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Easy Meat

By Robert Earl

t weas market day, and Altdorf's rat run of streers were
swarming with people. K, his body wedzged in against the
beam of an inn, watched them as they bustled past.

Not miany of them watched him back, Not many of them even
noticed him, which was just how he liked it. Over the years he had
made an art of appearing insignificant, so that now everything
from his stance to his clothing helped him to merge into the
background.

Wor was this his only talent. Although barely fifteen
Kerr studied the stream of passing humanity with a seasoned
professionalism, a hard eyed caleulation that belied his tender

rs.
yeSirmcoF the erowd e dismissed as soon as he saw them. These
were the tradesmen and merchants, men whose characters had been
shaped to fit into the crooked byways of the city. Some of them
may have been old or lame, but they were no fools. Kerr knew
that they would offer steel tefore they would lose coin, and he
Ies them for ir.

there were others who he marked for later, These were
the thups who swaggered abourt the town in search of women and
drink. Whether they called themselves men-at-arms, or hauskarls,
or just plain mercenaries, Kerr knew them for what they were,
which was killers.

Not that that was necessarily a problem. Later some of them
would be too drunk to kill anybody, or even to defend themselves,
On occasion Kerr had been lucky enough to have found such
yictims alone, and 1o have found them before anybody else had.

On another day, he might have decided 1o follow one of them,
much as a hungry fox will follow a dying wolf. But today there
was no need for such patience, Today the streets were full of
easier, plumper prey.

Kerr did everything bur lick his lips as he watched them. These
were the farmers, yeoman who knew everything about the hardness
of the land but nothing of the cruelties of the city. Kerr could tell
them by their wooden clogs, their healthy faces, their slow pace
and wide opened eyes.

Then he saw one who wore his purse outside of his tunic.

Scarcely believing his Tuck, Kerr pushed himself of f of the wall
and slipped into the flow of bodies that was carrying the fool
along. He gained on him gradually, being eareful to net to catch
anvbody’s eye as he did so.

Ahead an alleyway branched off from the main thoroughfare.
Kerr planned to cut his victims purse free when they reached it
The alleyway was an escape route he’d used before, an almost
invisible path that led into a perfect confusion of hovels and
shantics.

His heart started to patter as he drew nearer to his prey. The man
was almost twice as big as him, his muscles hardened into caken
Tumps by a lifetime of toil. Even so, he moved slowly. Kerr
warched a messenger bump into him and apologise as he stipped
past, eager 1o be abour his business.

The farmer didn’t even notice. He was too busy gawping up at
the gables which overhung the street, and the brightly coloured
shingles that swung beneath them.

Kerr smiled as he felt For the razor he’d use to cut the purse free.
He could almost taste the stew that he'd buy afterwards. Despite
| the tingle of adrenalin, his mouth watered at the thought. It hac

bern days since he'd last eaten, and that had only been half a loaf
of bread.

A morment later, and his anticipation had turned to irritation.
The flow of people was slowing down as some obstrucrion ahead
blocked their progress. Soon the crowded street hardly seemed to
be moving at all, and the stink of the bodies grew riper as they
were pushed together.

Kerr looked around impariently. He was seized with 2 sudden,
suicidal impulse to take the man’s purse here and now. In the
crush of bodies it would be easy enough to do so without him
neticing.

But on the other hand, if anybody did see him, then escape
would be impossible.

Contemplating the maiming that that would be the punishment
for his erime he forced himself to be patient, He let others do the
pushing, allowing them to steer him ever closer to his victim.

Evenrually the crowd started to move again, and the farmer
was seized with a sudden sense of direction, He elbowed his way
through the melee so that he could stand and gawp at what had
caused the biockage.

Kerr, sidling up beside him, saw that it was a conjuror’s street
show. The performer was dressed in a billowing cape. It was as
bright as it was shapeless, a great rainbow patchwork of rags that
flapped and billowed as he gesticulated towards his audience.

He also wore a pointed hat, which added almost a foot to his
height, and a smear of make up that made his eyes scem even
wilder than they were. Despite the crush he had managed to carve
out a little semicircle of space around him, which he filled with a
constant swirl of movement.

And as be moved, 5o he spoke, Or at least, so he babbled,
sereeching and gibbering in a tongue of his own devising. There
was no way of knowing if his words contained an ounce of sense,
bur that hardly martered to the onlooking crowd. It was the tone
of the old charlatan’s voice which fascinated them, the terrible
cadences of a man who supposedly consorted with demons.

Kerr thanked the shades of his long departed parents for the
distraction. Not only had the ranting performer caught the fat-
pursed farmer in his spell, but the space he’d cleared was right in
front of the alley that Kerr would use for his escape.

A cut and a rush, he decided. I'll be dowm 1t as safely as a rat
down a drainpipe. _

He swallowed and wiped his palms on the worn cloth of his
breeches. Then he edged a lirtle closer to his targer, his fingers
closing around the handle of his razor.

There would enly be one chance, he knew. One cut. After thar,
successful or not, he'd have to start running,

Bur even as he lifted the purse oh-so-gently away from his
victims belt he paused. Something else had caught his eye.
Semething a lot more valuable than a few copper pennies.

The hat lay on the floor beneath the conjurors swishing cape. It
was:a bartered old leather thing, the upturned brim of it frayed
with tse. And inside, winking ar Kerr as invitingly as 2 tavem
girl at a merchant, there was a spill of coins.

Some of them even seemed to be silver.

Kerr released the yokel’s purse and licked his lips nervously.

It scarcely seemed possible that the conjuror would leave his
collection right there on the street, with only himself 1o guard




it. Usually even the meanest performer would have an assistant to
sit beside his meagre wibute, club in hand.

Grinding his teeth together with indecision Kerr scanned the
crowd. Almost all of them were farmers. Their eyes were wide as
they watched the performance with the rapt attention of cows in
a field.

And then he saw them, the conjuror’s Tads. They were scarcely
older than he was himself, but they were no less capable. They
were almost invisible as they drifted through the spectators
that stood opposite. Kerr watched as, practiced manocuvre by
practiced manoeuvre, they singled our their prey. The smallest
lifted a purse a5 neatly as Kerr would have done himself, and his
companion stood by to help.

They seemed to have forgotten about their master’s collection
in their eagerness to make their own.

Kerr saw the lick of & blade as it cut into the leather of a
bystanders purse.

He saw the coins that waited in the hat on the floor.

ﬁnd_ins]:iration struck.

“Thief!” he cried, pushing past the farmer he had meant to rob
himself and gesturing towards the lad with the purse in his hand.
‘Stop, thief !’

He pointed an accusing finger as the youngster dropped the
purse and flitted away into the crowd. Then, as all eyes turned to
the confusion there, Kerr darted forward, grabbed the hatful of
coins, and bolted past the conjuror and into the alleyway.

Too late, the performer saw what was happening. In his
excitement he forgot to speak gibberish and swore as only an
Altdorfian knows how. He snatched at Kerr as he sped past, but
as he did so he tripped over his own robes and fefl into a beap.

The crowd roared with laughter. They laughed even more when
the conjuror’s two assistants trampled over their master’s prone
form, eager in their pursuit.

Kerr didn‘t share their good humour. He had expected the
crowd 1o turn on the two cut-purses, not cheer them on. As he
skittered down the alleyway he could hear the patter of their
footsteps scampering along behind him.

He risked a quick glance over his shoulder. The ragged shape of
the conjuror, unmistakable in his scarecrow robes, whas framed by
the crooked angles of the alleyway.

Bur what worried Kerr wasn’t the old charlatan bur his two
apprentices. They raced through the gloom with the lethal speed
of whippets after 2 hare, and a jolt of terror exploded within
Klerr’s slender chest s he saw the steel in their hands.

He put on 2 burst of speed as he reached the end of the
alleyway, and skidded around the comner. Ahead of him the road
weaved back and forth, little more than a track between the
hovels that infested this quarter, He sprinted along it, comforted
by the Feel of the familiar cobbles beneath his worn soles, and
looked for the opening.

And there it was. There was 2 turn in the road and there,
sandwiched between two daub covered huts, was the splintered
wooden fence of a pigsty.

Kerr grabbed hiold of it and vaulted into the filth beyond.

The old sow within grunted with surprise as he splashed
uninvited through her domain, and grunted again as he dragged
himself over the fence on the other side.

An old woman satin the dirt of the little courtyard that Kerr
fanded in. In both looks and temperament she could have beena
sister 1o the animal behind him. She was hard working, though,

Even as she watched Kerr she continued with her work, arthritic
fingers busily unstirching what he supposed was a stolen coat.

“You haven’t secn me.* he rold her, and tossed her a couple of
coppers from the stolen hat.

Thhe crone caught themn with a surprising agility, and looked away
as he stipped through her hovel and into the street beyond. He paused
there, gasping for breath and listening for any sound of pursuit.

It wasn't long in coming, This time the sow, roused by his own
intrusion, was ready to deal with the trespassers. She squealed her
ourrage as they splashed through the mud, and Kerr heard one of
his pursuers squeal back as she snapped at him.

He allowed himself 2 last quick glanee through the hovel, and
was just in time to hear the crone speak.

‘He’s through there.” She said, pointing directly at him.

He swore and took to his heels. Although this street was as
crocked as a broken back he knew that there were no boltholes
along ir, and he cursed himself for pausing. He could already
hear the cries of his pursuers as they gained on him, their longer
legs more than compensating for the adrenalin which fizzed
through his veins.

For one wild mement Kerr considered dropping the his prize.
Anyrthing 1o avoid the knives which even now sliced through the

-air behind him,

Buit then the last kink in the road jerked him around into the
wider thoroughfare of the Prince‘s Avenue. He darted between
a couple of porters, and almost ran into the carriage that was
clattering towards him.

It was drawn by four broad chested horses, and the thing irself
was a carpenters dream of smoothly fitted joints and oiled hinges.
It bounced along on sprung suspension and perfectly turning
wheels.

Kerr, panic blossoming as he heard the cries of his pursuers,
stagpered to a halt as the earriage rattled past. His mind raced
faster than the great spoked wheels as he tried to think of an
escape route. Somewhere hed be able to reach before his pursuers
reached him.

There wasn’t one.

Bur then, as though sketched by the snap of the drivers whip,
he could sce the perfect way out.

He dropped onto all fours and raced after the retreating
carriage, catching up with it as it was slowed by a knot of
drunken porters. He ducked beneath the grear uunk that was
strapped to the back, slid beneath the bottom of the carriage
itself and looked up.

And there, the carpentry as perfect as if he had designed it
himself, was the chassis. Two long sections of timber, the holes
in them a perfect fit for his rrembling hands, ran between the
two sets of wheels.

Stumbling along beneath the suddenly accelerating carriage
Kerr shoved the hat full of coins down the front of his tunic.
When it was secure he snatched upwards, seizing two handholds
and pressing his chest against the underside of the vehicle. For a
moment his heels dragged painfully along the cracked stone, bur
with a grunt of excrtion he lifted them into the gaps between the
running boards,

Trying not to think abour the cobbles that blurred beneath his
head he concentrated on his hold, tightening his grip even as the
driver used his whip on horses and pedestrians both.

And there, hanging beneath the rautling carriage, Kerr startzd
to laugh with relief,




thar, as the jolting of the carriage twisted his muscles
like fraying rope, they had started to bum with a slow,
comstant agony.

The vehicle rartled on, and Kerr’s sense of triumph melted in
the furnace of pain that wracked his body. It took every ounee of
his will to keep his fingers and heels locked tight a5 he swung back
and forth from his precarious perch, and soon his whole world had
shrunk to a little hell of burning muscles and rattling timber.

It rook perhaps half an hour for the carriage 1o reach its
destination. Through the fog of his pain Kerr felt it slow, then
saw the sudden patch of shadow as it passed through an archway.

The sound of the wheels squeaking to a halt was one of the most
beauriful he had ever heard. He dropped onto the flagstones like an
overripe apple, his body bruising just as easily.

He was beyond noticing such petty discomforts, though. Instead
he fay on the cold stone in an ecstasy of vanishing pain, tears
of relief dampening his eyes, YWhen the feeling returned ro his
fingers he crawled back 1o his feet, scrabbled out from beneath the
carriage, and looked around him.

The courtyard they were in was a cavernous place. No sunshine
reached the depths of its floor, although it did warm the top of
the stone walls that rose up on every side. Kerr gawped up at a row
of gargoyles who basked in it, their carved Fearures alive with the
interplay of light and shadow.

There was a thump from behind him and he rurned to see that
the driver had dropped his passenger’s trunk of f of the carriage.
Kerr, stung back mnto action by the sudden awareness that he wasa
trespasser here, grabbed it and hoisted it up onto his back.

It was a disguise he'd used before. Nobody ever questioned
porters, and the case itself was big enough to hide most of his body
as well as his downcast face.

INor was it as'a dispuise he had adopted 2 moment too soon. Even
as he staggered beneath the weight of the trunk, trying to balance
its weight on his scrawny back, the driver clunked a stool down
beside the carriage and opened the door.

‘Here we are, Menheer.’ He told his passenger with a brief bow,

‘Ah. We've arrived already, have we ¢ Good.?

Kerr locked up from beneath the trunk like 2 erab from beneath
its shell. The man who stepped down from inside the carriage, a
great leather bound book grasped in one hand, wasn’t just far. He
was enormous. Rolls of blubber supported his neck like a collar,
and the thrust of his belly was big enough te have conrzined Kerr
himself .

His dress exaggerated his size even further. The fashionably
padded shoulders of his velvet tunic made a rectangle out of the
vast pear of his body, and the salt and pepper beard that framed his
wobbling jowls lent them a width that reminded Kerr of the Orc
Mestiffs that fought in Alrdorf s bear pits.

And yet, despite the pampered sof tness of his body, there was a
hardness about his face that Kerr immediately respecred. It was
something about the way that his dark eyes glirtered like onyx
burtons above the far of his cheeks, and the way that his back
remained poker straight despite the pillows of padding thar sagged
from it.

Kerr dropped his eyes as the man locked at him.

‘A servant, eh ? That was very thoughtful of the seneschal.’
"Your comfort is our only concern, Menheer,” The driver
wheedled, his hand half ourstretched for a tip.

“Thar is nice to know.* The fat man said and, sceming not to

His arms started to hurt af'ter the First minute. And after

ngftice the driver’s anticipation, he stretched his back and waddied
off.

Kerr, without needing to be told, staggered along behind him.
The fat man led the way up a set of wide, granite steps. Puffing
under his own weight almost as much as Kerr was beneath the
weight of the trunk he strode imperiously through the wide
doorway at the rop.

He paused their for a moment, wheezing heavily. Then he led the
way into the lantern lit hall beyond. His foorsteps echoed against
the vaults of the masonry, and so did the voice that rang out at
their appreach.

‘Menheer Braha 1” It said, the tone so nervous that at first Kerr
mistook it for outrage.

“Seneschal.” The fat man acknowledged his name. ‘“Thank you
for your consideration.’

He waved a podgy hand back towards Kerr. The seneschal, a
grey haired man with 2 worried expression, looked past him in
confusion. Then he s and turned back to Braha.

“Your chambers have been readied for your presence, Menheer.”
He said, rubbing his hands together and falling into step behind
the Fat man as he waddied away. *If you have need of anything,
just send your servant to me.”

“Thank you, Seneschal.” Braha replied, not deigning to turn back
1o look at him. ‘Goodbye’.

‘Goodbye, Menheer.’

Kerr was impressed. Whoever this Braha was, be knew how o
make his flunkies jump.

They followed their echoing footsteps down the hall, and tumed
off into an arched corridor. It ended in another flight of steps,
and Kerr fought the urge to curse as he was led up first one flight,
then another.

By the time they reached Braha’s chambers both of them were
dripping with sweat. Kerr followed the far man into whart appeared
to be a study, and gratefully slid the trunk onto the floor.

“You did well ro carry thar.” Braha, Flushied himself after his
own exertions, gestured towards the chest.

‘Thank you, Menheer.

‘I must say, it makes a plessant chunge to have found such a
conscienticus servant. Especially,” he continued as be eased himsclf
down into a wooden chair that sat before the empty fixeplace “for a
man in my profession. People taik such a lot of nonsense. Bur then
I suppose you college porters have more sense, hey ?*

*Oh yes, Menheer.” Kerr said, He nodded his head emphatically
even though he had no idea whar Braha was ralking abour.

‘Good. Good. Tell me, do you have any other duties to perform
whilst I'm here 7

A dozen lies suggested themselves, but Kerr decided on the easiest.

‘No, Menheer. Iam to look after your . . . Your requirements.’

He smiled to hims:If, pleased to have remembered the word.

“Well then,” Braha said, getting back to his feer. ‘Ger this fire
going. And then go down to the kitchen and tell chef to send me
up a plarter. I'm just going to have a quick nap, but you can wake
me up when it arrives.”

“'es Menheer.” Kerr said, scarcely belicving his luck.

Him, a servant ! He'd of ten dreamed of such an easy life. He
could hardly bring himself to believe that it had come true.

But then, he’d always counted himself as lucky. As Braha
lumbered into the next room he slid the stolen coins into his purse
then busied himself with the fire, thrusting the conjuror’s hat in
deep into the kindling.




, enheer 7 Menheer Braha ? Your snack hes arrived.!
Kerr pushed open the door of his master’s sleeping
hamber in time to see him strugeling up intoa

sitting pesition. The solid oak of the bed beneath him squeaked as

he moved, and the thick mattress curled up at the edges.

*Good. Put it down over there.’ He said, rubbing his eyes. Kerr
carried the silver platter obediently over to a table, and set it down.
The cold meats and candied fruits that were piled onto it would
have fed 2 family for a week, even though Kerr had already exacted
his tribuze,

*There's also somebody 1o see you, Menheer, A messenger.”

*Send him in, then.” Braba grumbled, easing himself off the
bed and lumbering over to the tray of food. Kerr bowed in what
he hoped was a courtly manner and went back out to where the
MCSSENEEr Was Waiting.

‘Come on then.” he told him ‘he’ll see you now.”

The servant, who was little older than Kerr himself, nodded
untappily and followed him back into the bedroom. The sight
of Braha eating seemed to make him even more nerveiss, and he
wrung his velvet cap between his hands.

Kerr winked at him reassuringly. He couldn’t see why everybody
was 50 afraid of his new master. He scemed pleasant enough. And
even if he did rurn out to have a nasty temper, he’d be easy enough
1o outrun.

"Menheer Braha!” The messenger bellowed, nerves lending his
voice the volume of a sergant ona parade ground. "My master, the
Signor Ballidecio, requests that you come to the eastern library at
your earliest convenienee.’

*Ballidecio, eh?® Braha said, tearing the meat from a chicken
leg in-a single bite. He tosssd the bane back over his shoulder and
belched. "Whar does he mean by earliest convenience?’

' think he means now, Menheer.” The messenger said, his voice
now tightening into a squeak.

‘Bloody check.” Braha mumbled, and started to smear marmalade
ot a slice of ham.

The messenger paled, and for a moment Kerr thought that he
was about to make a run for it. Bur with an obvious effort he
pulled himself together, cleared his throat, and waited.

Braha finished his morsel and then, with a last regretful glance
towards his snack, hoisted himself 1o his feet,

*Very well. Tell Ballidecio I'll be down directly. I assume that all
is ready

‘.. .. I'don"t know, Menheer.” The messenger admitred.

‘Don’t know.” Braha repeated. “Typical Ballidecio. Well, just
you go and tell him that I'll be along. At my earliest convenience.’

“¥es, Menheer.” The messenger said, and all but bolred from the
room,

K followed to see him ourt of his master’s chambers. ¥When
he returned Braha was just finishing of f another slice of ham, the
great Jeather book he had brought with him now clasped under his
arm.

‘A, there you are boy.” He'said when Eerr rerumed. ‘Get my
trunk and follow me. I'm surprised you didn’t tell Ballidecio’s
idiot servant to stay and help you. Typical of the man to hire such
a damn fool.’

“Thart’s alright, Menheer.” Kerr said with an enthusiasm he
hardly felt. ‘I can manage.’

S0 saying he returned to the trunk and, giving ita Jook thata
pit fighter might have given an old adversary, he fell upon it and
strated wrestling it up onto his back.

Braha wandered past himyand back out'into the comider, where he
headed straight for the first flight of stairs. Kerr cursed to himself
as he staggered along behind, and for the first time he started to
wonder if being a servant was suchan easy life after all.

y the time they finally reached their destination he knew

that it wasn't, His tunic was soaked with sweat and his

'muscles, already tender after his carriage journey, were
screaming with pain.

Braha, waddling ahead into a vast chamber, seemed to remember
him for the first time.

“Just put it down by that table.’ He said, pointing to massive fump
of cak that rested on a dozen solid legs. Then he rurned and opened his
arms in greeting to the man who was approaching hirn. *Ballidecio !
My old friend. What a plessure it is to meet you again

Kerr squatted down and let the trunk slide of f of his back.
Resisting the temptation to sit on it he staggered over to lean
against the nearest pillar instead.

As he pot his breath back he gawped up at the heights of this great
hall. The vaulted ceiling was almost lost in the gloom above, and
the light that came in from the line of small windows that ran
g;:g the top of the walls cut through the darkness Like 5o many

The only other light came from a cavernous fireplace that
yawned 2t the other end of the hall. Irs flames sent shadows
dancing across the flags of the floor, and the burning wood lent 2
sweetness to the stale air. ;

But what really impressed Kerr were the bookshelves which
climbed the walls. In the twilight gloom of this echoing space
the-ancient tomes and stained timber looked like some strange
fungus, an organic growth that had covered the granite with an
ivy embrace. Here and there mason’s ladders rested against the
shelves, and Kerr watched a servant elinging o the top of one as he
struggled to free a book from its neighbours.

Vaguely wondering how much one of these books might be
worth, Kerr numed his attention to the other inhabitants of the
library.

There was his master, of course. The fat man boomed with
laughter as he embraced the dark skinned man called Ballidecio.
And behind him, lost in their own conversatons, half a dozen
more of his colleagties were gathered.

Fach of them differed in complexion, in dress, in build. They
spoke with varying accents, and affected different mannerisms.
And yer, despite this, Kerr recognised the one thing thar they did
have in common.

It was their arrogance.

This was something that Kerr usually associated with Alrdorf’s
merchant princes, and for  moment he wondered if’ Braha might
indeed be one of these rare creaturss.

But somehow he doubted it. The mian seemed as unconcamed
about gold as he was about his waistline. He also scemed quite
happy 1o move around withour the usual gang of bodyguards who
accompanied even moderately successful merchants.

Kerr warched his master waddle around, shaking hands and
clasping shoulders, and began 1o wonder exactly who he was. There
was something of the aristocrat about him, although that wasn’t
it either. For one thing he had no title. And for another, he spoke
withour the tortured vowels that the imperial elite affected.

And suddenly, with the shocking speed of a breaking limb, Kerr
realised exactly whar his master was;




He staggered back towards the wall, dinging to it with
dampening palrs. Terror beat within his bony chest as if secking
release, and he felt his threar tightening into a seream.

But no. No, he wouldn’t seream. He wouldn’t do anything.

Kerr took a deep breath and, with a self conwol honed by a
lifetime on the streets, he made himself relax. Made himself think.

0. Old Braha was a sorcerer. It was obviots enough really - the
fear that he inspired amongst others, this strange palace of books
and bare walls, the massive tome that he kepr gripped in his hand.

Kerr felt his panic starting to return, and fought it back.

So Braha was a sorcerer. So what ?

Everyone has to make a living.

With a last deep, shuddering breath he flexed his neck and
wiped his palms on the cloth of his breeches. Then he slipped
unpbrrusively into the shadows, the better to remain unnoticed
while be warched exactly wher it was that sorcerers did.

There was no way, he decided, thar it could be as bad as the
stories made it out 1o be.

Mo way at all.

Hed just wait and see. Then, and only then, would he decide
what to do next.

out to be as brief as they were effusive, and they were soon
gathered around the mighty ozk table besides which Kerr
had dropped Braha's chest,

As Kerr watched, the sorcerer placed his book on the table and
opened it. His movements were as slow and his face as solemn as
that of a priest revealing some relic, and his back straightened in
unconscious pride as he leafed throteh the vellum pages.

His colleazues made no attempt to reflect this dignity. Instead
they crowded around him, hunching over the book with the tense
enchusiasm of gamblers over a dice table.

When they finally began to speak again their words remained
polite, but their voices were strained with nervous excitermnent.

Kerr, tom berween curiosity and the urge to remain inconspicucus,
edged 2 little closer so that he could hear what they were saying.

*And you're sure that the college of fire won’t mind us casting
this?’ The one called Bardicello asked, the whine in his voice
almost hidden beneath his forced heartiness.

‘Who cares what those idiots mind?” Braha replied. ‘If they were
capable of properly studying their own medium, then they would
have discovered this centuries ago. No, it is our duty as the grey
college 10 set an example to the lesser orders.’

‘Hear, hear.” Somebody else said, and a chorus of agreement
rippled around the table.

But the doubter was not so easily swayed.

‘Alrighir, but what about our own rules 7 And our own masters ?
Maybe we should consulr with them first.”

“What do you mean?’ For the first time Braha let his annoyance
show. "YWe have no masters in the grey order. Only brethren.?

‘Brethern who outrank us.” Bardicelle pointed out, but Braha
wasn't i A

*Tehah! Why bother them with every little experiment we
undertake? When I formulated Braha’s Conjunction of the
Chequered Airs I didn’t tell anybody until it was perfected. The
idea for it came to me when . . . ¢

“Yes, yes, yes." Another man, who'd obviously heard this
story before, intermipted. I-don’t think we really need to waste

any more time talking about this. We all agreed to participate

He didn"t have to wait long. The sorcerers greetings turned

in today’s experiment. Now, if everybody has brough their
contributions, I suggest thar we make a start before somebody clse
comes along.’

“Why should that marrer?’ Ballidecio asked, sarcastically.
‘After all, we’ve all agreed that nobody could possibly mind our
operating in another colleges territory.”

Bur his colleaguies weren’t 1o be distracted. With a shout one of
thern sent the apprentices who had been lurking behind him off to
ferch something that waited in another corner. Although they ran
on their way over to it they staggered on their way back, and no
wonder. The bronze cauldron was huge, big enough to cook a man
in, and it took all four of the fads ro manhandle it to the spot the
screerer indicated.

‘Right then.” Said Braha, rubbing his hands so enthusiastically
that the empty cauldron might have been full of honeyed pork.
‘Let’s begin. We should begin with the sulphur. ] have a ram’s
horn measured out already.’

So saying he waddled over to his wunk, unlocked the lid, and
retrieved a stoppered horn from the depths within. He opened it
and upended over the pot with a flourish.

There was a stream of yellow powder, a stink that reminded
Kerr of an exploded corpse, and a grunt of approval from one of
Braha's iplics.

‘Smells nicely refined.” He of fered, and Brzha nodded at the
‘Only the best. And I'm sure that your quicksilver is also well
purified, Herr Grotius.”

“Of course.” the man nodded and, taking his cue, added his own
contribution to the cauldron.

For the next few moments Berr warched ag, one by one, cach
of the assembled sorcerers took it by nums 1o add to the mixture,
There were powders and liquids, nuggets of what might have been
coal and the reptilian pelt of a creature whose name he had never
heard before.

It was only when Bardicello was asked to muake the final addition
thar the spirit of cooperation waned.

T'm really not sure about this.” He said, weighing something in
his hand.

& murmur of disapproval ran through his colleagues.

“What do you mean?’ Braha asked, giving it voice. "What aren’t
you sure of 77

‘T mean, why Khemrian Triangles in particular 7 The fragment
you recovered mentions them, but maybe it just refers to any coin
which weighs the same as they do.’

‘No.” Braha said, and pointed o his book. ‘Look, it definitely says
here, three golden triangles from the fallen cities of the south.’

‘So not necessarily Khemri after all, then 7

“What else could it men?’

Bardicello shrugged.

‘Somewhere in Lustria?? he suggested. 'Or the jungles below
Arabya ? | hear they’re full of treasure.”

‘Let’s vore on it.” Braha snapped, his forced good humeur
crumbling. *All those in favour of our colleague making the
contribution he agreed upon ¢ And all against ¢

Seeing that he was defeated Bardicello stalked over to the
cauldron. Kerr watched as he opened his hand and dropped three
pieces of meral inte the mixure.

They flashed through the gloom like tiny comets. Only instead
of silver they were brighr gold. The coins in Kerr’s purse suddenly
seemed as worthless as cobbles in comparison.




He licked his lips and shifted uneasily.

With a last, regrerful lock into the cauldron Bailidecio turned
back to table, and joined his colleagues as they once more gathered
around the book. Soon they had fallen to bickering again, but
this time Kerr didn’t hear 2 word they said, All of his senses had
narrowed to the invitingly open motith of the cauldron, and the
ingredients which lay within.

His fingers started ro tingle a5 be sidled forward. His eyes
remained on the sorcerers, but his mind was all on the gold, a
tarnsfixed remained as a rodent by a cobra’s paze.

‘Righr. Thar’s settled then.” Braha ended the discussion by
samming the book closed. *We know the ingredients are right.
We know that the invocations are right. It now only remains for
us to prepare the conjuration.’

He looked up in time to see Kerr retreating back imo the
shadows.

*Ah, still here, hey boy? Very conscientious of you. Berter leave
us now, though. Go and wait in the kitchens.’

*Yes Menheer. Kerr said, bowing as he turned 1o leave the room.
The other servants had gone already, fleeing from the hall like ras
froma burning barn, and he knew that he should follow them.

He knew that it wouldn’t do him any good to hang around here
whilst his master got up to the Gods knew what.

And be knew that testing Braha's patience could be 2 dangerous

ga_g::: although he knew all of this curiesity, and the thought that
there might be some more gold going o waste, slowed his steps.
There was a tapestry on the wall beside the door, a mildewed eld
thing with a faded pattern of crudely stitched figures. Kerr reached
our to brush his fingers aleng the rich texture of the cloth, then
pushed against it.

Just as he’d hoped the material swayed back into a gap that lay
between it and the wall, With a last look over his shoulder Kerr
slégkixd around the edge of the tapestry and wriggled behind it. He
took 2 moment to get comfortable within its mouldy embrace,
then peered back out from behind the faded cloth.

For once, the sorcerers had fallen silent, Apart from the distant
crackle of the fire the only sound in the hall was the shuffling of
the old men’s feer as they circled the cauldron.

As Kerr watched, even thar stopped. The men froze into
position with the sudden precision of hafberdiers. If it hadn’t been
for the continued rise and fall of their breathing they might have
been perrified. Turned to stone, perhaps, by the very crafr they
sought 1o master.

They remained thar way for 2 dozen heartbeats, and it occurred
to Kerr that they seemed to be waiting for something. He looked
around nervously, wondering if there was anybody here who he
bad missed.

It was then that Braha began tosing. His voice was a deep,
rumbling baritone that would have been the envy of any
troubadour, and the vaults of this great hall pave it an even greater
depth.

H?J.t the way that he sung would have cleared an inn, not filled
it. There was no emotion in his voice, nor any real tune. He was
merely repeating meaningless words, the richness of his baritone
wasted on the charmless dirge.

Soon anether voice joined his, and then another. The sorcerers
followed Braha's lead and chianted the same flat dirge, mouthing
the words with a perfectly timed harmony that was completely at
odds with their previous bickering.

Kerr didn’t know what he had expected, but it wasn’t this. The
strange, monotonous singing pulsed on, as wnelessly as the grind
of a mill wheel.

Soon he began to fidget. It was getting hot behind the tapestry.
Swear started to trickle down his back, and the first twinge of a
headache started o throb in his temples.

He shrugged of f this discomfort, and tried to concentrate on the

Surprisingly, despite the fact that they still remained unmeoving,
they had grown flushed as well. Kerr saw swear wrickling down
Braha's brow, beading on his eyebrows and shining on his chins.
The man beside him was also flustered. He looked as though he
had spent the last minutes sprinting, not singing.

Kerr winced as his headache burst into a sudden stab fﬂpam
Risking the movernent he raised his hands to his head and massaged
his temiples.

W;T:szl}nlonkad back to the sorcerers he saw that one of them
was doing more than sweating. He was crying. The man’s bartered
face was wrinkled into a grimace of pain, and although rears were
streaming down his cheeks he continued 1o chant, his voice never
faltering despite his obvious pain.

Suddenly, Kerr realised how difficult it was to breathe. As the
air had become hotter so it had become thinner, as though all the
use had been baked out of it. He began to gasp, and noticed with
something like horror that the air that he sucked in now tasted
warmer than the inside of his mouth.

He squirmed nervously, and cursed himself for a foel. He should
never have stayed here, Never have . .

A shrick pierced his thoughts. His attention snapped back to the
ring of sorcerers, and he s2w immediarely that one of them had
fallen.

The man was curled up on the floor, writhing around as he
slapped himself on the face, But although he hit himself hard
enough o spatter blood from his nose, Kerr doubred if it was this
which had provoked such squeals of pain.

The fallen soreerer’s colleagues herdly seemed to notice his
plight. All they did was to close the circle with their bodies, and to
avert their eyes from the siricken man,

With a frightened curse, Kerr decided that being seen escaping
was better than not escaping at all. He stumbled out from behind
the tapestry and lunged towards the iron latch of the door.

It wouldn’t Lift. It wouldn’t even rartle.

Biting back a surge of panic he tried again. But although his
lnuckles shone white with the effort, the mechanism remained
frozen. Both the latch and the door to which it was bolted might
have been carved form a single block of stone.

With a whi of pure terror Kerr backed away from the sealed
door, his eyes darting around the hall for another escape rout.
Seeing that there was none he scurtled back to his hiding place,
there 1o think of 2 way our.

Even as he disappeared behind the cloth another one of the
sorcerers reeled away from the circle, his chanting disintegrating

into a jagged peel of hysterical laughter.

And then, as if coalescing from the very heat and madness which
greased the air, the emptiness above the cauldron began to twist
irself into a shape.

At first it was 4 liquid, flowing thing, this shape. Little more than
the hear haze which flowed over Altdorf’s tarred rooftops on a high
sumner s day. Bur soon it had thickened into an opaque mass, a
flickering shape which hung in the air like some melting bauble.




The irolling contours of its surface blurred and flowed, twisting
the light into sickly new colours. Kerr’s eyes started o water as he
watched it, and the room began to mist pink until he blinked his
bloody tears away.

On the other side of the hall the hysterieal soreerer’s laughter had
degenerated into screaming. Together with his fallen comrade the
agony of terror in his voice rose ever higher, making a terrible
counterpoint to the steady chanting which still continued.

It was then, with a sound Iike tearing flesh, that the molten air
buirst into a ball of flame.

And ver, Kerr saw, it wasn't Flame. Not really. It was too solid.

Too alive,

He fell to his knees as the shape of the demon grew, towering
above the sorcerers. It’s skin was the burned like coals, and it’s eyes
were furmaces. Dragon’s wings sprouted from its back, although
it scarcely scemed to nieed them as it floated effortlessly in the
burning air.

Incredibly, the sorcerers who ringed it stood fast. Even more
incredibly, they continued 1o chant.

All except Braha. The fat man drew himself up to his full height
and spoke, his voice booming through the bedlam of hysteria and
control.

‘Foul Creature !' He roared, pointing an accusing finger at
the demon. ‘It is we who have brought you, and it is we who
have bound you. Take heed of the potion from which we have
summoned your infernal substance, and know that you are bound
to our will !” :

The thing turned effortlessly to look at him, it’s body
seerningly weightless. For a sccond, a split second, Kerr looked
into its face. It was 4 mask of shifting Features. A nightmare
carved of fire.

Kerr felra parch of wetness spread from his croteh, and realised
that he had wet himself.

He didn’t care.

‘Foul beast!” Braha boomed, meeting the furnace pir of the
things eyes with his own, stern gaze. ‘I command thee to reveal
thy name. Speak !’

But the beast didn’t speak. Instead, moving as lightly as a
dancing flame, it reached our a black clawed talon and grabbed the
head of the nearest sorcerer.

The smell of burnt hair and charred pork immediately filled the
room. The man shricked, once,and then fell silent. The demon
swung the lifeless corpse from side to side as its claws crushed
through skin, skull, brain.

The man’s fellows fell silent, watching his doom with a horrified
fascinarion.

It was Ballidecio who broke their silence.

‘T told you that it was a waste to use my coins.” He said.

And suddenly, everyone was moving. Some of the sorcerers
bolted, heading for the door. Other’s rushed over to look at
Braha’s book, like cooks who can’t quite believe thar their
recipe has gone wrong. And one, his beard jurting out defiantly,

a talisman from beneath his robes, the charm flaring
with bound Lighming.

It was he who the demon took first. With a hiss of burning air
it lunged forward, a single talon outstretched to unzip the man’s
belly. He screamed and fell back, but not before the demon had
grabbed a andful of his steaming intsstines. It tore them from its
victim as easily as a butcher guts a rabbir, and left him ro die in
the stink of his own boiled blood.

Next it rurned it avention to the men huddied around the table, and

Kerr was sure that his master’s life was going to end there and then.

But the commoticn at the doer saved him. Perhaps forgerting the
peety magicks that had sealed it half 2 dozen sorcerers beat upon the
ancient oak, their nerves fimily shattering into hysteria.

The demion them balefully, it’s eyes flaring with white
hot malevelence. Then it struck.

Whimpering pitizbly, Kerr hid his face in his hands. He felt
himself sliding to the floor, too weak with horror to stand up any
fonger. Teo weak with horror to do anything but bite the inside
of his mouth, holding on te the sting of pain like a drowning man
102 Spar.

mpfru around him the erunch and splatter of the demonic
holocaust raged on.

He had no idea how long it took for the neise to stop. It ended
with a smash of splintering wood, followed by the echo of distant
cries.

Kerr, teeth chattering as though the sweltering heat was the chill of
winter, forced himself to open his eyes. And as soon as he did he knew
that he would have to start moving. The towering ranks of books
weere already ablaze, the ancient and desiocated timber
buming merrily away as if in celebration of the slaughter below:.

Foreing himself up onto his wobbling legs Kerr stumbled
towards the scorched splinters that were all that remained of the
door. As he passed through he accidentally looked at the remains of
one of the sorcerers, and struggled apainst the wave of nausea that
washed through him.

Screams and cries of alarm were echoing from the stone halls
abead of him. Aveiding the that they came from Kerr
stumbled along. Eventuaily he found himself stepping out of a
small door that led 1o 2 walkway along one of the college's walls.

Below him Altdorf spread away, the chaotic parchwork of streets
and workshops and hovels puncruated here and there by the towers
of other colleges.

Kerr shuddered, took a lungful of clean air, and looked down.

He was just in time to'see the demon as it exploded out from
some hidden door and hurled itself upon the aty.

But even from this height Kerr could see that it was weaker
than it had been. The solidity of its form was dissolving, fading
into flickering flame and blurred edges. Only its rage scemed
undiminished. It smashed over a passing cart and lunged at the
trapped horses.

Too late, though. Before it could do mere than scorch the hair
on their thrashing bodies its fire died. For 2 moment Kerr thought
that he could see the hear haze which had heralded its coming, but
then even that was gone.

He ook a deep, shuddering breath, and wiped his hands on his
breeches. As he did so he felt an unfamiliar shape in his pocker.
When he remembered what it was the first ghost of a smile played
across his pallid fearures.

With a quick glance over his shoulder he took out the golden
pyramid, hunching over it 5o that he could study it properly.
Strange patterns, faded by time, marked four of the five sides of
it, bur Kerr was more interested in the weight of it. It was gold,
alrighe. Sclid gold.

He grinned, as suddenly and brightly as the rising sun. The day
just kept gerting better and better. He rook another lungful of
fresh air, then braced himself 1o return o the hatls below.

In the cries and the crackle of flames he could hear opportunity

cilling.
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Wclcumc to Realms of Sereery, a mighty tome of secrets

and arcane lore. Right off the bar, its best o clarify
whar this boolk is and what it is not, Realw: of Sorcery is
primiarily 2 book abour arcane magicand Imperial Colleges
of Magic. Although it delves into the history of magic and so
touches on topics like the Old Ones and the High Elves, the
facus of the book is sorcery in the Empire and how iv pracriced
today by Imperial Humans. Realm: of Sorcery is nota book
thar delves into diving magic or the magic ofother sces (with
one exception, noted below), These other topics deserve their
own books, so you'll find Skaven magic treated in
Childyen of the Horned Rar and Chaos magic
ereaved in Tome of Corrupiion, for example.
‘The Colleges of Magic and Imperial
Magistry, however, are weighty topics
indeed and you'll find a plethora of
useful material for your WERFP game
within these covers.

Healms of Sevcery is divided into
nitie Eiiaptﬂ!‘s. dcsuriptimls of
which Fallew.

CuarTER ONE:
THe OrIGINS
AND HisToRY OF
Maaic

The book opens with an
overview of magic in the
Warhammer World. What is it, where

did it come from, and how did it reach
its present state? Since the story of magic is tied
up intimately with the High Elves, some aspects of
their history are discussed here.

CuarTER Two: THE NATURE OF Magic

This chapter delves into the essentials of magic! It describes the
eight Winds of Magic and their characreristics, as well-as the
nature of Warpstone,

CHAPTER THREE:
MaGic AND IMPERIAL SOCIETY

For countless cencuries, magic was banned in the Empire.
This changed in the wake of the Grear War Against Chaos
and the foundation of the Colleges of Magic, bur magic is sill
treated with suspicion by common folk, This chaprer explores
the interactions of magic and its practitioners with Fmperial
society.

