS BS S T W A Dex Ld Int Cl WP Fel 
4 31 31 3 3 6 31 31 31 31 31 31 31 

Skills and Possessions: As you want; few wlll come into play here. All the 
cultists have the symbol of a letter O enclosed within a letter U tattooed on 
the left breast. 

Josef .Aufwiegler, Agitator 
This NPC will probably not take any active role in the adventure. If neces
sary, refer to WFRP, p2 l. 

Glimbrin Oddsocks, Gnome Thief 

M WS BS S 
4 31 41 3 

T W I 
3 8 41 

A Dex Ld Int Cl WP Fel 
41 31 31 31 31 41 

Skills: Concealment Urban, Pick Lock, Pick Pocket, Secret Language
Thieves' Tongue, Secret Signs-Thieves, Silent Move Rural, Silent Move 
Urban. 
Possessions: 2 daggers, lock picks, leather Jack, sack, 150 GCs In Jewellery 
(stolen), 25 GCs In cash. 

ARM WRESTLING RULES 
Since the PCs have the opportunity to try a bit of arm-wres
tling in this adventure, here is a simple set of rules. 

Arm-wrestling is a feat of strength, so both characters 
make a Strength test once per round, If one character suc
ceeds and the other fails, the successful character has won 
the match. If both succeed or fail, neither has won, and the 
match proceeds to a second round. Optionally, if both char
acters make successful Strengtb tests in a round, they add 
the amount by which they made the test as a bonus in the 
following round only. 



Appendix 

Conversion 

Rules 

(lalfred Unnigert clambered slowly from bis war-
01·se, passed his helmet to bis page, and stood a 
i.oment to si,rvey the battlefield. fl had been a hard 

struggle and he had lost almost half his army to the 
beastmen, but they had won the day. The grass of the val
ley was churned into mud, mixed with the dark ichor that 
had flowed in the creatures' veins, and his boots squelched 
unpleasantly through it as he tramped towards his lent. A 
flagon of wine was what he needed, followed by a bucket 
of hot water to get the dried blood out of his hair. After 
that ... He remembered how the squire's daughter had 
smiled at him as they passed through the village down the 
road. Halfred grinned. Yes. Some company was what he 
required. Warm, soft, sweet-smelling company. 

He pulled the flap of his tent aside and stepped in. A 
man stood there, his back to the entrance. Halfred did not 
recognize the view of the rear, but it was wearing the uni
form of the Reiksguard. His heart sank. After spending a 
day battling for his life, the last thing he wanted was some 
city soldier telling him how he should have been fighting. 

The man turned around, a cup of wine at his lips from 
the flagon on the table. He put down the cup, snapped his 
heels together and saluted. 'Herr General. I am-' 

'I don't care who you are or why you 're here, you Altdorf 
ponce. Get out, bring me some more wine, and knock be
fore you come back in. ' Halfred started stripping off his 
armour, then stopped as the man thrust a letter under his 
nose. It bore a heavy wax seal, stamped with the Emper
or's crest. 

'I am Matthias Holmeister, of the Emperor's personal 
bodyguard, and I suggest you read this communication be
fore you insult me again. ' Halfred, startled into silence, 
took the letter and tore it open with numb fingers, blink
ing at the spidery writing. An immediate recall to the 
city ... some kind of Chaos-cult conspiracy ... theft of a relic 
of Sigmar ... and a traitor in his army? What was this all 
about? And why did the Emperor want him to handle it? 

'All right, Hofmeister, tell me what's going on,' he said, 
then looked up when there was no response. The Emperor's 
bodyguard stared at him, wobbling slightly on his feet. 
Then, as Halfred watched, a dribble of blood appeared at 
the corner of his mouth and he crumpled to the floor, his 
limbs weirdly contorted. The soldier approached the table 
and sniffed cautiously at the cup of wine. It stank of poi
son. So there was a traitor in the camp. 

There was a clanking outside his tent, and a voice: 'Your 
bucket of hot water, sir?' 

'No. No hot water.' Halfred stared down at the body on 
the floor. 'I seem to be in it up to my neck already. ' 

Appendix: Conversion Rules 

The Old World of Warhammer is a huge, sprawling place, 
described in detail in two games systems: Warhammer Fan
tasy Roleplay, and Warhammer Fantasy Battle. Although 
they have the same setting, the two games cover very differ
ent aspects of heroic life in the Old World. With WFB you 
can command mighty armies led by Generals, Champions 
and Wizards, while WFRP lets you take on the role of an 
adventurer exploring the Empire and becoming entangled 
in its many conspiracies and intrigues. But you know all 
that already. 

Each has its place and its role: you wouldn't, for exam
ple, fight a massive battle using WFRP rules, or use the WFB 
system for an adventure concerning traitors and treachery 
within the Imperial court. But both systems are basically 
about heroic characters, and it is possible to mix and match 
between them, moving your favourite heroes from one game 
to another as their adventures and exploits within the War
hammer world demand. All it requires is some rules on con
verting their characteristics, and some hints about the right 
and wrong ways to construct plots and cross-overs. You now 
have three guesses what this chapter is about. 

GETTING INTO A ROLE: 

From WFB to WFRP 
Warhammer Fantasy Battle characters differ from most 
Warhammer FRP characters in more than just their charac
teristics, because WFB is a much more overtly heroic and 
high-powered game than WFRP. It won't be possible to take 
characters from WFB and drop them into, say, The Enemy 
Within campaign, or Dying of the Light. Apart from anything 
else, they have no reason to be there. Their place is the 
battlefield: why should they want to do leave it? 

There are plenty of reasons . Like Halfred Unnigert, they 
may find themselves recalled by a superior officer-and they 
don't come much more superior than the Emperor. Or, for 
that matter, the Grand Theogonist, the Supreme Patriarch 
of the Colleges of Magic, or an Elector Count. Even a plea 
for help from an old friend can be enough to draw a fierce 
Hero from the field. 

Alternatively, they may find themselves without a choice. 
Their army may be utterly defeated, and they alone survive
Jost in hostile territory, without friends or equipment, and 
a suspicion that an evil scheme is afoot within The Empire, 
for such a massive defeat could only have arisen through 
treachery. Or they might be captured by enemy forces, only 
to escape, and be forced to find their way back to civiliza
tion with the news that will save The Empire from ruin, 
with the forces of Chaos hot on their trail. Once they have 
delivered their news, of course, it will be fairly easy to get 
them involved in other plots or stories: send them on a quest 
to recover a Jost artefact, or to discover the fate of a missing 
Elector Count, perhaps, or get them involved in politicking 
and power-struggles at the Imperial court. Sometimes the 
most interesting battles are fought with words, not with 
swords or spells. 

You don't have to take characters out of a military back
ground if you don't want to; in fact WFRP and WFB can 
combine quite well to make a military campaign. Send char
acters to spy out enemy defences or preparations the night 
before a battle; hunt down spies and traitors within their 
own camp; jockey for promotion or honour; discover the 
sinister reason why the army is really being sent to a par
ticular location for a forthcoming battle; create alliances and 
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negotiate peace treaties with other commanders; scout the 
land for rumours and information, or travel across enemy
held lands with military secrets or a particular item. 

If you want to keep the military tone but forego the bat
tles, characters may be asked to raise or equip armies of 
their own, or find new champions or wizards to lead their 
battalions. They may be caught up in plans for a new cam
paign, or they may even discover that the general of their 
own army is plotting treachery or insurrection. Adding role
playing elements to WFB can add a huge amount to a cam
paign, particularly a narrative one. Some parts of the 
role-play, particularly dialogue, can be played out without 
the WFRP rules, but the moment a character becomes sepa
rated from their forces, it's best to switch systems. 

The important thing is always to make sure that the style 
of the adventure fits the characters. Remember that ex-WFB

characters are soldiers, used to a military life and a military 
way of doing things, which usually means waiting until a 
problem has got as bad as it's going to get, and then hitting 
it as hard as possible with everything at hand in the hope 
that it'll go away. This is not the way that a lot of WFRP

adventures work, particularly the low-power ones, so you 
may find that you have to make a few changes to your style 
of game-play. Stick with it. It's worth it. 

Even if you don't want to transfer your WFB characters 
to WFRP or vice versa, you can still combine the two games 
to add extra levels of depth to your campaigns. Run a cam
paign of each simultaneously, using events from one to spark 
off events in the other. WFRP characters could unmask a 
conspiracy to unseat the Emperor or destabilize one of the 
Elector Counts, which would send the respective armies out 
to war. The death of a hero on the field of battle would lead 
to huge funerals and weeks of mourning in their homeland, 
and might cause political repercussions as well-if WFRP

characters are in a city when word arrives that the local Elec
tor Count has fallen, they will surely get caught up in the 
general outpouring of grief, and the political machinations 
and manoeuvrings that will accompany the ordination of a 
new Count. WFRP and WFB campaigns can co-exist very 
successfully. 

You don't have to restrain yourself to turning only your 
WFB characters into WFRP player characters. Recurring foes, 
such as the generals or champions of Chaos armies, or 
Orcish bosses, can make excellent villains in a role-playing 
adventure, or even a mixed-game campaign . Your charac
ter discovers evidence of this villain's evil doings, spies out 
the lay of the land, raises an army and leads it against the 
fiend, then pursues the remnants of its forces to its strong
hold and invades with a hand-picked force, finally meeting 
the villain and duelling to the death in single combat. Or 
something similar but less melodramatic. You get the idea. 

Converting Characters 
from WFB to WFRP
The only sort of characters that you 're likely to want to con
vert from WFB to WFRP are the important ones: in human 
terms, the Champions, Heroes, Lords and Wizards. You can, 
if you want, convert ordinary footsoldiers but there doesn't 
seem to be a lot of point: one footsoldier is much like an
other. However, players can get quite attached to certain 
champions or wizards, particularly one who has been suc
cessful in several battles, and being able to play that charac
ter in WFRP can be great fun, and very satisfying. 

When the WFB rules refer to a character as a Champion, 
Hero or Lord, that is their rank within the game, not neces
sarily their status in the Warhammer world. While any WFB

hero will have a reasonable reputation, they will not neces
sarily be a member of the nobility, and not all members of 
the nobility will automatically be Lords on the field of bat
tle. In fact, many of them prefer to stay as far away from 
battles as possible: not leading from the rear, but leading 
from several hundred miles away, issuing orders by carrier 
pigeon. Characters like that are best left as NPCs. 