CuarTER FOUR:
THE IMPERIAL COLLEGES OF MAGIC

Chapter Four is the hearc of Realms of Sorcery. It is a lengthy
description of the eighr Colleges of Magic, with derails on their
history, philosophy, and leading personalities.

CuarTER FivE: OF WITCHES AND
Witce HUNTERS

But what of those outside the hierarchy of the
Colleges of Magic? Chaprer Five describes
hedge wizards, witches, and warlocks and
provides some new careers to flesh out
such unsanctioned spellcasters.
Then-the ole of the witch
hunters and something of their
organizations are also deseribed.

CHAPTER SIX:
Macicar Lore

This chaprer includes new
spu|[s and 5|_‘H_'i| lists For eich
arcane lore, expanded rules for
Teeenth’s Curse, and many new
ricuals. Arcane Lore spells from
the core rulebook aresalse included
in this chapter so you can reference
all the arcane spells in one convenient
location.

CuarreR SEVEN: Macicar Toors

Wizards can do miore than just cast spells. This chaprer explores
some of wizardrv’s other tools. It includes rules for magical
familiars and ereating potions, and a sampling of magic irems.

CuarTer EiguT: RUNE MagIC

This chapter provides a basic system for Dwarf Rune magic and
new careers for Runesmiths. Iv is included in Realms of Sorcery
because Dwarfs are an incegrared pare of Imperial sociery and it
pives GMs an easy system for the creation of magic items.

A Brutar FimnisH

Lase bur by rio mezans leastis T8, Luikarcsy A Brooal Einich; a
WFRP adventure in which fiery endings are just the beginning,

The mysteries of arcine magic awair. Your will had best be
serong or Tzeentch will surely claim you,










Chapter I: The Origins and )
History of Magic

S




here is a power, of sorts, that permeates the Empire-and all

the lands of the mortal world, touching everything within
it to varying degrees, assuring every creature, plant, rock, drop
of warer, and the very air itseltis tainred by ic. ‘This power s not
a force thar can be observed, measured, and predicted with the
eyes alone because they exist within the realms of Humanicy.

So unlike heat or light, this other force, this arcane energy,

is non-physical (metaphysical if you will) in nature in that,
although it affects the namral order of the mortal world, it is
not a matural pare of it. It has been given various names across
the millennia by many different peoples and civilisations, but
perhaps its most widely recognised name to the folk of the Old
World in this current age is Magic:

But naming mmc‘r.h{ng does not t:xp]::in what it is, and so the
question remains, just whar is magic; Where does it come from,
and whart does it do? Nacurally, scholars, Magjsters (full members
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of a College licensed o practice and reach magic), priests, and
visionaries offer many answers to these questions, Some of these
answers are equal in value even though, on the surface, they are'in
opposition with ¢ach other; some answers are less worthy-and yet
abundant among individual culrures across the Old World as the
people are so ded up with tradition and pepular myth.

Unless it is focussed and sculpted into a spell, magic is said 1o
have no predicrable effect upon any physical thing or acrivity in
the mortal realms. Its influence upon the world is often bizarre,
unforeseen; and random, just as the world affects it'in bizarre,
unforeseen, and random ways. It can be said with a degree of
certainey that magic will always change elements of the mortal
realms that it comes into contact with, butits difficult wo
anticipare what form this change will take. Magic bends and
unbinds the physical laws of the moraal plane and can remake
all things into things and processes that ortherwise couldn’ exist,

— TuE Cra0os REALM —

Fnr all their magnificent insighes and claims into the ways

of men and Gods, the philosophers and artists of Tilea and
Estalia have barely scraped the surface of Creations greatest
secrets, Despite the extraordinary discoveries of Araby's great
mathematicians abour the forees thar rule the moral realms

and their accuracy in calenlating and predicting the effects of
such forces: these men are like children counting coloured beads
when their discoveries are compared 1o the infinite complexity
of reality. Even with their divinely inspired revelations and
strong relarionships with the Divine, the Empires priests and

thealogians are bursuperstitious innocents when the cerrainties
of their beliefs and items of faith are compared o the endlessly
changing, randomly contradicrory, and terrible uricertainty of
the “divine” realm of the Aethyr.

Yer despite these truths, all these artises, philosophers, observers,
and clerics share at least one ceraingy that binds their thoughts
and works. Theyall believe there i1s more to reality than anyone
hias ever theorised, and this “more” is wider, deeper, and more
profound than any mortal has ever fully grasped. In fac, all the
diverse peoples of the Old World, whether chey ae educated
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THE MYSTERY OF THE Gops

GMs should bear in mind thar no priest, eleric, or gqud
citizen of the Empire would associate the Realm of Chaos
or the hells of the Dark Gods with the Divine Realms of
the Empires more wholesame Gods (unless of course the
citizen is a Wizard or a Chaos Culrist). Few would think
that good Gods and bad Gods come into existence and
reside in the same metaphysical plane.

L J

lords or illiterate peasants, know implicitly that the world they
are taughe about, see around them, and feel beneath their feet is
not everything, 1t's far from it in faer,

It is generally accepred by the cults of the known world and the
Colleges of Magic chat there is an immaterial realm beyond the
one they exist in. All living arearures in the physical realm have:
some kind of spiric that cither lives in this immarerial realm or
goes there after the physical body dies: But the vast majority of
all peoples in the Old World have, ar best, 4 very cloud}r and
narrow understanding of this notion.

Ulthuan's grear archmages of the Tower of Hoeth might use the
analogy that just as the bodies and minds of morrals inhabir the
mortal world, their souls, or immaterial shadows, inhabit the

Acthyr. Bur even this is too simple an explanation because these
spirits ate far more complex than a mere shadow of mortal life.
They are such and yer much more,

Many. priests and clerics of the Empire believe this spirit realm
is the limbo realm of Morr, the God of death and endings, and
souls are drawn to it after the body dies. Some clerics of Sigmar's
cule and many devotees of Ulric believe their specific deity has
a divine realm all his own, where only the most dedicated and
taithful are drawn after death, bypassing Morr's afterlife. In
addition to this, there is a very general belief among most Old
Worlders that those who worship the powers and dominions
ofthe Old Dark, the D_aemun Gods, or those people who live
without showing the Geds the respect and worship they require
and deserve, will be sucked into the endless hells of the Chaos
Realm.

Ina sense, all these beliefs are true; but they are also limited
in their vision, wrapped within centuries of myth, binding
tradition, faith, and superstition. Few priests or clerics (or
anyone else for that matter) identify the Divine Realms or
Morr’s Limbo as being the same place, stare; or thing as the

- Aethyr thar the Empire’s Magisters sometimes refer to-as the

source of their power, Sigmar's priesthood preaches that witches,
warlocks, and untrained spellcasters outside the auspices of the
Imperial Colleges of Magic use the unholy breath of Daemons
to pawer their spellcasting, and so some have identified magic
with the Chaos Realm of the Dark Gods.

— Orp Ones, AETHYR, & THE RISE OF THE GoDSs —

efore the rise of Humans or Dwarfs; before the Asur (Elves)

had even developed language, half-forgorren legends say
that beings from beyond the furthest stars, or perhaps even
from another reality altogether, occupied the world. Their
morivations are a mystery, their actions inexplicable, bus their
grasp of science and sorcery made them like Gods in their
abiliries and deeds, striding across the ocean of stars like glangs,
It is rumoured within most magiccircles thar anciéntand
half-corroded texts exist, carved upon the crumbling walls of
the prehistoric temples of Lustria, and if these texts could be
deciphered they would reveal all ruth concerning these most
ancient beings and their plans for the world. Some of the few
heretical seers and raving lunarics chaim these beings were, in
their time, greater than the true Gods like Morr or Rhya, or
even Khorne and Tzeentch, because they existed before the full
awakening of the Divine. Indeed, such madmen claim thag this
first amongse all races could summon and bind the Gods to do
their bidding, and their actions, deliberate and otherwise, had
sculpred the formless Void into whar would become the womb
of all deiries

But because of the vast gulfs of time berween this age and theirs,
who can say for certain whar is facr, what is myth, what is
insanity, and what is lie?

THE WoRrK 0OF THE OLD ONES

These greac and mysterious Old Ones; only dimly remembered
in the most ancient of Elvén legends and in corrupred form by
various secrer and degenerare culrs, are said 1o have reshaped
the world-and many of the creatures within it into forms more
pleasing or useful o them. Why they chose to do this is lost
to pre-history; bue their touch is said 1o have influenced the
development of almost all che intelligent races of the world.

It was these Old Ones, or perhaps a servant race that the Old
Ores broughe with them to the world, who first aught che
primitive Elves how to perceive and draw upon the tightdy
controlled trickles of magic that leaked into the world through
the Old Ones’ Aethyric gateways. Either by nature or design,
the Elves were highly attuned to chese flows of magic. though
they were little more than children compared to the Old Ones.
Buz the Elves were able to sculpe the flows of magic into spells
taught to them by their Godlike mentors, as well as spells they
devised for themselves over time:

Diespite their Godlike power and apparent omniscience; the Old
Onies eventually fell or withdrew from the moral world. How
and why is a mystery. Maybe they somehow Filed to foresee their
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In the moments before the Beginning, there was no Time, no Matter, and no Dimension, only the Endless Potential for these
things—for in the absence of absolurely everything, absolurely anything becomes possible. And so it was that this Endless Potential
realised its own existence, thus creating the Universe and all the planes of existence that run parallel to ir.

As Time and Marter and Dimension swelled in the physical womb of the Realised, the Potential continued to grow alongside them
within the metaphysicel womb of the still Unrealised. Every new creation brought with it the possibility for growth and a greater
complexity of Form and Process.

In time, Creation realised unto itself Life, and Life in turn spawned Perception, and following Perception came Consciousness,
and with Consciousness so followed Intelligence, and from Intelligence sprang Conception, and from that came the Words that
bind all things into Conception.

And 50 the Words made new Conceprions, and new Conceptions increased Intelligence, and increased Intelligence broadened
Consciousness, and broadened Consciousness deepened Perceprion, end this deepened Perception came to know Life more fully, and
Perception understood the Form and Process of all that was Realised and came to permeate the raw Potential of all the was yer
Unrealised.

Within the Endless Porential of the Unrealised, Conceprions began 1o take their own form, and in time the Great Paradigms
awakened—Powers of the Unrealised that spoke their own Words, so gloricus and so terrible.

Now millennia have passed, and we speak our own Words, Words that marry the tongues of the Mundane with tongues of those
whose mystical insight teaches us of the Gods and the world, of the Mortal and Immortal, end with them we may sculpt the world
to our Will and the universe 1o our Design.

So it is, and so shall it be.
—Tecrss oF ULrHuan, TRANSLATED INTO REKSPIEL By MAGISTER, VERSeasiAN KaNT, PATRIARCH OF THE ORDER OF LiGaT

They call me a traitor, yer I know I am constant.
Heretic, they have cried, yet I have seen the Gods in a way they cannot.

They have branded me a consorter with Dagmons, yet in summoning the Neverborn, I have tasted Truth—though my body, mind,
and soul now pay the price.

I know that the works of Man are bur crumbling buildings arop the dry and shifting sands of time. They will not last. They
cannot. The northern Winds are harsh indeed, blowing straight from the bowels of Hell. The weak foundations of civilisation will
not outlast them.

I reject the vanity of Men. I weep ar their prideful ignorance. I know the grearness of the Elder Races that came before them and
the unimaginable divinity of the creatures that came before that. In my waking sleep I have witnessed the dawn, as though the most
distant of pasts were playing before my eyes. I havewatched the Grear Ones, the First Ones, as they traversed the endless night and
broughe their glory and their horror to this poor, thin world. I have warched as these merciless things, these mortal Gods, the first
amongst all the Elder Races, raised up their works of marter and thought, careless of the borders between reality and unreality.

They knew no boundaries, no measure, or limir. They reached into the grear void and warped all that is into all that should not be.
They cast up mighty portals berween all places and times and bent the shapeless potentials of the between-realm to their will. Bur the
end of these First Ones, so great and so terrible, was written upon their every action because the further they reached into the void
and the closer they stared at its divine patterns, the more they attracted its artention and all-consuming hunger.

Even as these awesome beings created life as they wished. And where they didn’t, they altered the creatures thar existed before their
coming, sr:l‘fﬁng their bodies, souls, and minds ro make the perfect slaves and experiments. So was it that tiny tendrils reached out
from Beyond, too weak to threaten or touch the First Ones, but strong enough to caress the minds of their mortal servants, The
minds of the Child Races clung blindly to these thin rendrils of Chaos, carrying them back through the imperfections of the First
Ones’ Will and granting the void a foothold in the mortal plane.

And so it was that the works of the First Ones were brought low, broken across the knee of Chaos. Their Grear Gateways rrembled and
fell, and the stray thoughts and nightmares, the waking desires and dreams thar dwelt within Chaos Realm, were created upon this pale
reality. So arrived all magic and all the monstrous Gods and Daemons of our world. Who now or then could stand against them?

—RucHTeR KLESs, WMATE AT THE GREAT Hosrice roR THE Insane AT FREDERHEIM




The Acthyr; the Immaterial; the Warp; the Source; the Void; the Thesis; the Antithesis; the After-Realms; the Nether-Realms; the
Chaos Realm; the Underworld; the Infernium; Paradise; Limbo; Hades; Sheol—its names are as numerous as the cultures that
spatwned them, yet the place is the same, We of the Gold College have identified this metaphysical Other as the Prime Reagent, the
grear catalyst that enables all possibilities. Y er it must be one of our primary goals as an Order to understand and document why
and how magic exists.

I tend ro believe in the dual nature of the mortal universe (being actual or physical reality) and the Celestial (being unlimited
possibiligy, or, as our Order might better conceive it, the ultimate catalyst). The Celestial is the interaction berween the certain
and finite ‘I¢" of the physically existent and the non-certain infinite Un’ of the Prime Reagent that are, I would suggest, the two
opposites through whose interaction the entire “process™ of Reality is made possible. Withour the catalyst of change, the morral
world would be static, timeless matter that could notr move or alter.

—EXTRACTED FROM A MoDEST TREATISE INTO THE NATURE OF MaGIC,
PENNED BY THE LATE GOTTHILF PUCHTA, PATRIARCH OF THE GoLD COLLEGE
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own downfall, or if they did foresee i, perhaps they were unable
o prevent e s possible they underesrimated the growing powers
and dominions of the Acthyr until these new Gods became o
strong to control. Maybe the Old Ones destroved themselves

in some long-forgotten war, or they simply withdrew from the
world of their own volition. Pechaps the truth concerning the

S

disappearance of the Old Ones is buried with the remnants of
their once great civilisation. In any event; when the Old Oney’
civilisation finally came to an end, so too did the safeguards they
had created to keep apart the raw ransmuting energy of Chaos
and the certainties of the mortal plane. With their passing arose
the purposes and powers of Chaos.

— THe Comme oF Magic —

Wi:h the works of the Old Cines destroyed, the zrear
portal they had constructed above the northern

pole of the world that allowed them to step through the rife
swelled purward unul the binds that held back the Aethyrs
transmuting energy finally collapsed. Tides of unrestrained
Chaes, pure magie, vomited forth from these portals to sweep
across the Jand, aleering the very fabric and nature of the
mortal world wherever it touched. Bue this rransformation
was 2 two-way process, for as this formless and random
supernatural energy collided with the physical laws of the
merral universe, it was subjecred i srrange and unexpecred
ways to the laws-eFthe moreal plane. Under the intense and
opposite pressure of reality, much of this Chaos energy tumed
into the incredibly dangerous substance commonly known as
Warpstone or Wyrdstone.

In the centuries afver the collapie of the Old Ones’ Aethyric
gateways, many unnatural and rerrible crearures spawned
throughout the world. The lands in the immediare vicinity
of the collapsed gates were so saturated with magic that some
of the consciousness fromy within the Aechyr was able o
take physical form and coherént purpose, These bizarre and
nighrmarish entities cither took the forms and identities of the
Cods, Daemons. and divine messengers chac appeared in' the
traditions and religions of the mnr:al world’s sentient races,
or they taok entirely random forms of their own choosing,
only to be adopred as the new Gods, Daemons; and divine
messengers of the races that slowly arose after magic came 1o
the world.

ULTHUAN AND THE ELVES

Legends rell that with the collapse of the Old Ones’ Aethyric
pertal, the moreal world was swamped with the Acthyr's
transmuting energy. The highest peaks of the world's grear
mountain ranges disappeared into strange, glivering mists of
raw miagic, $o swong they would have been visible even to the
lowliest beast with no Aethyric sensitivity whatseever. The stuff
of dreams and nightmares combined in the very air; and the
sun vanished behind 2 churning eerie cloud of erernal autumn
wwilight. In the areas most affected by the Hood of magic, ime
biegan 1o flow serangely: travellers became lost for years though
they thought they had been walking only hours.

Bur bizarre as these occurrences were, they were-as nothing
compared to the dark and terrible times thar were to come: As
more and more magical energy poured through the hole far

to the north of the world, insanity and the mindless horror of
Chaos enwered the world with the Powers and Dominions of
all the Dacmon Realms following close 4t its hieels. The long
Golden Age the Elves had enjoyed since the Old Ones elevated
them From their primitive beginnings was brought to an-abrupt
and nightmarish end.

Crops and forests were warped intw new shapes nieither plant
nior animal and ver seeched with vicious awareness. Hideously
mutated crearures, a blend of several different animals and other
wholly unrecognisable things, spilled down from the north, and
seores of Daemons and other indescribable moensters gachered w0
waorship the greater Gods of the Chaos Realm that had spawned
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them or controlled their existence. Evenrually these monsters
found their way to Ulthuan and slughtered and consumed the
helpless Elves with mindless enchusiasm. Although: the Elves
had a healthy population ar the timie, they were ignarant of war
and unschooled in conflict, and so were unable to stnd against
the countless slaves and servants of Chaos. Armoured warriors
burned sacred groves, vile mutanes massacred entire villages and
towns, and Daemons howled in the ruins of what had beea
proud and ancient setdements.

AENARION AND CALEDOR

But from amidst the rerrible murk of that ape there emerzed

one wha would fighe against the looming darkness and lead the
mortal inhabitants of the mortal world 1o victory over Chaos,

His namewas Aendrion, grearese and most teagic of all herags

and leaders in the Elves' long history. It was Aenarion. known
historically as The Defender, who first allowed the most powerful
of the Elves' newly manifested Gods, Asuryan, w use him as
avessel. As well as being the greatest champion of his people;
Aenarion became a semicdivine avarar of Asuryan’swill. But
becausie Asuryan was a manifestation of Elven dignity, culture,
and self-belicf, Aenarion foughr agzinst the divine and Daemonic
forces 'of Chaos. As the war against Chaos raved on, Aenarion met
and befriended the greatest Elven mage of the tme, Caledors, who
first ramed and saddled the grear race of dragons, carning himself
the name Dragontamer, With this most trusted friend and advisor

at his side, Aenarion ook the barde o the creatures of Chaos,
banishing them from Ulchuan. But it was a brief respite. The
northern Chaos Gate continued 1o spew its darkness across the
waorld like a giant haemorrhaging ulcer.

After nearly a century of research and experimentation, Caledor
managed o divine the source of the Chaos invasion and devised a
plan o contain it. He had learned of the Old Ones’ prear gaveway
far t the north thar connected all realitics. He also learnied that
this gateway had collapsed, breaking the boundaries berween
worlds and releasing powerful surges of the Aethyr’s rransformine
energy, This energy rushed through the network of smaller
gateways dotted across the world, saturating and corrupting the
moreal realms, and ivwas through these lesser gateways that the
creatires of Chaos could move soquickly across the land,

Caledor realised the only way to ruly defear the creatures of
Chaos was to starve them of the energy that sustained chem.
Closing the Old Ones’ fraciured portal was a fear beyond even
the combined mighof all Ulthuan’s mages. Instead, Caledor
devised a plan 10 gather these energies into a grear Aethyric
vortex that would suck the storm of miagic from the moral
world and deain ir back inte the Chaos Realm.

Yer Aenarion opposed this idea and declared it impossible, As
the tide of magic rose across the world, so too rose the power
and influence of the Gods and Daemons. Despite his physical
strengeh and nigh indomiable will, Aenarion was eventually
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“_.and so it was the collapse of this “Garewny” to the shadow realms beyond, or ot least the Eluves suggest, that led to the making
of the world as it is today. The vast area of instability ereated by its collapse enabled many of the sentient fragments of the mortal
world’s dreams and nightmares thar existed within the Realm of Chaos to manifest themselves to some degree upon the physical
plane. These entities were then free to pursue their incomprehensible whims and compulsions with the mortal inhabitants of our
world.

Ulthuan’s most ancient rexts described how most of these entities were small, wild things—beings we might now recognise as the
Fay or Faerie, the verious sprites, aquatic nymphs, dryads, and elemental beings of the natural world. Yet there were also other
larger and more powerful entities thar began to appear after the collapse of the Old One’s gateways. These larger entities, creatures
of thought and magic, had no physical shape of their own, and they took on forms dictated by the fears, beliefs, and expectations of
the mortals they began to prey upon, \

In the same way, the simple deities the elder races had created across the millennia suddenly stopped being mere concepts or items of
faith and became acrual beings with immense powers and independent identities—they truly were the first Daemons, the first Gods.”

—ExTrACTED THE ELDER RACES, PENNED BY THE LATE SUFREME PaTrisncH VoLass.
TRANSLATED INTO MODERN REKSPEL 8y PATRisncH VERspasian Kant

“Although mast Humans, possessing souls that are both dim and flickering, have a very poor sensitivity to the Winds of Magic, a '
minority like those of us gathered here today, are for whatever reason more sensitive to this energy and souls thar shine like beacons
to those with the eyes to see them. People such as this are potential wielders of magic, and if they are trained correctly, they are able to
consciously control and use magical energy to of fect, and even remake, aspects of the Mortal Universe, just as we Magisters of the
Imperial Colleges do”
— AN EXTRACT FROM THE THIRD LETTER TO THE CorizGes oF MaGic, WRITTEN BY THE FIRST SUPREME PATRIARCH, VOLARS.
TRANSLATED INTO MODERN REBISPIEL BY THE CURRENT PATRIARCH OF THE ORDER OF LiGHT MAGISTER VERSPASIAN FOANT
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cansumed by the desires of the deity thar possessed him. Te
didn't mateer thar Asuryan persenified much of what was good
and beauriful abour the Elves as a race, hewas still a God. And
just as with the Gods of Chaos and their Champions, evenrually
Asuryan’s will and purpose consumed those of his vessel.
Asurvan’s own power and influence would be muted if Caledor’s
plan worked, so it seems Asuryan played a prominent role in
Aenarion opposing Caledor's plan,

THE GREAT VORTEX

Caledor could delay no longer, Against the will of his king

and friend, Caledor gathered the greatest mages of Ulthuan,
assembling them ro perform a ritual that would creare the Vorrex
upon the Isle of the Dead, right ar Ulthuan's heart, Somehow, the
minions of Chaos received word of the rital and decided o stop
it. All the forces of Chaos gnawed at the spell walls Caledor and
his fellow mages had erected around the island. Despite resenting
his friend for going against his wishes, Aenarion had been lef
with no choice. He assembled his armies and moved 1o defend
the Itle of the Dead.

The barttle was long and terrible, thousands dying on either side
of the confiict. Dragons and Dacmons roared and bellowed

Bur in time, Aenarion was consumed entirely by feelings of
dury towards his people, taking all their sorrows onto himself.
With the murder of his wife and disappearance of his children,
stacked on wp of his horror ar the genacide wrought against
his people, Aenarion eventually walked the path 1o oblivion.
Against Caledor's warnings and indeed all sanity, Aenarion

drew from its shrine the Sword of Khaine, the God of Violence,
Whar, and Murder, chereby opening himself to become a vessel
for the war-God's power and will. No moral frame, however
mighty; was designed to contain the conflicted spirits of two
opposing deities, not even Aenarion’s. With the opposing spirits
of the two Gods within him, Aenarion was driven to the edge of
insaniry. He threw himself against the armies of the Chaos Gods
again and again, hig followers becoming ever more brutal and
bloody handed, just like the war-God that now possessed their
mighty king. But Caledor Dragontamer knew that the Elves
could not win by determination and strength of arms alone.

For every servant of the Dark Gods that were slain, ten more
were ready o rake its place, while cach Elf warrior thar fell was
irreplaceable,

as the batele ragud; while ar the heare of the Island, che Elven
mages chanted the lengthy spell to create the Vortex, The Winds

rose o & deafening scream until even the sounds of battle swere
smothered beneath ir. Coloured lighming slashed the churning

sky, and the world itself seemied to shudder. At the height of chis:

turmoil. the wind dropped, and for a moment, all was calm.
Then the mounszins shivered and grear walls of encrgy leaped
berween earth and sky, converging upon the Isle of the Dead.
Boiling clouds of cerie light drew together and began to swirl in
the sky, rushing down and inward over the Isle, vanishing in on
themselves like a whitlpool,

The varrosive powers drawn to the Isle killed the Elven mages,
one by one. The least powerful and experienced fell first; their




brains combusted, and their Aesh and bones dissolved into
coloured mise, The surviving mages spoke the lasv syllables of
their ritual spell, and with a blinding iridescent Hash, the Isle
of the Dead vanished from view. The ritual had been a success,
though a bitter one. The Vertex had been created, and the rides

of magic were ebbing from the world, leaving foul Daemons
and other creatures of Chaos stranded and dying, like fish out
of water. Bur the price for the Elven mages was high; their spell
had stranded them and the Isle outside of time, trapped for all
erernity in the last moment of their ritual.

— THE EMPIRE AND THE SUPPRESSION OF MAGIC —

M:m}f thousands of years larer, after the Elves" protracied
and blaady war with the Dwarfs and eventual withdrawal
from the Old World, the land was largely abandoned to the
Ores, Goblins; and savage Human tribes. In those distant
times, Humans were but fur-clad savages, barely distinguishable
from Orcs in the eyes of the departing Elves. These primitive
tribes of Humanity remained targely divided until the time of
Sigmar Heldenhammer. Sigmar initiated and led the campaign
that unired the warring tribes of men. He created bonds of
friendship witch the declining race of Dwarfs by rescuing the
Diwearf High King, Kut_gan Tronbeard, fromi a band ufmiding
Ores,

In thiose carliest of days, the people {}Fﬁigmar's Empire had licele
to do with magic or spelleraft. Most believed all such sorcerous
matters were inherently dangerous, unwholesome, and probabl ¥
evil. This atticude scemmied from the fact thae the few Humans

sensitive to magic had no idéa how to safely use i, ler alone use

it safely. In fact, many of these primitive Wizards fell vicdim
to the corruption of Chaos, slipping into madness; or found
themselves jerked into the Realm of Chiaos,

THE DWARFEN INFLUENCE

Another significant factor in the Empire’s distrust of magicand
spelleratt may well have been a product of its long association
with the Dwarfs. The Dwarfs have lirdle-to-no sensitivity w
magic and are unable to perceive it as Elves and some Humans
can, let alone weave itinto spells. And so the immensely
conservative Diwarfs have adopted an atticude of suspicion and
distrust towards magic. This attirude was obviously intensified
during their long and werrible wars with the Elves, where the
Elves wielded magic and cast spells as though born o it.

Because of the ties of friendship between Sigmar and the Dwarf
Kingdoms, the Dwarfs took it upon themselves 1o civilise the
Human tribes, tcaching them techniques of stane masonry

and metallurgy far beyond the primirive grasp the Humans

had ar the time. Along with these technological and scientific
advances, Humans deubtlessly picked up vatious cultaral helicts
and practices from their Dwarf mentors, Among these acquired
beliefs may well have been the Dwarfs’ acute distrust of magic
users and spelleraft. Although, this diserust did not include the
marvellous works of the Dwarfs own Runesmichs or the holy
men and women of the Human tribes who periodically worked
magical effects through rital and prayer. Like the prieses of

the present day Empire, such mystics of the past were regarded

as communing with the Gods. Supematural effeces wrought

by such people were examples of the Gods working miracles
through their devored servants, and it was worlds away from the
dangerous witchery sractised (intentionally or otherwisel by the
urfortunare few who could feel and manipulare the raw Winds
of Chaos. Or, that was the perception of the Empire’s good

CHIZERS-

The infamy of those poor unfortunates, who descended into
miadness and physical muration because of their wild and
untrained magical abilities, spread thrm._l_'gh(';ul; the Humian
tribes until Sigmar declared that such people were dearly
cursed, Sigmar had faced many sorcerers and Daemons in
battle, and he had been severely wounded by Nagash. the Grear
Necromancer. His experiences, along with the firm council

of his Diwarf ailies and his'own faith in sirength of arm and
honest il alone, probably convinced the first Emperor that the
taming and cultivation of his empire, a readiness for war, and
the building of fortified rowns of stone and dmber were the tue
concerns of his people; nor magic and spelleraft:

MAGIC AND THE
CuLts OF THE EMPIRE

With Sigmar’s passing into legend, the artitudes rowards

magic soured. Among many of the priests. there wiis a
growing concern about magic, espécially in regard to how it
could corrupe the physical form. Magic was an undlean force
responsible for the birth of mutants, the existence of Beastmen,
and thesource of many-ills. Tt is the nature of man 1o fear-and
condemn chatwhich ke does not understand. Furchermiore, as
most users of magic doubled as culgists'of the Ruinpus Powers,
directly suppressing the use of magic seemed a logical step in
securing the early Empire from the threat of Chaos,

In time, this attitude infested many of the other cults in the
Empire. It could not be denied thar where the preachers of
Sigmar worked their fiery cleansings there were less muancs,
fewer blights, and virtually no outbreaks of Daemon plague.

Magic use was banned by madition and civil law for cenruries,

and ar various times specifically condemned by the leaders of
religious cults. Dire consequences were threarened for those
discovered pracricing “wychery,” and even worse saved for
those whe actually used their “sorceressars.” Over time, the
number of magic users sought out and burned begzn to grow.
Increasingly, Priests were discovering that a good burning
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served to protect their Hock, remind folk of cheir rcligiuus
duties: and provided decent entertainment for the winter
months.

In many cases, anyone who had tried to protect these witches
was also put to the torch, just in case. Doubtless. thousands of
innocents were slain during this “burning time” in 2 growing
religious fervour that lasted right up to the rule of Emperor

Magnus,

In rural areas of the Empire; one could always find local
herbalists, forrune-tellers, chanm-makers; folk=healers, and
nedge wizards that depend and chrive upon superstition and
ignorance. Yer despive the Facrthar these sorts of pracririoners
are barely considered magic users, the Empires fearful,
superstitious peasants made it so none were ever completely
safe from zealots in their communities. Many were driven from
village ro village or rorrured and burned by frightened miobs or
even the Emperor’s Witch Hunrers:

Those few whao did study magic and the ways of spellcraft, or
worse, who worshipped the Gods of Chaos, did o in utmost
secrecy. Invariably, these individuals were from wealthy or
noble backgrounds, embarking upon their studies our of
horedom or to pursue some advantage in commerce, politics,
or open warfare, Most were born with a natural sensitivity
magic in some way, Such wealthy and powerful Aigures weré
betterable to hide their studies (if not always the efects of

them) from the public eye and had the resources o gather
torbidden romes of arcane lore and other magical items ro
enhance their ahilities:

THE SEEKERS OF SECRET
KNOWLEDGE

Throughout the persecution, small groups of magic-sensitive
individuals (usually from the wealthier classes) mi naged to find
cach other and experiment with magic in secret. Some even
created their own faltering and limited arcane wraditions. The
exceprional few of these individuals and groups that did not
fall to darkness or simply destroy themselves with their blind
fumbling would emerge into the public eve from time o time,
always when plague broke our or wars tore across the land,

but these groups never lasted long, Even during the seemingly
endless desperation and anarchy of the Wars of the Three
Emperars, it was rare thac civil or religious authorities would
tolerate such eccult groups for long regardless of how harmless
they insisted they were or how much good they atempted 10
do. Tnevitably, the groups and individuals thar openly admitted
having arcane skill or knowledge were evenrually killed.

A few of these secretive atcemps at creating 2 unified arcane
tradition were noticeably persistent over the centuries, despite
their dangerous failures and the witch huners’ bloody-minded
eftorts o deseroy them. Oine of them, alchemy;, even arcained

a small- amount of respecrability, once it shed all appearances

of having arcane ties. Despite this small victory, attempts at
rationalising arcane spelleraft were far from universal in identity
orbelief. Throughout the years of persecution; the attitude
among those brave, foolish, or desperate encugh to try and form
a tradition of spellcraty was thar of “whatever seems o work?—
and of course this varied greaily.

THE LURE OF DARKNESS

lewould not be far from the truth o suggest there was a swricr
and blocdy-handed ban on magic use because the majority of
magic users of the time wirned o swdy the Dark Arts. Because
there was no way to genuinely research magic and spelleraft
within Imperial Law, the laws of the provinces; or in the laws
anl beliefs.of the Empire’s various cults, therewas an element
of selF-fulfilling prophecy to the *burning times.” Everyone was
made to believe those who could wse magic were unclean and
wicked. Such beliefs caused those that were sensitive o magic
and in the position to do something abour it to decide it was
better to riskmurning to the Bark Arts. 1 doing so gave them

a chance to protect themselves from the persectnion of the
Empire’s cules, whae did a magic user have to lose? Subsequently,
many believed if a realised sensitivity to magic meant they were
already doomed to'a witeh’s pyre and damnarion, they had
nothing to lose by studying the Dark Arts or even worshipping
the Dark Gods themselves.
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So then, the Aethyr is basically o contradicrion, as its existence and nature appear 1o be in direct opposition to what nearly
all mortal scholars think they understand abour the universe. Therefore, many scholar-Wizards of the Imperial Collegzes
of Magic insist that it is self-defeating o wy ro define the Aethyr in terms that are not symbolic and abstract because,
unlike the Mortal Plane with its facts and physics, the Aethyr is a state of meraphysics containing all things. 1

One could view the Aethyr as infinite potential, a state where absolurely everything (conceivable and otherwise) is possible
but not necessarily probable. Possibility and potential are key parts of reality, woven into every single aspect of the Mortal
Plane, from the smallest to the largest, from the inanimate to the animate, and from that which cannot be detected by

the senses to that which can. For indeed, the words “possibility” and “potential” are used to describe something otherwise
immeasurable—whether that's because the things they stand for lack any dimension or existence on their own to measure or
whether it’s because they are truly infinite and therefore beyond all measure.

So “potential” and “possibility” are the names Humans have given to abstract conceprs. Bur the existence of the Aethyr

as both a parallel reality and a force could be taken as a suggestion that potential and possibility describe concepts with

no physical dimension, time, mass, or measurable energy of their own. Perhaps it is logical 1o suggest that they, like the
Aethyr, also exist in another manner within every single part and aspect of the Mortal Plane as the most basic caralysts for
existence. More than this, one might argue that it is the Aethyr that is the existence, spring, and well of all porential and
possibility, and Chaos, what we have called magic and Aethyr, is typical and raw potential made visibie.

Perhaps, then, calling the Aethyr a realm or even a place is too limiting. The Aethyr has the potential to be a place, state,
or thing only because the Aethyr might actually be infinite potential; therefore, it encompasses and contains all possibilities
(including that of being a place and realm), but it is at the same time not only just a place, state, or thing. To ask where
the Aethyr is would be like asking where infinity is or when eternity is. One could point absolutely anywhere and be correct
bur only in the most limired sense.

Yer if the Aethyr is not just a place and has no permanent physical dimensions and no comprehensible positioning within
the mortal universe, how is it that the Winds of Magic come from the Aethyr? Does this not suggest that it is in fact
place of some kind? Although it is doubtful that anyone can say accurately and honestly that they fully understand the
Aethyr, one can say with cerrainty that the Aethyr does exist in some inexplicable way since Collegiare Wizards perceive
and use its ensrgies almost daily. And, as the Colleges’ beliefs and academic investigations seem to reveal, there is some
kind of ruprure in the Aethyr far to the north, beyond the Troll Country and the Chaos Wastes.

Maybe, to use limited terms, if one were to step through that rupture it wouldn’t lead to o place at all, but instead it would

‘retreat into one’s own mind. Or perhaps to enter the Aethyr is actually a process of making oneself spiritually inside-out?

Some accounts suggest that passing into the Aethyr is 10 enter the collective waking dream of the mortal universe, and such
an act causes one to abandon all fact and certainty, essentially becoming a contradiction or myth. Others insist thar the
Aethyr is absolure uncerrainty—absolute and unfulfilled potential watting for a catalyst that will ellow it to realise itself.

Those who believe in this last cption view the Aethyr as the ultimate changer of things but not o definite “thing” itself.
Possibly, once beings from the Mortal Plane tap into the Aethyr, they give this theoretical raw reagent something to renct
with. Bur because the Aethyr has no definite, existing, physical reality of its own, one could sqy that anyrhing existing on
the mortal plane, no matter how abstract, debatable, and insubstantial, is more “definite”” than the Aethyr is,

This could explain why some consider the Aethyr a kind of “collective subconscious mind” for the mortal universe. Indeed,
many of the great Magisters of the College of Light seem to have held this view and have written fascinating proposals
exploring the possibility that the Aethyr is a storehouse and manifestarion of oll thoughts, emotions, memory fragments,
and belief's of all living beings upon the Mortal Plane. It could be said that the mos: tmmaterial things (those thet cannot
be measured, captured, or contained) generated within the Mortal Plane are thoughts and emotions. Bur it is precisely
because they are immaterial thar they find their way so readily into the Aethyr. Maybe they slip through the cracks in our
absolute and fully realised reality and somehow into the Aethyr.

To expand on this idea, as even thought and emotion are more definite and real than the potential reality of the Aethyr,
and because thought and emotion are the two most readily available things from the Mortal Plane to be found within the
Aethyr, they have become the two greatest and most readily available compounds that the Aethyr’s unrealised potential can
react with.
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— Maeus THE Pious & THE War AcamsT CiAOS —

0\'-:1' the two millennia since the disappearance of Signuar.
secret covens and cults sprang up-across the Empire. In

the dark of night in almost every ciov and major town, members
practiced both their own dangerotis Formas of spellcraft, che rites
of summoning Dark Magic. and Dacmonology. In those days,
it took litde more than dhe mere mention of wircheraft to bring
down the wrath of the Witch Hunters and their burning torches
and vicious warhounds.

Yer of all chie wars and trials that have plagued the Empire,

one stands above all ‘orhers in s grievousness and horror—the
Grear War Azainge Chags, or as it is sometimes cilled, the Great
Chaos Incursion, fought and won by the stout-hearted men of
the Empire and their allies against the Daemon-worshipping
hordes of Asavar Ful. j

In the dark centuries before the turn of the second millennium
after Sigmar. the Empire reerered on the edge of extincrion.
Centuties of biteer ¢ivil war had torn the heart the nation,

and the once proud realm of the Emperors fell into-anarchy
and miisrule, Four of the provincial Elecror Counts declared
themselves the rightful Emperor, each as resolute in his claim
as the next, and the armics of Marienburg, Talabecland,
Middenheim, and the Reikland marchid their endless wars,
leaving only destruction; poverty, and famine in their wake.

THE WINDs oF MAGIC

But blowing from the north came the Winds of Magic. growing
with intensity in the days leading up to the third century of the
second millennium; saruraring all the land with the raw power
of Aethyr. Throughour the Old World, the many creatures of
Chaes multplied and became bolder, emerging from the deep
forests and descending from the mountainteps, raiding and
burning towns and ﬁi]ages. These raids might cas:ilg,r have been
stopped at their beginning, if anly the provincial Electars had
allied ro drive them back. Bur in theirarrogance and diseruscof
cach other, they did not, And so the Chaos raids grew into wars
and the provinces of Ostland and Cstermark were laid :u.w.;;lc,

Warriers from the lands of Norsca and beyond, driven south
by the rising tide of Chaos in their own realms, ravaged the
coasts of the Empire and Bretonnia; and marauding bands of
the black-armoured Chosen of Chaos were seen as far sourth
a5 Hachlind and Middenland. To make marters worse, the
disunity and foolishness of the Imperial Lords of those dark
and terrible days allowed ferce hordes of Ores and Goblins
1o plunder along the Empires borders completely unoppased,
having been driven west by the growing power of Chaos.

Fvents culminared in the summier of the [mperial year 2301,
Dire omens of disaster were observed all across the Empire,
Wells thar had previously served towns for generations were
sald o have suddenly dried or overflowed with noxious slime,

Mysterious blights or plagues of insects wreaked havoc among
the crops. Cattle and other livestock succumbed ro disease or
gave birth 1o screaming monsters, It is even said that fish grew
wings and flew from their rivers, and pigs were observed to
stand upon their hind legs and walk like men. The land was
aripped with fear and hysreria,

THE END 15 NiGH!

Caught in the middle of so much horror and bloodshed, i
seemed to the ordinary folk of the Empire thav the end of the
world was at hand, Many fervently turned ro the Gods as a

last hope for salvation, and the Empires cules, particularly

the Cult of Sigmar, grew increasingly powerful 4s the rerrified
populace flooded into its temples. Yer even as these countless
thousands flocked into the arms of the Gods, many others—the
despairing and the outcast—found comfort in the embrace of
older and darker Gods. Despite the edict forbidding the practice
of sorcery; more and more magic users were reported o the
autharities cach passing day. The fires of the witch huneers lic
the night sky, yer the use of magic persisted.

The insane servants of the Chaos Gods knew their fime was
nigh, and emerged from their hiding places in all the rowns
and ciries of the Empire, ssizing cheir chance to take control.
Against the twisted fanaricism and Daemonic allies of the dark
servants, the unprepared miliiamen of these ill-fated rowns did
not stand s chance, Able citizens fled their homes: those who
remained were hunted like animals throngh the streets.

Tue TioE oF CHAOS

In the far north, the Chaos Gates bloared ourward with
irrepressible energies, disgorging the datk shadow of the Aethyr

sor tha it spilled southwards, engulfing the Wastelands and
absorbing them into the Realm of Chaos. Before this irresistible
tide marcheil the armics of Chaos. and as they moved ever
southward, their numbers grew. The mightiest champions of
Chaos and their warbands joined the monsters from the Northern
Wiastes, bringing with them armics of marauders from the borders
of the Troll Country. In the deep forests of the Empire; Mutants
and Beastmen gachered rogethier and readied themselves for war.

Berween the Middle Mountains and the High Pass, many
leagues to the north of Praag, emerged an unholy horde of the
Chaos Gods. It is said o have been the largest army 1o ever
wage war on the ©ld World. Some numbered it as a hundred
thousand swrong, Others pur the figure two or three times
higher, This dread army marched southward and ruination
followed ar its heels.

As autumn approached, even the greatest capitals of the Empire
fell into anarchy. Outlying farms; villages, and rowns were
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abandoned 1o the marauding servants of Chaos. and 2 constant
stream of refugees flocked into the already overcrowded cities.
Even in the prosperous region of the Reikland around Nuln and
Alederf, chings were nov well, Monsters roamed the Beilowald
forest, and ships were artacked and burned as they travelled
along the province’s grear river In the sereets of every city,
fanatics and prophets of doom preached their unpleasant brand
of redemption. Many desperate citizens listened and, believing
their world was ending, joined these bands of flagellants and
world-weary dobmsayers.

In Nuln, a powerful coven of Tzeentchian Sorcerers emerged
from hiding and led bands of howling cultists and Daemons
against the forces of weary authorites. Some men, thise driven
o the edoe of madness by starvarion and fear, submined w
what they saw as the inevitable rule of Chaps and threw in their
lor with the sorcerers, murning againse their own brothers and
sisters. Witch hunters and preachers did their best to rally the
peaple against these followers of the Old Dark, and there was
open warfare in the streers:

A SIGN IN THE SKY

Huddled in sewers and burnt-out houses, the rerrified people
prayed for salvarion; prayed for a sign thar they did nor
stand alone against the gathering darkness. Almost exacely
rwo thousand thrée hundred vears after the death of Sigmar
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Heldenhammer, the prayers of the people scemed to have been
answered. A sign appeired in the night sky—a rwin-tailed
comet, the ancient symbol of the Empire’s divine founding
Father, arched across the heavens in fiery glory. But what could
this sign mean?

Thee answer camie in the form of a fiery young man intended for
the seminary of the Culvef Sigmar from the city of Nuln, His
name was Magnus, the youngest son of 2 noble family. With
his great foresight, passionare speeches, strength of arm, and
unshakable Faith. he gathered ro himself an army of followers
and led them to victory over the worshippers of the Dark Gods,
shatrering the: might ol the Sorcerers: coven and purging every

riace of them from his iy,

Elsewhere, however, the forces of Humanity were nor
victarious, The Chaos horde Lid wasre @ the northern part
of Kislev before moving southwards along the foothills of the
Warld's Edge Mountaing, heading relendessly towards the
heartland of Kistev and the thriving city of Praag where the
terrified citizens prepared for war, Thousands fooded into chie
city walls from the surrounding countryside, bringing with
them what litde livestock and grain had survived che near-
constant plagues thas had overwhelmed the land. Bue ir was
not enough. Soon Prase’s brave peoples were starving, and in
their weakened condition, many succumbed 1o the heinous
visitations of Father Nurgle,
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Yer rumour reached the embaded Kislevies of a heroic war-
leader from the south, A man called Magnus who was bringing
an army north to their salvarion. Indeed, over the passing weeks
and months, the flock of Magnus of Nulnhad grown ever
seronger. He had gathered 1o him an army of all kinds of men:
loyal devorees of Sigmar and various other cules, mad-eyed
zealots, ordinary citizens, and professional soldiers from the
armies of the provinces. Recognising in Magnus a leader they
could all follow, or indeed realising that in such dangerous times
they had ne choice but 1o follow him, the Elector Counts of the
Empire pledged him their unconditional support and led their
troops to join him.

THE DESPERATION OF MAGNUS

Bur sull, hope was  rare commodity in these unpleasant days,
and despite his greae faith in Sigmar's Might and the strength
of Imperial unity, desperation crept into Magnus heart. Every
day he read reports carried to him by ontriders or untied from
the legs of messenger pigeons. Each of these reparts rold tales
of horror and described the sheer scale of the nightmare forces
arrayed against him. He wrote in his war journal (now held

in the Emperor’s private library ac the Imperial Palace), thar
although he knew to the core of his being that the good men
and women of the Empire could eventually prevail over any
mortal foe; could they do so against the monsters and Daemons
of Chaes. .2

Magnus knew he needed allies—allies that offered something
his own armits lacked.

After countless centuries of avoiding the Old World, in the two
theusandth and first year since Sigmars death, almost exaely
thiree hundred and onie vears before the Chaos Incursion. the
Elves of Ulthuan had recurned o the lands of Men, apening
relations with the Empire. Over the previous three cénturies,
the higher ranks of Imperial society came to learn that many
af the legends concerning the supposedly mythical Elves were
actually rrue. Amongst them were the stories concerning the
magical nature of this elder race, Magnus wrote in his journal
thie I:J'mugh he was reluctant to do =0, he fel he had no choice
bur to ask the people of Ulthuan for zid.

He kepe his doubrs secret to all bug his oldest friend and closese
confidante, Pieter Lazlo, and bade himsail cthe tade route

to Lothernin Ulthuan, the one city to which the Elves had
allowed Humans access. Lazlo was 1o carry a leteer from Magnus
informing the Ulthuan’s Phoenix King of the dire situation
facing the Old World and pleading for aid. Lazlo ser sail from
Marienburg with a handpicked crew on the ship Sigmars Hope
{called by its own crew the Forarn Hope). The ship was imperilled
from the outser. The weather was the worsy in living memory,
and the Marienburg harbourmaster pleaded with them not to set
sail afraid that they would sink before they even reached the sea.
But Lazlo and his crew knew if they did not risk death now on
the hight seas; they would surely die a far more termible death Tater
when the torces of Chaos overran the Empire. They deparred.

INTO THE STORM

Savape storms lashed their vessel as it crossed che Sea of Claws
and on inta the ominously named Sea of Chaos. Here, 2 wave
as ||igh as the walls of Alrdorffractured theirmain mast, and
while they struggled to repair it, their ship was blown leagues off
course. [t was a sad, battered ship thar eventually limped into
Lothern's harbour, the crew weak with malnurrition and scurvy:
The sight thar mier their eyes did line vo fife their flagging
spirits. They sailed past the great lighthouse of the Glictering
Tower, seeing thar the massive white seructuee had been
blackened by smoke with many of its thousand laimps shattered.
The Lothern Straits were crowded with the shattered wreckages
of once elegant ships and the bloared bodies of the diowned.
The Elven pilor thar came on beard o guide them through the
mighrily fortified Emerald Gares rold Lazlo that Lothern had
survived a great siege, broken bur davs before. The Dark Elves,
said the grim-faced pilot, had returned to Ulthuan once more
and their armies and Daemonic allies even now ravaged the
roowns and countryside further inland,

At this news, Lazlo’s heart filled with despair. Would the
Phoenix King offer aid to the Empire when his own people
were under siege? As his ship arrived at Lochern’s mighty docks,
he could see Ulthuan's armies gathering ro march north. As an
official representative from the Empire, Lazlo was escorted to




meer with the emissaries of Ulthuans monarch. He told them

all he could of the sivuation in the Old World and gave them
the sealed letrer entrusted 1o him by Magnus. The ¢missaries
ook the news and Lazlo’s leter to Finubar, the Phoenix King; as
he discussed strategy in his war room with the archmage Teclis
and his brother Tyrion, the Evergueen’s champion.

A PLEA ANSWERED

Though King Finubar knew the dangers thar would face Ulthuan
ifiche Old World fell o the Powers and Dominions of Chaos; he
knew he could nor spare any troops tosend back with Laglo, The
Dark Elves Had almost overmun Ulthuan, and if they were not
expelled, his people would fall. Hearing the call of destiny; Teclis
volunteered himself o go o the Old World with Lazle and offer
what aid he could to Humankind. He knew tharshould the lands
of men fall 1 the Chaos Gods, then Ulthuan would inevitably
follow. So it was that Teclis answerad Lazlo’s plea, and owo of his
brother mages, the Loremasters Yrile and Finreir, threw in their
lot with Magnus and the armies of the Humans:

Lazlo ook the archmages to the Imperial ciey=state of Talabheim
where Magnus zathered mere mroops to his cause. Teclis'
centuries of experiente and sage advice made him invaluable

o Magnus from the starr. Although Magnus was disappointed
thar Lazlo had not succeeded in bringing a military force back

with him, Teclis explained chat sirength of am alone would
never be enough o hale che advanece of Chaes, Teclis and his
brother Loremasters explained to Magnus the need for Humans
to learn how o use magic safely in order to combar the Aethyric
eneimies they would be facing in the coming wecks and months.
A devour Sigmarite, Magnus was filled with doubr at the
archmages’ words, but he trusted his instinces and believed thar
there was no evil in the Elves that stood hefore him. More than
this, they had lived for centuries longer than he, and wisdom
almost seemed to exude from them as a rangible aura. I they
said they could reach those Humans sensitive to magic to use

it vo-defear the minions of the Dark Gods, then he could not
dismiss such an invaluable power, not facing what he faced.

MaGnNUs’s CONSENT

Sor Magnus agreed. He made the Loremasters promise thar should
any of their Human protégés begin o show even a glimmer of
corruption, the archniages would descroy them. In o tone that
sent chills through all present, Teclis seated that heedless of such

a promise; any tainted creature that came near the Loremasters
would be obliterared more complerely than any Human could
ever truly understand. Magnus did nor doube his words.

So it was thar the influence of the archmages changed the course
of the Old World's war against Chaos.

— THE GIFT OF SPRLLCRAFT —

Wirh the authority and permission of Magnusand the
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tirst and perhaps most profound deed of Teclis and his brother
mages was to offer amnesty to the hedpe wizards and petry
magic users that existed in the Empire at that time and to seek
out as many as possible. Word was sent by galloping outriders to
every part of the Empire they could reach, offering a full pardon
and rraining ro any and all that knew or suspected they had

an affinity or ability with magic. For some, they experienced
strang¢ dreams, compulsions 1o jeurney to Alidort as if some
force compelled them. There. if they submirted themselves 1o
Tedis' judgment and training and agreed 1o fight inthe coming
war, they would not be harmed by any of the Empire’s other
powers or agents. They would be under Teclis” protection and
the protection of the Grear Univer, Magnus of Nuln,

TEcLis’ PURGE

‘The Elven mages’ incredible skills and profound sensitivity o
movements of the Aethyr enabled them w sense even the smallest
conjurations by the pertiest Human spellcasters for leagues
around them, thus allowing them o find potential magic users
by themselves. Using their arcane knowledge, the Elves could
traverse the lands of the Empire with supernatural speed and
uncover many of the primitive or misguided magic users who

were forced tolive in secrecy. Yer there were others who made

their way to Talabheim of their own accord, handing themselves
over to. Magnus® authority in desperare hope. With barely a
pause, Teclis and his rwo companions eradicated any wirches and
wiitlocks cormupted beyond any hope of redemprion,

Teclis lefr alone the priests and clerics of the Empire's cules,
despite his sensing a greac apritude for magic in many. The
holy men and women of the Empire were adamnt that they
had no power or wish to manipulaté magic, insisting any
miracles rh_f..'ir prayers might bring came direccly from the deiry
they worshipped. It is said Loremasters Yrtle and Finreir were
amused by these claims, but Teclis merely nodded and allowed
the issue 1o drop, The priests he had approached could already
work mzgie with faith and rituals withour learning the arcane
spellcrafr that Teclis offered. The grear archmage saw no reason
to inject doubt into their hearts by pressing his point.

Tecliz and his brother mages 1&eg:m oy instruct their Human
students in the ways of spdlcraft much to the horror and
disapproval of the many remplarorders of the Empire, most
notably the Witch Hunters. Indeed, many peoplé and long-
standing Imperial authorites were aghast thar men should be
permitted o embrace the sorcerous arts. But Magous, Voice of
Sigmar, Great Uniter of the Empire, and Last Hope against the
Chaos Hordes, .ordered that it should be so. Magnus had the
backing of the Theogonistand Electors, so the wirch huneers
were held ar bay.
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THE GIFT OF KNOWLEDGE

So it was the Empire’s base magic users and those slightly
more refined practitioners of secret and not-too-corrupred arts
(learned in distant lands or through private experimentation)
thar studied the rudiments of the arcane lores Teclis and his
fellow mages had o teach. Time was against them, so Teclis,
Finreir, and Yrtle taught relatively simple offensive spells—
fireballs, lightning bolts; and ear-splitting noises: But he also
taught spells of healing to-cure the injured on the batdetields
anid other such skills that would prove useful against the dread
legions of the Dark Gods.

Two from amongst the Loremasters’ many protéés excelled
beyond all others, and their names are remembered 1o this day
with awe and respect: the hoe-headed Friedrich van Tarnus.
shamed commander of the Carreburg Greatswords and furure
first Parriarch of the Bright College of Magic, and of course
the most powerful and educated of all Teclis’ students, the
man known to history as Volans. Alongside their Loremaster
mentors; these two played a vital role with the other fledgling
Imperial spellcasters in defeating the armics of the Dark Gods
and scouring the Empire of the taint of Chaos,

In many batcles, the Elven archmages and their Human protégés
showed their willingness to spill their own blood in the defence

of the Empire, and all of them took grave wounds during that
terrible war, Loremaster Yrdle himself fell in baule, beheaded by
some clawed fiend of Chaos even as he incinerated it with the
fire flashing from his hands. He was buried in Ostermark with
all hongurs:

SAVIOURS OF THE EMPIRE

Following the Empiresvictory in the final batle of the Great
Wiar ar the very gates of Kislev, the power of Chaos gradually
ebbed away. Daemons began to midt back inta the Realm of
Chaos, helped along by the vicious spells cast ar them by Teclis

and his Human students. Once the darkness had withdrawn

from the land once more, the city of Praag was levelled and
rebuile, though ever afterwards it has remained 2 haunted ciry
where the dead are said to rest uneasy in their graves.

So it was that the new breed of Magisters was hailed as the
saviours of the Empire alongside Magnus himself. For his part,
Magnus was made Emperor, and under him the provinees
were united under one rule for the first time in centuries: If
the Elector Counts of the time had any doubts about installing
the dark-eved minor noble and ex-seminarian o the chrone of
Emperor, they kept their thoughts o themselves. The people
of the Empire had chosen their lezder and would not be
denied.

— Fourmme THE Cotieaes oF MaGic —

Ovcr the next three centuries, “The Grear Reconstruction” as
it is known, the Empire worked to rebuild irself following
ages of civil war and the destruction meted by the Chaos armies.
Even though those Emperors who would follow were shadows
of Magnus, a sensc of pride and responsibility spread through
the land. Aldorf, on Magnus' insistence, revised its citizenry
faws adding thousands of new taxpayers to their already
impressive populace, With victory against the hordes of Chaos;
Magnus ushered in a new era of peace and prosperity,

A NEwW BEGINNING

Change was everywhere, but none were prepared for what
would happen next. Upon his ascension to the throne, Magnus
asked Teclis and Finreir ro help him create an instivution where
Imperial citizens might be properly trained in the full secrets of
magic and spelleraft. The new Emperor had witnessed firsthand
the usefulness of controlled magic driving back the forces of
Chaos on the bartlefield. He stated the Empire eould not allow
itsell to-abandon an asset as valuable as magic, especially in the
face of his uncerrainty as to whether the forces of Chaos had
truly been defeated or just driven back remporarily.

At first, Fingeir advised against this, claiming the secres of
magic and spelleraft were not meant for Humans. Humans
and Elves had come to blows in the past and would probably

do s again. Teclis, however, took a longer view. He reasoned
the safery or doom of the Old World lay in the hands of the
Humans of the Empire, for their lands were the most populared
and they held the greatest kingdoms and mighriest armies on
the continent. As even grudging allies to the Elves, the Humans
could prove an imporeane safeguard in any future war against
the Chaos Gods and their minions. The Elves no langer had the
strength to win such a war alone. Even more importantly; Teclis
rold Finreir, if the Humans were unable o resist the phy&im[
and spiritual predations of Chios, they might also fall 1o the
Dark Gods one day, and whar then? Ulthuan, and perhaps even
the entire #lobe, would be finished.

After much private debate on the marter, Teclis’ wisdom
eventually prevailed, and so he and Finreir founded the Eight
Orders of Magic in Alrdorf per Magnus' request. For the good of
the Empire, Altdorf was chosen as it was clase enough o Magnus'
seat of power in Nuln for him o keep an eye on the budding
Orders, buir not so close w-him thar should they implode they
would drag him down with them before he could react,

In the Summier of 2304 1€, Magnus announced chay Alidorf
would house the new Orders of Magic. Riots erupted on the
streers and people fled when the High Elves worked their arts
to alter the narure of Altdorf to accommodate the new Caollege
buildings. Though peple would eventually réwrn, they found
their city much as it always was, but also vasdy different.
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The miagic used 1o alter the fabric of the city made the city
unmappable, and ‘dorfers were left to navigare fes labyrinthine
streets by relying on landmarks rather than a sense of direcrion.
Thisled to further rioting, bucmartial law ensured the
populace, though grudgingly, accepred the new order.

Onee established, the new Orders of Magic began courting

the Guilds and their leaders. It seemed the Wizards wasted no
time in getting involved in the complexities of Alidorf politics.
The Grand Prince, whao distrasted these new developments,
established a separate state of citizenry, the ‘Magister, 1o curb
the growing power, while complex trade laws, voting rights, and
rules of land ownership served as a stopgap measure w control
the Wizards alarming influence in the ciry.

Ower the next several years, the Wirards and the nobility of

the city jockeyed for control, engaging in a complex dance of
negotiation and inrrigue, Though with.ezch decade, the Orders
carved a linle: more power for themselves; and even now, it

is fashionable aniong the city’s clite to keep a Wizard in their
cours. It remiains to be seen what the fumre holds for chis
impressive political force, for many Wizards have the ears of the
most might}' and pi:umrﬁl.], maoving through all levels of society;

unimpeded.

TuE CorLEGEs ToDAY

Though the initial steps to forestall the Colleges intrusion into
imperial society worked, make no mistake; the wizards sall
retain their interests in the political maneuverings, being sure
to stay within the bounids of the laws. Since the firse heady days
of their founding, Magisters and nobility alike have jockeyed
for control, engaging in 2 complex dance of negotiarion and
intrigue. And with each decade; the Magisters take a little mose
power far themselves, expanding their influence ac all levels

Aside from forging a plice in the Empire. Wizards have been
careful to culdivare cheir image within the populace. They
present themselves as servants of the Empire, and are quick

to remind people of their role in saving the Empire from the
terrible Chaos Incursion. By painting themselves as heroes, the
burnings and widespread intolerance towards their Kind has
slowed and an atmosphere of acceptance blaoms in the culnral
centees, In fact, so accustomed are people 1o the presence of
sanconed Wizards, it is becoming customary for nobles,
Empire wide, to keep-a Wizard in their courts.

Ineffect, the Colleges of Magic are fast beconting 2 major
playerin the political arenas of Aledorfand bevond, While the
Magisters stay above the machinations of ambitious nobles
whao would profiv from the recent difficulries that resuled from
the cataclysmic conflict in the north, many suspece thar the
Magisters employ & vast neowork of eyes and ears, to warch and
liszen to the politcal currents ac work. It remains to be seen

whan the furure holds for this impressive political force, for
many Wizards have the ears of the most mighry and pewerful,
mewing through all levels ofsociery, unimpeded,
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Il’s been said thac the ability to use magic appears in a scant fiew. Some have even professed that perhaps one of a thousand have
this ability, though such numbers are hotly contested and debated by a great many who thinik they know something of magic.
In truth, while magic is pervasive, seemingly everywhere, there are buta few with the resolve, talent, and will to bend the Winds ro

serve thelr purposes.

— THE SoUurce oF MaGic —

[ izards are careful to guard the wuth of magics source,

‘The reason is thar Wizards really don't know what causes
magic, OF course, all Wizards know abour the Winds of Magic,
but what exactly propels them, from where they originate, and
how Wizards rap into this power are all subjects of ceaseless
debate, Those amongst the different Orders of Magic who study
thee theories of magic believe there are no true universal laws
within the Aethyr—everything within is subject to sudden;
random, and extreme change: Yer when the Aethyr's ERCELY; OF
magic; leaks into the morral world from beyond the Northem
Wastes it becomes bound by the laws of the moreal oniverse.

What knowledge there is abour the source of magic derives from
Teclis and Finreir's teachings. They explained that magic is not
part of the mortal world at all. Rather, it is an intrusion, being
the very paradoxical stuff of Void: They explained: thar magic
has one ultimare source, a Grear Beyond that the most educared
of their students, Volans being foremost amongst them, referred
to 2 the Aethrian or the Aethyr. Diespite the Human Magisters’
inclination to speak of the owo differently, the Elven archmages.
hinted this Aethyr was the Chaos Realm that the priests of the
respective Cults of Ulric and Sigmar had always opposed.

The Magisters were deeply disturbed o learn they were in fact
playing with pure chaos as their persecutors had so long insisced.

Teclisassured his proféods whilst all he had said was true, the
pricsts and clerics of the Empire were siill oo simplistic in their
dogmas. The nature and morality of magic is infinite shades

of grey; rather than simiple black and whire: He told them that
although manipulating the Aethyr’s énergy into spells was not
in irself an' evil ace, orone that would serve the Chaos Gods
directly, he also cautioned thar the risks of being seduced by the
Dacmon Gods. or simply- warped by the Aethyr’s power, were
more pronounced for those who urlised the power of Chaos:

The reachers explained raw magic burst into the world far to

the north;, across the Troll Country and beyond the Chaos
Wastes, through a kind of tear in the “fibric” of the moral
plane of existerce, There is litthe documentation outside of a few
ambiguous references explaining what Teclis taught concerning
this tear, though it seems likely Teclis considered it was enough
tor the Humans o know thar thie tear exisred and ir was the
souree of all magic in the world,

When magic manifests in the mortal world, it refracts into eight

separate, identifiable parts or colours. Its said thar these winds

blow acress the world, wwards the equator. The further norch
one travels; the more potent the magic, Conversely, the further
south ‘one travels, the weaker the magic. While called winids,
they are not in fact diserubances of air, bur rther disturbances
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in the Acthyr. Like the air currents of the mortal world, these
Winds of Magic ebb and How; sometimes fainely, andat
other times, quite strongly. In fact, when the Winds blow the

strongesr, they often foreshadow a Chaos Incursion. Whethera
link berween the Winds of Magic and the rides of the Realm of
Chias exists, who can say?

— Tue “Wnns” oF Macic —

here are many conflicting theories among the different

Orders of Magic as to why and how the random cRergies
of the Acthyr fall into reasonably consistent laws in the mortal
world. Mast of those who study the phenomena agree dhat
wherever and whenever the immarerial meets.the marerial,
some kind of hybrid of the two is created. When the raw
metaphysical stuff of the Aethyr leaks through the Chaos Gates,
it becomies perceprible as eight separate aspects to those with the
Appropriate senses,

The cight separate aspects, made up of different and consistent
colours, known to the Imperial Colleges of Magie as the Winds
of Magic. These are not literal winds. Rather, they are made up of
the immaterial substance of magic, dispersed ar different speeds
and in different amounts: Each aspect of this refracted magic has
an associated colour and is drawn to different things in different
ways. Each different “Wind” is associated with different kinds of
spelleraft thar have their own distinet “Havours™

Although “Winds" is the most widespread term ziven to them,
that name is not necessarily the correct term. The Magister
Alchemists of the Gold College often refer to the Winds as the
“Aethyric Humours,” while the Hierophants of the College of
Light sometimes refer ta them as the “Paradigms of Magic,”
or even the "World Dreamings” as the Shaman of the Amber
College refer to them. The Winds are experienced in many
different ways, both among the sanctioned Magisters of the
Empire and amongst wild and untrained spellcasters of the
world. Those who study and practice magic know the Winds
variously as concepts, moods, vibrations, Huxes; rides, spirits,
forces, and colours. Aethyrically sensitive people often “feel”
magic in slighdy different ways depeading on the nature of
their particular magical awareness, and will often express

their deseriptions of magic in terms familiar to their personal
experiences and cultures.

Regardless of the differenees in personal experience, it is worth
noting thar the association of specific colours with the Windy of
Magic is consistent amongse all tradizions of arcane spelleraft
Although those sensitive to magic often peresive the Winds
initially in radically different ways, if they survive long enough
1w hone these perceptions, they will gradually come to "see” the
different Winds as possessing distinct and consistent celours,

The Imperial College's system of magic use is powerful, stable
and successful when compared alongside iny other Human
wradition of arcane spelleraft. Its ideas have influenced even non-
sanctioned and downrighe illegal magic users—Hedge Wizards,
Witches, Black Magisters; Necromancers, and Warlocks—over
the fast few centuries,

THE EicHT WINDS OF MAGIC

‘There are cight separate Winds of Magic, each defining an
Imperial College of Magic. As described, Wizards use only one
Wind to drive their spells.

HysH: THE WHITE WiND

The magic of this Wind is based within light, including all the
uses that light can be pur to; and all the abstracts that light
sometimes represents to moreals. Iecould be described as the
magic of illumination and enlightenment. The Wind of Hysh

is used by the Wizards of the Light Order (also known as
Hieraphans) to create spells of dazzling brilliance, healing and
Daemonic banishment, [v requires the ol focus of willand an
absolute determination of mind in-order 1o channel and bind
into a spell. Myshis perhiaps the most difficult of all the colours
of magic to bend 1o one's will,

More so than any other of the Winds of Magic, Hys is
intangible, diffused, and all permeating—making its Lore and
study one of the most complicared paths within the Orders of
Magic.

The domain of H}';r'} is not so much that of knowledge and

facts as those of wisdom and rraths—a subtle but imporeant
definition. Thus, those that sudy Hysh miust firse become
Philosophers and studenats of dhe mind before they may
comprehend its tue glory. Hyh gathers abour candles. lanterns,
and those of true hearts and rarures. [t is also arracred to
harmanious actions like chanting and singing; and Hicrophants
ar¢ careful o make much use of such good vibrations in cheir
riruals and spells.

Azvyr: THE BLue WinD

Agyr is said to be 3 manifestation of the Aechyr’s reHection of
inspirarion and that which is out of reach. The magic of this
Wind is based upon knowledge of the unknowable and the
manipulation of the skies. This Lore of the Heavens (also known
as' Astromancy) is practiced by Magiscers of the Celestial Order
tov divine the fumure and pluck the strands of fre.

Azyr has tew remporal boundaries and supposedly reaches into
all the possible furures as readily as it oars across physical
distances. After passing into the moreal realm, Azyr is said 1o

be: drawn into the upper portions of the heavens, becoming a
haze of eerie cloud, visible only to those who posses witchsight
(the abiliry to-acrually see the Winds of Magic). This assoclation
with the sky gives Celestial Wizards their power over Storms;
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As people sensitive to magic, all Magisters will agree the Winds can also be sensed and felr in other ways, from vibrations of
varying frequency somewhere deep inside our minds, to acute and distinct émotions, or strange scents, tastes, or other sensations.
Bur with the training that is necessary for us to perceive and use the Winds with utmost care and control, the most Aethyrically
sensitive have always also come 1o see the Winds as the etght colours.

According to the experiences and research of the Colleges, it appears all living creatures have some slight and narural ability 1o
draw upon the Winds. This ability is most of ten unwitting end has little or no visible ef fect. When some effect is noticed, it is easily
and most commonly put down to such notions as luck, chance, coincidence, or something entirely external and supernarural.

Loremaster Teclis of Ulthuan trained our ancestors in the arcane arts to perceive these colours as they flow across the world, then drow
them to ourselves in a controlled manner and bend them to our will. Perhaps, a5 Magister Volans theorised so long ago, the reason
Human Magisters cannor safely utilise magic in the same way and 1o the same degree as the powerful mages of Ulthuan is because
Humans perceive the Winds as separare colours. Human visualisarion may be a limitation of our minds. Whatever the case, Teclis,

in his wisdom, decreed Imperial spellcasters should limit their experimentations to one of the eight Winds. He perceived our ability ro
control and contain more than one of the Winds is severely limited. It seems the separare Winds do not join back rogether easily, and
unless the mind and will guiding the magic is both strong and subtle, the magical energies can very easily slip our of control.

Those Human Magisters who have gone against all they have been taught and who have rried 1o manipulate oll of the Winds of
Magic together fall into two general groups. The frst are comprised almost entirely of those who have had their magical abilities
burnt out of them, or who have been stripped of their sanity, or have died in the atzempt (or indeed any combination of these three). The
second group is those who have had a greater success ar spellcesting using more than one of the coloured Winds of Magic. Invariably,
the members of this second group are seduced by the Dark Arts, with the resultant acute paranoia and insanity that tends to follow.

Just as Loremaster Teclis taught, channelling and weaving more than one colour of magic into a spell is terribly dangerous. How
many sanctioned Magisters of this good Empire have witnessed petty hedge wizards and witches who have over-extended their reach,
pulling to themselves a blind mix of several colours of magic in order to power a spell to avoid caprure and pacification, only to
suffer spontaneous physical mutations or even the inadvertent summoning of a hostile Dacmonic entity!

Far too many, I fear.
—EXTRACTED FROM THE INTRODUCTION TO THE SUMMA MaGica, PENNED BY VARIOUS CONTRIBUTORS 2503 LC. FRINTING

flight. and mighry hurricanes. As the Blue Wind blows from old, rurning one metal into another, or enchanting it to become
the timeless realms of the Aethyr across the distant sky, it more effective.

supposedly appears as a clouded window through which Azyr's
Magisters can predice certain events. Ir apparently can be
sensed by the manner in which the permanetic celestial bodies
are distorted by the drifing cloud of Azyrs impermanent and
temporally distorting blue Lighe.

Chanon is supposedly atericred to dense marerial and
particularly merals, It is said the heavier and denser the element,
the greater Chamon’ attraction is to it, which may account
partly for the reason why gold and lead are so often used in
magical experiments—one as a magical conductor and the other
“The magic of Azyrleads its practitioners to become dreamy and as'a magical insulator,

unearthly, with a calm, comparative demieanour. These genile
cffeces may lead some to believe thiar the Blue Wind is an casy
thing to master—not so. for one glance into the eves of 2 Celessial
Wizard reveals the burning power of Azyr and the terrible foresight
it brings. It is this forcknowledge that is the true test of Astromancy,

Chirman is also the Wind of logic and experimentation, thus it
ilso grants spells that prowect and encourage such—from aiding
the student in their experimentation to drawing insanity from
the clurrered mind (useful, considering one so often leads o the
other). The so-called Gold Wizards who use Charmon are affected
by this logical bent, becoming rather dry and scientific in their

for if you look inte the future you must live with what you see.

CHAMUN: THE YEILDW WIND ways, rigid :n:-d yer .\tmng.;. Darker whls-p?rs indicare that rftm
whic wiesve Chapron can in Bier cause their own rransmutation,
Chayon is 2 manitestation of the Acthyric abstract and reality fram flesh to gold.

of logic, the desire to quantify the desire and need to learn and

instruct, and the wish to implement learning ro pracrical or GHYRAN: THE GREEN Wi
angible ends. The Magic of Chimon is alcheny, the arc and
science of tansmutation, creation and investigation, Known
amongst the Wizards that study Cliamon as the *Lore of Metal,”
much of its spells are to do with change—nusting new metal ©

Cibyman is often described by Imperial Magisters as the Aethyr's
momentum towards growth and the need to nourish and be
nourished. Ghynen is Acthyr’s echo and mirror of fertility and
the nurturing aspects of mor:al life. This brimming energy has

33
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Wolf and the cry of Brother Eagie. Its rouch is not felr upon

Chapter II: The Nature of Magic

“The Dream of the Wild is found in the hunt of the predator and in the desperate energy of its prey. It speaks in the howl of Brother
the walls and turrets of civilised Men, bur its growl is felr in the deepest of
forests and upon the most jagged of peaks where only the free and wild dwell, and the Truth of Nature is prime, not the Lies of Man.”

—ATTRIBUTID TO SETANTA Lopas, MaGisTer-PaTriancH of THE AMBER COLLEGE.

S

granted the spells of Glyran their tide as “The Lore of Life.”
Concerned with healing, curatives; and [h{-_‘-ngi,{: of plants,
these powerful spells arc wielded by the Jade Wizards with great
respect. Known by commeon folk as Druids, these Magisters wax
and wane with the seasons as they are closely tied rorthe land
and irs spirit—the Wind of Ghyran.

Ghyran is said to fall down upon the moral world in & manner
similar to rainfall upon the earth. Those with witchsight claim
to beable to see Gf{}lrmz form inw pools and swirling eddies of
green magic that gradually form into rivers, flowing across the
land like water, though unbound by physical laws. When the
Winds of Magic blow most szrongly, Glyran flows across the
lands like a grear tide, sinking into the soil and drawn to the
rivers, warerways, lakes, and springs of the moreal warld, Is
energy is atrracted ro water particularly and saturares the earch
with its life-giving power. Tt is drawn up through the roots of all
plants it comes into contace with, teeding all living things, and
encouraging groweh,

GHUR: THE BROWN WIND

Gibmer has been called the Aethyr's wild and bestial spiric Ghur is
used by cheteral Amber Wizards o shape spells of beasterafe and
communion, In strange shamanic rites, these Magisrers can call
(Ghur into their bedies, allowing it to shape them into wolves and
ravens, clawed savages and gentle horse whisperess. It is known as
a savage wind, the andthesis of civilisation and domestication as
primal and unreasoning as it is devoid of malice.

(fhur is auracted to animals and wild places in equal measure,
retreating from the ordered existence of man and his cites.
This is reflecred in the misanthropic ways of the Amber
wizards—shunning civilization for the wild mountains and
moars, when the Wind of Ghur blows free.

AqQsHy: THE Rep WIND

Agshy is the Aethyr’s fusion of the experience and notion of
passion, in its widest possible sense. Fire in all its forms is the
essence of Aqﬂ'.yi Red Wind, The pyromantic spells of Agsly—
known as the Lore of Fire—are among the most powerful and
direct spells known to Human Magisters: Bolts of Hame, blades
of fire and rerrible infernos all lie within the power of @ Wizard

of Agshy (usually known as a Bright Wizard).

Aqﬂy also holds dominion ever the hot emoricns: brashness,
courage; enthusiasm, dynamism, exuberance, vehemenee,
aggression, and excitement. This aids the spells of the Brighe
Order, and also shapes cheir natres, for Ag:.";_].l sears and
moulds the mind of its Wizards ro reflect its own passionare,
impulsive nature. Bright Wizards may conjure up courage or a
commanding presence with the aid of the Red Wind, but the
paticnce and still wisdom of, say, the Light Order, is beyond
them.

Agshy tears across the world as a searing wind, felt only by those
who are sensitive to magic. It is attracted to passion, argument,
excitement, and vehemence; in fact, to-any who are experiencing
ary kind of heatr—emotional, ph}rsicu]._ﬂr both. Empiric:ﬂ hiear
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Many riovices to the Orders of Magic have asked why it should be that Aethyric energy should have any colour at all, especially
considering the random and shifting nature of the non-place ﬂmr SPAWNS it. Chver two centuries ago; Magister Pagriarch Volans .
theorised thar the reason Humans see the distinee colours of the Winds nrMagic is hecause thatis the oprimum way Humans

perceive them. Perhaps those born with Acchyric senses are inclined to interprer the energy of rrinsmutation visually as distincr
colours? It’s an interesting train of thought.

e —— e

Musings oN THE WINDs

It is an interesting question as o whether the perceprion of these Windsas eight separate colours jsa resule of the funciion of
the parts of the mind that perceives it The separate Winds may not acrually have any colour of and in themselves, bue the mind
is strucrured in such a way that the separate Winds are interpreted as having specific and consistent colours. Or likewise, the
appearance of the Winds as separate colours might be a product of some kind of perceprual condirioning, raught by Teclis of
Ulthuan ta the more primitive spellcasters of che Empire and then re-affirmed and deepened through the evolving dogmas and
expectations of each new generation of Collegiare spellcasters, Ie might then be the expectations of the Magisters who draw upon
the Winds that makes them appear'within the mind's eyes 1o have a specific colour,







T “lt is a ision of beauty! Of absolute wonder! It is so bright that it burns my mortal eyes as well as my immaterial ones! It shines
like mother-of -pear! lit by a thousand suns, scouring me with absclute brilliance and yet filling me with indescribable elation, How

: rempring it is to reach out for i it, to try 10 grasp it and weave it as I do the purity of Hysh. And yet I know that were I to try, it

| would be my end, for even gazing upon it with the unseen eyes of my Gifr, I am broughr low and must close myself off toits

| glory after bur a fleering moment. How I long to stand for even the shortest time in the body of our great master and mentor,
Loremaster Teclis, and be thus enabled to reach out at touch the rediance that is Q haysh...”

{ —EXTRACTED FROM THE PRIVATE JOURNALS OF VoiLANs, FinsT SUresME PATRIARGH OF THE ORDERS OF MaGic
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seems to draw the Wind of Ayl agitating it inw an aggressive Ul appears to thiose with wirchsight as a thick, impenetrable

vortex. Aqgshy then, cotld truly bie described the Aame that fqg mlling across the eareh, im'ukiug. a sense of misteuse and
warms the heare and lighs fires in our bellies. confusion in ordinary people who pass through it Ulgw s

_ drawn to the natural mists and fogs of the morsl world,
ULG{}: THE GREY Wm where it hangs upon the quiee chill of the air, wrapping ail in

smoky shadows, Ulew is also drawn to deceptions, mystery, and
illusions. Dawn at an ancient stone circle will ikely see strands
of Ulgw slinking betwixt the monoliths, pradually flowing away
as the light of day. and the time ofH}ch.Er, grips the land.

Ulzw is the, Aethyrs reflection of and reaction o the experience
of being lost or confused. This Wind is full of unseen depths,
plots, shadows, and illusion. Grey Wizards weave Ulpn into
elaborate spells thae wreathe them in ies mysterious presence;
This Lore of Shadows contains spells of darkness, invisibilicy Ullgs works subtle changes upon those who call upon its
shadowy death, and panicked bewilderment. powers—rendering them as mysterious, puzzling, and fleeting

bR
Hicu Magic anp Tower oF HOETH

‘ In the High EIf Kirigdom of Ulthuan, on the eastern shotes of the Sea of Dreams lies the realm of Saphery. Av the heare of this land
is the much fabled Whire Tower of Hoeth, the shrine of the Elven God of Wisdom of the same name. This is the greatese repository
of aréane wisdom in the world, cump'lfr:d down the millennia b} the Tower’s Loremisters—the greatest mﬂgus.:i!'ud scholars of

] Ulthuan, and therefore the ward—who have dedicated theie lives o the pursui: and documentation -.:F'knp_wledgc, wisdem, and

truth. Built on the orders of the Phoenix King, Bel-Korhadris dhe Scholar King; more than twenty centuries before the current

era, this ivory-white structure thrusts more than a mile into the air above the surrounding forests, a feat made possible only by the
| ineredible magic of Saphery’s archmages. The Tower stands at the point of  particular confluence of the coursing magical energies
J af the Great Voroex, a face |1:'n|1ing- the Towera grmtcr-’str&ngt]'l than any creation of mere brick and morrar,

The White Tower is visible tens of miles away, asharp white needle of marble rhrusr[ﬁg up into the sky: Irs approaches are guarded
by rings of illusion and mazes of spells, which mean only those peaple whom the Loremasters wane to approach the Tower may find
the rrue pata towards it, It is said that those who seeks wisddm and learning will find ic at the Tower, but thase who seek power for
its own sake will become lostin Hoerl's spell-muzes for the restof their days.

Here the High Elves learn and scudy High Magic, the only spelleraft thar uses the Winds of Magic i harmony. Teclis, the same
mage that helped the Humans of the Empire found the Colleges of Magic, is now the High Loremaster of the White Tower and he
| presides over some of the mightiestwizards in the world.