The Warhammer Fantasy Roleplay rulebook contains a 
set of rules for converting monsters from WFB to WFRP (it's 
on page 213), and you can use the same system for convert
ing characters as well. However, there are a few other 
changes that have to be made. WFRP characters have a few 
attributes that WFB characters lack: specifically Dexterity 
(Dex), Intelligence (Int), Cool (Cl), Will Power (WP) and 
Fellowship (Fe), none of which are of much use during a 
battle. 

You generate these missing attributes for WFB charac
ters by using the figures given in the table on page 14 of the 
WFRP rulebook. For an ordinary footsoldier, that's all you 
do. However, for a Hero or Wizard, you then get a pool of 
extra points to divide up among the five new attributes, as 
follows: 

40' exti;-a IJ.Pints 
90,1excra points 
l.35 extra,polnts 
�5 extra,,polnts 
30 extra: pdlnts 
50 b:tra 1pol.nts 
·so. ex�ra points

If you want, you can make up the figures for the new char
acteristics for converted WFB monsters and bad guys from 
scratch. Do use your common sense: it's obvious that a Dark 
Elf champion will be more dextrous and more intelligent 
than an Ore chieftain, but probably won't have as much 
strength or toughness. Remember that WFRP and WFB are 
different games: WFB monsters are there to crush the en-



emy, while in WFRP they exlsl to chaUenge the player char
acter , but not necessarily to beat them. Don't give all your 
converted monsters 90s for Will Power and Cool, particu
larly if they're snorlings. It'll only annoy your players, and 
get your name Listed in the WPRP Players' Book Of Grudges. 

WF/3 characters do not have skills or careers, and at 
present there is no specific career for Heroes. Rather than 
create one, it's much easier to assume that a Cham.pion, 
Hero or Lord has started their Life as a Soldier (WFRP rule
book p39), then became a Sergeant, and then a Mercenary 
Captain (WFRP rulebook p101). Champions have stopped 
there for the moment, while Heroes and Lords can choose 
whether they went on to become either a Freelance (WFRP 
rulebook p98) or a Templar (WFRP rulebook pl06). 

Note down the relevant skills and equipment, but do 
not take the Advance Scheme from these previous careers. 
If your character is already a Hero of some kind, with the 
characteristics of a Hero, then they have effectively taken 
them already. Finally, award your character 1D6+4 Fate 
Points. 

Magical Changes 
Things work a little differently for magicians, mostly because 
there are important differences between the way magic 
works in WFB and WFRP. We'll skim over d1ose differences 
for now, and tackle them in much greater depth in a later 
supplement. Almost all the magicians In WFB are Battle 
Wizards, who have been schooled in one of the eight col
our-coded CoUege o[Magic in Altdorf. This training means 
that they will know more spells than more rural or less 
schooled magicians, while the simple fact that they were 
chosen for entry to the Colleges means that their natural 
magical abilities are of great power. 

The Colleges of Magic do exist in WFRP, but usually their 
members will not become involved in adventures because 
they're either training or taklng part in battles. However, 
the power of WFB battle-magic doesn't come entirely from 
the wizard: a large pare of it comes from the nature of bat-
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ties Itself and the way magic works in the Warhammer world. 
Off the field of war, a Battle Wizard is going to be weaker; 
and a specialist WFRP magician on their home turf could 
probably fight and beat them. 

Use the following charts to determine which WFRP sect 
of magic a WFB Battle Wizard will choose their spells from, 
and what level of magician they are: 
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Players may choose any feasible career structure to get them 
to their current career and level, so long as their character 
stans off as either an Alchemist's Apprentice or a Wizard's 
Apprentice. They should only take the skllJs, spells, equip• 
ment and disabilities from these careers: the advance 
schemes have already been factored into their WFB charac
ters. 

Finally, take the number of spells that the wizard knows, 
and divide It by half. The player chooses that number of 
spells for their character from the spell list given in the WFRP
rulebook. The other half are determined randomly: you can 
do this by rolling dice, or sticking a pin in the page, or read
ing tea-leaves, or dowsing, or whatever takes your fancy. 

Weapons. Armour 
and Magic Items 
If your WFB character bas a favourite weapon or suit of ar
mour, you'll want to conven that a.cross as well. Weapons 
are treated in roughly the same way in WFB and WFRP: it's 
not the type of weapon that affects the amount of damage 
done, it's how practised the wielder is at using it. If the 
character has been using that type of weapon for a while, 
they'll have the appropriate Specialist Weapon skill for it as 
well, 
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Armour is rather more complicated to convert, so we're 
going to fudge this one. Look at the miniature figure of your 
WFB character, and write down what sort of armour they're 
wearing. Then turn to page 121 of the WFRP rulebook and 
work out their armour points, and what parts of their body 
are covered. That'll be a lot more accurate than try ing to 
work out exactly what 'heavy armour' means in WFRP terms. 