Inocher words, the greatest witards of the Cblltgc:s uFMagic wiould be considered but whelps in the Tower of Hoeth, It is for

" this reason that High Magic is not detailed in Readms of Sorcery. Not only is it bevond the scope of most WERP games, it is also
impracrical Foir Player Characters in oypical eampaipns. Those wizards lucky unnugh 1o hnd cheir way to the White Towerwould not
be seen outside its walls for decades, so while aspiring to study at there is a great character goal. its achisvement would effectively
mean the reticement of the character

GMs who want to feature high magic in their games should use icas a story element. Ixshould be portrayved as both powerful and
| mystical, something beyond thee scope of what most Imperial Magisters can even imagine. Remember thar the aid of only three

| High EIF mages in the Grear War Againsy Chaos wis a priceless gift o Magnusthe Pious and absoluely crucial in the enemy’s
defeat,
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High Elves urilize color magic akin wo that of the Colleges of Magic, but to theny such spells are minor magics taught to apprentices.




as the spells that they call upon. The Grey Order of Wizards
use this to their own unknowable ends; acting, hopefully; for
the greater zood beneath the veil of shadows Ulzw provides. Ir
is hard to remember the fice of 2 Grey Wizard—harder siill to
wrack his steps. Those thar have wied have retumned confused;
moon-struck, or eccasionally dead.

SuyisH: THE PurrLE WIND

Shyish is the Aethyr’s manifestation of the passage of time and

of the cerminty of endings and death. Shyish is also like the
immarerial mirror of all wepidation in thie face of the unknown,
anid all sentient lif€s fear and rerrible awe of deach. Shyish is also an
embodiment of reverence and respect—of the aura char morgals
project onto those things they consider sacred or special.

Shyish is formed by the realisation of the transienee of fife;
of memories of days gone by, of mortal acceprance of the
day that is currently lived, and of longing for the days thar
may come. Indeed, Shyish s the murky place where zll these
CONCEpls meet.

Shyisk is sometimes described as @ pupper of the passige of time,
It blows from the pist, because the pase has ended and is gone,
through the present, because endings and the expecration of
death are intrinsic parts of the living of life, and into furure, for
the futare leads inevitably rowards endings and death. Some
have equared Shyish with destiny, for ic doesn'voontrol whar was,
is, or shall be, but insread permentes and reflects these things
with absolure intimacy.

Shyish blows strongest wherever death must be faced or endings
take place. It is drawn to baulefields where men must embrace
or submit to their deaths; soldiers must accept the possibilicy of
their own demise as part of their daily hife. Shyioh lingers around
the gibbets of execution and hangs in the silence of graveyards
where mourners gather in longing and reminiscence. It is said
to be strongest in rimes of most obvious transition—at dawn
and dusk, for one is the end of night, and the atheris the end
of day. Tts tirmies are Speing and Autumn, as well as the Summer
and Winter equinoxes, which mark the longest and shortest
days of the year and therefore the beginning of the end for each
of the seasons.

— ComBINING THE WINDs OF MAGIC —

Ff_'rr the most part, those seeking mastery over all the Winds
of Magic are doomed ro madness or destruction. Humans
fack the mental might 1o blend the different Winds and so
explore fragments of True Magic, always paling before the
might and majesty of the Elven Wizards, Still, there are

ways (o tap magic in its rawest form. Dark Magic offers the
unschooled and the reckless the means o achieve great power
Al & SrEAter Cost.

Hicu MagGic

High Magic, also called True Magic, is the art of using all of
the Winds of Magic. Exclusive to High Elves, spells from High
Magic are powerful, bevond the ken of Human minds and
Human abilicy. In fact, the spells Teclis taught the Human
Wizards were but minor spells of True Magic. Teclis' Human
students revealed they lacked the finesse-ar manipulating
anything more complicared than whar could be achieved
through a single Wind, The reason is because High Elvesare
better suited to sensing the ebb and flow of the Winds of Magic
better than any other race, anticipating dangerous changes
before they occur.

Tue Use oF QHAYSH

Spells using Qhaysh use elements of many or all the Winds

of Magic at once. High Magic is far more versatile than all
other forms of magic, and spells woven from it are cerminly
among the most powerful, as well as being amongse the most
difficult ro cast. The great Mages of Ulthuan can balanice all
the different Winds of Magic they channel directly inmo a spell,

ensuring there is little or nio magical leakage. The archmages
and Loremasters of Ulthuan have mastered the art of grasping
and refining the separate Winds of Magic and weaving them so
finely and so carefully that they can creare spells of Hawless and
massively powerful effect. This balancing and precisely measured
use of the Winds of Magic is Qhaysh, or High Magic, as used
by Ulchuan’s mages, and is the most potent form of magic and

spelleraft.

While High Magic is a potent force in the Old World, it is
beyond the means of most characters to ever atain, EIf Wirards
adventuring in the Old World work rowards mastering the
fundamentals of magic and those who' do retim o Ulthuan o
b ushered into the teachings of True Magic, spending decades,

if not centuries in study and mediction.

DARK MAGIC

Unerained, unknowing, or irresponsible magic users who do

not care or have the ability to develop the incredible sharpness
of mind required ro weave Qhaysh from the Winds of Magic
may chooss a more direct, immediate, and dangerous path for
their spellcraft. Such spelicasters may channel all available magic
around them into their spells; regardless of the different pares in
the surrounding envirenment, and focus it inte a far less specihc
spell. Such spellcraft is less spell conseruction and more abrupt
acts of absolute will. Those who wield magic in this way do

not arefully sculpt and tweak the Winds of Magic so much as
simply grab the Winds and force them into the effect required
through harsh and bloody-minded determination. This form of
magic is called Dhar, or Dark Magic.




HiGgn Magic AND DHAR

In the Old World, High Magic is not a thing in'its own right, like any of the separate cight Winds of Magic. It is instead the process
of using the Winds of Magic in'a balanced, focussed, and safe way.

In 2 similar manner Dark Magic—or Dihar—is usuallv the result of careless, instincdve, and grasping use nfmul[iplf: Winds of
Magic. It is manifested through most hedge wizards and witches (who don't really have a dear understanding of the energics they
use) as an unbalanced, unfocussed, and d?l]gﬂm miash of elements from all the Winds of Magic in a particular area. It is rurned
into a rudimeneary I:l]'mugh often quire ]Jn-wufu]} spell through :he selftbeliefand Eu-roe of will of the caster,

To be this dear-cut, however, is not in keeping with the navire of magic, thus there are reversals to this law of logic. OF these, True
Dhar, or true Dark Magic or Black Magic, is the most werrifying and dangerous. This vile force is a-thing in its own right—it is
Dhar that has come into existence by itself, Iv is elements of all cthe Winds of Magic crushed rogether and stagnated. This perverted
magic can be deliberately drawn upon by powertul and often megalomaniacal beings to charge immensely powerful and dangerous
spells.

The spells forged fram Dhar are like a club wielded by a Norscan raider, crude, terrifying, and apt to strike down anyone and
anything in an indiscriminate manner. By way of contrast, the spells of High Magic are like the arrows of the High Elves—precise
and awesomely effective. The foul magic created through the use of True Dhar are quite unlike either of these two forces. To use
Dark Magic to accomplish your aims is akin to throwing down all conventional arms and summoning a Daemon of Chaos o
slaughrer your enemies.

Darx Erves anp Dark Maaic

Dark Elves choose to use True Dhar because iv requires more will and absolutism ro wield than High Magic, which requires
eranquillity, focus, and parience. Av the bidding of the insane Witch King himself, the Dark Elves have bent all their arcane
knowledge co creating throughout Naggaroth an envitonment whiere True Dhar can form more easily than almost anywhere ¢lse in
the world. I there is litde or no True Dhar in cheir vicinioy, then Park FIf sorcerers like Malekith and Morarthi are able to channel
and crush together all the Winds of Magic, focussing them perfectly to create an entirely intentional manifestation of Dhar that
they can utilise as they please.

Dark Magic is similar to High Magic in that it blends the Like the eight individual Winds of Magic, True Dhar is separate
various aspects of many different Winds, buc it differs in char and exists outside of mortal interference. Dhar is a careless mix
it is corrupred. polluted even. Where Colour Magic and True of all the colours of magic in an area, used for maximum and
Magic are controlled, Dark Magic is wild and unpredicrable, swiftest eftect, True Dhar, however, is not just the process of
crudely drawing on 4 number of winds. often pulling too much,  using the pure colours of magic in an unbalanced way; instead,
resulting in terrible and unexpecred side effects. its an independentdy existentstagnant pool of all the Winds of

Magic. True Dhar, then, is perhaps best described as the resulr of
‘all the colours of magic in a particular area swirling and merging
together under the pressure of physical reality, coagularing and
stagrating in 3 mietaphysical sense, Within True Dhar, none of
the eight colours of magic retain any independent identry.

Spells of Dark Magic are potent because they use all available
magical energy in an area. But this also releases a lor more
unguided and partially activared magical residue into the
material world. ‘This unditected magical residue can manifest
itself in all sorts of unwanted ways and with often unintended
side effects. The side effects can manifest as summoning Theories on Formartion
ot Aethyric entities, physical murations, or psychological

ieration:. Jﬂthﬁugh those who study this heinous form of magic regard

it as a kind of corruption of sertled and undisturbed magic,

TrUE Duar theyare not absolutely certain s to how it forms, even if they

feel eertain as to the why. The most popular theory, presented
But Dark Magic can form of its own volition through Human by the combined works of the Light and Gold Colleges; is that

spelleratt. Collecting in bleak places, near lodes of warpstone just as there are areas of the mortal world where the Winds

or corrupted lands, it is this form that many of the Orders of of Magic are particularly dynamic, and there are also areas
Magic refer to as True Dhar. Dhar that forms by itself is the vilistethe Winds oFMagic‘cr:asc 1o blow regularly but where
most rerrifying and dangerous of all Aethyric energy manifest the Greac Vorrex of Ulthuan doesnt rouch ;tm ngly enough. In

upon the mortal planc. these areas of isolarion, the colours of magic slowly combine




into immaterial pools. It is in these areas where True Dhar is
thought to begin forming by a process that could be described
as Aethyric stagnation.

This darkest magic could be described as magical energy thar
has become trapped within particular pans of the mortal world
where ivcannor leak our or be stirred up by either the Grear
Vortex or the Acthyric Winds and has lost its creative vitality.
True Dhar could be seen as Aethyric energy thae smothers
physical things, breaking them down into their compaonent
parts, only ta crush them into a new form. Onee this true
Dlark Magic hias formed, no amount ::-I"ag'[ta.ﬂnn Or e can
ever purify it again—ir remains perpetually soured, dark, and
destructive

The Substance of Destruction

While a Magister might argue that mortal-enginecred

Dark Magic is ne more evil than High Magic is good, True
Dhar, on the other hand, could be seen as something that i
almost enrirely bent towards deconstructing, suppressing,

and dominating physical things. However, by mixing Dark
Magic with other Winds, various darker methods of magic are
praduced, such as what resules when Shyish and other Winds
are blended to create Necromanicy.

True Dhar'is said o be drawn to those beings who seek ill
towards other beings or the world at large. True Dhar promotes
anabsolure vision of destruction and dominsnce where ather
magic promotes cycles of extreme adaptation and creation. This
means that Dharand Troe Dhar aré the most destructive of all
Aethyric forces, used knowingly by only the maest power hungry
or insane spellcasters—like the Druchii (Dark Elves) or pechaps
the greatest pracuitioners of Necromancy.

The Price of True Dhar

But the price of mpping into True Dhar is high indesd, for nor
only is it just as hard to use and focus into a spell asis True
Magic, but ir is also Far more likely to consume the one who
uses it. To those with witchsight unfortunate enough to have
witnessed it, True Dhar is said to Aow like sluggish tar, and
any being it is drawn to will have their minds and souls slowly
drown in its black and sticky deprhs. Where High Magic is the

combined magical energy of several Winds used with a-total

tranquillity of mind, an acute sensitivity of will, and focus of
intention, and where mortal-creared Dhar is multiple Winds
of Magic used without subdety, determination, and ofren
blind selt-belicf, True Dhar is very different indeed.

‘True Dhar must be actively wrestled into shape, requiring
supreme strength of mind, 2 megalomaniacal self-confidence,
and an absolutism of will and purpose that only Humans of
true or borderline insanity could ever hope to posses. Even
the most sane and balanced person exposed long enough

to the malign energy of True Dhar will become psychoric,
absolurely self-obsessed, and completely uncaring of other
living ereatures.

— EARTHBOUND MAGIC —

E:::h of the Winds of Magic Hows around the world. Their
owers and influences wax and wane in serength as they
move, depending upon what they come into conract with, Each
of these Winds disperses in a subtly different way from the others,
some quickly and thickly, others slowly over wide areas. They are
often drawn to or repelled by different things, sometimes creating
hotspots of magic (like the Athel Loren), and other fimes creating
null-zones where-there is almost no magic avall,

Wharever their parterns of dispersal, the Winds of Magic
permeate and are absorbed into almost everything in the

warld with which they come into contact, The degree of
this absorption and its effect varies hugely depending on
the particular Wind in question and the objecr or ching it i
permeating,

Living tissue can absorb considerable amounts of Aethyric
energy, while other marerials (sometimes lead, others obsidian)
are magical nulls. So with this exceprion, almost everything
that the Winds of Magic touch is sawurated by rheir power to
somi degree or another, creating an ambient hum of magic

everpwhere in the Old World.




The tloser ane ravels wowards the Chaos Wastes and che soarce
of the Winds of Magic, the greater this saturation becomes, and
the mere abvious its effects upon the mortal world. Murarion

is rife amongst creatures and plants. Nature frself is warped and
changed and the very physical laws thar govern realiy-bezin

tey break down. Worst by far, the more magically siturated the
environment, the more frequent and profound are the physical
manifestations of various Chaos Realm entities. The further one
travels from the world's poles towards equatorial regions, the
weaker the ambient hum of magic becomes:

There is no upper limit on the amount of magic a physical
thing can be saturared with, A tree could absorb a certain
degree of magical energy without any noticeable effect, bur

if this absorption continued, the tree would start ro manifest
supernatural traits. To may stare t produce fruit or Howers
where it never-had before, In tine, these fruits and blossoms
might become endowed with diverse magical properties, If the
level of magic in the anca continues to increase, and the tree
absorbs more magical energy than it leses to the suction of the
Grear Yortex, it mighe start 1o manifest even wilder sapernazural
craits like mobilicy or even selfawareness: Eventually, the tree
will seare o lose any stable phisical coherence and dissolve into
a churning mass of constantly shifting marter and energy.

This does not mean everything the Winds of Magic touch has
the capacity to store:magic indefinitely. All magic leaks slowly
out of all things as it is drawn away by the Great Vertex in
Ulchuian, This Voreex is the only thing that stops the world
from becoming so saturared with magic that it becomes an
extension of the Chaos Wastes, or even just a wider portal 0
the Aethyr itself, The reason the northern Chaos Wastes remuain
eternally warped and bizarre is because the Winds of Magic
blow so strongly and consistently there, perpetually renewing
the amounts of magical energy that saturate the environmen far
more quickly than the Vortes can draw away.

While there is no maximum quantity of magic thata mundane
object might be able to contin; there is no guaranree thar the
permeating magic will'seay unil capped int by 2 magic user.
The magic permearing something can drift/leak/be drawn away
by a proximity to leylines, hénges, and the Grear Vorwex, The
level of magic left in most physical objects, areas, and things
will graduatly lessen if the Winds do not blow over and through
them regularly.

Oinly items char have been especially prepared and
manufactured by skilful Magisters or Runesmiths are able o
store magic safely for any lenzth of time. Indeed thisis the
whale basis of runecraft and what makes it so special—it can
arteact and store the Winds of Magic with excellent stability
and for long periods. With mundane things like grass or tocks,
niagic cin drift our juse a8 easily as ic drifis in. Runes, on the
other hand, are designed to srore magic within the item they
are carved upon. The runes only release the magic under the
direetion of the wielder and enly according to the paramerers of
the runes storing the magic.




Because mundane things like grass generally have a very

tor a magic user to draw enough energy cur from them to
power anything bur the most minor of spells: Addirenally,
once ambient magic has been drawn out of the surrounding
envirenment (as opposad to directly from the Winds
themselves), it takes a while for thar mundane object to be: re-

l low ambient saturation of magic, ic is exceedingly difficuls
F
]
|
F saturared.

WAYSTONES AND LEYLINES

In the centuries following the creation of thie Vortex, the people of

Uthuan set abour TESTOrng and m:u:nding the network of massive

menhirs and obelisks thar criss-crossed their island continenvand

all the continents of the world. The best guess is the first of these

lines of obelisks had been erecred by the near-mythic Old Ones

countless millennia before as borh a means of travelling across

: the world in an instant and also o AnagE the trickles ::-fmngic

: they had used 1o shape the world o their design. These varioos
obelisks (referred 1o most commonly as Waystones, although they
are also referred to-as Fay Stones, EIf Stones, and many others)

l lay' upon faule-lings in realivy, either narur:] or somehow created

|

|

by the interference of the Old Ories. Afeer thie firse war against
Chaos and the disappearance of Aenarion and Caledor, the Elves
harnessed these Leylines to act as an aid and focus for the Grear
Vortex itself. Aethyric energy was already drawn o these Leylines
£ power the Old Ones”network of minor porcais; The Elves took
it upon themselves to s'tud}' and-alter the Lt}rlim's so that would
act as 4 kind of boost for the Vortex they had created—the energy
drawn 1o them redirected rowards Ulthuan and the Grear Vorres.

In time, the Dwarf Kingdoms learned from the Elves of the

} Grear Vortex and the nature of the lines of Aethyric power that
criss-crossed the world. They were still recovering from che
horrific predations of Chaos and were gaining an understanding
of the vital importance of draining magic out of the world. The
Dwarfs used their own considerable understanding of how o
bind magic to objects through runecraft o extend and improve
the Waystone nerwork. The Elves and Dwarfs erecred many

thousands more Waystones across the world along existing
Leylines, connecting o and enhancing the stones and lines
created by the Old Ones. In time, these hybrid lines of Old
Ones, Elf. and Dwarf arcane artisanship came to be the focus of
truly massive amounts of magical energy and became integral o
Ulchuan’s Vorrex system, |

Much larer, the savage tribes of Humans thar had begun

to migrate across the Old World came to believe that the
Waystones (or Oghan as they referred to them) had been
placed by Gods and spirits. They began ro erccr their own crude
standing stones in mimicry of the mare ancient ones. Many of
these stones were little more than markers of great battles or
the resting places of chieftains. There were many others that
the early Humans, sensitive to the flows of magic, erected over
existing lines of poweer, or places contaminated by warpstone
and so on. Most of these Human-built stones and Henges were
endowed with greac religious significance and were often places
of meeting, worship, and sacrifice.

To this day, from continent to continent the majority of these
obelisks and the Leylines they rest upon draw the Winds of
Magic into themselves, then guide these energies in'a gréat
spiral towards Ulthuan and the Voreex. Throughour history,
magic users of all kinds have both wittingly and instincrively
buile their dwellings along these lines of Acthyric power. Many
places of great arcane disturbance can be found where two or
more of these lings inrersece. These intersections form imporeant
hub points, or Henges. in the Ogham network, where several
different Leylines will meet and the flows of magic will join
and be focussed through an even arger line, Although they can
be found across the mortal realms; the greatest concentration
of Henges in the Old World can be found in the foathills

of Karak Eight Peaks, within Athal Loren and the Laurelom
Farest, and all across the misey isle of Albion—where the word
*Ogham” is said to originate.

Ulthuan is the destination and focal point for all the
channelled magic chat is drawn along the world's many
Levlines: It is also the destination for the raw Winds of Magic

B o

Upon the Mortal Plane the porential for change from one state to another is locked within every single thing thar exists. et within
this realm, bound as it is by Natural Law, potential is limired along relatively specific lines—an acorn can grow only into an oak,
not a bird. Bur magic can change all of rhis. For magic, by its very nature, picks apart the narural laws of the Mortal Plane, and
this is, I believe, because it is the force of raw potential itself. With magic flowing through it, an acorn could grow and change
into almost enything, as it is saturated with the momentim of beundless porential.

Yet everything thar enters and exists upon the Mortal Plane is surely bound to some degree by irs laws and restrictions, even the
broiling potential that is magic. As the w!m[[_p inexplicable forces of the Aethyr seep into this world, loose purpose and form is
somehow forced upon it, refracting it into eight distinet humours—although precisely how and why this might happen I do nor
et know. Those blessed and cursed with the den‘:,yrtc uision can see this energy as lavered mists of colour, building inro boiling,
turbulent clouds and multihued storms or rivers where the barriers between the Aethyr and Mortal Plane are particularly tenuous,
as indeed it is far ro the north around the Chaos Wastes.

—EXTRACTED FROM A Mopest TREATISE INTO THE NATURE 0F Magic.
PENNED BY THE LATE GOTTHILF PUCHTA PATRIARCH OF THE GoLp COLLEGE




thar blow across the known world from the MNorthern Wastes.
As a result, Ulthuan is the focus of titanic amounts of magical
enerey a8 the Winds of Magic and the focussed magic of the
Leylines converge upon its shores and gradually form into the
Great Vorrex itself before draining our of the world and back
into the r"urh}'r_ Should the Waystone and Levline network
be damaged enough, the fne balance of energies may well
collapse and consume Ulthuan in'a helocause of rvw power,
tuening it into another Realm of Chaos,

CORRUPTING THE WAYSTONES

Magic users of all kinds choose to build their emples,
residences, and laboratories above intersecrions in the Waystone
neework where they can tap into some or all of the facets of
magic Howing through them. Pare of the arcane genius of the
Leylines is thar they keep the Winds of Magic concentrared and
Howing in-a dynamic fashion, A Magister of the Order of Light
would be able to tap into and draw upon the encrgies of Hyh
far more casily as it is focussed along a Leyline,

Leylines are also a very anractive prospec tor those thar draw
upon mixes of the colours of magic, eicher in the clean form of
High Magic or in the dangerous form of Dark Magic, because
all colours are present as they How along the Leylines: Cerrain
powerful and enrirely corrupred warlocks and necromancers
have found ways o corrupr the Leylines as they pass through
Henges. If the exic path of magic entering the Henge can be
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blocked or destroyed, then the magic flowing into the Henge
will be trapped within the stone circle itself, unable to move
onward and unable to leak out inte the aumosphere unless
tapped into directly by a magic user. Such a thing is terrible,
for not enly does it risk destabilising the delicare balance of the
Grear Viormex, buric al
the Henge will gradually combine and stagnate into that most
dangerous of all Aethyric energy, Dhar.

so means thar the magic contained within

Whilst there are some naturally oecarring areas that lead to the
combination and stagration of magic into True Dhar; these
areas tend 1o be Aukes and are generally remporary, kisting
anywhere from just a couple years ro 2 couple of centuries.
However, if 2 Henge can be corrupred, magic continues te flow
into it indefinitely, never leaving unless actively drawn out by

a spellcaster, This would mean thavthe Henge would have an
eversgrowing and ever more stagnant and destructive supply of
Dhar, killing all life within proximity to the Henge and perhaps
even coalescing slowly over the millennia into Warpstore.

This kind of Henge is rruly a necromancer’s dream, It is magic
{or soul fire) trapped wholly upon the mortal plane and yet

cut off from the Hows of magic and the dicrates of the Aethyr's
denizens. That is, energies umable o wildly warp and muce the
physical world around because of is conminment.

All sancrioned and sane Magisters in the Old World and
beyvond will do everything they can to prevent the corruption
of the Waysrane aetwork and it Henges, even if most of them
do not perfecrly underseand how the lines work, In facr, ivis
not unknown for Magisters on official College business, or
even marching to war with the force to which they have been
seconded, to delay or suddenly abandon their mission if faced
with the horror of a magically blocked or corrupred Henge,
The Magisters may attempt to destroy the Henge altogether—
though Elven mages would look upon such anendeavour

as insane and even more dangerous than leaving the Henge
corrupted. An Elven mage would not stop working until che
Henge returned o nornial,

W ARPSTONE

Warpstone is solidified magic and 15 a hideously dangerous
substanee; Although it 5ssolid and has density, mass, and
dimension; Warpstone is not made of any of the elementsof
physical existerice. It is entirely its own thing. The Orders of
Magic believe that if left undisturbed in'an aréa long enough,
Warpstong; like magic, undergoes a transformation from the pure
substance in first appears as, 1© an even more destructive and
dangerous minted form. Warpstone is rare and important because

stuftof both pure magic, and physical exisence.

The exrraordinarily rare substance of Warpstone was discovered
by the Empire and was given the nickname “Wyrdstone™ alter
the destrucrion of Mordheim by a large metcorite of the stuff
around five cenruries ago,
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In Warpstone, all the colours of magic hecome temporally and
physically manifestin such a way that any sentient creature
can see it, touch it, and utilise its power simply by holding

it or standing near 1o it and concentrating, Bur Warpstone is
incredibly dangerous because it acrually leaks magic into the
surrounding environment, sacurating everyehing around it with
it5, enerey,

This saturation manifests in the forms of spontaneous
mutation, the warping of solid forms, the manifestation of
dreams, memoriss, fears, various peychoses, and other random
and supernatural happenings. In thisway, the effects of the
physical presence of Warpstone are the same as the ill effects
thar comefrom using Dark Magic, only much more acute,
The presence of Warpstone always causes these manifestatons,
unless stored in a thick magically null box or some other
magically null containzr,

No ane is entirely sure how Warpstone came into existence,
One theory offersd by the Loremasters of Hoeth suggests
Warpstone was-a substance first created by the pre-historic Old
Ones to power their inexplicable arcane devices, like the Chaos
Gates: The Lorerasters theorise thar when wharever eatastrophe
overtook the Old Ones, the great power source was ejected from
its place beoween boch the marerial and immarerial universes.

Pure Warpstone, then, is thought to be all the Winds of Magic
made into a solid with anextremely random and dangerous
infuence over all things ic touches, In addition o leaking magic
into the environment, Warpstone actually draws the Winds

of Magic to itself so they swir around it like a mini-vortex.
Depending on the size, age, nature, and positioning of a.chunk
of Warpstone it can play all manner of wicks upon those with
witchsight. Some Wizards have reported becoming blinded by
the foul rock, while others claim the substance causes ripples in
their visions.

Once Warpstone comes to rest upon the mortal world, it
arrracts to itself the Winds of Magic, sucking them into irs core
and crushing them rogether. The longer this goes on, the more
dangerous and tainted the Warpstone becomes. The Golden
Chrder regards Warpscone that has sac upon or within the
mortal world for any length of time as rainted and increasingly
dangerous, Such ancient and rainted Warpstone (as was used by
Nagash the Black during his blasphemous experimentations so
many millennia ago) cannot create any effect othier than ones
thar are destrucrive or dominating in nature.

The longer Warpstone resides on the mortal world, the more it
absorbs‘and crushes the Winds of Magic into itself, in essence
becoming solidified Dhar instead of solidified High Magic.
Such-ancienvand rainted Warpstone may have less facilicy 1o
work bixarre and wondrous miricles chan it would w manifest
harrific and hideous change or mutation, Ancient Warpstone
is very bad news and is sought after and used only by the most
powerful and insane Human magic users. Terrible immaorals
and semi-immortals like vampires and Dark Flves, or the

Chaos murants known as Skaven, also pursue Warpstone for
their own wicked ends. However, whether freshly arrived upon
the moreal world in che form of a meteorite or whether iz has
rested deep in @ mountain for millennia, Warpstone is best
avoided atall costs.

AVAILABILITY OF WARPSTONE
(a.X.A. WYRDSTONE)

Although there is a reasonably high demand for the stuff,
Warpstone (or Wyrdsrone as is its more comiion riame
throughout the Empire) is amongst the rarest and most
staggeringly valuable substances in the world. The chance

of finding some is very slim. The most common reason that
some misgttided fool would seek Warpstone has to do with

the legends dating back to the time of the destruction of
Mordheim that claim Warpstene can serve as a catalyse in the
transmutation of base merals into gold. This possible usage for
the stones has become the primary obsession of those who seek
it, for many are willing to pay princely sums for stones that will
ke them an even larger fortune.

There are those who continue o seek the stones for their

more arcane uses. Each and every one of the Imperial Colleges
teaches this is a fool’s gambir, being exceedingly dangerous

and distracting from the study of rrue and constricrive magic.
Whrdstone is raw and uncontrolled magic, and few who seek to
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use ivdo not learn 1o fear its power instead, For every folkrale
of 4 harvest char doubled; there are two about the harveses chat
rotted in the field when exposed to the strange glow of the
stanes. For every tle 6fa dog that learned o' speak amusing
anecdores like 2 man, there are many darker rales of animals
that turned inte gruesome and savage man-heasts. The tales of
magical healings are mixed with many of mutation and death
broughe en by exposure to the stomes.

OTtuER MAGIC STONES

Alchough Warpstene is forbidden by law and tradition of the
Colleges of Magic, this has not stopped many of the Colleges
experimenting with WaVs to store amountsof pure miagic for
future usage. Alchough every one of the Colleges practice some
form of runecraft, Human Magisters are far from expercin the
ways of binding magic to items through means of runes. Unlike
the Dwarks; Human runecraft tends to have a limited effect
and lifespan, and so is not therefore the best way ta store large
amounts of magical energy.

It was the Golden Order that first theorised power from a single
Wind of Magic could be isolated and forced under an intense
and artificial pressure, making ivinto a tangible “stone” of

that colour of magic. This stone would not have the raw and

. HicH ELvES AND POWER STONES -

The mages of Ulthuan have been crezring stones of solidified magic for millennia. Their abilities at doing so far surpass anything that
Human Magisters could hope w duplicate. Elven power stonies are absolurely Bawless and can be of almost any sise. The énchanted

- sword that Loremaster Teclis forged for himself at the time of the last Grear Chaos Incursion is Fabled to have had cight such gems

| upon it; one for each of the Winds of Magic. Only such a powerful Elven are hinage as Teelis would be able to unlock the power of
such a weapon without-cusing great harm to himselt:

dangerous power of Warpstone, as it would only posses the
powers and predilections of ene of the strands of magic, not all
of them. It would be of manageable power and not blinding ro
Magisrers.

It was the third Pariarch of the Gelden Order, Magister
Parriarch Theodor Habermas, whe first succeeded in devising

1 way to-fold 2 strand of Yellow Magic in upon itself again and
again, somehow imposing physical laws upon ir, unl evenrually
is became like a glistening yellow mist, then a sparkling yellow
liquid,. chen eventually a kind of semi-teanslucent golden stone
that shone with an inner tight. ‘The properties of this stone
were marvellous, for it could be used in different quantities as a
reagent for any alchemical experiment; and could alse be used
to pawer certain devices and magical implements used by the
Magister Alchemists of the Golden Order.

TuE PHILOSOPHER’S STONE

Patriarch Habernias regarded the stone he had created a5 the
ultinmate facilicitor of the studics of his Order, and so mmed it

the Philosopher’s Stone. Sinice thar time, all kinds of wondrous
capabilities have been aseribed o the Philo;opher'& Stones of the
Golden Order, indluding an ability to turn base mazerial into gold
and even grant immortality: These stories are patent cxaggerations,
bur this has not kepr privately studying alehemists from trying o

BT

names, Here follow some of the most commonly used:

Stone Name

Goldsione

Vitaellum

Wind

TABLE 2—1: PGWERSTWESGFT}ECOHEGESGFMAGIG

The magical stones of power thar the Imperial Colleges very mt}r PANAZE 10 ‘pmduoe fiar their own umge have many different

Magic College

Amethyst College
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reproduce the F‘hilnmphcﬂs Stone using ncrn-mAg,ical alchemical
means alone—an impossible and fruitess venre:

Such is the power of the stories surrounding the Phii{:mpl‘:er;’s
Stone that the Golden Order now refer to compressed nuggets
of yellow magic as 'Goldstones’ instead.

Orver the centuries singe the Paeriarch's brca]\'thmugh, ii'ading
Magisters of other Colleges have found ways of achieving the
same end with the orher Winds of Magic. The Bright College
has managed to find a way of compressing Aqshy into what

iv calls Fire Rubies; which they have been known to sex into
rings, staffs, and the hilts of weapons aleng with an activation
rune; These items are amongst the most pnwt‘rful, deéstructive,
and rare items in the Old World, as are any and all magic items
produced by the Colleges of Magic.

Chapter II: The Nature of

CREATING THE POWER STONES

Each College has its own way of creating stones of power like
those mentioned above, though the basic principle of doing
so is one of imposing physical laws onto a small fragment of

2 Wind of Magic. It is important to note thar enly the most
pawerful and experienced Magisters of the Orders can even
attempt o create stones of power. They de so only rarely as it
is ane-of the most exacting and exhausting endeavours that a
Magister can embuark upon. The complex rituals and processes
involved in doing so take anywhere from weeks to months. As
a result, very few items would have such a stone atrached to i,
anid only full Magisters (Master Wizards) and Wizards Lords
would be likely to pesses one. For more details on Power Stones,
see Chapter Seven: Magical Tools.

— THE STUDY AND Ust oF MaGiC —

M:gic saturares everything in che moral world w varying
egrees and has done so for countless millennia. Asa
result, most of the races that exist have evolved alongsidrr magic

and with magic permearing the very fabric of their beings.

MaGicAL APTITUDE

In theory: every living being is touched by magic whether they
know iv or nor. Those who manage rarouch the Winds of
Magic back, urilising its power, tend to do so subconsciously.
Such people are not even <o powerful or focused as Hedge
Wizards, but they may be more lucky ar playing dice; or the
opposite, existing under a cloud of perperual bad luck.,

In simple rerms, just as almost any Human may leam how o

swing 4 sword, almastany Human conld, with enough time and

effore, be rrained to perceive the Winds of Magic as they blow
down from the distant north. The further north one travels, the
more likely it is thar the Human inhabitanes of the region will
be able to perceive the Winds. However, just a5 not everyone
has the same apritude for swordplay or soldienng, so oo rot
everyone has the same aptitude for magic use and spellcraft, In
fact, very few people possess such an aptitude, Although any
Human can theoretically be trained to perceive, if not use, the
Winds of Magic to some degree, this s a litele known fact—if
ir is known ac all, With incredibly few exceprions; the only
people who go on 1o study magic or practice spelleraft are those
wha have demionstrated an uncommeonly advanced magical
sensitivity or have manifested supernatural powers, intentionally
or atherwise.

A large part of the reason thar there are comparatively so few
Magisters of any skill within the Empire is perhaps due ro the
sheer complexity involved in casting anything but the most
minor spells. Very few Humans ever even dream that they might
have an apritude for magic and sp::ll_:.:ra!"r in the first place,
because they sense nothing of the Winds of Magic. If they do,

they are rold they are mad because of the strange Rickering
colours they see and strange sensations they feel. Most who are
sensitive but without direction may begin to doube their sanity.
Very few people who suspect they might have an affinity for
miagic would cver choose to admit ir to themselves, ler alone
anyone else,

TuE DisricurTies oF Using Maaic

Spelleraft isas much an arcas are sculpting or painting;

It is a terribly involved and intensive academic study chat
requires from ics student the ability to think larerally, ro have
considerable skills of reasoning and a superb memory. Only the
most mentally agile and naturally talented individuals who are
also dedicared and driven to the pursuit of excellence ever have
the patience to become even mediocre Magisters. These few
view the study and use of magic and spt:i]craﬁ as an ohsession or
almost priestly vocation, not just a career cheice.

Even the poorest Human soldier ean be handed @ sword, and chey
will know that they must hold the hile to swing the sharp edges of
the blade, Yer with magic, it is not obvious to thase who do not
fully understand the Winds whar constitutes dangerous and safe
activitics: In all matters oFarcane magic and spellcraft, one must
know exactly what to do toaveid some kind of dangerous Bllout.
Even the slightest miscalculation in grasping magic cin result in
mutilarion, mutation, insanity, or death.

Using mugic is like trying o grasp a naked, razor-sharp blade
that is alive in some way, thrashing and rwisting in one’s hands
from the moment ivis grasped. Everyone would have the
potential 1o learn how tw hold such a blade, but only the very
strongest, determined, and narurally dextrous would keep their
fingers long enough o be able to put any theories of how 1o use
it into practice.

Learning how to manipulate magic safely is nothing if not
hazardous.
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THE AETHYRIC SENSES

In addition to the usual five senses of sight. scent, touch, taste,
and hearing, there are three further types of senses all rrained
Magisters possess and other untrained people might posses in
some way. These senses are those thavallow 2 Humin w beconie
aware of the unseen world, the immaterial world; which magic
occupies. Although the senses can be sporadic and flecting in
some untrained MAgic users, somerimes giving a strong effect
and sometimes giving none at all, ne magic user can simply wrn
them off, The mare training a magic user has in the arcane ars,
the clearer these senses become, and the harder itis to ignore
them.

INTUITION OR. AETHYRIC ATTUNEMENT

Intuition is the simplest and most common of the Aethyric
senses, It is also the most casily ignored. Although evervone feels
it from time to time, most shrug it off as foolish or irrelevant.
However, inwition is the most commonly observed gateway

of Humans to all Aethyric sensitivity. Acthyric Auunement is

4 very real form of Aethyric awareness. Chances are if a person
experiences a sudden Hash of unexpected insight, gets goose
bumps, or shivers though the day is warm, then that is probably
a demonstration of an intuitive response to some kind of

activity in the Windsof Magic.

Intuition is the sixth sense. Itis the ability to feel the Winds
of Magic. Whether it is refined and I:J:t."-’i.‘lﬂpcd ar not; it is a0
individual’s inbomn ability 1o sense the various mavements,

disturbances, and “Havours” of the Winds of Magic as they
move around or theough that individual. Very few people who
teel these atherwise inmngible movements of magic know

or understand whar they are feeling or know it is due wan
immiterial force excernal to chemselves, rather than just some
passing feeling brought on by indigestion or lack of sleep.
Intuition is most often mistaken for some feeling other than
what it is—the perception of the Winds of Magic.

The more developed it is. the more likely onewill be able to feel
when a spell is being cast or some other Aethyric disturbance
occurs. However, just because this person can feel the spell
being cast. it does not mean he knows what is happening—he
knews only something is happening:

Commonplace intuition is the Sixeh Sense Taléne and does

not signify 2 noticeable ability with or awareness for magic.
However, in seme people this sense is more highly developed,
pethaps by some freak of nature or because of the particular
psycholegy, belicks, or personality of the individual. When this
is the case, this heightened intiton is expressed as the Aethyric
Attunement talent,

Depending on the experience of the magic user, Aethyric
Attunement can manifest itself as anything from a faine shiver
when the PC s in proximity to 2 magical object or:someane
casting a spell, to a very specific'physical and/oremotional
reaction that is dependent upon the strand of magic being used.
For instance, when in proximity to Agshy, PCs with Aethyric
Awunement might become restless, irmitable; or aggressive.

They might become physically warm or even hot. They might
imaging they cansmell brimstone or ozone,

The same applics 1o the other Winds. Check their entries (see
pages 33-37) for the kind of emotions and physical processes
that each of the Winds of Magic are deawn o and promote.

With regard o all forms of Dark Magic, any PC with Aethyric
Attunement in proximiry to it feels an edge of panic and of
creeping dread. This does not necessarily apply o the one using
the Dark Magic, because his or her mind is inveriably flashing
with coloured lights and rushing with a sense of incredible
power.

Magicar Sense AND WITCHSIGHT

“Witchsight,” sometimes referred to as the seventh sense, is

the term widely given by Collegiate Magisters to the abilicy

ta actually see che Winds of Magic. In some ways, this term

is negative; as-no irained Magister would ever accepr being
called a witch and cerrainly do not consider themselves as such.
However, the rerm is older than the Colleges themselves and has
entered the common vernacular of most Magisters alongside less
degrading terms such as “spirit-sight.”




Witchsight can be a valuable tool in hﬂ:ighu:ning the ténsion in a game. As any character who can cast spells has this ability, which
strengthers and becomes more disturbing with the more power they accumulate, GMs can use wirchsight to foreshadow events.
For instance; if the characters move through an area in proximity to a lode of Warpstone, & Wizard in the group might see piles
of roiling maggots, blood seeping from the trees, red clouds dancing in the sky, odd patterns in the grass or worse, all of which
point to seme approaching danger. Furthermore, GMs can use witchsight to provide clues toward solving a particular mystery. For
instanice, in a particularty brutal murder scene a characeer with witchsight might sée a glimpse of the killer's face as it really is—say
owisted by Khome's dark will.

In shorc. witchsight is & GM rool. As it is fickle, and unpredictable, characters can rarely harness this abilicy. to exploit it. At your
{the GMs) oprion, you might allow Wizards to use witchsighr to sense magic. requiring them to succeed on a Challenging (—10%)
Will Power Test. If the character fails the rest by 20% or more, the character sees something he shouldn't and gains 1 Tnsanity Point.
In such instances, this can be useful for giving the party in important, but missed, clue.
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Any person possessing witchsight sees the world as if through
two types of vision superimposed upon each other. With his
normal mundane sig_hr. the Atth)frically SENSIVE Person sees
likeany other Human does. With his witchsight, the person
actually sees the Winds of Magic to some degree, either as
swirling clouds and rivers of churning coloured energy, oras
manifestations of their own thoughts, memories; emortions,
expecrations, beliefs, and fears and those of the people around
them. The common expression of witchsight in untrained magic
users is as strange shapes and Hickering lights just ac the corner
of their vision. Dcpq.’nding upor hiow strong ones wi[chsigh: I8,
one may be able t see the movements of magic and magically
charged items and beings, even in the dark or if one’s eyes are
shut, blinded, or missing.

Same people with the most developed wirchsight are able w
see the entire world even without their eves, perceiving with
petfece elarity the souls. thoughts. and intentions of all living
beings around them, seeing how magic swirls around and
through them and all other things in the world. Witchsight
may never be turned off and even the grearest Magisters with
all their discipline have trouble ignoring ic. This is part of the
reason why Magisters and other magic users with witchsight
aresereccentric, if not plain mad. Those with: i are surrouncled
by a world of switling miagical colours, plainly visible thoughs,
dreams,‘and nightmares, Hashes of furure and past events, auras,
and any number of other drcane and bizarre visions.

Unlike Sixth Sense or Aethyric Artunement, witchsight (or
Magical Sense) cannor simply be explained away as just a:
feeling, Itis either considered madness by most people of the
Empire, ar else people with the wirchsight actually beligve they
are seeing physical things existing around them. Those who were
born with witchsight grew up believing thar seeing coloured
auras around living crearures is entirely normal—they may also
be convinced by family and friends who de-not posses a similar
malent that they are haunted or tormented by Daemens: Ina
sense; these friends and families are correct, for these things do

exist almost everywhere, although these things are almost never
visible and can-only very rarely interacowith the mareal world.

CHANNELLING

Channelling is sometimes called the eighth sense by Imperial
Magisters. It is questionable whether Channelling is cruly.a
sense (even an Aethyric one), or whether it is an in-born or
learned abiliry. Essencially this is the most dangerous of all the
Aethyric senses, because 1t is this one thar allows someone 1o
actually manipulate the Winds of Magic, This can manifest
itself in countless ways, from minor Poltergeist activity

around the affected person; right up to Dacmonic possession
or spontaneous combustion. Wharever part of the mind or
personaliy that allows a Human to interact with magic is more
highly developed in a person who can channel. The effect is they
can actually draw to themselves, focus, and direct a Wind of
Magic, focussing and making the energies have a tangible effect
upon the environment around them.

Marurally, people with this ability in small villages or very
superstitions and pious regions often find themselves on the
receiving end of a lynching or witch-hunt. For one untrained

i such marrers, ir is almeost impossible for them not o creare
supernatural effects around themselves unintentionally. 1F

this was not dangerous enough, unwitting magic users can

often harm themselves or be harmed by some Aethyric entity
thar they either have creared through their own fears or have
artracted by their uncontrolled use of magic, Just as someone
who can channel may touch magic, so wo can the embodiments
of magic touch them in retarn. Many are the stories and
folkeales of people troubled by violent Polrergeists and Diemons
who were invisible and intangible to all excepr their vietim.

There is no'Ased order in which & Human may have the three
Acthyric senses, Some have one or two of them, very rarely
someone might haveall three without any training. Those
individuals who can channel without having either of the other

two Acthyric senses are unformnare indeed, for it isdoubiful




that they will ever know how and why it is that they seemed so
cursed by misfortunie and supernarural creatures: Sadly, these
few are the ones who are most readily and frequently argered
by the Sigmarite Holy Order of Templars, as their apparent
corruprion is the hardest of all to hide and the most dangerous
to those around chem.

SPELLS AND MAGIC

There are many different kinds and mechods of spelleraft in

the Old World and beyond, from the Magic (wizardry) of the
Empire’s sanctioned spellcasters, to the nightmarish Serceries of
Chaos servants,

Magic is a force unique and is entirely its own thing, It is not
an amalgam of other, predictable and understandable forces
that appear within the mortal realms but is instead an entirely
unnatural thing coming from the immortal realm of the Aethyr.
In one'sense, magic is the very stuft from which the Aethyr

is made. Ir must be kept in mind that the Winds of Magic
Human Magisters perceive is Aethyric energy as it manifests
itself within the Morral Universe. Magic has the power o
change both matcer and thought, both body and mind, because
magic transcends the usual boundaries berween the marerial and

the immaterial. As the power of fire is to burn and consumie,
the Caloured Winds of Magic that blow down from norchern
climes is not a movement of air or gas, but the movement of the

vital and uncaring energy of rransmutation.

To counteract the dangers that come as a part of magic use,
successhul magic users use a multitude of methods 1o sculpric
into shape. Although there are some people who can sculpr the
Winds of Magic through lengthy ritual and the absolutism of
their faith in a particular God or concept, or through the sheer
force of their towering egos, these are still quite general in effect.
There are few; if any. magic users who:can ereare a-controlled
magical effect withour using some kind of formula or spell.

THE ARCANE T ONGUES

Despite the fact that the Winds of Magic are drawn to physical
things and seck to interact with them, chey are seill random
and uncerrain in their nature and effece. Although willand
intellect can channel magic into a spell, magic is so diffusive
and powerful it takes very specific and crystalline thoughus,
conceprs, and directions. Magic not so fully controlled might
leave a loophole through which it can seep our and therefore
ruin the spell or leave an uncontrolled magical residue behind.

i

 — i

AT

The tmage of a Magister swathed in the shifting robes of his order and chanting the syllables of someé strange and arcane language
is famous throughout this good Empire. I imagine that there are some living within our Empire’s great cities or who have marched

with the Empire’s armies who have met or seen a

spell-caster such as I describe, while the peasants and farmers of the countryside

will undoubtedly know of them from o thousand folktales and legends.

And yer such is the commonality of this image in lirerature and folkeale, it scems somewhar odd to me that so few seem to question
it. We non-Magisters seem ro take it as written thar spellcasters must use strange and arcone languages ro cast their
is this? Why do spellcasters of all kinds use strange and occult languages to enact their conjurations? Is Reikspiel not sufficient for
spellcasting, and if not, why not! And why must they speak their incantations ar all?

According to my esteemed colleague and friend, Magister Patriarch Verspasian Kant of the College of Light, a spell is the process
by which a Magister, sorcerer, or any other magi -user, binds Aethyric energy to his will end sculpts it into a definite form with

a specific purpose. Magister Kant maintains that a spell, ar its most basic, is the i n of mortal will and cerrainty upon the
infinite possibility and uncertaingy of Aethyric energy (most of ten called magic). ;n

forms it could be likened to the metaphysical existence of infinite, unfulfilled and lar gely unrealised porential.

spells; bur why

£

r, he says, the Aethyr and the ‘energy’ thar

Magister Kanr goes on to say thar it is precisely because of the Aethyr’s complete antithesis to the Mortal Realms thar its energies

are drawn to the certainties of its mortal opposite, Indeed, Magister Kang believes thar the one certainty of the Aethyr is that as

wet of its existence it seeks ro drow irs opposites, reason, purpose, and certainty unto itself, and thereby fulfil, the
potential that it is formed from. This is demonstrated most obviously when Aethyric energy seepsinto the Mortal Realms
and acquires for itself laws and provisos thar it almost certainly does not posses within the infinite uncertainty of the Asthyr, such
as irs refraction into the eight colours of magic s soon as it crosses the strange boundaries between the Immaterial and Marerial

a narural
unreali

Realms.

Bur just as Aethyric energy is drawn to, and seeks to interact with, the physicality and actuality of the Mortal Realms, it also pulls
concept unto itself, and so it is that spellcasting can come to be. So in a sense, I think Magister Kant is suggesting that the art of
binding magic and casting a spell is the art of imposing a definire idea or concept upon the primal broiling mass of possibility that
is the Winds of Magic, with the goal of harnessing that force to achieve the specific end that is encapsulated within the concepr of

the spell.

—EKTRACTED FROM THE Liger Craomica By THE Have oF Fataes Ricurer Kuies, DECLARED INSANE




If a spell could be considered a kind of container, then
magic naturally Hows owards the weakese poing in the
container. Spells must be absolurely precise in structure and
specific in purpose, a bit like a legal document where the
wording is precisc in order to assure there is no chance for
misinterpretation, Withour this level of specification, magic
leaks gut of the conceprual container that is the spelland avbest
creates detriimental side effects.

To prevent this from happening, most spellcasters use incredibly
specific formulae to bind and weave magic into spells—
formiulae thac leave litde or no room ar all for the magic vo leak
free, Even pricsts and clerics use hmg and convolured rioal
prayers and blessings that draw and focus the Winds of Magic
in particular ways. This does not take into account the effect
their fith has on the magic or the whims of Aethyric beings.
But still, the principle is there.

In order to create these fawless conceprual containers, languages
have evalved that are so specific and so incredibly deep in their
subitleties and wide ranging in their
vocabulary that when used inan
exacting enough way reduce the
possibility creating a spell dhat

iz nov exact enough to prevent
magical leakage.

THE LANGUAGE
OF MaGick

The Imperial Colleges uses
a language commonly
reterred 1o as Magick

{or less f:n.'q uently .!rr'ngm
pmrmu.:r‘aj o enunciate their spc||s. Lingna praestantia is said
to have been developed with and for them by none other than
Loremaster Teclis of Ulthuan himself.

Though it is said to be an even more complicated language
than the tonal language of distant Cathay, Magicl is sill
only a simplified version of the High Elves’ own language,
Eltharin, mixed intoa kind of dialect with the academic
language of Old Reikspiel. Eltharin, though incredibly more
complex in structure and massive in vocabulary, is fabled in
High EIf culture to be a devolved and very simplified version
of the language spoken by those ancient, Godlike beings the
High Elves remember as the Old Ones: When the High Elyes
cnunciate their own spells of such magnificent power and
breadth: they doiso in their own arcane language, Anogeyin,
which is the closest surviving mortal language 1 the words
spoken by the Old Ones.

Many blasphemous texts, written in centuries and millennia
past, share vocabulary and grammar with the arcane hnguage
of the High Elves: Indeed, dhere are similarities berween many
of the oldest arcane languages, the languages of some elder

races {like the Dvarksand Elves); and the corrupr and caustic
languages spoken by the shaman and Sorcerers of the Daemon
Gods, The Wicch Hunters would be even more concerned than
they already are if they Jearned thi the kinguage the Empirels
sanctioned Magisters use to cast their spells is related to both
the language of the Fey Elves of Ulthuan and ro the hellish
languages of Sorcerers and Daemons, most commonly referred
toas the Dark Tongues.

Many scholars use this exaniple to argue thar all the various
tongues of the Old World are descended from the speech of the
Old Ones. The “prime language™ theory has many adherents—
for many are quick to point out, the various languages of the
Old World are so closely related they can scarcely be defined as
separate tongues, more as highly developed dialects of a single
“Old Worlder” tongue. Thus a Retklander can make himself
ar least basically understood by a Breonnian, Tilean, or even
Estalian (though why he would want to is-another marrer).
Heowever, there is considerable debare amongst the scholars of
the Colleges of Magic as o whether
the prime language of the Old Ones
existed ar all, or even whether the

Old Ones existed!

The inner circle of Magister Lords
at the College of Light hold the
great Old Ones were the first and
only beings to fully identify and
quantify everything That is,
they caralogued every single
thing, state, and process
within the morral universe,
and almost every single thing,
stare, and process tharwas
possible throughand in the
Aethyr. In addidon o this, the Magister Lords also believe that
the divine tongue once spoken by the Old Ones now has a life
of its own, expanding with every dream and every thought of
any and all mortals and immorzals.

It follows thart if there was a prime arcane language, from which
even Anogeydn descended, it would supposedly have a word

or phrase to express every single concept and possibility, and
every combination of coneents and possibilicy, chat exist within
creation without regard for remporality.

Narurally, few outside of the White Tower of Hoeth could
comment with even passing authority on these theorizs, and they
have riever chosen to. Just as Eltharin is a simplified version of
the Elves arcane language, Anageyin, the arcane language of the
Imperial Colleges is a devolved form of Eltharin. Yet possessing
knowledge of even a simplified version of Anegeyin would
denote an ability 1o grasp and verbalise conceprs and processes
that are atherwise inexpressible through zny other Human
language. Magick’s the pre-eminent language of spellcasting in the
Empire precisely because it is exhaustively specific.







hatever can be said about the nature of magic, history

has shown the people of the Empire thiee things are
abundantly clear—ir is 4 real and present force in their world,
1015 immensely dangerous; and it is power, both as‘an absorace
and 453 ph}i'_sim| re'.ﬂlt}'. Somsone who can wield miagic could
potentially do great good for the world. Yer, if power corrupts,
and iF absolure power corrupts absolugely, then the power
g—arhemd by magic 1o its user is potentially more dangerons,
miore insane, and morecallous than the secular power of any
normal murt:ii—t:._rra:'it or otherwise,

Many would-be Wizards have set out with the noble intention
of creating a berter world. Bue, as the saying gees, the road o
the Realm of Chaos s paved with good intentions (well, thar
and skulls:..). The vast majority of magically sensitive people
whio choose to experiment with their powers spend their ase

miserable hours in some dank cellar, cheir ears straining 1o hear
the approach of the Witch Hunters bearing torches or worse,
huddled within a hastly drawn pentacle awaidng the icy touch
of some malignentity they have inadvertently summoned with
their dabbling in the occult world.

Yet within the Empire, there are successful spellcasters of
prodigious skill who are respected as well as feared for their
mastery of the arcane arts. They are the Wizards of the
Imiperial Colleges of Magic. and they alone amongst the
practitioners of arcane spellcraft are sanctioned by Imperial
decree and by the Cule of Sigmar. All other arcane spellcasters
are branded witch or warlock and are invariably burned if
discovered. Such is the price when fear; superstition, and
political expediency merge, as indeed they have in the Imperial
edicts and their views on magic use.

— PERCEPTIONS OF MAGIC & SPELLCRAFT —

Mﬂst people of the Empire, whether they are peasanes,
andowners, rownsfolle. merchants; scholars, or nobles,
are deeply suspicious of anything concerning, magic. Any
supernatural events or effects thar appear on the face of things
1o be reladively benign are usually connecred with something
very bad happening in the long-term.

While very few within the civilised parts of the Empire have
had any direct conrace with the enerpies and servants of Chiaos
{and are happy to kep in thar way), everyone has heard folkeales
abour évil Wizards and the powers of darkness rold byithe
fireside through long winter nights. Furthermore, any citizen

whao regularly amends services at the emples Sigmaror Ulric has
heard their priests wam of the evils of Chaes and theuadoubred
horrors of witchery.

No mutter how upright and respectable a magic user mighe be,
and more importandy, whether civil and religious authorires
officially sancrion him, the majority of Imperial citizenswill
abways be suspicious; if not overtly Frightened by his presence:
Burt though the use of magic is widely considered within the
Empire a frightening and exceprional thing, it still plays a
reasonably prominent part in the ordinary lives of the Empire’s
people, though they might not realise it.




Gods, Dacmons, Spirits, Ghosts and so onare uteerly real.
They are nor old myths. Countless superscions revolve around
placating them, gaining their favour, or escaping cheir clurches.

RURAL PEASANTRY

By far the majority of the rural peasantry in the Old World
would not even think to question where magic comes from, For
peasants, magic is simply a natural, though unsavoury, part of
the mertal world, and they do nor bother ro think much how it
works and why it is there any more than they ponder the force
of gravity. Country folk would be as horrified by whar they saw
as sorcery or witchcraft asany Invperial citizen, Furthermore,
rural peasantry wouldn’t have much of a grasp or a care about
what constirured a spell and-how it was any different or any

warse from the “country eraft” of local healers or charm makers:

The miore rural the area, the more hazy beconve the lines
berween superstition, arcang spr:liq:_mﬁ._ anid rel_ig,iun. Far
instanee; ivis 4 commonly held belief across many of the
Empire’s provinees that spirits live in cornfields, and that they
are driven our or killed when the corn is harvested. So the last
sheaf of the harvest is plaited and woven inte the shape ofa
little man or woman and chen decoraced widh ribbons. This

is then regarded as a habitar or resting place of the spirit of
the crop, or sometimeseven the embodiment of the spirit of
the grain itself. The farmers keep the straw doll safe over the
winter mianrhs, and feed ir ro their cartle and horses come the
spring. Their belief is that feeding the Straw daill to the aninials
guarantees fertile ground for their nexe year’s harvest,

The practice seems innocent enough. It isn't uncommon for
widely spread farms and villages to perceive no difference
between the straw doll ritual and making offerings or sacrifices
ta the spirits of fand and narore, In faice, it is-prcﬁ}r commaon
for rural communities to have a special relationship with the
land and their environment. Th:? spirits may include the Gads,
but also varous minor entities like Maiads, Dryads; Faerie,

and others of folkeale radition referred o as “the Fay”™ These
ritueals and uﬁ;‘_‘rings are 4 combinaton of tradition, r::ii.g[on,—
petry spelleraft, and consorting with magical creatures that the
better educared in Tmperial sociery have carcfally separated and
compartmentalized over the cenruries.

"Thie use of various charms, both physical objects and spoken
rhymes, is commonplace

Oirheers simiply kid chemselves and those who come for their

hielp. In some tegions, such eharms and practioes are considered
normal and entirely different From miagic use. In the eyes of some
witch hunters and the peoples of less rural and larger wowns, such
activities may be considered & form of Witchery, and the people
responsible might be in a considerable amount of trouble.

TOWNSFOLK

Generally speaking, the larger the town, the less bound the
majority of its inhabitants are to the land and the less fearful
they are with regards to the vagaries of nature and the wilds.
Townsfolk beliefs are built more upan the teachings and dogmas
of the organised cults of the Empire than on the folk traditions
of the country. Such townsfolk invariably view the existénce of
magic in the terms that their various priests diceate to them,
which again is largely reliant on the opinions of the individual
priest. S0 magic might be considered curse from “Elder Days,”
ora force found only within “evil” people, or it might be the

direct intervention of Daemons and wicked Gods in mortal

affairs, or indeed any number of other explanations.

Magic users who pracuce cheirares in towns and whoare seen
doing so may well face more of a backlash than they might
expect, depending on the vehemence of the local clerical
COMMUnEEY:

CITIZENS OF THE
CITY-STATES

Imperial citizens are not all the samie. However, in the very larzest
towns of the Empire, city-states such as Aldorf, Nuln, Talabheim,
and Middenheim, the amitudes of the inhabitants are more
cosmopolitan and open-minded. The Wizards of the Imperial
Colleges of Magic dre seen more frequently in the ciry-states. For
their part, the citizens tend tobe mare concerned with making
a living and surviving the hustle and busde of these sprawling
mettopaoliszs than worrying toe much about superstrions. This isnt
to sav that city folk do nor believe in magic or thar they are blase
abourit. In fact, they generally are more concerned in the mareers
of here and now, and leave marters of the rights and wrongs of the
use of magic w the authorities and the culis thar care abour such
matters. This being said, few citizens would choose t have any
direet dealings with a Magisier,

across the rural Empire; e
whether these are to assuré
good luck, or protect oneself
against the. "Evil Eye,” or even
to encoueage fertilicy, love, or
romance. There are also many
foll: healersand forcunerellers
across the Old World, some
actually having a genuine, H
though subconscions, alent. |_

need 1o drown.”

“Don’t accept gifts from wizards, that’s whar my father
always said, No matter how wondrous they seem, you
always regret them in the end.”

— RubgL, ALTDORF BURGHER
“Best ro burn ‘em all. ‘cept the fire wizards. Them yer

—'Own Hos, AvERLAND PEASANT

ancl even fewer would wanr
to be awitness to any of their
SIFANZE SDIOETics.

p I————

Some of the more educated
classes in the Empire, such as
the wealthy, the well-travelled,
and thewell-read, mighvhave

an'inkling thar magic is not
implicidy evil though its use

is extremely dangerous, both

e ——




physically and spiritually. Some mizht also be aware thar magic
is not energy natural to the mortal world, like gravity or lighr,
bur thar icactually comes from somewhere else.

The majority of the Empires diverse peoples, especially the
gervants of the Cale ﬂi:fs'jgmﬂr and the Cule of Ulric, see linde

differentiation in the potential for harm berween the “foul
witcheries” of the Old World’s various Warlocks or sorcerers
and the sznctioned sp::]lu:mi'r of Imperial Collegiate Magisters,

Theusands of years of superstition, paranoia, and fear are hard
ey elispel.

— Tue Grrr oF Magic —

he number of magic users in the Empire has always been

difficult to determine. Human sensitivity o magic is not
necessarily semething passed down the generations or shared
amongst family members. Humans with absolutely no magical
sensitivity ar all can give birch to someons who turns out o
have an acute sensitivity, or indeed vice-versa—although this
is less common. Wizards have researched this topic since the
foundarion of the Colleges of Magic and estimares vary widely,
The most learned agree that perhaps onechild in a thousand has
the potential to become a spellcaster.

Some Wizards have observed when the Winds of Magic rise
drastically, as they did during the Grear War againse Chaos
and more recently during the Storm of Chaos, there appeir to
be more cases of people who become spontancously sensitve
to magi¢ and whe can even manipulate its power, both
knowingly and unknowingly. While some argue that this can
only strengthen the Colleges of Magic, others point out thar
the forces of Chaos will surely benefit just as much, if not
more:

“SuccessruL”? Magic Users

No-one in the Empire is blasé abour arcane magic and
spelleraft. It is never taken for granted by Humans: Fear of

the “Enemy Within® (the subtle corruption of Chaos) isan
implicit part of Imperial culture and is most often considersd
to be anyone who wields magical power. All people of the
Empire are superstitious, the peasants of the Empire’s rural areas
being the most cripplingly supersticious; while the educated;
afflueric intellecouals of the major cities being the least. Bucall
are superstitious and rightly parancid 1o a degree when it comes
to magic and spellcraft. There is & persistent and permanent
harror of mutation and damnation because of it, vigorously

set forth by the Cult of Sigmar. Some, predominantly in cigy-
states like Alrdorl, may brush aside ralk of magic with & smile
and a throwaway comment. This is not due to any true lack of
concern but rather because it makes them nervous just walking
abour such. Mo one wants to atcract eicher witch hunters or evil
spirits with idle chitchar. Those who are consistently unfaied
by magic and spellcraft are probably hiding something or are
ignorant; insane, orevil;

Generally, magic users in the Empire fall into two groups: the
legal and the illegal—the Collegiate Magjsters of the eight
Orders of Magic and everyone else who dares to dabble,

HepGE WIZARDS

Collegiare Magisters call anyone who uses a very basic and ad-
hoc form of largely seif-taughr spellorafc Hedge Wizards. Ir goes
withoit saving thar these so-called Hedge Wizardsawill probably
niever call themselves as such, preferring any number of humble
or sensationalist tires (From healer, to Wisdom, to Elemenralist,
and so on). IF not immediately condemned by their peers

as witches, hedge wizards are most commonly referred to as
“wywrds” across the length and breadeh of the Empire: Collegiate
Magisters tend 1o refer to self-raught pewy magic users who
practice in secret and yet come from wealthy and educared
backerounds as “magickers.”

There is no tradition of hedge wizardry, although there are
some conventions of practice thar-are rumoured o have
survived the cenruries of persecution in some form oranother.
The most famous is perhaps the so-called Elementalise skein
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Thanks to the foresight of our great emancipator, Emperor Magnus, that freed us to study the arts of spellcasting.
Thanks, 100, to the wondrous teachings of our founders, the great Loremasters Teclis, Finreir, and Yrtle, we of

the College of Light know that Aethyric energy, or magic, is the fundamental substance of all Gods, acceprable and
unacceptoble, and that magic in itself is neither good nor evil. It simply is. It can be harnessed for good or for ill, bur
unharnessed magic is simply the blind energy of transmutation.

So the connection between magic, the Gods, their religions and their clerics, is entirely fundamental, Indeed, though
many outside the haliowed walls of this grear College, including many of our allies within the Cult of Sigmar, would
denounce my words as heresy, magic was used by the cleries of the Empire, even while those same clerics condemned the
hedge wizards of bygone years for practising petty witchery. After all, what are the miractes regularly performed by
our Empire’s priests and clerics if not a form of spellf And how do those prayers manifest as miracles except through
the energies of magic!

Since the founding of the Colleges of Magic, we Magisters have been able to counter and dispel many of the
harmful “miracles” performed against us. I believe thar we could not dispel these “miracles’™ if they were nor magical
invocations of some sort.

For centuries, the clerics and priests of this Empire had the monopoly on the use of magic, using it uniquely for the
intentions of their Gods and cults—whether that was ro heal the sick and bring a bountiful harvest or to keep their
congregations obedient. Since the end of the Grear War, we Magisters have changed the politics (and perhaps theology),
around this old balance of power because we do not need the intervention of Gods or Daemons to werk our “miracles.”
We manipulate magic as a porter manipulates clay—with procticed skill and concentration, not through prayer and
faith.

So, just to make clear, although the blessings and miracles of the Empire’s clerics are a different kind of magic
manipulation from the spellcraft of Magisters such as ourselves, it is a spelleraft none the less. I belizve thar the
difference berween the two is one of choice and personal control. A cleric’s praver calls upon theosophic or divine magic,
while our own spells weave strands of row, or arcane, magic in the form of the Eight coloured Winds.

We Magisters are taught to see, harness, end manipulare the separate Winds of Magic into specific spells. We are
responsible for the entire process. If anything goes wrong, it is because of our own inexperience or lack of control.
When a priest prays to his or her deity for divine aid, the “miracle” performed through the priest is due to the direct
intervention of the invoked deity or one of irs servants. Since miracles and spells are both manipulations of magic, the
ef fects of Arcane and Divine magic are prezty much the same, The dif ference is thar a Magister manipulates the magic
himself, while o priest asks his or her deity ro manipulate magic into a specific “miracle.” Few, if any of these priests
understand this process much beyond the faer thar they have prayed to their God and their God has answered.

The priests and clerics who can utilise divine magic do not need 1o know any spellcraft or arcane art, For that reason
alone, the connection between clerical miracles and Wizardly spellcraft has never been made openly. The clerics simply
prayed ro their Gods with humility and great faith, and, if feeling inclined to do so, these Gods provided the miracles
that were asked of them. As long as the clerics and the other devorees of any particular God continued ro show suirable
respect and obeisance to their deity, prayers could be answered and miracles would be wrought just as they are today.

Of course, because these miracles are performed through the priest or cleric by o deity, there need nor be any risk to the
priest himself unless the deiry in question is particularly ruthless. The miracle is either performed or it is not, as the case
may be. Users of arcane magic, on the other hand, will always bear the brunt of any failures they make while utilising
their spelleraft, because spellcasters are the ones who are holding and controlling the magics being used, not some all-
powerful Aethyric entiry.

All those who would use magic of a non-divine origin must be practiced and knowledgeable Magisters if they are to
wield magic safely and produce any miraculous ef fect. While we Magisters use those elements of the Aethrian that come
10 us through the Chaos Gates in the form of the Winds of Magic, priests and clerics actually reach into the Aethrian
to summon their magics, or miracles. So what is it thar allows nor magically inclined people, as indeed the majority

of the Empire’s clerics are, to communicate with the eniities of the Aethrian, and more, bid those entities ro perform
miracles on their behalf? How is it that o devout priest with no magical rraining con perform feats thar @ Magister
could perform only after months, or even years, of faithful study and practice? Therein lies one of the great secrets

of our world—a secrer that reveals something fundaomental abour the nature of magic, the Gods, and the connections
berween mortals and the Aethrian,
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Ask yourselves, how do spellcasters actually bind and control magic? We possess the ability ro perceive and touch the
Winds of Magic in some way. That we possess this ability does not necessarily mpl',y that we know how ro use it, any
more than any ordinary Human born with rwo eyes and two hands can read or write without first being taught.
Magisters control magic through the use of rechniques and formulae that have been discovered through logical
deduction and controlled trial and error across the centuries. On the other hand, priests and clerics are able to perform
miracles solely by merit of the strength of their beliefs and faith.

I am sure it has not escaped any of your notice that the more genuinely pious and faithful the cleric, the more successful
his or her prayers for divine miracles and blessings seem o be. Have not the Theogonist of Sigmer and even Emperor
Muagnus himself been known to perform the most startling of feats? I, the elected Supreme Patriarch of the Colleges of
Magic, rrained by mighty Teclis himself, must strerch myself to replicate any of them, from Magnus’s ability to banish
the greatest of Daemons, to his recorded ability to dispel sorceries of some of Tzeen’eth’s most powerful sorcerers—all
because of his genuine and absolute faith in the might of Sigmar Heldenhammer.

Why is ir the instinctive beliefs and emorions of cleries are just as successful in controlling magic as the considered,
practiced and logically deduced enchantments of the diverse Magisters? Because, my brothers and sisters, although the
Aethrian itself has existed since the beginning of time, oll momentum, identity, and personality within the Aethrian
has been formed by the thoughts and feelings of mortals. That is, the Gods themselves are the creations of mortal
experience, Although we mortals are at the mercy of Gods and Daemons, they are still our creations and nor the other
way around. :

If all Gods and Dasmons are manifestations of the mortal world’s thoughts, dreams, and feelings, then could this
not explain why they react so readily to the faith of those who worship them? Could it be that some or all of the Gods
actually need the faith of mortals ro maintain their unique identities? They could be drawn 1o particularly strong
demonstrations of faith, both to feed of f of it and to encourage even greater levels of faith in the believer.

This could perhaps explain why the servants of Chaos are often so much stronger in their spelleraft and wield more
powerful magics than we Magmsrers of the. Emp:re. These Sorcerers can both manipulate the Winds of Magic es we
Magisters do and also have an immense faith in, and a divect link ro, their Daemonic Gods. Indeed, this could ﬁe{p
:xpium the frightening power of those sorcerers who are dadicared o the Daemon God Txeentch, for their God is the
first and greatest God of the study of magic. In addition to their almost priestly powers of mpp!wmon, the Change
Lord's Sorcerers also posses a divinely inspired knowledge of spellcraft that often far outstrips thar of all other
spellcasters.

Even though this might be true, I do not believe that we, the Magisters of the Imperial Colleges of Magic, should
follow their example and choose for ourselves Gods ro wholly dedicate ourselves to and beg fovours from, to use in
conjunction with our own arcane spelleraft. Nothing in this life or the next is free, and whilst I am willing to trust
in my own abilities and limitations, and accept eny ervors I make while weaving my spells, I do not wish o trust the
conrinued benevolence of a deity whose need for my feith and dedication might far outweigh my own need for His or
Her oid,

—FROM MAGISTER VOLANS' THIRD LETTER TO THE COLLEGES OF MAGIC.
EXTRACTED mOM THE LIEgR. CHAOTICA, CoMPILED BY RIcHTER Kirss
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of hedge wizardry, which, according 1o Collegiate Magisters
at least, is dangerous and misguided nonsense, complerely
misidentifying the source and pature of magic. Certainly
no College of Elementalism has been sanetionzd by civil ar

source of magic, any so-called Elementalists would cerainly end
up drawing upon the Winds of Mazic in uncontrolled and uneven
amtenes, and therekore use Dark Magie,

st i : A Magisters of the sanctioned Orders of Magic privarely admir
religious authorities, and the witch hunters are nothing if i

not derermined in their pursuit of what they view as "self-

aggrandising wirches.”

weak levels of magic can be drawn our of mundane things
o creare low level and perty spells. In facr, such Magisters
sometimes draw upon it themselves o power the pertiest of
It is nar likely thar there was ever a formal school of Elementalism  spells. This suggests to those with the wit ro see it thar if there
in the Empire; lepal or otherwise. It would be almost impossible 1o are hedge wizards and perry magickers hidden across the Old
have such a centralised institution without word of it leaking out Waorld who have somchow learned how to draw on this very

and-attracting the hounds and firebrands of the Witch Hunrers low level and relatively safe “ambient” magic, in a consistent

{and probably the interest, if not wrath, of the Colleges of Magic).

By meric of the facr thar the hiedge-wizards have misidentified the

and structured fashion, they might make good protégés for
the Calleges of Magic. In truth, Collegiare Magisters often go




out of their way to follow-up any rumours thac might come
to their ears concerning such Elementalisis with a mind of
convincing or coercing them 1o join one of the Colleges of
Magic. After all, anyone whe ean learn a dependable and
relatively safe method of Channelling magic, even such weak
and peety magic as the “ambient” magic thar sarurares the
earth and sea, could prove to be a promising apprentice or 2
potentially very dangerous enemy should he ever be corrupred
by the dark powers aof the world,

[fany such Elementalists are found; they will be given the
choice of being tested to join ene of the Orders of Magic, or
executed, or worst of all, Pacihied (for more informarion, see the
definition of Pacification on page 69}

WITCHES

Wirches are Hedge Wizards who have survived pracricing their
homegrown arts without going complerely insane or dying,
They havea broader repertoire of spells two work with and they
invariably have begun to dabble in areas best left alone, In
other words, by merit of their ignorance as to the workings and
ays of the Windsof Magic and stable spelleraft, they have
begun o use Dark Mapic withour even realising it, As a resulr,

Wirches' spells are more diverse-and bit more powerful than the
petry spells of other hedge wizirds and those lesser spells of the
Colleges of Magic, possessing elements of many of the Winds of

Magic and even some of the Dark Lores. The spells of witchcraft
tend to be of a similar power as the lesser arcana of spellcraft as
raught at the Colleges of Magic. However, using such wircheries
that are a blend of dark magics inevitably takes its toll upon the
Wirch's mind and soul.

Witches rend o ere on the side of amorality rather than
immuorality, walking 2 fine line berween really basic spells and
being corrupred entirely by use of Dark Magic or the promises
of Chaos.

WARLOCKS

Warlocks represent the very few Witches that do-not submit
themselves to the judgement of the Imperial Colleges, or ger
eaught by the Wicch Hunters, or combust by means of their
own dangerous magic. Warlocks are expenenced spellcasters
who knowingly use Dark Magic to power their spells and have
become corrupted by it energies'and probably seduced by the
whispered promises of Daemons. Essentially, a Warlock is a
Witch who is very aware of the dangers of using Dark Magic,
but does nor care—in fact he relies upon it. These vile magic
users setively seek 1o study the ways of Chaos and o become
proficient in the arts of summoning and controlling Daemons,
often referring to themselves as “Daemonologists.”

since Warlocks use Drark Magic so frequently and summon
the nightmare entities of the Chaos Realm, it is apparent thar




“Gods answer the prayers of the pious and punish everyone else, an’ priests are more pious than anyone!”
—COMMON ATTITUDE OF TEASANTS ACROSS THE EMPIRE

“iListen well m

, for it’s heresy ye be risking with ye foolish ideas! The servants of the Gods—bless each an evr’y one of ‘em—are

empotw’rd t'act for their deity as need demands. Theirs are not skills for fash’ning dev'lish humours into foul Witchery! Not like

those mage-isters from U'capital! There be no sim’larity rwixt ‘em ar all, an may ye tongue turn black for even thinkin’ it
—THE GESERVATION OF A TANDOWNER FAOM A FARMNG COMMUNITY BEYOND THE OUTSEIRTS OF ALTDOAF.

“Ha, no! I wouldn’t know how to do what some of those priests can! I don’t lead a devour enough life. I mean I go to the temples
on the right days and of fer the right sacrifices if I have to go travelling, but there are far too many fine wines and even finer
ladies in this world to spend too much rime in prayer. I say give the Gods exactly whar they require in order for one to live a life

free from divine interference and leave it at thot!”

—THE QPINION OF A WEALTHY. YOUNG STUDENT FROM ONE OF THE UNIVERSITIES FOR YOUNG NOBUES AT TALABHEIM,

“Priests call upon the theosophic power of Gods through their prayers and supplicarion. That is divine grace imbued with the
purpose and will of the deity that bestows directly upon the fauthful. It requires no education, awareness, or use of ‘magic’ on

the part of the priest or cleric. Once a supplication is made by the priest, in the form of a praver or ritual sacrifice perhaps, the
deiry will answer the prayer if the priest is worthy, in @ manner that the deity sees firtest. 5'”
in question will reach into our morral world through His or Her mortal servant, being the priest, and enact such miracles as are

required or deemed necessary.”

—A LONG-WINDED EXPLANATION OF MIRACLES GIVEN BY A PROFESSON OF THEOLOGY AT THE SEMIVARY OF SiGMan oy NULN.

“These ‘miracles’ that your Human priests believe to be demonstrations of the direct intervention of Gods are just spells of another
kind. Aethyrically sensitive priests channel quite unwittingly elements of the Aethyr’s Winds through convoluted rituals and great

the prayer is answered, then the deity

faith, and then shape it with their conscious and subconscious expecrations. Just as the Gods themselves are created and shaped by

mortal endeavours and expectations, so are their blessings.”

—ASCRIBED TO A LECTURE BY LoRemasTER TECLIS HIMSELF

e

they pose a very real danger, both to those around them and to
themselves. They have towering egos and iron-like will, are almost
certainly mentally unseable, sufﬁzring from acuee parandia and
possibly megalomania, and have knowingly and willingly sought
out and embraced the Dark Lores of Chaos magic,

While one could embark upon the life of a Warlock and use the
Chaos Lores using Dark Magic alone, invariably these wicked
spellcasters become enamoured with the promises and Hateery
of the Dasmon Gods of Chans themselves. The Wardock (or
Daemonologist) often starts to worship one or more of the
Chaos Gods, pethaps becoming either the Magus of a Chaos
Cult or 2 rue Chaos Sorcerer. Over time, the magic they use
becomes furcher rinted and infuenced by the specific drives
and desires of the God(s) the Warlock worships.

NECROMANCERS

Thiose few Human magic users who are not consumed
completely by the entirely roxic power of Dark Magic or
Wharpstone become some of the most dangerous crearures

to walk the World. They follow in the accursed footsieps of
Magash; the Great Necromancer himsell, who created the
foul art of Necromangy so many millennia ago. Among those
who use magic illegally, few are as reviled and hunred as are
Necromancers. Being men and women, who, for whartever
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reason; eschew the teachings of the Colleges of Magic to/learn
the dark arts of sorcery, to forestall death, and gain power
from unlife. The magic users manipulare Dhar to éxtend their
lives and to conquer death, violating the narusal order. While
most Necromancers utilize rituals, there is a specialised list of
spells thar ser these unserupulous spellcasters apart from other
renzgades.

For most Old Worlders, Necromancers are living (or

‘occasionally un-living) proof why Wizards should never be

erusted. OF course, feiw common folk make a distincrion
berween renegades and sancrioned users of magic, but whispers
of souls being wrested from Morr's gates to do the bidding of

a Wizard is cnough te warrant a warding sign against evil or

to whip a crowd into a frenzied mob. Civil unrest and rioting
aside, Necromanicers muse conrend with being hunted by
zealous pricsts, Magisters, and Witch Hunters, and one misstep
can mean an agonizing death on the witch pyre.

Even worse than the enemies they must evade, Necromancers
find themselves changed and altered by the Dark Magic they
wield, Over exténded use, many Necromancers develop physical
afffictions, gaining a cadaverous appearance, exude a foul
stench, or descend into madness, These rransformations, along
with the Lindead with which they surround themselves, pushes
them further and further from the accepted society. The life of a
MNecromancer is invariably 2 lonely one.

&
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So, with such forces arra}rcd against them, ane mighr wonder

why anyone would ever take the first steps onto the path

of Necramancy. Perhaps the likeliest reason is that death is
every where in the Old World. From the terrors haunting the
Drakwrald to the rampant plagues thar crop upin the: most
unexpected places, life s Hcetlng. Even more though, mortaliny
is something in the Forefront of ever person’s mind. They
represent it in their décor, their banners, their armour, and even

Bl Chapter III: Magic and Imperial Society

in their lucky charms. Relics culled From martyrs and religious
figures are some of the most prized possessions, and most people
garry abone or lock of hair raken from a corpse to ward off

bad luck. And while many resolve themselves to a life of grim
misery, @ fow rejece the hand Faee deals, and rake their lives and
deaths into their own hands:

COLLEGIATE MAGISTERS

Collegiate Magisters are those magic users and other magically
sensitive people who have had the wherewithal, good fortune,
and money to be able 1o join one of the cight Orders of Magic.
They are a diverse bunch with different outlooks and subtly
different teachings from each other. Yet theirs are the most
advanced and most stable forms of arcane spellcraft pracriced by
Hurmans in che Old World. They are also the only sanctioned
users of arcane magic within the Empire.

CLERICS AND PRIESTS

Some clerics and priests of the many temples and shrines

of the variots Gods of the Empire can call upon real
“miracles” through what they claim and believe to be the
direct intervention of their deiry. Becanse of this, they are not
considered to be magic usersor spellcasters by the Empire’s
diverse people.

OTtHER MAGIC USERS IN THE
Orp WorLD

There are other kinds of magic users-existing within the Old
World {(Cule Magi, Chaos Sorcerers, Bretonnian Enchantresses;
and the Ice Miges of Kislev to name but four). Some are
g»:.'n::r:t]ly bl’ﬂf‘l’ﬂ!{.’ﬂh SOTTHE ﬂihﬂmiﬁ@, and SOME NoL &ven
Human,

— STUDYING MAGIC AND SPELLCRAFT —

Few voungsters would ever even think of studying magic,
If they do, icis just a child’s idle Fanrasy and quite
meaningless in the grand scheme of things. There are, however,
exceptions, Few people in the Empire ever suspect that they
might have an aptitude for magic. Aside from this, becoming
apprenticed ro a Magister ro study magic is viewed everywhere
as a bad idea. Any brave or foolish youngster who insists that
he wants to be sent to Altdorf for an apprenticeship, probably
risks being sent off to a steice religious boarding school or
being given more backbreaking work in the Relds. Most of

the Empire’s more rural peasants don't even know about che
Imperial Collczes beyond a few folkeales about the ime of
Magnus. It’s unlikely thar a youngster would be aware thar
chere i even an oprion to study o become a Magister, let
alone want to be one.