While it may not be possible to directly convert wizards' 
spells between the two Warhammer Fantasy systems, it is 
possible to convert magic items. In game terms magic items 
are special exceptions to rules, and by their nature are all 
different, so it's almost impossible to give short and simple 
rules for converting their stats. Some magic items convert 
easily, while others don't, and generally it's just a matter of 
the referee using their common sense. The Axe of Grom, 
given as an example in the WFB rules, causes double dam
age and is not affected by armour. Obviously that needs no 
conversion at all. Plusses to hit should be multiplied by 10 
and given as WS bonuses; plusses to damage should be left 
as they are. Any item which automatically heals its wearer 
should have its effect multiplied by 10. One WFB turn is 
approximately equal to one hour. 

A word of caution: be cautious. On paper, WFB magic 
items are generally much more powerful than their WFRP 
equivalents, and the presence of even one such item can 
completely unbalance a campaign, particularly if you let it 
get into the hands of low-powered characters. All powerful 
magic items and artefacts are renowned and recognizable 
in the Warhammer world: if the PCs have it by right then 
others will be out to steal it from them; and if they stole it 
then the forces of retribution will be at their heels. Alterna
tively, you may decide that magic items, like magic spells, 
have their powers amplified from being on the field of bat
tle, or possibly that items of great power cannot be used 
constantly: they must be rested for a month, or a year, or a 

century before they can be used again. Both these choices 
avoid the danger of your campaign becoming over-powered. 

Advice to people wanting to convert WFB war-machines 
into WFRP is simple: don't, unless you 're absolutely certain 
you know what you' re doing. WFRP and its characters were 
not designed to handle the sort of damage those things can 
mete out, and they're only made available to fighting forces 
for a reason: they're too dangerous for common folk. You 
can base some excellent adventures around them-sneak
ing into an enemy base to capture one, or chasing after some 
deserters who have made off in a steam tank. But don't let 
PCs get their hands on one for more than a few minutes, or 
you'll find it swiftly becomes the most important and least 
interesting member of the party. 

If you decide that you know best and your PCs do get 
their hands on a war-machine, remember the following 
points: most people will react with terror at the sight of it, 
and many communities will refuse to let such a fearful de
vice enter. Even if they are allowed entry to a town or city, 
many war-machines are far too big to pass through normal 
gateways-or along normal roads, for that matter, as they 
are usually hauled to battle sites by teams of horses. And if 
rough conditions or wear-and-tear cause the machine to 
break or break down, the chances of the PCs having the 
knowledge to repair it or being able to find spare parts are 
incredibly small. 

ON THE FIELD OF BATTLE: 

From WFRP to WFB
Why take Warhammer FRP characters into Warhammer Fan
tasy Battle? A change is as good as a rest, they say, and some
times playing high-powered characters in a RPG can get a 
little dull. The world may be your oyster, but a spell at the 
head of a WFB army, or doing great deeds on the field of 
valour can inject some much-needed lemon juice- er, spice, 
into a character's career. As with WFB characters in WFRP, 
there's not a lot of point in moving low-power characters 
between the systems, because their chances of survival aren't 
exactly high. 

First of all, of course, you have to give characters a rea
son for ending up in the middle of a war. It's easy to tell the 
PCs that they're walking across a field when suddenly two 
opposing armies charge out of nowhere and start fighting 
around them, but that doesn't give characters much moti
vation to join in, and it also gets a little obvious after the 
third time it happens. Far better to give PCs a reason to join 
the army. They may be doing it in return for a huge favour, 
or have been press-ganged in, or blackmailed into it. Black
mail doesn't have to be underhand or illegal: 'Join the army 
or be executed for the murder of that Reiksguard you acci
dentally killed' is perfectly okay-what better place to put 
bloodthirsty killers than the front line of battle? 

Even better is to give them some kind of role in com
manding the troops: if not the entire army then at least a 
section of it. Controlling a single character in a war-game is 
not a whole bundle of laughs. They may not be in com
mand of the army when they join up, but generals get killed, 
or wounded, or defect to the other side, or disappear mys
teriously-and, of course, you can create plots and ad
ventures based around any of those events, for either WFRP 
orWFB. 

On the surface, WFB looks like a much more lethal and 
arbitrary game than WFRP: this is total war, and death is 
often arbitrary and sudden. There is no good-hearted ref
eree to fudge dice rolls to avoid fatal blows on well-loved 



characters, and clerics and medics are in short supply on 
the battlefield. Your WFRP/WFB character will have an ad
vantage over the ordinary grunts on the field, but that may 
not save them from an ugly fate. If you're planning to put a 
WFB segment into a WFRP campaign, make sure that the 
players understand the potential danger to their characters. 

There are alternative ways to make the game easier to 
survive. WFB does have a few rules to allow heroes a greater 
chance of survival, but the most important is that when a 
character is reduced to zero wounds, they are referred to as 
a 'casualty', not a 'corpse'. A referee is free to rule that the 
character has survived the battle but is badly wounded or 
incapacitated. Alternatives to death include losing points 
from attributes (GM's choice which attributes and how many 
points) or losing one or more limbs-something which WFB 
doesn't provide for, but which happens all too often in WFRP.
Mental injuries can also result: shell-shock, phobias, or even 
insanity. 