MAGISTERS’ OFFSPRING

‘The Imperial Colleges of Magic normally regard celibacy as
the ideal. However, there are some Magisters who not only
pursue personal relarionships bur also welcome children inro
their lives.

The Amethvst College and the College of Light are strictly
celibate Orders. It is boch forbidden to form unique
reladionships with manor woman by the faws of their Orders:
It is also rumoured thar thie individual Winds-embraced and
pursued by these two Orders steals from their brethren the
very desire and will to form such relationships. The Gold

and Celestial Colleges have no laws forbidding personal

relationships. but the Magisters of these Colleges tend to be so




wrapped up in their studies that it is almost unheard of for any
of them ta marry or have offspring. No one really knows much
about the beliefs and rules of the respectively misanthropic and
highly secretive Amber and Grey Colleges when it comes to the
matter of relationships. However, the Jade and Bright Colleges

have no restrictions on such matters; either by internal rules or

external influence.

Parc of the core of Ghyran’s Acthyric preference is the desire and
drive for patural fertility and growth, which includes the raising
of families. Its not unheard of for male and female members of
this Order to actively embrace the natural urges that Ghyran
promotes. The children they have and raise almost always then
go on to join the Order. As for the Bright College; the Red
Wind of Aqshy promotes passion and a desire not to be held
back by rules and convention, There are some Bright Magisters
in history who have been known to have raised their own
offspring, though in a very tempestuous and often unhappy

familial rela tionship.

Hepce Wizarps’ &
WircHes? OFrSPRING

Ic's more likely for the mostly peasant hedge wizards and
witches to have children than it is for the Collegiate Magisters.
Hedge wizards and witches form traditions by passing down
their knowledge to their children, Teaching their children,
however, presents a tremendous risk. A youth being aught

3 G : : the supernary ral cocurrences as a demonstration thar ke child
shaky” magic by a parent may be more likely 1o make 2 is possessed by 2 daemon. They would mose likely seek our

mistake. However, those children who survive the education
tend to grow up more confident and powerful in their

an exorcist to “cleanse the taint” from their child. This is the

: most pleasant fate fora child like this. It is not unheard of for
dangerous art than their parents. Throughout the Empire there g5 frightened parents in rural areas, or towns lorded over by
are many tales of families of wirches, sister Hags, or Daemon- parsicularly hell-fire and brimsrone type priests, to simply kill

piﬂs_sessad children whao kill their neighbours and eveninually even  he child and make it look like death by misadventure. Though
their parents.

SPONTANEQUS

torbidden by law and hely writ, infanricide is not uncommon

right aeross the Old World.

“There are some, from the few born with sensitiviry or manifest

MANEESTATIONS OF POWER it later in life, who arcin a position to arcend the Colleges of

Magic. The Colleges offer formal and fully sancrioned training
There are a few people born to ordinary families who suddenly in the arcane arts. Though their lives may be hard and Glled
manifest what appear 1o be magical powers. Most parents in with risk;, those students of the Colleges might have far worse
the Empire are so superstitious that they would probably regard fates.
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he sears of dwcane learning in'the Empire sre the storied
& Colleges of Magic—but there is-a subtle difference
berween the Colleges of Magic and the Orders of Magic, though:
riost people in the Empire that know of therm use the terms
interchangeably.

THE ORDERS AND
THE COLLEGES

"Thee Colleges of Magic are places of learning and polidcal
instirutions, with physical buildings and 4 collection of
apprentices, Magisters (a dide indicating a Wizard is full
member of & College and therefore licensed to pracrice

and reach magic), and various servants. The CUJ'JL'gc& have
cengralised buildings o allow the Emperor to conmct the
Parriarchs, or ar leasc senior members, of the Ofrders of Magic
when he needs .

The Orders of Magic are the lores; personalities. philosaphies,
ideals, riruals, tradidons, and goals thar the Colleges impart

to their apprentices. Bur the Orders are also far-reaching,
highly secrerive socieries with distinct idenriries and agendas.
Imiperial Magisters claim thar the essence of their Orders are
not found in buildings or dusty tomes but in the actual pussuir,
manipulation, and embodiment of the Winds of Magic that lie
at-the hearvof their Orders’ Lores.

A Magcicar, EDUCATION

Despire the Colleges in Aledorf being the centres and
storchouses of magical learning and artefacts in the Old World,

they are unlike the Enipire’s mundane universities. Apprentice
Wizards do not live like universiny students, antending lectures
and going out drinking in the evenings. The fa:n]!::gm have
apprentices who comic to learn the secrets of the College’s Lore,
buc they may rarely, if éver, leave the confines of their College
unsuperyised.

The Colleges are also places where people who are bound by a
similar fate (being sensitive to magic in a world thar despises
such people, and having common interests and studies) come
together 1o share knowledge and expand their skills. The
Colleges are places of deep learning, and scholars of magic
meet there to discuss complex and mysterions arcane matters,
Or some poor soul found o be artuned o the Aethyric rides
might choose or be impelled to go to the College, both as

a means for the Colleges to control that person and also o
learn From him by seudying his ealent. Someone who is not

a Magister of a College and its associared Order, or a person
with no arcane knowledge to share and who is not sensitive
to the Winds of Magic; could not walk in-and demand to be
raught the magic of thar Onder, regardless of his wealth or
social standing,

BevyonD THE COLLEGES

But Imperial Magisters do not only reside within the College
building of their Order; the majority are scattered across the

knewn warld. For this reason, apprentices are often taken on
by individual Wizards not living near Alwdorf or the Colleges,
These Magisters maintain regular correspondence with their

College or Order to exchange knowledge and maingiin some
HEiEY




he seats of all the Colleges of Magic are in, or very close

10, the ciry-state of Alrdorf. Alidorf is located where the
great Reik and Talabet rivers meet before heading our torthe
Sea of Claws. making Aledorf the hub of the three other grear
teading cities in the Empire: Nuln, Talabheim, and Marienburg,
Because of its location, Aledorf is one of the largest, wealthiest,
and most populated cities in the Empire. Aledorf’s position
within the Empire is further secured by the Fact that it is the
capital of not only the largest and wealthiest provinee in the
Empire, but the Empire itself because it's the seat of the current
Emperor. Finally, Altdorfis also the sedr of the Theogonist of
the Sigmarite Cult, the famous Imperial Engineers’ School, and
the Colleges of Magie (the only bodies in the whole Empire
permitted o study and pracrice magic).

As the home of the Imperial Colleges, Aledorf sees more Wizards
and magic use than anywhere else in the Old World, As a resulr,
the citizens of Aledorf are slightly more accustomed to withessing
demenstrations of magic than others in the Empire. Though

folk of other city=staves disapprove of magic use, Alrdorfers make

it a point of pride 1o treat magical events the same as mundang
ones—an overstated avitude. It is true thae AlederE's drizens
generally don't flee screaming in terror upon seeing a Wizard or
w'r[mss‘ing SOMe MiNOL OF EVEN MOre mpressive, demonseration
of Collegiate magic. Bur an observant person would note the
onlooker’s jaws tightening or their somewhar too-fast and
nonchalant dismissal of such demonstations as unimportant,

Few sane peoplein the Empire are ever truly dismissive of
magic. Although the people of Altdorf are more accustomed

I seéilig magic 1se, there isalso a strong element of kc{‘piug
up appearances to foreigners and each other. Even ifa veteran
soldier witnessed a Pyromancer wielding a sword of pure fire ar
the recent breaking of the siege of Middenheim, he would still
fund e 2 rare, spﬂ;racular, and alarming sight it he were o see

it again on the sereets of Alrdorf. Bur determinedly pretending
there is nothing at all remarkable abour such things is a practice
that even the poorest Altdorf beggar indulges in, as long as

it seems safe. It 50’ as iF the citzens haye much choice—the
Colleges of Magic are centred within their cigy after all.

— THE DEVELORMENT OF THE COLLEGES —

F@r the first few decades of their existence; the Colleges of
Magic were required to do lictle more than lzam and mister
their crafts. During this time, and for the entirety of his life
and Imperial reign. Emperor Magnus was the sole person and
powerbase o whom the Colleges answered to, though the
students’ loyaley was eoTeclis: This arrangement was made
because Magnus did not trust anyone else in the Empire not

to be biased against the fedgling Colleges, and no one else in
the Empire really trusted the Colleges enough to wint ro be
involved with them.

In addition to this, despite the facr thar the Chaos Incursion
had welded the Imperial provinees together by force of necessity,
the provinces sill had centuries of bitter hostility and warfare
behind them; the bloodshed and misery of the Age of the Three
Emperors was still fresh, Magnus believed that if any of the
Elecror Counts managed to get over their fear and distruse of
the new Imperial Magisters, the Counts would use them 1o
launch 2 new anc devastating attack upon an ancient rival. So
contact with the Colleges was rightly resrricred, the Magisters
staving within the bounds of their Colleges as much as possible,
and everyone else staving ourside,

As the years passed, new laws and treaties were drawn up,
dicraring specifically when and how an' Elector Count could call
upon a Magiseer's aid. This was supposedly 2 soversign right of
all the Electors of the Empire, bur it was the hardest o legislare.
Lt was decided char each Elector should pursue his or her own
ereaties with the Colleses of Magic without fear of political bias
or other unfair advantages. As long as the Colleges and their

Magisters adhered to the Articles of Imperial Magic kid down
by Emperor Magnus and hisadvisars, there wonld be ne chance
of the Magisters ever allowing themselves 1o be swept into a
destructive civil war, Atver all, a Magiseers” first loyalty was to
the idea of the Empire as a unified political power and nation,
ever: though it was often not unified acall. Therefore, Magisters
were within their rights, and even expected, 1o withdraw from
any treaty or contract that brought them into conflict berween
Electors looking purely for political gain.

This ensured thar Imperial Magisters could only be deployed

in the wider interests of the Empire and not for the sake of the
Electors' petty rivalries. OF course, this has not been foolproof;
as nothing ever is. Some Electors have had family members

and loyal servants wha have become Magisters of one of the
Orders of Magic. Despite sworn loyalties to Colleges, some have
become involved in border dispures and minor bartles berween
rival provinces. However, no Imperial Magister has ever taken
sides in'a major civil war or triggered one

It is clear 1o scholars in the modern Empire char Magnos was
looking ahead long term while drafting the Articles of Imperial
Magic. With a few notable exceptions, the majority of the carly
Magisters of the Imperial Colleges were retrained hedge wizards
of uneducated, peasant backgrounds. They were cleatly not
expected to seek contraers as advisors to nobles or as diplomaric
envoys for the Emperor.

Howeyer, Magnus realised as the decades passed, the educition,
sophistication, and political awareness of the Magisters would
develop. The responsibility to report all magically sensitive




people to the Colleges applicd as much ro scholarly, noble,
and mercantile families of the Empire as ic did the peasanes. It
was often much harder fora highly visible scholar, noble, or
merchant in one of the Empire’s populated cities to hide such
abilities. Even if they were able 1o -hide them, once the choice
of awending the Colleges arose, it was far safer and convenient
to go 1o the Colleges for an education than conrinue to hide.
Thie noble and mercantile families also generally believed they
had much more o lose by being accused of wircheraft than any
mere peasant whose life is worthless.

So'nobles, merchants, and various professors and scholars

were often the first to submit themselves or their magic-
sensitive u!:f'spring o the Cn"cg;cs for training. These educaced
and often well-travelled individuals brought to the Colleges

an understanding of politics, diplomacy, warfare; and even
etiquerte thar were otherwise not taught ro any great degree at
the Colleges. These notions were then passed on as the scholars,
nobles, and merchants became Magisters and took on theirown
apprentices,

As has been mentioned, only the Colleges are permitred
by Imperial edict o study the secrees of magic. As a result,
Collegiare Magisters are the only legitimare and officially
sanctioned spelleaseers in the Empire. The dominanr religious
body of the Empire, Sigmar’s Culs, recognises the Colleges” right
to exist and practice, albeir grudgingly. Because the Colleges do
exist and are legal, the Empire’s cults sometimes feel a deepened
passion and justification to search our, prosecure, and burn
users of Dark Magic who exist outside of the Colleges.

To many extremists, there is absolutely no excuse for anyone
nat of the Colleges to demonstrate strange powers of any kind,
ar least according o the order of Holy Order of the Templars

of Sigmar, commonly known as witch hunters. All people
possessing Aethyric abilicy, if loyal to Sigmar’s Empire and Cult,
are required by law o immediately surrender themselves.to the
authority and judgement of the Imperial Colleges of Magic.
Ortherwise, they can be condemned as practitioners of Dark
Magic and burn.

— Tue Corrzees TODAY —

It has been about two and 2 half centuries since the Colleges
were first created under Magnus’ orders. In that rime they
have thrived, gradually expanding their knowledge and expertise
in the use of magic and increasing their political footing
throughour the Empire: Despite their reladvely small size, the
Colleges and their related Orders are among the Empire’s oreat
powerbases in the current era—though few would realise it,
because the Orders are careful to maintain a low profile.

The Colleges and their Orders have the sole licence to practise
and study magicin the Empire, and they jealously guard tha
right. They have treatics and contracts with nobles and powerful
merchant houses acrass the Empire. Despite this, the Colleges
remain under the microscope of the Sigmarite Cult and its
Wirch Hunters. Fear and distrust ef magic are sill prevalent
througheur the Empire, and rightly so. Many of the old
religious and civil authorities of the Imperial provinees regard
the Orders as highly suspect, if not a direct threar. Conspiracy
théories aboind.

Although Magnus did not intend tor the Colleges to churn our
Bardle Wizards, the mast powerful spells Teclis and Finreir had
raught to the budding Orders of Magic were most uscful for
bardle. Though the Colleges; even from their carliest days, had
an abundance of petry and lesser spells for more general use,

it took over a cenury before the Colleges had accumulared 4
wider range of arcane knowledge.

Today the Colleges of Magic have a much wider reach, and
their interests strerch to almost every comer of the Empire;
with initiaes, properties, libraries, concraces, and treaties, and
in some cases even small guild and chaprers houses, scarrered
throughour the realm. Emperor Karl Franz has presided over
and encouraged the expansion and success of the Imperial

Colleges, becoming their most generous and pelitically powerful
advocate and patron. As Emperor and Elector Count of the
Prowince of the Reikland, and Prince of the fabuloushy wealthy
city-state of Aledorf, Karl Franz has sought ro further strenathen
the ties berween himself and the various powerbases situared

in his capital. lhough certainly not as powerful as the Culr

of Sigmar; the Colleges of Magic have become grear political
powers in their own right. despite being directly subordinate ro
the authority of Emperor.

The Colleges are suberdinate to the emperor in three ways.

First, they exiscwithin the walls of Alrdorf (with the exceprion
of the Amber Brotherhood). Therefore, the Colleges” initiates
are officially citizens of the city-state of Aledorf and subsject to it
loczl laws and the rule of its Prince, Karl Franz. The Magisters
of Ghur have the sear of their Order within the wild Amber
Hills beyond Aledorf, which means they are officially citizens of
the Reiklind and cherefore subject to/the rule of Karl Franz in
his role as the Electar Count of the Reikland.

Second, the Colleges are bound by the Articles of Imperial
Magic 1o give their loyalty o the Emperor regardless of whom
he is or where he resides—and in the cucrent era; the Imperial
crown rests very firmly with the princes of Aledorf. Third,

the Emperor bestows the largest financial endowmenis of any
other noble upon the Colleges. So with few exceprians, their
continued existence with the interests they have, to a degree,
relies on imperial funding. As a result, any of the Colleges will
supply Karl Franz with whatever is in their power whenever
hesausks for it without hesitasion or charge, both as their dury
and in good political sense. Many of the other Electors have
protested the close ties beeween the Emperor and the Colleges
of Magic and are often resentful of the pardal treacment the
Colleges give to the Alrdorf Prince, not that their protests count




for much-within the Colleges’ walls or o the secretive Orders
thar the Colleges front.

Under the kst Supreme Patriarch of the Orders of Magic,
Thyrus Gormann, subtle pressure was applied w the Empire’s
College of Electors to allow him to join their numberand be
allowed ro casta vore in the election of all furare Emperors.
This was vehemently opposed by all the Elecrors ather than Karl
Franz and thie Elder of the Moot whe stayed reasonably neutral
in the matrer. It i a given that the _Sitprcmc Parriarch would
almaost always choose to back the Princes of Aledorf with any
vore he is granted. which would-give the Prince {who isalso the
Elecror Count of the Reikland), five securad vores; along with
his own and the Sigmarite votes.

The Sigmarites opposed this on a matter of principle, and

the other Electors condemned it because of the staggering
advantage it would give the Brikland Coune inall elections:
While the Elder of the Moot admirted thar such a thing would
indeed unbalance the elecroral system further in favour of the
Reikland, he also saw no real difference berween the Pacriarch
having the vore and the Sigmarite Theogonist and his two niost
senior Arch-Lectors i;laving them, or indeed Ar-Ulric having

a vote, Although the idea was never pursued actively, gossip
and whispers continue about the issue within provineial couris
across the Empire.

Though he does not cumznth.r have a place in the Elecroral
svstem of the Empire, the Supreme Pawiarch of the Colleges
of Magic is the permanent representative of the Orders in the
Imperial court, He is the prime advisor t the Emperor in
regards to all marters magical, arcane, and anything else the
Supreme Parriarch perceives as his duty to advise upon.

THE ARTICLES
oF IMPERIAL MaGic

Having been advised by Loremasters Teclis and Finreir,
Emperor Magnus knew all magic came from the same
nightmare Void as the Daemeon Gods of Chaos—just as he
had been rold throughour his Sigmarite upbringing: But
Magnus also realised thar juse as Human spellcasters had
proven useful on the bardefield against the servanes of Chaos,
they could also aid the Empire in far more profound and
long-term ways if they were trained well enough and watched
closely by other authorities:

A few months afrerhis rerurn to Nuln from Kislev and his
victory over the Chaos Hordes, Emperor Magnus tarifed

and made law in the presence of all the surviving Eleciors his
wartime decree that had lifted the ban on the controlled use
of magic and the practice of spellcraft. Though there was some
resistance to his decision; particularly from the Theogonist of
the Sigmarite Culeand the High Priest of the Cult of Ulric, all
prorestations were swepr aside and the law was passed through
Magnuos" powers of persuasion, force of will, and his political

infuence in the wake of his stunning military success against
the blasphemous Norchern Hordes.

The Imperial Colleges of Magic were formally created in 2304
1.C.. as part of Magnus® sweeping reforms to Imperial Law. To
free the Colleges to study and use magic, while also keep all the
Empire’s new Wizards under his contrel, Magnus drafted and
passed (wirh the guidance and advice of Teclis, the Theogonist,
the Ar-Ulnic, and several respecred nobles and generals of

the Empire). the Articles of Imperial Magic. These Articles
defined the foundation of the Imperial Colleges of Magic that
would garner the Empire with highly trained and dependable
Magisters who were sworn to defend itif need be. The Articles
also re-instated a partial ban on magic by defining anyone not a
memberof oneof the new Colleges found wilfully using magic
to be a “practirioner of dire witcheries” and stating they should
be exiled or put 1o death for the good of all.

The Articles granted the Magisters of the newly formed
Colleges “permission o perform magical research and pracrice
thaumaturey (magic) for the good of the Empire and within

its bounds and territories.” The Articles were binding to all
Imperial authorities as well as the Colleges. and any illegal or
unprovoked attack againse the Colleges (though not necessarily
individual Magisters) was also 1o be considered an atwack upon
the Emperor himself and, therefore, treasonous. Yer the laws
and rules of the Arcicles were even more binding to the inidares
to the Imperial Colleges, who would have to adhere to all of
them under pain of death—and ifan enare College broke with
themn, that College’s right to exist and practice magic would be
revoked.

There are many more Articles in addition to those lisred

above, including restrictions on how much political power a
Magister may acquire, what positions of state auchority they
can nccupy, and undes what sircumstances. The Articles also
list such mateers as appropriate conduct for Magisters and their
apprentices within everyday society.

There are many grey areas in the Articles of Imperial Magic
that have been exploited by both the Colleges and the wirch
huniers across the lase vwo centuries to the beneficand
détriment of both of these grear power-blocks, Debates as o
the exace definition of “good reason™ as referenced in article

6 and “Favourably” in article 8 are both good examples of the
lpose meaning of the Ardcles. Some Magisters have found
themselves in considerable trouble for using magic to light 2
taper in a public place, while others have got away with turning
down a request from and Elector on the basis that they have
offered whart they deemed a Savourable” alvernarive, which the
requesting Elector did not view as satisfactory.

It seems unlikely thar a shrewd and politically engaged leader
like Magnus the Pious would kil 1o see the flaws and limirations
in the Articles he drafeed. There is some debate as to whether
ambiguity came into the document as amsalt of continuous
constitutional and politcal wrangling berween the numerous

B R SRR AW T I SN,




The first obedience of every Magister must be to the ideals and laws of Sigmar’s Holy Empire of which these Articles form
@ part; then to he who is rightfully elected Emperor of Sigmar’s Holy Empire; then to the Supreme Patriarch of the Colleges
of Magic; then 1o the laws and ideals of their Order; then to the Patriarch of their Order; then to the authorities that each
Magister may be required to serve in the course of his duties; then to other superiors within their Orders.

No Magister may obstruct in malice or for financial or political gain the rulings of the Emperor, nor may they seek to
overthrow him for these reasons.

' Every Magister of said Colleges must adhere to the lows of Sigmar’s Holy Empire, regardless of the province, region, ot city-
| state, just as any loyal citizen must, excepr thar the Magisters alore shall be permitted 1o study magic and perform such spells
| for the good of the Empire. :

The Colleges are free to study, document, practice, and experiment with the arcane forces of magic that are present in this
world, provided they adhere to the restrictions laid down by Teclis of Ulthuan, keep the good of Sigmar’s Holy Empire in their
hearts and minds, and obey the Articles of this document.

The Colleges may bestow as they see fir upon all their own initiates full rights ro study, document, practice, and experiment
with the arcane forces of magic that are present in this world and also take apprentices to themselves 1o pass on such knowledge
and wisdom as may be part of their Lore and for the good of the Empire.

No Magister may cast a spell or enchantment outside of the theatre of war and in public view without first being requested
to by the Emperor, the Electors of Sigmar’s Holy Empire, or another legitimate emplayer as defined by the Articles of this
document, All spells end enchantments cast without these permission may only be done so with and for demonstrably good
reason.

No Magister may ever study the Forbidden Lores of the Daemonic Powers, nor the unholy ways of Necromancy, nor any
other sorcery or witchcraft that utilises the wicked powers of Dark Magic. Any Magister found disregording this Article is
guilty of an Abominable Act and is both Heretic and Traitor and will be put to sword and fire immediately.

The Colleges must respond favourably ro any reasonable request for specific service from any Elector of Sigmar’s Holy
Empire.

The Colleges must be ready to render service 1o the armies of the Emperor and the Electors of the Empire upon request, unless
such service aids in the seceding of an Imperial provinee from the Empire, or unless such service is intended to cause overt
harm to the Electoral System, or to the authority of the Emperor who resides upon Sigmar’s Throne, or to the unity of purpose
and identity that marks Sigmar’s Holy Empire, as indeed it was so sorely afflicted throughout the dark centuries of the False
Emperors.

The Colleges must grant upon request protection for all such diplomatic missions and any other rasks of defence or warfare as
are required by the duly elecred Emperor of Sigmar's Holy Empire.

All Magisters may expect to receive accommodation, benefits, respect, and fair treatment, as would befir eny noble of Sigmar’s
Holy Empire, while in the employ of the Electors of Sigmar’s Holy Empire.

Magisters are permitted to pursue agreements of employment with any persons or organisations: civil and religious, public and
private, noble and mercantile, providing their emplayers are not enemies of Sigmar’s Holy Empire or the people and thar will
not lead ro the breaking of any of these Articles.

All Magisters are required 10 seek out magic users as may exist within the bounds of Sigmar’s Holy E mpire to ascertain their
suitability to join one of the Orders of Magic, or else report them the Holy Orders of the Templars of Sigmar, or else destroy
them if they prove to be of immediate and grave menace to Sigmar’s People.

All Magisters are required to render such aid as is deemed necessary to the Holy Orders of the Templars of Sigmar, should
said Templars provide satisfactory proof that the servant of malignancy they face is beyond their capacity to capture or desiroy
withour magical means.

All Magisters are required to exert themselves 1o seck out and counter such destructive and anti-Imperial machinations,
practices, es, and creatures that are beyond the means of civil authorities and Sigmar’s Templars to counter, bur yer still
serve the Daemon Gods or advance the corruption of Imperial citizens through any sorcerous or infernal means. This shall be
the prime concern and purpose of the Colleges, their Orders and the Magisters belonging to them, and to fail in this duty is to
render void all the Articles of this document and make obsolete their permission to practise arcane arts without hindrance.

—ARTICLES 1-15 EXTRACTED FROM THE ARTICLES OF IMPERIAL MAGIC FroM THE HaND OF EMPEROR. MaGwus IN THE YEAR 2305 L.C.




Chaprer IV: T}wﬂpﬂial

Colleges of Magic

powerbases of the time, or whether Magnus had intended for
there to be some flexibility in the interpretation of the Articles,
to assure that np one group could monopolise power or
authority after his death

For example, Magnus also both reaffirmed and limited in

the Articles of the so-called Obsidian Edict of 2004 1.C. in
which the Cult of Sigmar claimed the sacred duty of hunting
down and wiping out witchcraft, necromancy, daemonology,
sorcery, and Chaos-worship in the Empire. It was reaffirmed

in the sense that Witch Hungers were acknowledged as a sodial
force—possessing a prime mandate to track down, try in a court
of faw, and even execure Wirches, Warlocks, Necromancers:
Mutants, Chaos worshippers, and other renegades, bur they

were forbidden from pursuing sanctioned Magisrers of the
Orders of Magic or their apprentices, unless asked for aid by a
legitimiate spokesman of 2 College to rrack down a Magister thar
had turned teaitorn, or unless the witch hunters were witness to
an abominable act by the hand of a sancrioned Magister.

The Witch Hunters were also required to turn aver any magic
user age twenty-five years or less to Collegiate authorities,
providing the magic user was not gailey of daemon worship or
witcheraft and had not commited an abominable act,

OFf course; the Articles did not create exace boundaries of
intezest and infuence between the witch huntersand thie Orders
of Magic, nor doss any of it assure er enforce cooperation
between them.

— IMPERIAL MAGISTERS —

on-insane wsers of arcane magic of any skill in:the Old

World are quite rare—miore so than one might expect. The
few sane manipulators of the Winds of Magic tend tobe the
Magisters of the Orders of Magic, yet even they are eceentric
and cerainly strange by any ordinary measure.

The title ‘":‘-'f:;glst;:r" was created o prevert Wizards from
becoming tao wealthy at the behest of the Burgomeisters.

In essence, thiey are vassals of their order 2nd 5o they cannor
manage business or own ERLENSIvE property. Instead, & Magister's
College functions like a Barony, dnd its Wizards are in service

to it. However, over the generations; Magister is alsoan
honorific, one which suggests that the individual has mastered
of a particularly difficule art (in’ this case the ant of magic),
whose learning and position makes him or her superior in
some ways to others. The title also refers to the possession of
akind of licence from their College and Order allowing them
to practice theirart and teach it to others: Anyone bearing the
titde Magister is considered a full brother or sister of the Order
whaose Lore they study and whose laws they obey.

Despite the respectability of their titles, the arcane spelleraft,
or magic, as taught by and to Imperial Magisters, is still widely
regarded as dangerous. against nature, and blasphemous by
devotees of almost all of the Old Warld's acceprable religious
cults. 5o although few would speak our against a sancrioned
Magister, few would also wanr ro share the same radius as 3
Magister, given the choice.

Mot all Magisters are required ro stay ar the College buildings
in‘Aledorf. In'fact, the majoricy are required ro leave in order
to pursue their duties and contraces across the Empire, Many
prefer to continue rheir studies elsewhere, sometimes in
private or within one of the lesser guilds or libraries of their
Order scattered throughout the Empire. Other Magisters are
required or invited to join the coures of Electors or ather nobles,
perhaps by treaty, commercial conprace, or familial ries. In such
positions, 2 Magister might work a5 an advisor, an emissary,
hotisehold PIOICCLOr agdinst nm]ignant magic, br evenasa
mentor for offspring that have been identified as possessing an
Aethyric aprirude.

It is-worth neting the contracts pursued by the Orders of Magic
dre very expensive, meaning only the wealthicst merchants

and nobles will ever be able 1o afford the services of @ Magister
(unless of course he is a family member, an old friend, or has
some other reason 1o give a free or reduced-rate service to the
employer). There are also Magisters who rurn their back on
major commercial contracts, particularly amonggst the Jade and
Ambier Orders. Amber Wizards tend to accept smaller contraces
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with villages and farmsteads for payments that cover their basic
needs. Some Magiscers travel the Empire or the world on the
business of their Order or the Emperor. A few disappear and are
seen only once or twice a decade if avall.

"There are some Magisters, the most dangerous of their kind,
who exist on a kind of permanent secondment to a military
body (like the Reiksguard for instance), training with them in
battlefield tactics and the stratezies of war.

BATTLE WIZARDS

A scant few Wizards spend a portion of their training on
assignment to an Imperial military body, joining a famous diry
regiment or even & chapter of Templar Knights. Not only do
these secondments allow the Magister to get a feel for the people
and organisations they will be a part of, ivalso gives the officer
classes of the Empire’s armics an idea of a Magister's capabilities
in barele, so their expecrations of what Magiseers can doare
reasonable. During this time, these Magisters learn how o best
integrate their spelleraft with a large body of Aghting men—a
very different prospeer from learning how to duel one-on-one
with another Magister. They learn how 1o become a “force
multiplier” for the men on the ground, assisting ordinary
soldiers in cheir combar duties and offering magical support
where required.

More senior and skilled Magisters who have studied the secrers
of barele magic more extensively are often expected to regularly

‘serve with the Empire’s military. These Lord Magisters are

more than just force multipliers, but forees in their own right.
Although they endeavour to work closely with the armies they
march with, they invariably pursue their own whims and goals
in battle, Though these Lord Magisters may nor act in strict
concordance with the tactics of the armics” officers, the effors
of these princes amongst Magisters are always welcomed theugh
also racher feared.

Amang these talented Wizards, there are a féw with a steely
nerve and unmatched lent which are selecred and groomed
1o become Bartle Wizards, masters of “bartle magic.” This
approach te magic involves particularly destrucrive spells
permitted 1o be used only on the battlefeld, Exceprionally
powertul, they can case spells thar evoke terrible windstorms,
rain fire on armies, and some say even call down stars from
the sky o destroy the Empires enemies. Developed to answer
the Empire’s need for improved support against the Chaos
incursions, the art of Bartle Magic are some of the most closely
guarded secrets in the Old World.

Battle Wizards occupy a special place within the Colleges

of Magic and are rarely permited to interact with Imperial
sociery. Rumours abound about how Barde Wizards are mad
and incredibly dangerous, held inlead-lined rooms unril such
time they are needed. Regardless of the swirling myths, Baude
Wizards are extremely rare and vary in ability depending on
their allegiance to their particular College: Though they differ in

“Batrle Wizards are nothing more than weapons. They are |

Wizards. For our good and in. 1o Sigmar's Word,
these foul creatures are kept locked in the bowels of their
College buildings, only to be released under the strictest
controls and supervision in those times when the pure steel
and honest sweat of Sigmar’'s chosen people face the Powers
of the Old Dark. Where the loss of any good citizen's life is
loss to the Empire, the loss of some Collegiate filth is nor. Let
the damned destroy the damned with their own weapons, so
fgng aiSignmr’s people are saved from the contamination of
Jhaos,

rare, thank Sigmar, and they ere more powerful than other i

—Jorann Nmer, TEMBLAR, OF SIGMAR |

“It is commonly known amongst academics and scholars
thar all Wizards are insene, and so it seems likely thar those
thar are dedicared o battle are more insane than most. 'm
sure they are kept confined somewhere out of harm's reach,
only to be trundled out when some lord or other wishes to
flex his muscles. This suggests that Wizards of wenlthier and
therefore berter-educated bockgrounds might have the good
sense to shy away from studving the more dangerous magic
of their Order, preferring instead to dedicate their studies to
maore esoreric areas of investigation.”

—D=. Ranoorr Kuureersr, LecTures of Recent HisTory,
UniveRsiTy oF TALABHEIM

“The tdea that these war-Wizards are kept ‘saf ¢’ because they |
are so volarile is parently ridiculous! All Wizards are war- '
Wizards by the very definition of their being! Every single
one that we might see upon the streets of Altdorf or coming
ro and fro their ‘College’ buildings are powder-kegs simply
awaiting a match! Offering continued patronage of these
damnable ‘Magisters’ is the worst iden of eny Emperor, living
or dead. What! The windows are open? Then close them man!
Close them! Y ou never know when they might be listening!”

~ Loan MicHen EseNeR OF ALTTORE |

“Those Apprentices thar do not have absolure control over
their hearts and minds are not permirted to train in the arts
of bartle magic, regardless of how well they might drow the
immaterial Winds ro themselves. Only those fully accepted [
Magisters who hove shown considerable focus of mind and
superb ability ro wield grear quantiries of Aethyr safely will ’
be considered for anything more than the most basic training
in bartle magic, but also, and most importantly, only those
who are amongst the wisest, most intelligent, reasonable and
Loyal of all Magisters will ever be chosen to become Battle
Magisters and senior members of the Order. No Order would
be so foolish as to allow any but the purest and wisest o wield
such powerful spellcraft. Thar way would lie carnage, despair,
and the end of the Orders of Magic..”

= Pauro Erias, rorpower of THE Secovp CmerE, Toe ORoer of
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“Belieue me, there are many profound safeguards built into the training and instruction of our dedicared Wizard warriors. They

will not rurn traiter.”

~ Dieramar Guronsson, MaGister OF THE Crrestial COLLEGE

“] believe it to be a bit of both, Some are the dedicated Barile Magisters who are exceedingly powerful bur appear to be regarded

as somewhar unreliable by their peers, perhaps in the sense that they may have short tempers. I remember this ro be the case with

at least one Pyromancer seconded to my regiment. He was watched closely by a companion who seemed to be of higher rank, |
and possibly power, within his Order. However it must be said that I have met other Magisters of prodigious battlefield power

and prowess who have in their dealings with me also proven to be men of great wisdom and honour, very controlled and with
profound senses of duty. These types must certainly have been ear-marked for greatness in their Orders, if, indeed they were not
considered grear already.”

- ¥t Hersore, CoMManDER oF THE FUEIKSGUARD
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the types of destructive spells they wield, they are all uniformly — Black Magisters do not have to have embraced the Chaos Gods,
focused, capable, loyal, and resolved. Who else would be chosen  nor must they have begun studying the atts of Daemonology

to study more than one or two spells of an arcane war craft thar  or Necromancy. All ic eakes is for them to flee their Order and
allows the wser to kill with a few werds and call down meteorites  refuse 1o practice and PESPRECE its traditions or intencionally and
with a wave of his hand? persistently experiment with more than one Wind of Magicar a
tim¢. These traitorousacts will carn the Magister the relentess

Magisters that posses all the right ateribures and skills needed ssliny/oF bis-prioe Oidec

1o become more advanced in the aris of battle magic, and

therefore those who are likely r advance swiftest and furchest Black Magisters know and accept they have disobeved the

in their Orders, would not only learn how to cast dreadful and ~ Articles of Magic and have broken faith with their Order. They
destructive spells but would have to learn to do so under very have been instrocted from day one as Apprentices that breaking
distracting and high-pressure circumsrances to simulare the with their Order is the most terrible and illegal act possible and
chaos of a bandeheld. that using Dark Magic is insanely dangerous. These acts are

against the spiritand letter of the law and are morally lacking.
BIACK MAGISTERS So if a Magister takes the rare and extracrdinary step of starting

to use these malign energies, he would either willingly embrace
The wrm “Black Magiseer” is the phrase used by the Orders his new title of Black Magister or reject any tide whatsoever.
and witch hunters to describe Magisters who either go rogue,
turning their backs on the Arricles of Imperial Magic, or who
knowingly utilise Dark Magic, er both. This is not a common
occurrence. bura few Black Magisters are infamous throughout
the Empire.

Whatever the case, Black Magiseers rend to look down on their
old brethren as narrew-minded. misguided fools who wilfully
hold back from exploring the true nature and power of magic.
These renegades tend 1o look even more starkly on self-raught

. e

BatTLE Wizarps sanp WFRP

In WERR becoming a Batde Wieard for the Empire is far beyend the reach of the typical characrer. ']hf.:-’ are capable of wielding
incredible power and command great respect in the Empire. And so, there is no Batde Wizard career. Should you wish to

develop a Bautle Wizard career and'spell list, feel free, but realise thar the life of these characters are exceptionally short and l
unpleasant.

UsinGg BLack MAGISTERS

Black Magisters are any Magisters who experiments with' multiple Winds of Magic and/or who knowingly choose to use Dack
Magic. For most intents and purposes, Black Magisters are similac to Witches but with betser training manipulating magic and
possessing a wider variery of spells. Regardless of whether a Black Magister stirts off using Dark Magic or not; he will inevitably be
drawn ro do so.

Black Magisters are ypically Journeyman Wizards, Master Wizards, or Wizard Lords.




{or; ac least, non-Caollege wained) wirches and hedge wizards,
whom they consider ignorant and trivial dabblers worchy only

of contempr and destruction,

Black Magisters who do not flee their Order and practice
their dangerous and {ilegﬂi arts inseerer would be among the

most subide and powerful of all Magistess to beable e doso
witheut being discovered. They would probably need divine or
daemonic aid ta hide their corruption from their peers if they
reside 1n'the College buildings of Alcdort (as was the case wich
that vilest of all traivors, Egrimm van Horesmann),

— THE PENALTY OF THE LAW —

An}-‘onc found practicing spellcraft outside of the Colleges
of Magic and their Orders is guilty in the eyes of religious
law of witchcraft, or worse. The punishment thac the wirch
hunters have devised for this crime is death by burning—the
only stire way to destroy tint of Chaos, or so they believe. All
manner of horrificand rather painful measures may be taken
before the burning to ensure that there is no possibility of
spell casting, escape or cursing the folk who are performing
the “cleansing.” In the norch of the Empire—where folk are
known to be rather direct and excitable—nailing offenders to
a tree and burning them is the standard way of disposing of

a witch, while in the South far mere civilised tand painfuf}
miethods arein use:

ARCANE JUSTICE

Although any Warchman or agent of civil law may theoretically
arrest someonie accused of witchirafe (any non-Collegiate magic
use), many Warchmen would consider doing so quite a risk,
‘They are not paid much, and who wants to risk being cursed?
Instead, irs more likely he will simply tey to sheat the offender
from a distance or inform the local chapter of Witch Hunters,
the local culr Priest, or some other religious authority. A fair
trial must be given tw anyoneaccused hl'pracricing witcheralt,
and this is usually the case in more civilised and reasonable
rowns. But if the accused seeks roevade arrest wo passionately,
Sj'li)"l'r'S hiﬁ e EU'quS‘ a5 a {:.:Iiikﬂﬁ [U"l'i.‘i'r O WSS ]Tlﬂgiﬂ (15
detend himself or harm others. then the witch hunters or other
religious authorities will not bothier apprehending him. They
will just kill him and burn his corpse.

Aside for the obvious moral treachieries of hedge wizards and
witches, it is a very brave or very mad individual who would
bring charges of witchery or an abominable act againsta
Collegiate Magister without exceptionally damning proof.
Such charges must be made according to law and be well
founded, especially within the grear diries of the Empire, After
all, Imperial Magisters are protected by Imperial law and

their Orders wield considerable pelitical power and influeace,
both overt and covert. If such charges are broughr against a
sancrioned Magister in rural areas where political influence
over lords and burgomeisters means lietle; the accuser must be
sure he is exceptionally well protecred. Ordinary citizens have
few defences they 'can rely on when confronted by an enraged
magic wielder, especially a trained Magister of an Imperial
College.

PACIFICATION

IFa Magister infringes the Arricles of Magic or his Order’s
own constitution, 1t is a matter for the Colleges o deal with;
although, the Witch Hunters often try o Lay elaim o this
responsibility. The Colleges do not take this duty lishly; w do

so would be the first step to-their own corruption and downfall.

Punishment can range from ﬂt}ggj.ng to exile; to execution, or
worstof all for'a Mag‘lsrer. Pacification.

Pacification, as opposed to exeqution, is 4 punishment reserved
for chose Magistery whe are foand guiit}' of Gross Misconduct,
Traitorous Acts; and most of all for Defaming the Good Orders
of the Colleges of Magic. Essentially, if 2 Magister embraces the
Doarle Ares; rejects his Order and College, becomies a threar o
che Empire at large, and even mon importantly, does something
to focus the frightened eyes of the Empire’s public on his actens
and therefore the College and Order to which he belongs,
College authorities always seck to have that Magister caprured
alive. Death is wo good for such traitors. The publics fears thar
the Colleges do not police their own well enough, or even thar
the Colleges should not be permirted to exist avall, need to be
addressed very visibly,

Pacification is the worst possible punishment for a Magister, and
it takes considerable effort o achieve, Mot only is ic spoken of
in dire tones to young apprentices, the actual processes involved
are kepra closely guarded secrer. All Wizards are aware thac it
involves 2 type of Aethyric gelding—a curting away of the part
of the soul capable of secing and cisting magic, It is unclear as
to-whether this involves removal of actual Hesh, burt the very
thoughr of a sundering of the soul is enough to make all bur the
maost thick-headed recoil.

As Wizards progress within their Order, this apprentices” tale is
ornamented somewhar with additional facrs. Each order seems
to- have slightly different and conflicring rumours abour the
process of this mental mutilation—including what happens

to the poor unfortunates afterwards, The Amethyst Order
simply maincains thac the soul in question is allowed ro dic in
accordance with their loudly screamed wishes. Other Orders
maintain.darker rales of tormented souls entombed within
their own skulls or used as fodder for those daemons icsuits
the Light Order to consorowith. Some believe the fires of the
Bright Order’s flaming towers are fed by more than the wind
of Agshy,
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ScrREAMING LORD REICHTHARD

Throughout the history of the Orders of Magic. only six poor fools hiave committed aces rerrible enough ro warsant the punishment

of Pacification. The first such miscreant was Magister Lord Reichdhard, 2 master reacher, pyTomancer, scholar, and resyoctcd
member of the Bright Order. While no comment, writing nor record of his abominable aces remains ro this day, the rale of his

punishment remains in constant circulation.

The rale is far too bloody and herrific to be recounied here save to tell that Reichthard's screams laseed sixeeen days before they were
silenced. Occasionally the more impressionable apprentices may claim sightings of the gibbering, broken shade of Lord Reichthard,
bur this is usually dismissed as.the drunken antics of Journeymen Wizards, looking for amusement.

Magisters discovering such antics invariably treat the marter with the utmost seriousness, demanding that the Journeymen descend
to the furthest cellar of the College and make their apologies to a cerrain srrangely shaped piece of rock. Laughing scudents
invariably return solemin and dedicited ro remaining in the bounds of the Lore,

Pacificarion is known to have been performed only six times in
the history of the Colleges, as most traitors are either captured
and killed before rhe}."ﬂu anything ro attract the public gaze, or
the public never realises chat the evil sorcerer sacrificing their
children to daemons was ence & Collegiare Magister. As a rule,
Black Magisters tend 1o stay out of the public eve even more
than warlocks or sorcerers; meaning it is [ractionally easier for
the Orders to track him down without having to make a graphic
example of him to appease the wirch hunrers and the public at

karge.

PURSUING TRAITORS

When it comes to the pursuit and caprure of taitorous
Magisters, the Orders look to their own offices to deal with the
problem. If possible, no Order is willing to reveal tw the world
sometimes one or twa of their numbers go bad. Besides, there
are few people or aurhorivies within the Empire who have che
arcane skills needed to hunt down and destroy such tritors.

If a Magister of any particular Order is revealed 1o have turned

to Chacs magic or the worship of a Dark God, his former Order
will silently mobilise all available resources to caprure o, more
likety, kill him. IFsuch & task proves impossible for one Order
alone (a rare occurrence, though noran unprecedented one),
then it is possible for an Order to approach another for aid. This
holds particularly true for the Light, Gold; and Celestial Orders:
the others tend 1o be o proud, teo secretive, oo cynical, or too
personally involved in the problem o cire much for outside help.

‘The reason an Order of Magic would agree to help find a Black
Magister of another Order, without making the hunt public and
keeping it secret from the witch hunters, is because each and
every one of the Orders know of the public’s general fear and
distrust of spelleraft. If it were known that a trained Magiseer of
one of the Orders had fallen w darkness, the Collegiare system
as:a whole would risk coming into irreparable disgrace. Many
religious and rival political erganisarions would jump on any
oppormunity to condemn the Collezes our of all propertion;
hence, it must be avoided ar all cost.

ExiEs & W ANDERING
MAGISTERS

All Magisters are considered responsible for the behaviour of
their apprentices, past and present. So ifa Magiser strays from
the pach, their old mentor (if he sdll lives) will also be examined
and punished with anything from exile to execution for his
formier protégd's crimes, unless some explanation can be given.

This is a purely internal affair for the Orders, and they rarely,
if ever, see 4 reason to involve any external authority: There are
two reasons why this law exists and why it is enforced so strictly
by the Orders upon their members. First, if an apprentice or
Magister breaks the law in specracular fashion or is found w
have turned o darkness, then targeting thar apprenrtice’s or
Magister's master as equally responsible is the only way to
legally satisfy the requirements set out in the Articles of Magic.
The master of the traitor must pay to spare blame from the
entire College and Order to which he belonged. The second
and most imporzant reason for this condition is roensure thay
all Magisrers are careful of whom they teach their arcane ars
to and are thorough in their observation and instruction of
their apprentice. It-also means that Magisters will take personal
responsibiliny totrack down a runaway apprentice or rogue
Magister or face the fullest penalty of the law themselves.

Some respected Magisters whose apprentices (old or current)
have broken serious laws are forcunate enough to only be exiled
by their Order from Alidorf or the Reiklind, or at worst, the
lands of the Empire. This is obviously ki better than execution
or Pacification, and it means the brothers of his Order will sdll
regard him:as one of their number, even if they cannot accept
him as part of the College's highly visible political bady. Such
exiles usually find their way ro Marienburg, the city-states of
Tilea or Estalia, or even Bretonnia (though it is quiee risky].
Because they are still on friendly eerms with their Order, they
are welcome to share in the resources and learning of their

Chrder: a faor thae irks many Witch-Hunrers bucis bcyand their




ability to prevent. Loyal Magisters that have been banished due  their Order, Some Magisters have made their way to such far-
o the acts of former apprentices still serve cheir Order, and fung places as Kislew, Norsca, Albion; the Border Princedoms,
therefore the Empire, indirecily. They often send back reports Araby, and even, or so it is rumoured; distant Cathay and

on the nations they reside in, and their abilities generally assure  Nippon. Whatever these wanderers learn, they record all of
that they can artain employment in positions near authority and it to parchment so tha: one day they miay take it to the secre
50 are often in perfect positions to spy on their new employers. libraries of their Colleges to share the knowledge they have
acquired with the brothers of their Ordess.

Orher exiled Magisters choose to travel the world seeking
wisdom to further enhance their own skills and the learning of

— Rercious DevoTioN —

Ithough beliefs vary from Order to Order, all Imperial o The Amber Order: Occasional links ro the Cule of Taal,

Magisters tend to take a more practical and less and toa lesser extent Bhya, The Amber Wizards will seir
superstitious view of the divine—probably because of che early themselves to aid the wild places and often find common
influence Teclis and Finreir had on Collegiate belief systems. cause with these cults a5 2 result of this.
All Magisters are aware of the existence of the many Gods and *  The Bright Order: While it often provides Bactle Wizards
daemons, wholeseme and otherwise, and do not underestimae for the Imperial forces, this has curried litde favour for the
the enormous power and infuence these entities have over the Bright Order—even with the Cult of Sigmar. Relations
mortal world. However, although they are careful not to offend with those of Mznnan are positively awful s it has been
these Gods and Dacmons and even make efferings to them as claimed thac the patriarch of the Bright Order referred to
and when it is deemed necessary and appropriate (as with the the Sea Lord as "2 watery, damp squib of a little God.”

Amethyse Order and Morr), Collegiate Magisters tend not to
directy worship or offer their personal devotion and dedication
to any of the Gods. It isa fine line between making respectful
abservances to the Gods and actually worshipping them, 25 a . The Amethyst Order: Links with the Cule of Morr are
pricst or another devored citizen might, but it is one that Imperial very strong—as one would expect.

Magiseers walk,

The Grey Orders They Grey Order has no known ties to

any rctigi{:u.s Culr,

In times ot need, some of the Empires Cules have approached
various Orders—in an entirely unofhcial way—ro request aid.
This has resulted in some tentarive relarionships berween the
cules and the Orders, As a last ditch actempr, player characters
in dire need might find aid based on the following lines:

#  The Light Order: Some links to the Culvof Shallya,
particularly when it comes to possession and matters of
Dacmenolgy:

. The Celestial Order: RBumours of Verenan scholars
consulting with Celestial Seers have neither been denied
or confirmed. Likewise, those that worship Morr in his
aspect of the God of Dieams have been known o wurn 1o

thie Celestial Order,
. The Gold Order: The Order has made overtures towards

Diwarf Rupesmichs and prieses with e suceess; as they
are jealous guardians of their secrets. The Aledorf press
has insinuated some links with Ranaldian erickseers in

a recent scandal involving vanishing Gold, bur this is
unlikely ro be true,

*  'The Jade Order: Close links with the Caule of Taal and
Rhya, as well as certain rural Shallyan cults. Those who
follow Mannan often find themselves oddly ar peace
whilst around Jade Wizards, but this has never been
formalised into any type of compact.
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Thl.:n; is no written licence that sanctioned Imperial
Magisters must carry around with them. The face they have
been accepted inw one of the Orders and rrained by them is
enough to stisfy the demands of the Articles of Imperial Magic.
There are various signifving mrroos, brands, emblems, and iems
the apprentices and Magisters of an Oirder must wear or carry o
signify their membership to their College and Order. And this
is proof enough for secular and religious authorities of all major
cities and rowns, though villages in rural areas are unlikely to
recognise these marks, emblems, and items.

With the Colleges being mostly self-policed and selFsupporred,
i’s in their best interests to keep track of all of their members
and make sure they stay loyal, stay in eonzact, and send funds
(10% of all earnings, unless they are a Lord Magister) every
year o the closest body owned by or representing their Order.
These funds go to the maintenance of the College buildings,
the upkeep and rraining of apprentices who are based at the
Colleges (instead of with a Magister living elsewhere); and they
fund the Colleges' other unpaid duties and goals across the
Empire,

Overall, a membier of any of the eight Orders must keep his
Order informed of where he is going and what he is doing, If
hic enters a town or city where there is a guild or chapter house

belonging to his order, or even just another Magister of his
Order, it is considered good practice and a mark of due respect
to make himselF known. There are somie meystical weys that each
College can keep track of the movements of their members, but
how this is done is a secret unknown o outsiders,

ForeIGN Magic UsErs

Legitirmate spelleasters from Kislev and other foreign regions
travelling through Imperial werritories pose problems for
imprrial authorities: The Artcles ofimpcrj.'ﬂ Magic are not
binding to foreign spellcasters, but regional and religious laws
are. Since Witch Hunters only find those people who reveal
their m;ugical abilities or whe have no contrel ever them, a
foreign spellcaster would be able to ger around easily if they do
not cast any spells where they can be seen.

It is worth remembering magic use is forbidden in the Empire
regardless of who you are or where you are from, unless you

are essociated with one of the Colleges and unless you have
special permission from culvand state authorities (so rare its
almost unheard of). Formunately, the immediate neighbours and
allies of the Empire do not have taditions of spelicasting and
arcane magic in the sense that the Empire Fears, and se their
spelleasrers are penerally tolerated. For instance. despite their
namie, the Ice Mages of Kislev are regarded as priests rather than
Wizards by Imperial authority and tradidon. The same is true
for the Bretonnian Damselsof the Lady.,

Marienburg is the exception in thar it is free from Imperial law
and its burgomeisters have been known 1o encourage magical
experimentation within che bounds of their city. This has had
mixed resules. ranging from embarrassing hoaxes that drained
certain burgomeisters of considerable funds before being
exposed, w horrifying failures where Daemonic possession,
magical fires, and even violenr and rerrifying Poltergeist activity
were caused by untrained practitioners. In face, although
Marienburg is widely regarded as thie most tolerant and
cosmopelitan ofall ciries and seates in the Old World, it is
ilso known to be a hive of illicic cult activiry. Spies and other
agenes from Bretonnia, Tilea, Estalia, and the Empir: opérate
throughour Marienburg and its environs, as do the Orders of
Magic, often working to limit cult activity or control the skilled
usage of magic.

The Collees of Magic ke a very dim view of lesser and more
dangerous magical taditions being practiced sb close to the

hub of their own activities. They are rumoured to have a large
number of agents and exiled Magisters in Marienburg secretly
moving against other would-be spellcasters who try o establish
themselves chere, assuring thac thiese lesser spellcasters do not
receive the protection and sponsorship of the wealthy mercantile
classes of the cinn




ost people who become apprentices do so in their vouth,

between the ages of ten and their ea riy-m«mid owenties,
for two reasons: youngsters tend to be submitted to Collegiate
authorities as soon as they begin to manifest any strange powets
and because learning how to effectively and safely use magic is a
long, slow process. Thie earlier this process is started, the betrer.
If a Magister has a child, he will cither be sent far away never o
see his parents or know of their abilities, or he will be raised in
the wraditions and spellerafe of the Order thar his parents belong
to—there is rarely any other choice,

Some untrained magic users have lictle choice bur to apprentice
later in life, though there are fewer practising Magisters who
would be willing to take on an apprentice much older than
mid-twenties, unless thar apprentice showed pardcular skill,
dedication, and loyalry. A lot of the work of an-apprentice is
menial labour, ferching and carrying, preparing ingredients,
and learning tedious mental drills and formulas, nor to menton
various arcane languages and so on. Few adults are narurally
inclined to perform such demeaning and mind-numbingly
boring tasks for no wages beyond a bed, meals, and the
promise of future learning, One might think thar because the
apprentices College will cheek up on them regularly and claim
at least 10% of all their carnings for most their lives older
miagic users would be discouraged from stayine, Bur given

their options: accepr this situation, risk destroying themselves
with uncontrolled magic, or have their tengues removed and
be burned alive by witch hunters, few have much choice in the
Mater,

Although many apprentices are based in the actual buildings of the
Colleges of Magic, each is tutored by an individual Magister of the
Ccr[lcgc's Ohrder: he is their mentor and master, Cermin elements

to do with the history of the Order, its duties and restrictions; and
cerain points and debates concerning the nawre of magic and its
use are somerimes tanght as lectures to groups of apprentices. But
the actual visualisation and handling of magic is usually raughe on a
one-on-one basis—especially by Colleges like the Amber and Jade,
where almost all their spells and theory are taught through an oral
tradition, hands-on demonstration, and experimentation.

Most Magisters will only take a couple of appréntices over
their entire lives, thouo gh there are some who base themselves
permanently in the College buildings, and their whole purpose
seems geared towards teaching the arcane arts. In most rural
regions of the Empire, it is unlikely to have'more than one
Magister covering a whole region, and he may be reluctant to
take on an apprentice av all,

But if faced with someone with an aptitude that cannot be
ignored, it is the Magister's duty to take on the apprentice,
whether he wants o or nor. He will thes teach his new
apprentice the magic learned from his own master. However,
before this process can begin, potential apprentices must be
deemed fit to learn the arcane secrets of magic.

DISCOVERY OR APPLICATION

There is no standard way to approach to the Colleges of Magic
to become an apprentice, as many of the Colleges have different

il b

speck.

their College.

I was once like you, though born far to south and east in the lands this good Empire knows as Araby. As with many scholars of my
homeland, I was accomplished in the study of numbers and chemistry, and I was both a physician and herbalist of surpassing skill.
Yer though I did not realise it for many a year, I was also gifted with a sensitivity to the Aethyr’s Coloured Winds. I will not speak
of the day that this gift and curse (for you all know i is beth) was made manifest to my peers and I, for it is a day I have long

> tried to forget, What I shall share with you is that not long ofter that moment, I was approached by one of the Magister Alchemists

| cf this most illustrious institurion who, I later discovered, had come to my homeland to see for himself what secrets our sciences had

' revealed of the narural world and whether they could add anything ro the considerable knowledge of his Order. After speaking with
him for nearly a day and e night, I chose to travel with him across the world to this greot city of Alidorf, ro this very College, to
beseech the brother Magisters of this Golden Order for the opportunity ro prove myself worthy of being accepted as an apprentice to

And now, some forty cold winters later, I am here to teach you the facts and practices that you will have ro accept and adhere to if
Jou wish to survive with sanity and soul intact os long as I thrive as a Magister in the service of this different nation’s great and
noble Emperor and avoid the fires of Sigmar’s Templars. I do ner anticipate thar many of you will succeed.”

——

“If, as I am hoping, you are all new and untried in the ways of the Eight Winds, hearken closely to the words I speak and hold
them as fact. If, as is more likely, many of you have already tasted of the arcane Winds, or worse, have formed an opinion upon
them, forget all that you think you know, for therein will lie your inevitable destruction! Heed me well, for I know of that which I

—Haqmgan ar-Hixmas, MaGister LonD of THE Gorpen ORDER




procedures and stracures for such things. However, there are
some internal agreements abour searching for and processing
potential recruits thay bind all Wizards. Applicants o the
Colleges can be divided into those that apply voluntarily, those
that an existing Collegiate Magister or Journeyman discovers
and compels to apply; and those thatsome otherauthority or
agency compels to apply.

A stipulation of the order that granted the Colleges of Magic
the right o exisc was that every senior apprentice (fourneyman)
and full initiate (Magister) must investigate any rumour of
untrained and/or unlicensed magic use, Itis the sworn duty

of all Collegiate Magisters-and Journeymen to investigare

the abilities of anyone discovered using magic or pracrising
spelleraft of any kind, knowingly or otherwise, wha is not
associated with one of the Orders. The Magisters must gauge
their physical, psychological, and spiritual suicabilicy for jeining
one of the Colleges of Magic. If the subjects are sane and not
itredezmably contaminated by Dark Magic, it is the Magister's
or Journeymans duty o escort them to the nearest Collegiaze
property, Or they may take the untrained magic user under
their own protection until the individual can be escorted to 2
Collegiate property. or, as a last résorr, repart their existence to
the nearest chaprer of witch hunters—something no Magister
will do if they can help it.

Marurally, if the untrained magic user thar a Collegiare Magiseer
discovers is a dangerous witch or warlock, then the Magister
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must contain ot eliminare the threar they pose by whateyer

TN NUCCESATY.

WaicH COLLEGE?

Generally speaking, applicancs will feel drawn to whichever
College most suirs their charicrer and talent, and this choice
is invariably the right one——at leastin those people who are
already sensivive to, and perhaps somewhat manipulated

by, the Winds of Magic. A preference for passion, physical
vibraney,and a fiery remper mightartrace the Red Wind o
an Aethyrically sensitive person more than any other Wind.
Although, its just as likely thar over-exposure to the Red Wind
will make someone passionate, physically vibranr, and hery
tempered, so it is difficule to know which comes first or ifil
EVETL MALEers.

The personality ateributes thar allow Magisters to judge whether
an applicant is best suited to their College are casiest to'see

in the young. As Aethyrically sensitive people grow older, and
perhaps start manipulating the Winds of Magic subconsciously,
it is harder to see a clear-cut path in regards to which Lore

they possess the greatest skill for. This difficulty is because all
untrained magic users tend to utilise a cockeail of the Winds of
Magic, which exposes them to the many different moods and
predilections of the Winds of Magic, making their personalities
more sporadic and prone to change.

A Magister confronted with an uncorrupred and magically
sensitive young person who is not best suited to the Magister’s
own Order is required by Imperial law and his oaths as a
Magister t send or drag the applicant to'a representative of the
Caﬂcgc he helieves would be more suitable, ﬂung with a letter
of introduction where necessary.

Upon being accepted by a Magister, hopefuls become the firse
level of apprentice, known as an Apprentice. Once actepred, the
Apprentice, or his family; is expected o either offer a substantial
endowment to the College for upkeep during the Apprentice’s
entire time studying with his:mentor. [F he or his family have no
mioney, they are expected to give anything and everything they
can afford o the College, more as 2n act of total submission
than for any real monetary worth that new Apprentice’s meagre
possessions may ferch. These that cannetafford any upkeep

at all will be treared as unpaid secvants within the College

or by their mentor, working to cook; clean, fewch; carry, and

do the jobs that no one else wants 1o do—giving them more
backbreaking work o do than Apprentices of more affluent

backgrounds,

Additionally, every single Apprentice is expecred o swear
binding and enforceable oaths of absolure loyalty by the law of
the land; all the Gods, and his own immertal seul to his new
College, its Order, and his mentor. Some say these oaths are
not just words; they acnually bind the Apprentice to his master
in supernamral ways. Considering the narure of the Orders of

Magic, ir is likely true.
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Fl.lthcugh some ':::-HEgL's recognise many different stages of
expertise within their Orders {the Order of Light being the most
notable) there are common levels that apply to all Wizards.
These are listed below, together with commen informal terims.

*  Apprentice Wizard: This is 2 carchall for 2l levels of
initiation, from the ignoble Apprenace and Roor scrubbers
1o the abour-ro-be spellcasters. Apprentices are in the
process of learning cheir craft and so have nor yer selecred
an order. Apprentices are also called drudges, hopefuls,
apprentices, senior apprentices, novices; you then™,

*  Journeyman Wizard: These voung Wizards are those
wheo have just been initiated in their chosen order of
magic. Though they learn the rudiments of arcane lore,
they lack the experience and skill o cast these spells safely.
Journeyman Wizards are also known as journeymen,
journeyman apprentices, seekers, scrivenlings, lads™.

. Master Wizard: These Wizards have mastered the
essentiale and develop the means ro cast most ifnor all
of the sj.':cl]s in their chosen lore, Master Wizards are also
known as Magisters or Sirs™™,

. Wicand Lovd: The mos skilled and lened Wissrds
are Wizard Lords. Typically, they are called Lord, Lord
Magister, or Master,

. Magister Patriarch: These wizards are the leaders of their
Orders, At any given time, there is just one Magister
Pacriarch per Order. These Wizards are drawn from the
best Wizard Lords of their Order, and as a result, thera is
no corresponding career.

*Due to the high failure rate, most College staff and instrucrors
seldom bother to learn an apprentice’s name, instead relying on
gestures, shouts, and general terms to get them by.

** Should-an individual survive to become a Journeyman
Wizard, most who have day to day dealings with them will ar
least arcempt to learn their surname. A Journeyman can expect
to be referred ro by their surname unril they achieve the tirde of
Magister (eater the Master Wizard carcer) and even then, some
of their more elderly superiors may persist in the habit.

=i Depcnding on their Cemperament and Order, most Masrer
Wizards will expecr to be on hrst name erms with their
equals and demand deferenial ticles such as "Sic” from their
subordinares.

AN APPRENTICE’s LIFE

The life of any apprentice in any trade isone of hard work with
only a litle learning thrown in, The life of a Wizard’s Apprentice
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is even harder chan most because it also rends w be very lonelyw.
Where apprentices to other professions may be able 1o socialise
with people their own age, all Wizards' apprentices are expecred
to work and study so hard they rarely have any company other

than their master,

This holds true even for those apprenticed to study at one of the
Colleges of Magic in Aledorf. When notin a lecture, actively
serving their mentor, or working with him on some spell or
formulae; Apprentice are required to study alone in one of the
Colleges huge libraries or be cleaning or preparing ingredients
tor something. In every College, whether it is in a great building
in Alrdorf or in secret caves in the Amber Hills nordhease of
Alrdorf, discipline is absolute, and the loyalty the Orders of
Magic demand from and ingrain in their members must be
total,

An Apprentice’s first consideration must be the perfection of

his ability to perceive and then touch the Winds of Magic. To
thatend, regardless of the way in which someone is innaely
able to perceive the Winds, they are always trained when they
join one of the Colleges of Magic to actually visualise the Winds
in their separate colours: Doing 5o enables them to control

and manipulare che Winds mﬁs:’sn;mly and effectively in the
dependable tradition of Collegiare Magic.

In the early stages of apprenticeship, Apprentices are disallowed
froim casting spells without the presence and permission of their
mentor; those whe brealk dhis rales are puni_s]'nl-d peverely {ﬂ'mugh
never expelled), unless the spell was cast in the direst emergency,
in which case the punishment will be more lenient. OF couse,
the dangeris not great for these novices lack the experience w cast
anything more than Perty Magic. If they are 1o gee anywhere in
their are without succumbing to insanity or worse, the porential
mischief that could be caused by a group of Aethyrically sensicive
vouths with knowledge of even a couple of petry or lesser spells

is too awful to contemplace. The last thing the Colleges need

is groups of their Apprentices wandering the strezts of Altdorf
magically locking doors of public buildings or putting local
warchmen to sleep while on duty. Apart from any immediate
damiage caused by such dangerous fooling around, the Apprentices
would probably be hynched by a frightened mob or even Witeh
Hunters. Worst of all, such careless spelleasting could summon
something more dangerous and horrifying than the Apprentices or
their victims could imagine. Thus, Imperial Magisters keep a tight
rein on their apprentices, assuring the concept of free time for an
apprentice remains just that—a concept.

RUNAWAYS

Oinee accepted into an Order and having sworn his binding
oarhs of loyalty and allegiance, an Apprentice is bound legally
and s;:]nn.mllv ta his mentor. Though a Magister may nor

be able to know what his Apprentice is feeling or doing, an
Imperial Magister will always know where h:s Apprentice is
within a cermain radius, For some I‘s-*t:tgisters this radius is-only
a few hundred merers, bur for the oldest and most pewerful




Magisters, this range can be-a few miles. This means thar it This means that very few Apprentice manage or even plan to

is nearly impossible for an Apprentice to leave a reasonable escape their studies. And even the most surly and unwilling
preximity of his menor without his menwor knuwing what student (of which thete are many), learns after his chicd or
direction he heads. This makes it exceedingly difficult for an fourth failed escape atrempt and ensuing punishments, or
Apprentice to flee his master, even if he manages to find a worse; after one of his fellow apprentices has been caprured and
moment in his incessant study and work o contemplateflight.  burned alive by witch hunters, char it is best just o keep his

head down and srudy to more quickly bring about the day when

Apprentices are also told thatif they suceeed in running : ;
Pl ; : 2 heis allowed to be free of his mentor,

away and evading their mentor, their names, descriptions.
and location of their family home will be given to Wicch
o A APPRENTICES-IN-PER PETUITY

Hunters. And the witch hunters will be far less lenient than the
ADPIEATICES GWI RIASLEr 3 )

PP Apprentices who do not have the apritude or srrength of
mind or spirit to become full Wizards, but are too dangerous
1o be allowed to simply return to the life they had before

WOMEN IN THE COLLEGE OF MAGIC coming to the College, are required remain with their Order

as Apprentices. These people will only ever master a few of the

While there are no'specific laws stating females are not ; feast spells, but if they serve long enough and loyally enough
admiteed into the Colleges, thence into the Orders of | with their College they may be lucky enough 1o be considered a
magic, it cannot be denied thae it is a rare oecurrence. kind of Apprentce-In-Perpetuity and are given 4 freedom from
Some scholars who are given to ponder such things | their College thar mew and much less loval Apprentices are net,
speculare peasants and the likeare 'quicker ter burn those: “The maseskilled, long-standing, and loyal Apprentices will be
“women who do show some Aethyric abilicy. Likewise: some pushed and pushed unil they are skilled and trusted enough 1o
claim women do not possess the sensibilities ro mould be allowed the limired freedoms of full apprentices—sometimes
MAEIE, OF COMCENITATE an their study lo ng umugh 05 ] g:nn CVEn SreaeT ﬁ'ﬁﬁdﬂmﬁ'ifﬂ!'f}' have served ]Q}'ﬂ”}’ for ten yearsor
the necessary languages, skills, and knowledge required o more.

shape spells, While the former claim hias more than a grain ol
of truth ta it, the latter is complete nonsense. Avthyric
ability makes no distinction berween the genders—indeed

Perpetual Apprentices make up most of those who work for the
Calleges of Magie, theie Orders; and che Magisters wichin them:
They spend cheir days working For Magisters as guards, servants,

the Bright Order hasalong outsianding prophecy/ofa | and secreraries, doin g many of the tasks that apprentices might
female Barle Wizard without peerand is c:a.gcrh’ awarting < do, though with greater responsibility and not such a harsh
herarsival, routine. For those of grindingly poor backgrounds, this life
Female Wizards seem to gravitate towards certain rypes is not so bad, They learn how to control what lictle magical

of magic—the Jade and Amber Orders being the most sensitivity they have, so they do not suffer from Poltergeists and
common—zchough this is by no means a hard and fast rule. | such, and they are fed three imes a day, given a clean place to
Generally speaking, most colleges have little or no provision sleep, and have the opportunity to be educated in academic arts.

1o accommodare women on their premises, meaning those

few { 1T|'1EE3 JP‘P‘ECHHCLE arc ﬂl“‘.’ll E.PF\'L“ b‘DﬂId 1 Sﬁmf‘.‘

long forgotten room or out of theway dnrmlmr}’l;.zsu!y

converted to their needs. As those women that do gain

entrance to the Colleges are often of noble or moneyed

tamilies, (whocan afford the fees but nor the scandal)

they are not usually'treared with any contempt, rachier
scantious brand of confusion. Many College folk atiémpr ro

ignore the Apprenrice’s gender, hoping a serving womin or

The better-educated Perperual Apprentices and those thar come
from wealthy backgrounds who show enough loyalty are often
employed to become their Colleges” agents across the Empire,
using their limiwed magical skills to detect and recruie porential
apprentices for their College. Carrying papers identifying them
as representarives of their College or posing as regular people,
Perperual Apprentices can travel anywhere in the Empire

. and beyond, unbound by the duries of Journeymen and full
Magisters, These characrers become agents and informers for
their Colleges, and they can be found in almost any profession.
Some of them run safe houses for Magisters of their Order,

housemnistrass will deal with the delicare matrers of clothing
sizes; medicines and'other such “wamen's business.”

As a side note, it is worth noting several colleges have quite | and others administer the libraries, guild houses, and College
formidable and terrifying marrons dictating the domestic . buildings. Some Journeyman Wizards of the Orders of Magic
arrangements, While they hiave no magical powers, their are given information detilinga network of loyal Perperual
abilities to manipulate Wizard: Lords, remove stains, and Apprentices across the Empire that chey may stay with if
feed veritable armies of picky spellcasters does border on needed.

the supernatural.

Those with only 2 slight magical sensitivity and who want o get
rid of minor visions mighe sometimes ask to be firred with lead
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rings, bracelets, and other mrinkers ro furcher dampen whai litde
ability they have, allowing them to be integrated back into the
civilian world without anyonc knowing who they truly work for
or where their lovalties lie. This can and has been done, but only
rarely.

Iris nor unheard of for young Jousneymen who have found
themselves down on their luck in a distant city 1o be offered

a warm bed and food by a stranger who seems to know more
about them than should be possible, These kind souls tend o
be Perpetual Apprentices of the Journeyman’s Order, and they
are welcome faces in a world normally distruschul, if nor openly
hateful, towards users of magic.

Perperual Apprentices are actively disliked and often rargered by
witch hunters, because although the Orders of Magic go out of
their way to protect these agents as much as possible, what they
offer is far from the comprehensive shield enjoyed by Magisters.

There are many more Perpetial Apprentices in che Empire than
there are full Magisters, as by far the majority of people with
any kind of magical apricude will not have the talents needed
rise in rank. Just how many there are is unknown 1o all bur the
highest ranking Magisters of cach Order:

SENIOR APPRENTICES

Apprentices who study long and hard enough eventually

gain access 1o the deeper secrets of magic, becoming Senior
Apprentices (the Apprenrice Wizards career). They show such
promise and dedication to their Order and studies they are
permirted to travel parts of the Empire on missions for their
masters. ‘This is the first turning point in an Apprentices life
with his mentor and is recognition of the apprentice’s final
and true acceptance as the Magister's trusted protégé. Such
Apprentices are relatively free to travel with written permission
from their master and if the Magister judges that che journey
serves somie pood purpose and offers a reasonable chance 1o
learn something valuable. However, such journeys are not
entirely free from supervision; as masters are known to tag
aicng, either opcnl}-' or ar 4 discreer disrance.

Apprentices who have not the skill or ability to proceed further
in' their seudies o become Magisters are sometimes. permitied o
become much like Perperial Apprentices and take new carcers.
However, the official protection of the Orders will no longer
apply to them (as wich Perperual Apprentices), and they will
always be bound to serve their Order in whatever way they can.

JoUurNEYMAN WiZARDS

All Magisters know arcane knowledge is of no use with-
ourt experience and knowledge of the world ar large. So
once Apprentices are deemed sufhiciently expenenced and
trustworthy by their master, they must leave him or the College
they are studying ac o travel the world for a period of several
years, during which time they are forbidden to return to within
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hifty leagnes of their master or their Collepe b_uildin_g. This
period of wandering is known as “journeying,” and a Magister’s
apprentice in this period is known asa Journeyman Wizard.
No apprentice younger than late-twenties earfy-thirties has ever
been released to become a Journeyman in the recorded history
of the Colleges.

Ounly thase apprentices who show considerable talent and
dedication, both to their studies and to the good name of their
Order, are ever permutted to become what amounts 1o the most
common type of Collegiate Magister within the Empire—the
Journeyman. Journeyman Wizards are usually given 2 small
amount of money and sometimes the names and addresses of
various Magisters and Perperual Apprentices of the same Order
in far flung parts of the Old World and beyond whom they
may visit with the intention of learning further perry and lesser
miagic spells.

During this time of mravel, the Journeymen must find a way

to earn & living, The Journeyman must carry a letter from his
master, stating the Journeyman's name, the name and address
of his master, and whar Order the master is affiliated vo. It is
likely the Journeyman will also bear some mark, taroo, or item
only senior Apprentices and Magisters of his Order can posses.
A Journeyman found casting spells, eéven with his leceer and
other marks of his position and identity, will probably attact
unwanted attention from witch hunters who see it as their dury
1o cause problems for would-be Magisters. It is important to
remember that the Journeyman's mascer will sill be punished
tor the transgressions of his protézé. Therefors, very few appren-
tices are accepted as Journeymen of their Order until their
masters are absolutely sure thar they are sufficiently responsible
and trustworthy.

During their time'as Journeymen, some apprentices take o
advenruring, While this is character buildin
generally disapprove of such dangerous and porentially highly
visible pursuits. IF their protégé wishes to experience excitement,
they should do so by requesting a commission in one of the
Empire’s army regiments or chaprers of knights, as is more
befitring of an Imperial Magister. This arritude is paricularly
true for the Pyromancers of the Bright Order.

Eo A1Y IMASLErs

JOURNEYMEN AND CAREERS '
Keeping with the imagery of the lmpel‘lﬂl‘ﬁoﬂcgﬁ.ﬂ{

Magic, GMs may decide char oncea PC has become a
Joumneyman he or she may choose another non-Magisterial
(Wizardly) career, but he will stll always be a Journeyman
bound to their Order and on the pach towards becoming
full 2 Magister. They may return 1o their Magisterial career
at-a later date, even if doing sois not included w5 one of

their current career exits. 1




Suill, there are some Magisters who actually encourage their
students to embark upon dangerous journeys and advenmures
beyond the bounds of Imperial authority, partculary wichin the
Grey, Light, Green, and Amber Orders. For Journeyman, the good
thing about going off inwo the wilderness [Doking for wisdom,
exploring lost ruing, or hunting bands of dangerous outlaws or
Mugants is thar, away from civilization, {]1::}' G practise casting
spells withoue having to worry about Witch Hunters breathing
down their necks or bands of frightened peasants trying to hnch
them, However, they muse still be wary.of careless spellcasting, for
the terrors of the daemon realm are never far from a magic uses.
Chaes patiently waits for an oppartunity to fease upon the minds
and souls of foolish or carcless would-be Megisters.

Another importane part of the journeying process is that the
Journeyman Wizard earns and saves as much money as he can.
These savings are necessary because before he will be accepted
as a full Magister of his Order; he will probably have to pay tor
return entry into the College where his final training and full
acceprance into his _Ur:fcr’_mk&:s_pfm_. This fee is not chiap,
and the Colleges are known to vary the cost depending upon
the applicant. Journeyman the College’s senior Magisters feel
are not yet ready or worthy te be accepred as full Magisters
quite openly have the price of enery hiked astronomically
high, forcing the Journeyman to return to his ravels. Yer a
Journeyman who shiows considerable skill, talent, maruriy;
and wisdom will be allowed ro return to his mother College

ar the ensr of whatever he can give, and rhar meanseverything
he owns, including any rare items he has discovered during his
rravels, Some senior Magisters may return the more special or
personal items taken from such Journeymen afer he has been
accepted as 1 full member of his Order; although; thers is no
requirement for-them te do so;

It is unlikely a Journeyman will even consider running away from
his Ouder, 55 those beari ng doubts and uncertaintes to their
vocation as a Magister are nor released as Journeymen, regardless
of their skill. Journeymen are, for most intents and purposes,
Magisters of their Order.and representarive of their College:
There are few outside of the Orders who will immediately know
the difference berween a Journeyman and a full Magister. Iris
likely 2 Journeyman will be addressed as Magister by those who,
know enough to be aware of the title of fully sancrioned magic
users in the Empire but do not know enough to recognise the
relative inexperience of the Journeyman.

Upon the Journeymans rexurn from ceavels, hismentor can
choase to send him off rcp-cal:cdl:.r if he feels his studenc sull
has more w0 learn. Alchough, iv is likely thar the Magiseer is
also looking for some sign that the Journeyman has started to
be altered by the magic of their Lore; that is the sign af true
dedication and mastery. As aresult, the period of study as a
Journeyman may be for an indefinite p{:'riod.

BecOMING A MAGISTER

At the end of his travels, decided ar the master’s discretion;

4 Journeyman Wizard returns vo his studies with his maseer
During this period, the master discerns the level of arcane
mastery and control his apprentice has, ds well as whether he
has become tainted in any way by Dark Magic, This process
is long, bur once the master is satished with his protégés skill
and purity, the Journeyman Wizard will be expected w travel
(sometimes with the master; but more often withour) ro the
miaster’s home Colleae (if they are not already situated there),
tor study the decper secrets and more dangerous magic of the

‘Order. The College is also the only place where an apprentice

miay beaccepred asa full Magister and given all the righrs,
privileges, and duties-of the Order.

If unaccompanied, Journeyman Wizards take an introductory
lereer and a full report from thieir master with them w the
College, and they will be questioned a great length by the
highese-ranking Magister present. Onee the interviewer s
satisfied, the Journeyman Wizard is given a bunk in a dormirory
or even his own cell, and he begins an extensive study of his
chosen Order and Lore. How long this period lasts is entirely
up to the Journeyman, Once he feels ready, he may ask 1o be
considered for acceprance as a full Magister of his Order.

If his request is accepred, the Journeyman will have his arcane
skills pushed and tested like never before. The clarity of his
arcane senses will be rested, as will his control, speed, and
ability to channel the Order’s distinet type of magic. Finally; his
spelleraft will be tested through a series of trials; ranging from
relatively easy tasks to 2 magical duel berween himself and an
examining Magister. This duel is nor fagl, and the apprentice
will not have to win, though he will be highly esteemed if he
daes. All the Journeyman must do is fight to the very best of his
abiligy with determinadon, skill; and a will 1o win,

s

As with Journeymen Wizards, to keep with the imagery of the Imperial Colleges of Magic, PCs cannot stop being Magisters and
choose another career. They may work in other careers; bur they will still be Magisters and will nor be able to have it any easier than
if they staved as dedicated Magisters: They would also still be bound to their Orders and the Arricles of Imperial Magic. As a result,
should a Magister choose to become a Scholar or Explorer, heis a Magiswerial Scholar or a Magisrer Explorer, and he may always

choose to rejoin the Magisrer career progression by becoming a Lord Magisrer.

e T




Celleges of Magic

The Colleges are scrupulous about who they admit te join their
Order, and they will reject anyone who does not march up o
their standards of excellence. Such rejects miuse ferirn o their
studies with good grace undl they are deemed ready to retry for
full Magisterial status. This scenario is unusual because anyone
good enough te have survived the waining for se long without
becoming corrupred or insane is invariably pewerful.

An interestiing point about Human Magiscers is char the longer
they embrace and use the one Wind of Magic tha direcrs their
Lore, the less able they become to draw on the other Winds

of Magic. 5o although a Magister will stll be able to see all

the colours i:}fmagié (the colour of his own strand ﬂFmagic
will always seems chie most vivid and dyramic o him), he will
only be able to grasp the colour or Wind that his being has
become psychically attuned to. By the time a Journeyman is
accepted as a full Magister, this process will already have had 2
profound cffece upon him, meaning that he weuld be unable
to utilise another strand of magic even if he wished ro. This is
perhaps related to the reason why Magisters begin o reflect
the arcribures of the Wind they use over time, For exeample,
Pyromancers of the Bright Order become ever more passionate
and impatient, and Magisters of the Amber Order prefer to

avaid contace with Humani:ty and feel ar homein che wilds,

This state of affairs might also explain why so many fallen
Magisters have turned to Chaos worship or Dacmonology, as
they would probably need divine or daemonic assistance to be
able to grasp to any great degree 2 sorand of magic other than
their Order’s own. There are, perhaps; a few Magisters who
never lost the ability to grasp ather Winds of Magic. but they
would be rare individuals.