Obviously if the character's been eaten by a dragon or 
had their head in the mouth of a dwarfen flame-cannon 
when it was fired, then they're toast and the character is 
not going to be coming back. If you want to avoid any chance 
of that, you may want to agree to play a 'what if?' WFB battle 
or campaign, using the translated WFRP characters but with 
an agreement that any characters who die during the battle 
will not die in the RPG. 

However you play it, try to keep a narrative strand to 
the game. RPGs are all about plots and stories. War-games 
are not, but if you abandon the idea of continuity altogether, 
players will start to lose touch with their characters. Make 
sure that the character still has a personality and quirks, 
and doesn't just become a miniature on a table-top. It is 
possible to add elements of role-play to WFB, with heroes 
and generals exchanging insults, meeting in single combat, 
undertaking daring raids to knock out or capture enemy 
war-machines, or even joining an enemy army under a false 
identity and working acts of sabotage from within its forces. 
Choose your enemy army with care, of course: not even the 
ugliest mercenary could pass as a goblin, no matter how 
good their disguise. 

Converting Characters 
from WFRP to WFB
Moving WFRP characters to WFB is a much more straight
forward process than vice versa because it's a matter of tak
ing characteristics away, not adding them. Although their 
current career is largely irrelevant, it's advisable to only take 
reasonably powerful characters into WFB.

First of all, cross off Dex, Int, Cl, WP and Fel. You won't 
be needing them. 

Second, go through your character's list of skills. Each 
skill adds one point to its relevant characteristic: most 
weapon and fighting skills will add to WS or BS (the only 
exception is Parrying Weapon, which adds to T) while, to 
give some other examples, Public Speaking would add to 
Ld, Dodge would add to T andjump would add to M. Use 
your initiative, your common sense, and the table on page 
66 of the WFRP rulebook. The GM's decision is final. If the 
skill adds to a characteristic you've just crossed off, tough. 

Next, change all the characteristics measured from 1-
100 (WS; BS; W; I; Ld) to a scale of 1-10. This is pretty easy: 
divide by ten, and round up. So a WS of 20 would change
to 2; a BS of21 becomes 3 (2.1 rounded up); and an I of 
49 becomes 5. 
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If the sum of all your character's revised characteristics 
is more than 34 , then they are a Champion. If it's more than 
40, then they are a Hero, and if it's more than 46 then they 
are a Lord. Magicians do not work out their status in the 
same way: instead, their levels transfer straight across. A 
third-level WFRP magician will become a third-level WFB
magician-a Master Wizard. 

As an example: takeJosefDortmund, who has a (WFRP) 
WS of 39, and the skills Specialist Weapon: Flail and Strike
To Stun. These give him two WS extra points, taking it to 
41. He then converts this to WFB by dividing by ten (4.1)
and rounding up (5). Not bad. Since his other WFB charac
teristics total 37, he adds his WS and gets 42, showing that
he is a Hero. Dead easy, this, isn't it?

Magic 
There are various spheres of magic in the Warhammer world, 
and wizards-particularly human wizards-tend to special
ize in a particular type. The Colleges of Magic in Altdorf 
steer their members towards the fields they will be best in, 
but others are left to find out for themselves. WFRP magi
cians converting to WFB don't have to join any of the Col
leges of Magic in particular-in fact it would be surprising 
if the College let them in-but they will get spells accord
ing to the sphere of magic they inhabit and use. 
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There are other sorts of magician in the Warhammer world
shamans, for example-and it's possible that WFRP PCs or 
NPCs will be closer to them than to one of the types above. 
Use your own judgement when deciding which sphere a 
character fits into best: no two characters will be quite the 
same, and a lot depends on their personality and attitude 
as well as their existing specialization and spell-book. 

Weapons. Armour 
and Magic Items 
(part II) 
A character who has been adventuring in WFRP for a while 
will probably be festooned with equipment and magic items, 
and will feel naked if dumped into WFB without them. Weap
ons convert straight across with no problem, but armour is 
a little more problematic. 
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A WFB character can be armoured in four ways: not ar
moured, with a shield, light armour, or heavy armour. If
your WFRP character is wearing either any kind of armour 
shirt or coat, or two or more pieces of armour, then they 
have Light Armour. If they are wearing a full body suit of 
armour, either mail or plate, then they have Heavy Armour. 
If they have a shield, then ... well, I think you can work that 
one out for yourself. 

It's almost impossible to create hard-and-fast rules for 
converting magic items between the systems because they're 
all different, as was mentioned above. The best bet is to use 
your common sense and bear certain guidelines in mind. 
WS bonuses should be divided by 10; damage bonuses 
should stay the same; and for items that last a certain dura
tion, one hour is approximately the same as one WFB turn. 
Magic armour gives bonuses to a character's armour saving 
throw, but does not reduce damage. 

Finally, your character will need a points value. Use the 
tables on pages 92-95 of the WFB rules to work it out. Once 
you've done that, you're ready to go. 

A FINAL WORD FOR 
RULES LA WYERS AND 
MINI-MAXERS 
These rules have not been tested to destruction, and it's 
quite possible that there are loop-holes in them, which some
one with a mathematical mind could abuse to make their 
characters more powerful. Specifically, it may be possible 
to power-up a character's stats by repeatedly transferring 
them from one system to another and back again. If that's 
how you get your kicks then we can't stop you, but it's not 
in the spirit of either game system, and we regard it as the 
moral equivalent of cheating on your dice rolls. 

WFRP and WFB are much more than just collections of 
rules. They are about atmosphere, tactics, strategy, deduc
tion, character interplay and much more, and that is where 
the enjoyment of the games comes from. The rules are a 
means to an end, a structure which everything else can crys
tallize round. If you get fixated on the rules, and ways to 
manipulate them to produce effects that the designers ob
viously didn't intend, then we believe you're missing the 
point. Winning is fine, succeeding is good, but digging 
trenches in the playing field isn't the way to achieve it. Play
ing within the spirit of the game is always more important 
and, in the long run, more fun. 

A FINAL WORD FOR 
EVERYONE ELSE 
This isn't the only way or the official way to convert charac
ters between the two Warhammer Fantasy games; it's just a 
way to do it quickly and reasonably neatly. If you want to 
devise your own methods, go ahead. 

This article does assume that you're familiar with and 
have a certain level of knowledge of both the games in
volved, not just their mechanics but their dynamics and at
mosphere as well. If you buy a copy of WFB, read the rules 
a couple of times and then try to take some long-running 
WFRP characters into the system, it'll almost certainly go 
horribly wrong. Play both systems at least once before try
ing to switch characters between them. 

You should always remember that the two games aren't 
completely identical in intention, mechanics or background, 
and it's stupid to pretend that they are. Characters can be 
transferred between them, but the game systems weren't 
originally designed to be totally cross-compatible in that way, 
and there are important differences in power levels and 
styles of game-play. If your players are coping badly with 
the adjustment, don't force it on them: let them change back 
to what they're used to. 

If the whole thing turns out to have been a disastrous 
mistake and all the PCs are wiped out in their first encoun
ter in the new system, be prepared to admit you've made 
an error, rule that the brief change-over was just some hor
rible dream all the PCs shared, and they've just woken up 
in the shower with Bobby. No, hang on, that's a different 
RPG, but you know what I mean. No matter how seriously 
you take your Warhammer games, never lose sight of the 
fact that the ultimate point of playing a game-any game
is to have fun. If you or your players are not having fun any 
more, then something's gone wrong. 

Nevertheless, we hope that you'll enjoy exploring the 
Old World in different ways and different styles. We'd be 
interested to hear your comments on the experience. 
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It was late. To the east the first fingers of dawn tainted the sky, while the red 
glow and high fingers of flame to the west testified to the strength of the fire 
that still raged there. Above it all, the chaos moon M6rrslieb watched over 
the sleeping capital like an all-seeing and none too benevolent eye. 

In his room in the Reiksguard barracks, Lieutenant Andreas Reisefertig licked 
his finger and turned the final page of the book on his desk. It was blank 
save for a woodcut, a strange abstract pattern. In the chamber beyond, his 
fellow officer and mentor Gottfried Braubach grumbled for a moment in 
his sleep before breaking into a deep snore. The day had been a long one for 
them both, but Andreas had not been trapped in a burning building by a 
diabolical old mage, so it was Braubach who slept and Reisefertig who had 
sat through the night reading Volume Thirteen of the New Apocrypha. 

The candlelight flickered over the strange pattern and Reisefertig stared at 
it. He could see no picture in its lines and swirls, but it reminded him of 
something. Standing, he turned to the bookcase behind his desk and began 
to methodically take down the thirty-seven volumes of the Ancient Army 
Lists and Battle Reports of Johann Wissden. Hidden behind them on the 
shelf lay another row of books, smaller and with newer bindings, flat against 
the wall. Only the two of them knew of this secret cache: even for members 
of the Reiksguard's little-known Untersuchung section, charged with pro
tecting the Imperial court from the conspiracies and machinations of Chaos
followers, possession of blasphemous material was a burning offence. 

Reisef ertig took down the seventh volume of the twelve, flipping to the final 
page. His memory had not fooled him: the woodcut there was similar, but 
not identical. He glanced out of the window, eyes unfocused, remembering. 
It had been in Middenheim. The day was snowy, and the large flakes had 
hissed as they landed on the bone-fires of seventeen heretics and minions of 
Chaos, the air full of the rich smell of burnt flesh and hair. Braubach had 
been elated, sensing an end to their search. They had found the seventh 
volume in a secret drawer in a rich merchant's desk. It had contained a 
scrap of parchment used as a bookmark, and that had led the two of them 
to Parravon, and the ambush by the Bretonnian swordswomen. He rubbed 
the deep scar on the back of his left hand, as it itched at the memory. That 
had been an eventful year. 

The woodcut caught his eye again. Reisefertig replaced the seventh volume, 
strode back to the desk, and stared at the pattern on the endpaper. It was 
almost like a maze, a labyrinth, a single line curving in and around itself, 
yet leading ever inwards, towards one centre. The lieutenant's brow fur
rowed as he tried to focus on the diagram. It seemed to swim before his 
eyes .. . no, his eyes could see it perfectly well, but his mind could not take it 
in. The day had been a long one, and his senses were tired. Tomorrow he 
would look at it again. No, tomorrow would be too late: the rat-like Klimdt 
and his pack would have made their getaway by then, despite the extra 
guards on every city gate. After nine years of pursuit Reisefertig knew his 
enemy. Klimdt was no ordinary man. 

Know your enemy-ay, that was the key. Why would Klimdt have included 
the woodcuts in his books? Their significance would not be purely decora
tive: every other illustration was keyed to the text, yet Reisefertig knew there 
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was no reference to these patterns in the seventh volume, or in the latest 
addition to the set. Perhaps they were a message in some secret code, or a 
symbol sacred to some forgotten dark god. Mayhap if the two were overlaid 
they would reveal a secret map ... 

Tbe candle-flame guttered as a wad of congealed wax burnt through and 
fell to the desk. From the window, the malign light of M6rrslieb fought against 
the apporaching clarity of the dawn. Reisefertig yawned, and tapped the 
page of the book with a thoughtful finger. It reminded him in a way of a 
pattern that had been carved onto the school-desk where he had sat many 
years before, trapped for long hours as the teacher droned on about point
less subjects like mathematics. He had plotted battle-campaigns across that 
desk, using the carved paths as ditches and fortifications for his strategies, 
dreaming of the glories of life as a Reiksguard officer. Tbe fantasies had not 
included nine years on the trail of a sad old heretic, nor spending long 
nights trying to puzzle out the secrets of illegal books. 

Tbe tome would give up its secret eventually. Meanwhile ... His tapping fin
ger touched one end of the tangled pattern and began to idly trace its inter
woven path across the page. Tbe room was still around him, and time was 
silent as the pattern's intricacies yielded to his meandering finger. How long 
could it take to travel from one end of the path to the other? The puzzle 
seemed so difficult, and yet, as he followed the spiralling trail, he felt it 
begin to come clear in his mind. Pieces of old knowledge began to fall into 
their appointed places. Clues, riddles, the books: they came together and he 
could see now they were all parts of a bigger, greater pattern. And there was 
more: the revelation brought a new understanding, a new consciousness. 

Outside the window the clear, bright light of dawn broke across the city of 
Altdorf, and as Reisefertig raised his eyes to look at it, he felt a greater light 
shine forth inside him. At last he understood the fire that kept Klimdt's spirit 
alive, that drove him to live among dusty, earthy books, digging out their 
secrets. Fire and earth. Of course. Everything was so clear now. 

In the other room, Braubach snorted in his sleep. Reisefertig glanced at the 
connecting door, then at the books on the desk. Should he take them with 
him? There was no need. He had read and reread them so many times that 
he knew their every word; only now he understood them too. Better to leave 
them here. Braubach would figure the secret out for himself eventually, and 
would follow into the path of enlightenment. 

With slow calm, the man who had been Lieutenant Andreas Reisefertig picked 
his riding cloak from the back of the door and walked out of the office, 
down towards the Reiksguard stables. Somewhere out in the world, possibly 
in the Unseen Library in Marienburg, were the missing pages from the Lexikon 
of Eber Keifer of Salzenmund, and Klimdt had need of them. 

Behind him on the desk, the pattern on the book's endpapers glowed slightly, 
perhaps in the light from the dawn. Tbe pages ruffled as if in a breeze, as 
one and then another flipped over, turning/aster and/aster until the book 
slammed itself shut with a bang. Outside the closed window, the face of 
M6rrslieb could have been grinning as it Jaded in the bright morning sky. 

( 



Apocr pha Now
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Introduction and Epilogue: Fire & Earth 
New for this volume, by James Wallis 

Chapter 1: Skills & Careers 

Material in this chapter first appeared in White 
Dwarf #90 under the title Pr actice Makes Perfect 
,by Jim Bambra and Phil Gallagher. 

Chapter 2: Nobility & Royalty 
Material in this chapter first appeared in White 

Dwarf #91 under the title Noblesse Oblige, by Paul 
Cockburn with Jim Bambra and Phil Gallagher. 

Chapter 3: Social Standing 
Material in this chapter first appeared in White 

Dwarf #138 under the title Social Level, by 
Graeme Davis with Mike Brunton. 

Chapter 4: Fate Points 

Material in this chapter first appeared in White 

Dwarf #88 under the title Hand of Destiny, by 
Graeme Davis. 

Chapter 5: Combat Rules 

Material in this chapter first appeared in Games 
Workshop's The Restless Dead under the title Hack 

and Slay! The Fumble rules appeared in White 

Dwarf #91 as Oops!, by Ashley Dennison and 
Graeme Davis. 

Chapter 6: Firearms 
Material in this chapter first appeared in Flame 
Publications' Warhammer Companion under the 
title Go Ahead Ore, Make My Day ... , by Neal 
Harvey, Thomas Boyd and Graeme Davis. 

Chapter 7: Magic Items 
Material in this chapter first appeared in Games 
Workshop's The Restless Dead under the title 
Enchantments of The Empire. 

Chapter 8: Magical Armour 
Material in this chapter first appeared in Flame 
Publications' Warhammer Companion under the 
title In Br ight Armour Arrayed, by Graeme Davis. 

Chapter 9: Racial Psychology 
Material in this chapter first appeared in White 

Dwarf #92 under the title No Psychos Needed, by 
Chris Felton. 

Chapter 10: Gnome PCs 
Material in this chapter first appeared in White 

Dwarf #86 under the title Out of the Garden, by 
Phil Gallagher. 

Chapter 11: Dwarf Loremaster 
Material in this chapter first appeared in Flame 
Publications' Warhammer Companion under the 
same title. 

Chapter 12: Elven Beastfriend 

Material in this chapter first appeared in Flame 
Publications' Warhammer Companion under the 
title The Beastfriend, by Graeme Davis. 

Chapter 13: Elven Wardancers 
Material in this chapter first appeared in White 

Dwarf #111 and #112 under the title Wardancers, 

by Matt Connell. 

Chapter 14: Is There a Doctor in the House? 
First appeared under the same title in Flame 
Publications' Warhammer Companion, and is by 
Andy Warwick. 

Chapter 15: On The Road 
Material in this chapter first appeared in White 

Dwarf #85 under the same title, and is by Graeme 
Davis. 

Chapter 16: The Emperor Luitpold 

First appeared under the same title in Flame 
Publications' Warhammer Companion, and is by 
Graeme Davis. 

Chapter 17: The Great Hospice 
First appeared under the same title in Flame 
Publications' Warhammer Companion. 

Chapter 18: Night Of Blood 
This adventure first appeared in White Dwarf #87 
under the same title, and is by Jim Bambra. 

Chapter 19: A Rough Night at the Three Feathers 
This adventure first appeared in White Dwarf #94 
under the same title, and is by Graeme Davis. 

Appendix: Conversion Rules 
New for this volume. Written by James Wallis, with 
advice from Andy Jones. 



WITH TWO OF THI CREA TEST ROLE

PLA YING CAMPAIGNS EVER CREA'l'ID 

THE ENEMY WITHIN 
A seemingly trivial case of 

mistaken identity starts a 

group of travellers on a se

ries of adventures which 

will take them across the 

Empire and beyond, and 

pit them against the most 

devious conspirators and 

foullest foes that the forces of anarchy, crime 
and Chaos can throw against them. From 

rooting out a nest of evil in a trading town 

on the Reik, to tracing the 

spot where a warpstone 

meteor fell centuries ago, 

mixing with blue-bloods 

and low-lives in Midden

heim, contending with vile 

sorcery in the frozen wastes 

of Kislev or finally confront

ing a plot that threatens the security of the 

Empire itself, your players will never forget 

The Enemy Within. Its epic scope is matched 

by its attention to detail, 

well-drawn NPCs and 

plots that twist and turn 

from volume to volume 

before ultimately reaching 

an explosive conclusion 

that will change your 

player characters forever. 

The Enemy Within Campaign 
♦ Volume 1: Shadows over Bogenhafen

♦ Volume 2: Death on the Reik
♦ Volume 3: Power Behind the Throne

♦ Volume 4: Something Rotten in Kislev

♦ Volume 5: Empire in Chaos

DOOmS�Oll6S 
The skeleton of a Dwarf with a parchment

case containing an ancient plea for help is 

all it takes to set a band of adventurers on 

the trail of four lost artefacts: the 

Doomstones, built by the Dwarfs, then split 

apart for reasons lost in time, and not seen 

for over a century. Now as 

the Bloodaxe Alliance, the 

fearsome Orcish warband, 

begins to move again, can 

the heroes stay ahead of 

their foes to recover the 

Stones, and without trigger

ing their ancient curse? 

The Doomstones campaign, set in the 

Vaults mountains between the Empire and 

the Border Princes, gives characters the 

chance to explore long-abandoned shrines, 

lost Dwarfen Holds, moun

tain-top monasteries and 

enclaves of Beastmen. It 

plunges them into sieges 

and civil wars, as they try 

to follow a trail of clues left 

over a century before -

helped by the occasional 

prophecy or omen. But what are the Doom

stones, and what curious fate do they have 

in store for the people who unite them? 

For a free introductory adventure to the 

Doomstones campaign, see our website at: 

http://www.hogshead.demon.co. uk 

The Doomstones Campaign 
♦ Volume 1: Fire and Blood

♦ Volume 2: Wars and Death

♦ Volume 3: The Heart of Chaos



IN THIS BOOK YOU WILL FIND: 
• Optional rules covering areas as • New career types, including the

diverse as combat, psychology and Dwarven Loremaster and the eagerly

social class awaited Elven Wardancer

• New magical gear and greatly • Full information on converting

expanded rules for f'":trearms in the characters and equipment between

Warhammer Old World Warhammer Fantasy Roleplay, and

• New scenarios, game settings and
the popular Warhammer Fantasy

campaign ideas
Battle game.

Much of this popular material has appeared previously, in out-of-print Warhammer 

Fantasy Roleplay supplements and the pages of White Dwarf magazine. Now it has 

been gathered together for the first time into one information-packed, easy-to

reference volume. Read it with care - your campaigns may never be the same again! 
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