Records of all Apprenrices. Journeyman Wizards, and full
Magisters of the Orders are kepe in each College, and they are
open to inspection by the Magister Patriarch and the Emperor
himself, and theoretically the Grand Theogonist. But it is rare
that an inspection is called for, since Imperial Magisters rarely
go rogue—or, at least, that’s what Colleges want people to
think. If an inspection is called for, it is usually at the request
of the Grand Theogonist: although, this was exceedingly rare
under the kst Theogonist, Volkmar. But such a request is almaost
always to make a political point and is rarely carried through,
such are the wranglings and dealings of the Imperial Court.

Once an Journeyman Wizard is accepted as a full Magister, he
has reached the end of his formal studeniship and is no longer
bound o his mascer,

Lorp MAGISTERS

Within the Empire, the Lord Magisters of the Orders of Magic
are powerful individuals. T is very rare for 2 Magister to reach
this level of mastery,and those thar doare rightly rreaced with
thie feir and respect given to the highest nobles: It is with good
reason that Lord Magisters are sometimes referred to as the
“Princes of Magic.”

Lord Magisters are in many ways living symbols of their Lore.
They no fonger see the world as others do. They have dedicared
their lives and souls ro the Wind of Magic they study, and they
embody their Lore and its energies in body, word, and deed.
The world around Lord Magisters is rich with the colours of
magic; which they see more clearly than the colours and shades
of the normal world. A Lord Magister’s physical areribures

will even be changed by the Wind he has used for so long. For
example, the Lord Magisters of the Order of Light have pure
white skin and hair and eyes thar glow very faintly with an inner
luminance.

Lord Magisters are charged with preserving the purity of their
Orders and go out of their way to seek out divergent practices
or autright corriprion, in addition to pursuing wholcheartedly
the zoals and purposes of their Order, They are stll bound by
the Articles of Imperial Magic and still serve within Imperial
armies if there is no lesser Magister to take their place; if they
have a specific agreement to do so, or if they are commanded

to by the Patriarch of their Order or the Supreme Parriarch.
Nanirally, Lord Magisters of some Orders are more likely 1o
want toserve in an Imperial army than others, like Pyromancers

of the Bright O:der.

Lord Magisters are often appointed as the heads of the various
smaller chaprer houses-and guilds thar brlnng o their Order;
such as Lord Magister Heing Meissner, Masrer of the so-called

Ancient Library of the Whire Order.
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— Wy Seeris Go Wrong —

pells can go wrong in many ways and for any number of

reasons, but there are some relatively consistent symproms
caused by this. There are things in the cosmos and lurking in
the deepest parts of the soul and darkest recesses of the mind
that magic can release. The Winds can give form to anything
within a man’s heart or mind, his dreams and nightmares.
Unfortunarely, when a spell goes our of control or when ic is
tainted by Dark Magic, a window is often opened into the
horror of a magic user’s subconscious, and the nightmares
lurking there can achieve physical presence.

Who can say whether these things are actual Daemons or
manifestations of the fears of a magic user’s psyche given shape
by commaon myth, legend. and hearsay? Iz there a difference
berween the two? Some of the more infamous predarors of
magic usersare known throughout the Old World and posses
seme similarities with creatures described in the dark lores of
the Daemon Gods: Bur whatever the case; it rarely matrers o
the one who sees them.

THe Dark Hounps

The Dark Ones, Fury’s Hounds, the Forge Dogs
These invisible hunters are said to be large soor-black war
hounds with brass Hanks and iron fangs. Envering the morcal
world through Hames, these monstrous creatures search our the
one who summoned them, their scorching breath withering
everything in their path as they close in-on their prey. The smell

of sulphur, broiling flesh, soot. and hot iron indicate their
presence.

Atiracted E{y: Pyromancy; Blestructive spcl]s

Fevered artists and insane geniuses have atempred to desiribe
the beauty of the Serpent’s scales, its ivory thorns, or the depths
of its rerrible eye, Nane have been successful. The Serpent enters
this world through mirrers and pools of still water, slithering
afrer its victim with unnacural spccd and grace. Those wha have

called its aceention sometimes glimpse the Serpent’s reflection
just before it enfolds them. The shattering of mirrors and the
skittering sound of its thorny scales are its harbingers.

Autracred by: White magie, Brown magic, Shadowmancy, spells
of illusion

THE HANDMAIDENS
The Soarredt Maidens. e Wnd

Said to be the souls of burned wirches, the Handmaidens can be
seen only by their victim: Coming from doorways, windows; and
other portals, these feathiered, blind shades smell cheir prey's fear
and ateack withour mercy. Black iron nails are sometimes found
in their victim’s flesh once they are done. The sound of wings and
the wpping and scraping of their claws indicare their presence,

Attracted by: Gold magie, Celestial magic, spells of

[N MULation E.FIEI. fﬂr[“l'lﬂ

THE ROTWYRMS
Flesheaters, Wizard Worms

An erring Magister may call forth the Rotwyrms from any
rotting or decaying matter that lies near him: Unchinking and
unstoppable, these giant daemonic maggots wriggle wowards
their victim with terrifying speed. Not subjece to physical laws,
they can pass through any substance in search of their goal: the
flesh of the Spellcaster. The stench of decay and the buzzing of
flies indicare their presence,

Atgracted by: Green magic, Purple magic, spells of the flesh
THE WHISPERING DARKNESS

Those who practice the darkarts are foolish because, no matter
how successful they are, one day their minds, bodies, and souls
will surely be forfeir. But the dangers of using Dark Magic are
not just long term; The Darkness can get tired of waiting, It can
emerge from any shadow or dark corner as a broiling, aily fog

; |

SPELLCRAFT IN PLAY

Magic in the Old Woarkld is a wonderfully complex and quixotic thing, bur as it is the stuff of Chaos, ir.does_n't tollow regular rules,
As a result, there are many subtle effects and spells in existence. We translare these variations into Arcane Lore, applying rules,
casting numbers, and ingredients to establish a mechanism for using this information in play. But; given its essential nawre, game
masters should feel free to break the rules. Be creative, make your own spells and deseribe the tremendous magical effects thac are
the tools used by Elves, the mighriest of Wizards; other races, and even those who tum to Dark Magic, By inventing material as
needed, vou heighten the mystery of magic in the Warhammer world.
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of ureer blackness; whispering with a thousand voices. Some Ery,

some laugh, some shour, and seme seream, bue all are mured
and desperate, The whispering cloud will broil across the floor
towards the M:.tgisztr who summoned it, its whispers becoming

louder and filled with insanity, inspiring madness in all it
touches,

Areracted by: Necromantic Spells, Chaos Spells, Hedge Magic,
and any spells thar effect intelligence or psychology

— Tue InpEriat Correges oF MAGIC —

Todis taught however dangerous it is magic can be
controlled and purified by a trained practidoner. Men

learned how the raw power of magic blew into the World in the
form of eight Winds, which represented unique types of energy.
For each Wind, Teclis founded a separate College and Order

of Magic, and he and his brother Mage, Finreir, taught the first

Magisters-and Patriarchs. The wise Loremasters saw that the
minds of men were unable to control the power of more than
one Wind with any degree of safety, ‘even with the most careful
study. Thus today there are eight Colleges, which form the
headguarters of one of the Orders of Mag’,ic by which Magisters
are trained. See Table 4-1: The Colleges of Magic.

'_'-_—'\If-"r

Common Name(s)

Celestial

TARLE 4—1: THE COLLEGES OF MAGIC

Runic Mame

Associated College/Order  Associated Lore

Lore: Light

College: The Order of Light

Common Names of Hysh's Magisters: Hiczophants, White
Magisers, White Wizards, the Order of the Wise, Exorcists.

Symbols: Serpentof Light, the Tree of Learning, the Tower of
Isolation, the Candle of Enlightenment, the Arrow of
Purpose, the Mirror of Sclf Knowledge and the Fillar of
Wisdom.

Wind of Magic: Hysh

"The Order of Light comprises those Magisters who study and
wholly embrace the White Wind of Magic, Hys#.

Hysh s the magic of illumination and holy radiance, It is the
Aethyric manifescation of light, including the uses light can be put
to and the abstracts thar light sometimes represents to mortals,

like enlightenment and purity. Hysh could be seen as the light

that banishes the darkness and keeps the unknown horrors of the
darkness from our doors. Though diffused, Hish can be compared
to a constant and sieady luminance complerely opposice of Chaos
randomness, It is also said to be the mast difficulc of all the
fragmenred Winds of Magic to channel into a spell

OVERVEW

Hysh has many potent applications, and its Magisters are
renowned for their abilities to heal, protect, and banish,
darkness—in both a lireral and more occule sense. The White
Magisters of Hysh, or Hierophants as they are sometimes
known, are amongst the wisest and most disciplined of all
Magisters, vehemently opposed 1o the Chaos in all its countless
forms, Where Hyoh is sceady and constant, Chaos is random
destruction, and where Fysh stands for controlled grace and
selfunderstanding, Chaos promotes confusion, insanity, and a
total lack of control. It is with good reason thar the Magisters of
Hysh are particularly renowned for their abilities to banish from
the Mortal Realms the malevelent encities of Chaos.

Whrte MacGic
The nature of the White Order's magic is as hard to pin down
as the magic thar forms and drives it. The spells of the White

Order tend to fall into three general groups: illumination,
protection ot healing, and abiurarion. r
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The eight Imperial Colleges of Magic have taken their names, moods, and purposes from the eight Winds of Magic. A situation
has arisen amongst even the chattering classes of this nation wherehy the names of the Winds of Magic are aften confused with
the appearance or practices of the Magisters of the Colleges that study them. So there tends to be some confusion berween the acrual
colour of any particular Wind, the common names that the populace ot large might give the Magisters of any given colour, and
the actual rune-names for the various Winds of Magic. It appears that this confusion has been worsened by the fact that these
“colours” of magic are more than just shades and hues. They are the separate projections and forces of fundamental, un-sensed
aspects (forces, physical things, abstracts or a combination of the three) of the mortal world.

For example, the Green Wind of Magic is the wind that is drawn to and given momentum by all forms of plant life and the
process of growth. Its rune name is Ghyran, and yet the College of the Magisters that study and use Ghyran is often called the Jade
College. To make matters even more confusing, in my exhaustive studies of this marter I have discovered thar many scholars have
written that the magic of the Jade College is the magic of Life itself, which is perhaps misleading because such a starement does not
qualify what is meant by “Life” (clearly it cannor mean untamed bestial life, for that is the domain of an entirely different Wind),

nor does it explain what uses this magic can be put to.

—ExTracTED rROM THE Liser CraoTic, PENNED BY FaTHER Ruckrir Kizss, Orver of THE ToRcH.
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Ilfumination

Thiese spells fall into two sub-categories: those of acrnal
illumination (as in the creation of dazzling lights and so on)
and the illumination of the mind (such as the ability w© inspire
or see through falsehoods). Hicrophants are renowned for their
mastery of light and brightness, and they are said to be able to
bend any kind of luminance to their will in almost any way.
Where the Pyromangers of the Bright Order creare bright,
burning fireballs and walls of Hame, the Hierophants are able
to concentrate light into a rightly focussed destructive force,
which, although more limited than the destructive powers of
the Pyromancer, is far more controllable and able ro be direcred
because of ir.

Healing & Protection

The Order of Light reaches the importance of the sanctity

of existence and possesses a great wealth of spells dedicated

1o healing injuries and protection. This drive to heal and
protect is geared more towards the preservation of the spiritual
being of intelligentand sentienc life, ratker than a moral's
body, which is more the concern of the Magisters of Ghyran.
Because of this, Hierophants are generally peaceful and
non-violen:, buc they are not rotal paciﬁ;:s like che sistérs of
sweet Shallya. Against the crearures and servants of Chaos and
Dark Magic, the Hierophants are utterly ruthless, as deveid
of compassion as they are of hate or fury for these crearures.
Ta the Higrophants, the minds and souls of Chaos servants
are filled with darkness, and the erearures’ papural luminance
has dimmed or has been extinguished aleogether. And so, the
Hierophants do nor view such beings worthy of the gift of life

and consciousness.

Abjuration

“The ahjuration practiced by Hierophants of the White Order
isn't abour summening spirits and various Aethyric beings but is

instead a form of extremely powerful and dependable exorcism.
Whete the exorcism practised by the priests of Sigmar or Mérr
relies on invoking the God in question and the supreme faich of
the exorcising pricst, the exorcism practiced by the Hierophants
relies upon their ability to focus the searing light of Hysh into the
possessed person, driving the offending entity into the light of day.

However. the magic of H}rsf} bas VEEY limired success exorcising
the spirits of dead people not overly tainted with Dark Magic.
IF Hysh s the light thar banishes the darkness, it cannot banish

a soul that is already luminescent, iust fost. Daemons and spirits
of the blackest magic, like wraiths, are another matcer. The great
Hierophants of the White Order are able 1o drive these creatures
back to the darkness of the Chaos Realm.

ConTroLLING HYsH
Because Hysh is the subtlest of all the Winds of Magic, it

requires che total focus of will and an sbsolute determination
of mind ro channel and bind ic into 2 spell. Hysh is the most
difficulr of all the fragmented colours of magic to bend to one’s
will. For this reason, the spells binding Mk tend o oe very
elaborate and ritualistic, meaning that the Lore of Light is the
hardest lore for 2 Human to'master.

Master Hierophants combine the abilities of their Apprentices
to draw upon the White Wind and focus it inw a usable form
that can be drawn into the Hierophants and channelled and
sculpted by them into a spell. Many Light spells are so powerful
they would obliterate any individual who tried to use them
unaided. However, using the strength of a choir of trained
Apprentices to control how much energy is focussed into the
Hierophant and how quickly, Magisters of the White Order
can treate enchantments far beyond the powers of the other
Colleges. However, not all spells of the Hierophants require the
aid of Apprentices, only the most powerful or convoluted spells
of the Order.




‘I"he Aethrian is the Void—the final element of Existence—the intangible element that has no visible or quantifiable form in its
L own right, The Aethrian has no dimension, mass, or volume, and yer still it is everywhere. It has no substance, but all substances
and every process in existence are implicitly linked to it All magic and divination, regardless of its form or source, depends upon
| the manipulation of the Aethrian’s raw energy, and through the manipulation of this energy, or magic, every other element, state,
\and process within the Mortal Universe can also be manipulated and changed”

- —AN EXTRACT FROM MaGISTER PATRIARCH VOrANS” THIRD LETTER TO THE CorLLEGES OF Magic

| - - S

W phjects the Hierophants cannor destroy or banish are instead
TH:E CR.US.’LD‘E OF THE HITE ORDER bound and caprured. The Hierophants then trap the dark
objects in'a magical prison somewhere in the Empire, to which

Of all the aspects of magic the Humans were being taught o
only they are the keepers.

embrace, Hysh was the hardest 1o corruprand therefore its

users and advocares were more difficult for Chaos to prey on; PHILOSOPHY OF THE OR.DER

making theirs the hardest existence of all. Darkness was simply
the absence of light, so Teclis told them, and so they must take  “The Magisters of the Order of Light are the most accomplished

;l their light to the very darkest corners of the Empire the darkest 34 insightful philosophers in the Old World; ic's why they're

| corners of Humaniey's soul and banish the shadows that duwelt called the Ot afthis Wise:
there.
r : - ; The White Order alse studies philosophics thar examine the
The H!elmph:tms bl d"""f‘“f theit lives to hunting down narure of reality, including the pursuit and understanding the
and casting out Dacmons and evil spirits that plagued the lands principles, relations; and nature of existence: In ather words,
and minds of men. They were not to follow the ways of Witch the Hierophants of the of the College of Light are also
Hunters, shying and burning all they found corrupted. Insiead, metaphysicians of the highest order, studying the interactions
the Hieropharts were ro deseréy only the darkness within between the Aethyr and moreal thought, and they seek to

understand the narure of sentient existence.

Oueside of their Order, the life of a Hierophant
is a lonely one. They spend their lives travelling
secretly from place to place, dealing
with haunrings, possessions, and
other supernatural phenomena

caused by daemonic influence or
Dark Magic. Because of the
nature of their calling, the

Durtes & CoNTRACTS

The White Order is usually good
standing ar the courts of nobles
who live along the norchern
border of the Empire. Such
rulers often s=ek the council
of Hierophants because the
White Order’s wisdom
and ability ro see
# truth aids those
who Fear the
contaminarion
of Chaos, like
the nobles
of many of
the Empire’s
northern
regions do,

The Order

of Light
receives large

financial endowments from the
Emperor, and ics rumounred theirs is

|
| and save the man if possible,
|
|

|

I Hierophants often appear

| in places unexpectedly.

| IF & possessing

| Daemon were
awsare of the

‘ Hierophants
presence (oo

: soon; it could

cause harm ro

its host and Aee

0 4 newW one.

The goal of
the Whire
Orderis to
rid the world of the taine of Chaos;
Daemons, and Dark Magic—a never
ending, largely thankless, and frequendy

rerminal task: It is rumoured creamires and

the largest granted o the Colleges of

Magic or even the Engineers’ School. Some i




whisper this is because the Emperor knows the White Order's
darkest secret, and if chis secret is if exposed or destroyed,

it could prove the undoing of Alidorf and perhaps even the
Empire itself. Few know the truth of this.

Because their abilicy to banish the powersof darkness is
legendary, Hierophants are often
employed by the Imperial armies
thar ight against followers

of the Daemon Gods: In
addition, it is not uncommaon
for Hierophants to be asked

to screen soldiers: milidamen;
and sometimes even witch
hunters who have had contact with
the emissaries of darkness, tomake
sure none have been secrecly harmed
or corrupred b:fr daemons. In the
walke of the recent war in the
north, the Hierophants find
themselves exceedingly busy
with such tasks:

HIEROPHANTS

Magisters of the Whire Order
tend 1o dress in simple robes
of pristine white. These
robes often bear silver
and gold moifs of the
Serpent of Light and
never seem to dirty or
dull. Their ceremonial
24 rments are maone
claborate, consisting of
pleated white robes with
silver embroidery decorating
the hems and licde mirrors of
supernaturally polished silver
affixed ro their beles'and stoles,

Older Hicrophants tend o bear the
marks of Hysh, with eyes that seem to
elow with 2 Rint luminosity, or pethaps
even have no visible pupils or irls, being just the purest
white, Also their skin grows ever paler, along with their
hair, unil they are almpst albimo-lilke in appearance.

MENTALITY

Thie drives and processes Hysh encourages in Human minds
tend towards the abstract and the contemplative; and the
Hierophants of the Order of Light are philosophers and

metaphysicians withour equal in rhe Human reafms,

They are not so much concerned with the dccumuladen of
knowledge and facis like the Magisters of Chamen; instead,

Hicrophants seek wisdom and truth. Self-knowledge is one of
the prime goals of every Hierophant. They tend rowards a life

of simplicity and beauty. seeking in themselves and the world ar
large Truth and the destruction ofall that is darl and evil.

The longer they embrzce the wind of Hysh, the drier and
particular the Hicrophants beconte. They begin'to
ace with a ealm and micasured grace
that seems devoid of emotion. They
rarely seem surprised by anything,
not because they are expecting
an event but because surprise is
a momentary loss of control and
* not something Hierophants wish
to encourage in th::_m_scivc_s or
others: Extremes of emotion are
believed to feed the Gods of Chaos
whether intentional or not, and
the Magisters of the White Order
will do almost anything to avoid
helping Chaos.

APPRENTICES

The Order of Light has more
Apprentices than any other
College, Formed ‘into choirs,
they are trained to keep up
an unending chorus of
incantations designed o
arereact and bind the White
Wind to the very structure
of the College building and
into numerous energy-folds
and arcane recepracles designed
to hold its power. When not
aiding their superiors in such
rituals, these Apprentices
maintain a constant chorus of
purification spells sung in the
College halls every day of every year,
assuring thar Dark Magic can never settle,
Form, or be used in or near the College.
They must also ensure that the thousands
of candles and lamps-are kept lir, that the
incense burners are full, and that the proper chimes and bells
are all srruck at the appointed hours.

In addition to those who coime to their College willingly and
those who are dragged by other authorities, senior Hierophanty
of the Order of Light scour the orphanages of the ciry once

a year looking for children with any magicak-ability, offering
them a chance 1o become powerful and respecred. Most of

the Apprentices enlisted as children never rise through the
hierarchy of the Caollegé, possessing neither the power nor the
drive to do so. They live in barracks and their lives are serictly
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regimented, fram cheir uniforn white robes to their nourishing
bue repetitive diet. They are all canght many arcane chants and
are instructed in all the skills thar their master Hicrophants
require of them, but only a few of exceprional ability will ever
be taught how to manipulate magic into spells themselves.

For many Apprentices, accompanying their mentor during a
military campaign grants a welcome break because ¢ven the
strict diseipline of military life is nothing compared to how they
live within the College.

THE CoLrLEGE GROUNDS AND BUILDINGS

Much like che E:r]ght Order, the Order of Light is mystically
hidden within Aldorf. However, the way in which it hidden
differs significantly. There is no magical barrier surrounding

the Order of Light and no spell hiding ic from prying eyes.
Insread, it is buils where no less than six interseeting Leylines
have created a location hidden within the folds of space. Even
the Waystones chat mark and guide the lines of magical space
drift in and out of visible existence, appearing only a couple of
times a decade, materialising bricfly on smreet corners and in
overgrown gardens when cereain stars are aligned and Mérrsleib,

the Chaos Moon, is full in the night sky.

To those who do discover its whereabouss, usually only possible
by being shown the way by a Hierophant. the building is unlike
any in the Old World. The College forms a gigantic pyramid,
whose shape draws, concentrates, and rétains rhe White Wind
of Hysh. Within its walls, hundreds of Apprentices maintain
the ritual incantations that echo throughout the Pyramid of
Light, so the entire building actually seems to hum with radiant
arcane power, Because of the high levels of Hysh saturaring i,
the white marble walls of the Pyramid are rranslucent, making
the pyramid glow with the thousands upon thousands of lights
burning within. It is an awesome sight, one fow Aledarfers
imagine being within their city.

The Order of Light can be found on dhe left bank of the Reik,
an area thar just a century ago was the home of many rising
metchant families. Fortunes change, and the arca is now lower
class and sinking. The alleys and roads crossing the folds of
space link up, but mapping them aceurately is impossibiles the
creases in space created by the Order of Light mean the area
cannot propesly be represented in three dimensions; much
less two. People who live there get used 1o finding cheir way
around, lareely on Faich and instince, and they v not o think
too hard about its strangeness. Those who do are rumoured to
cither ao mad or start manifesting 2 vague aptitude for magic,
Unsurprisingly: there isa small safe house in the area where
Sigmar's Templars keepa close eye on the locals.

“The trick to reaching the College is to tum at ninety degrees

to all six cardinal directions: up, down, left, right, front, and
back, at che appropriare poin in the road. Those corrupred by
Chaoes walk the path more easily as long as they know what to
do, but they would be foolish to seek out the Pyramid of Light.

Al thar awairs them there is immediate and unceremenious

obliteration. It does not take long far apprentices o find the
way automatically because the more often chie way must be
found,; the easier ic becomes 1o find ix:

Onee arcund the impossible corner, the stench of the streets
vanishes, and the sceng suddenly opens befare a visitors eyes.
“The alleys and sereets now lead inwo a large square laid witch
white marble and sparkling slabs of quartz pavement. The centre
of the square is dominated by the Order of Light, an enarmons
pyramid thatat fiese glance seems 1o be conseruered of purs
Fighr. Anyone with éven a passing sensitivity to magic can

feel the power humming in the sguare, sustained by the rial
incantations invoked perpetnally within the Collese,

The wind-of My is pardicularly strong here, and the effects

on spellcasting are profound. Magisters and spellcasters not

of the White Order bnd it harder to grasp and channel their
Wind of Magic here because of the saturating Hysh. However,
Hierophanes of any level of mastery will find their abilitics
greatly enhanced while they remain within the bounds of the
Order of Lizght. Journeyman Apprentices to the Order are no
more powerful within the Pyramid Square as outside ir, bue they
face less risk using their magic.

Despite initial appearances, the pyramid is not made of light.
Looking for lonzer than a moment reveals thaz it 100 is made of
white marble and quartz, but all the lighes shining within the
College can be seen through the walls. Only the lights can be
geen —even lights buried deep within the pyramid ace cleasly
visible, bur observers will notice the lights do not illuminare
anything outside the College. The walls are not transparent,

so those ourside cannot se¢ things or people inside. The lights
inside somehow do not illuminare the dead stone of the square
but do illuminare any living ereature sanding within the square,

The great doors of the Order of Light are fashioned from a
magical silver alloy; polished to mirror brightmess. They are
surrounded by dozens of smokeless lanterns char bum with a
brilliant whire lighr and never goour. More lanterns are séx into
the doors, and as a result, the doors are bright even' compared
1o the rest of the pyramid. Enery to the College is by inviition
only, bur anyone whe manages o reach the door will always

be given a polite hearing unless they bear the mine of Chaos,
which, because the College is populated by Magister exorcists,
does not have to be visible to the naked eye: If an unexpecred
visitor-asks o speak to a particular Magister, and that Magister
is in residence, a servant is sent to fereh him. There are very few
Hierophants who will not come at least as far as the door. If
the Magister knows the visitors, he is at liberty o Invite them
inside:

The incerior of the Girder of Lighr is decorated in white,
pale gold. and silver, with countless huge. polished mirrors.
Lancerns; candles, braziers, and other sources of lighe (all
strangely smokeless and devoid of soot), are everywhere,
and the pale surfaces of the Colleges internal décor reflect
the brightness. There are no windows, but the corridors are




as brighely lit as an area in direct sunshine on a summer’s

day—and the temperature remains constane, neither too warm
nor too cool. The perpetual incantations of the Colleges choirs
of Apprentices can be heard everywhere, and even people
devoid of any magical sensitivities can feel the power vibrating
in the air.

The rooms of individual Magisters within the College are
brighty lit and contain many books. Beyond that, there is a
wide range of decoration. Hierophants have a diverse sense of
beaury. Thus, their tastes can vary widely, though they rend
towards simplicity and minimalism. Rooms are décoraced

in styles from across the Emperial Proviness, as well as Titea,
Estalia, Brewonnia, Norsca, Araby, and even more distant
lands. The common factor of every room is that they are very
well lic, spotlesshy clean, ordedy; and all furniture and décor is
made from very light, if ner white, materials:

As a general rule, all master Hierophants who wan them) may
have rooms in the Order of Light, but Journeyman Wizards
anly ger them if they are particularly well connecred. There
are guest rooms available for any member of the White Order
for brief visits, and the common areas of the College include
dining halls; as well as studies, libraries, sun rooms, rooms
for contemplation and meditation, and even a few arcane
laboratories.

The College is a good place to meer Hierophants but not
much else. Sneaking zround the Order of Lighe is impossible,
There are no shadows; the light sources are de]ibﬁmm!}'
arranged to ensure this. The interior of the pyramid is

riddled with tunnels, rooms; and secret passages. and it is

full of arcane symbolism important to che order, such as the
Serpent of Light, the Tree of Learning, the Tower of Tslation,
the Candle, and the Pillar of Wisdom. There are also bells,
candles. and burnzrs of whire incense, which are rended at
regular intervals by Apprenticss. In addition, the Hierophanes
are more careful about unescorted guests than most Colleges.
The only groups that could sneak abour are those that include,
ar can imitate, a Hierophanr,

Dnce inside the pyramid, icis very easy for the newcomer,
novice, or intedoper to become lost in its seemingly endless
corridors. The pyramid extends hundreds of feet underground:
the visible portion is-only the rip of the immense structore;

Deep within the College, far beneath the pyramid, ir's
rumoiired there are magica]ly sealed vaules where dark
arrefacts and creawres are R‘cpr safe, protected by many
rwisting tunnels, waps. and magical fields. The story coes this
was created by Teclis and Finreir a5 a repository and prison
for many of the objects and creatures caprured during the
Grear War thar could not be safely destroyed, ransported ro
Ulthuan, or banished. Suppasedly, the nmose poweriul and wise
of the Hierophants work to keep these evils from the world,
though whether any of these rumours are true is something
thar members of the Order of Light refuse te confirm ar deny.

THE ANCIENT LIBRARY

A few miles north of Carroburg, just ourside the village of
Tubingen, stands a forafied Manor House surrounded by a
meat. This is the base of the Library and Repository of Wisdom
and Magic, or the Ancient Library as it is better known. At first
glance, it looks ordinary, butanyone with knowledge of warfare
would notice its location is very defensible; a small Foree could
hold this place for weeks if need be.

‘The Library exists to collect and study whatever material it can
abour the world’s philosophical vaditions and religions, and alse
the history and development of magic in the timies before Teclis
and the foundarion of the Imperial Colleges. It was founded one
hundred and rwenty vears ago by Lord Magister Heinz Meissner,
a Hierophant of the White Order in Aledorf. Any Imperial
Magister or Journeyman may visit the Ancient Library. Meissner
and his seaff welcome all who come with a genuine wish toleam;

but he will-ask for a donation owards the upkeep of the building.

It is generally expected for visitors o give something.

Visitors will be shown upstairs o thi Libmr}' irself hugt. airy
pine-panelled room; with four galleries spiralling up to 4 series
Dfﬁk}rlighm Unsurpri;singhq the room is hlled wich row upon
row of shelves of well-ordered and mainwined scralls, books,
and papers, inclad ing the works of whax appears o be almost
every p]‘l'tlos_upiu-:r_._secr, and Ehfniugian who has ever written in

the Old World. and perhaps-even beyvend.

It is possible to ind members of almost any Order here, reading
or copying the ancient documents. It is ako gquite common

to see philosophers; theologians, academics, and priesis of a
number of different r_cligiuns at rht:]ibrm?. Meissner will allow
visitors to browse for as long as they please, and his staff will
even offer them meals for a reasonable fee. Magisters of the
Order oth'gh[ will be invited o seay the night free of charge if
they wish; others will be allowed to stay for a small fee.

IFa visitor gives the right pass phrases, Meissner will lead them
down into the house's eellar and the rooms that lead off from
it. This is where dangerous works of sorcery and witcheraft

are stored, and iv’s the true reason for the library’s existence.
Meissner is a Lord Magister of the First Circle—the highest-
ranking Hierophants of the White Order and protecrors of
its most terrible secrets. This group, who also call themselves
the Guardians of Lightand sometimes the Children of Teclis;
study the ways and means of Chaos to better combar it, and
the library houses 2 wealth of dangerous and forbidden works
of Daemonology and Witcheraft chey have gathered. The
Library exises as the Hicrophants® base where they investigate,
destroy, or caprure the works and creatures of darkness. The
library and cells hidden in the cellar are bound by powerful
enchantments oF Hysh 1o keep the evil conrained in the books
from conmminating those that read from them,

Including Meissner, there are three Magisiers who reside av the
Library permianently and ten apprentices. There also vend w
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be berween three and six visitors in the secret cells avany one
time— Mapisters, apprentices, merchants, officers from the
army, academics, polidcians, and minor nobles—all one-time
Apprentices of the Order who gather information and resources
for the Library. The readers in the upstairs library are genuine
scholars who know nothing of Meissner's true vocation or of the
house’s other occupants. There are usually berween eight and
thirteen visitors upstairs.

"The Ancient Library is one-of the central bases in the White
Order’s nerwork that spans the Old World and conrains many
powerful people. Tt is nor a separate organization from the
White Order, but Meissner will still only reveal the library's
secrets to one who knows the passwords and nor justany
Magister of the Order of Light.

PERSONALITIES

Verspasian Kant, Magister Patriarch
of the Order of Light

Magister Patriarch Verspasian Kant of the White Order is a

tall man of Tilean descent. Born in Miragliano, his merchant
parents moved to Marienburg while Verspasian was sdll a young
boy. Originally intending to follow in his fachers foorsteps s

a trader in antiquitics, Verspasian showed more interest in the
origin and history of the items his father sold rather than their
monetary value,

It was only a maner of ime before the boy discovered the
library of Marienburg’s main university, Though he was too
young to pass himself off as a student, Verspasian managed

to gain favour with motherly old librarian. Despite his facher
refusing to pay for an education beyond allowing Verspasian to
learn how 1o read and write, thee boy spent years reading his way
through most of the books and scrolls the library had to offer,
espedially those concerning the ideas of grear thinkers from
across the world, Verspasian was enthralled by the quantity of
words spoken and meanings found, all in the pursuic of truth.

Then came the day when his fachier's ailing business failed. Hard
times followed. The rale turns tragic, ending in the death of his
mother through sickness and the suicide of his father, Verspasian
was sent to one of Marienburg’s strict workhouses for orphan
children where he stayed for a year, forbidden from leaving the
premises, from reading, and from having any time alone.

After a year of appallingly hard work in miserable conditions,
Verspasian was picked our of a line of other orphans w go t the
Order of Light in distant Alrdorf to study to become a Magister.
‘Though he had never shown any supernatural abilities, the
Hierophants who chose Verspasian sensed a latent, undeveloped
Aethyric sensitivity and an inquisitiveness and passion for
learning char could make him a valuable Apprentice o the
Order. But Verspasian exceeded all expectations.

Apprenticed o Master Chaneer Elrisse, a senior Magister of the
Order, Verspasian quickly learned all the chants and invecatons




required of him and much more, Bur chis was 2 dark dme. An
apprentice called van Horstmann, twe levels up from Verspasian
when he first joined, began to rise metcorically through the
Order, shocking and impressing the Masters with his skill and
insight. Eventually Horstmiann was made a Magister, and in
another owo years, he was accepted as a Lord Magister of the
First Level. In time Horsemann, whom Verspasian had long
respected asa role model, became the youngest-ever Patriarch
of the White Order. Verspasian, who had striven 1o stay hoton
van Horstmann's heels; was accepred as @ Lord Magister of the
Olrder less than a year later,

Burall was not as it seemed. By chance, Verspasian learned
Haorstmann was a seceet worshipper of the Daemon God
Treentch, the souree of his incredible rise to prominence.
Verspasian felv utterly berrayed. All the respect and trust he had
put in Horstmann over the years had been for nothing—worse,
it had aided the powers of darkness o infiltrace the very
upholder of light, Bur such was Horstmann's skill ar wurning
the minds of others to hiz will; many within the College hac
been corrupred and could not be wrusted. So Verspasian took
the unprecedentid step of going ourside the authority of the
Colleges alogether and approached the Grand Theogonist
Volkmar, who had been surprisingly even-handed in his dealings
with the Celleges of Magic, something unknown among
Sigmar's Theogonists until then.

With Volkmars help. the aid of the highest ranking and most
experienced witch hunters, and his own considerable dkills in
White Magje, Verspasian managed to undo much of the damage
wrought by Horstmann and drive him from Altdorf. After thar,
the remaining Lord Magisters of the Order elecred him as their
new Patriarch,

Van Horstmann, The Traitor
Van Horstmann is the most infamous, and perhaps most
dangerous, of the Imperial Colleges’ few known traitors, and

hie is the White Qeder’s grearest shame, There was 3 time when
Horsemann was counted amongst the brightest and most alented

Magisters of the Order. He was the last occupant of the Parriarchs:

Throne av the Order of Light, before Verspasian Kane,

In his day, Horstmann was acclaimed as the youngest, most
gifted Magister to ever preside over one of the Empires Colleges
of Magic. As he knelr down to sweas his :ti:ltgiancr to the
Supreme Patriarch, the Emperorn and the cause of the Order no
one guessed that his loyalties, and soul, had already been given
over o a far more sinister nuster,

As an apprentice Chanter of the eighth circle of our Order,
Horstmann served under the late and respected Master Chanter
Alrie, the Saviour of Apesto, who tasght him many of the
Order’s ancient secrets. Burall the time he served with the
White Order; Horstmann was praying 1o the Gods of Chaes for
the power and knowledge to surpass his peers, which eplained
his ripid progress through the ranks. By day, he studied the

pure magics of Hysh, and by night he pored over the ancient
manuseripes devored to the minced lores Dfsar_ccry that the
Hierophants kepr locked away within its libraries. The Daemons
of Treentch no doubr whispered their timeless secrets into
Horsemann's sleeping mind, and his powers grew strong,

For three years, the wicked Patriarch worked his evil, Seeds of
corruption were planted in the hearts of many of Apprentices and
Magjsters, and many of the most promising initiates 1o the Order
were lost in the shadew Horstmann east across it Such was his
skill ar weaving wicked miagics; Horsemann was able to subdy aleer
many of the Orders riruals, redirecting their otherwise benevolent
powers to his own ends. Moast outrageously of all, Horstmann
actually used the energies called down by the cheirs ofﬁpp:ﬂlziccs
to work away at the vaules beneath the Pyramid of Lighv—vaults
thar had remained sealed since the founder of the Colleges of
Magie, Teclis of Ulthuan, had creared chem asa prison for someof
the mest rerrible creatures and arefacts from the lase Grear Chaos
Incursion: One by one, Horstmann defeared the vaules' magical
locks to reveal the forbidden things they conwained. It's impossible
to calculate the damage done or the horross unleashed upon the

wirld by Horstmiann before his evil was uncovered.

The discovery of Horstmann's corruption is a long, morbid rale
with a rerrible ending, Before he and his twisted Apprentices
Hed before the combined fury of Volkmar, the witch hunters,
and those initiates of our Order who were still loyal o its honest
pinciples, Horstmann managed to free the infamous Chaos
dragon Baudros, from its prison beneath the Pyramid of Light,
and upon its winged and two-headed form Horstmann ook to
the sky and Hed towards the Chaos Wastes:

Reliable information abour Horstrmann after this poin is hard 1o
come by It is known thar he ser about creating a Gradel fortress in
the Wastes, at the edge of the Screaming Hills. To these gleaming
Silver towers he simmoned many corrupred souls- many of them
being the very College folk his machinations had so perverted,
Some legends claim the first to answer his call were sacrificed o
create the dread Banner of the Withered Eye- stayer of men and
symbol of Horstmann’s devotion to Tzeentch. Be this true or nor,
more power hungry pilgrims arnived ar Egriimm’s towess, ready to
sacrifice their souls to become apprentice 10 the traitor,

Horsemann and his corrupred Apprentices formed the Cabal—
perhaps the most infamous of any group dedicared to Tzeentch.
The sorcerers of the Cabal bew only 16 Horstmann and only
because he is the most powerful of them. The majority of the
watrlors who protecr the Cabal are willing slaves to Horstmann
and his Apprentices. They are ignorant men desperate for the
chance to learn afracdon of their mascers skills.

How anyone finds the Cabal to join it is a mystery. But onee
accepred, a sorcerer must swear binding magical oaths of loyalty
to Horstmann, and his dark ford, Tzeentch. Once branded

with Treenech’s rune, the initiate can pever rebel against the

will of his masters under pain of being reduced to the state of a
mindless spawn of Chzos,




Horsemann's Apprentices are everywhere, and nearly oo chirds
of all the Chaos culrs in the Empire are either creaved indirectly
b}' AgEnls trom within his neowork, are controlled by his Cabal
in some round about way, or owe direct allegiance to him. Such
plotting and scheming no doube pleases Tzeentch, and he seems
to-have rewarded Horsemann greatly over the vears, making him
his most favoured mortal servant,

Suffice to say. Horstmann seeks to bring the Colleges of Magic
under his sway-and corrupe all the Empires Magisters to the
worship of his master. By doing chis, Horstmann hopes to attract
his divine master’s eye and bie rewarded with Daemonancy.

Volans, Fist Paciarch of the Orcer of Lig

Lirtde is known about the enigmatic and powerful Magister
Volans, When Teclis called rogecher all renegade magic users in
the Empire, Volans was by far the most educared, skilled, and
powerful to answer thav call.

It is said he hailed originally from the biwless area known asthe
Border Princes, and when he presented himself to Tedlis he wis
already in his fifties. To Tecliss surprise there wzs not a shadow
of taint in Velans dtspiw his admitted decades of pracrice and

experimentation with magic, In Facr, his exposire to magic
seemed 1o have kept him young and vibrant, 45 he looked only
about thirty years old.

Teclis soon learmed the secrer of his new protégd's success:
Volans was one of the few, if not the enly, Humans able to
perceive all the Winds of Magic in their purest form, Qhaysh.
His witchsizhr was so developed thar all illusion and limitation
had been stripped from his eyes, and he could see magic as
clearly as Teclis himself. Remarkable as this was, Volans knew
from his very carliest experimentation that although he could
perceive all the Winds. hecould nor use themi safely. His hirst
Few artemprs ar doing so ended in horror and almiost spci[cd the
end of his magical carcer before it bepan. Impressively, Volans
dedicated his life’s research to refining his abiliry to just see and
rouch the Winds of Magic, rather than manipulate them inro
spells—which ishow he avoided corruption for so long,

Bue to hiz immense skill and ability. Techis chose Volans to
study the White Wind, Hysh, and when Magnus asked Teclis 1o
form the Colleges of Magic, the Loremaster knew immediztely
whom he would leave in control of the White Order and all the
Orders of Magic as their first Supreme Patriarch.

THE GOLDEN ORDER

Lore: Meral

College: The Golden Creder

Symbols: The Mortar and Pesde. Smithing Tongs. The Smoking
Brazier. Forge Bellows. The Soaring Eagle., The Eagle's Wing.

Wind of Magic: Chanion

The Golden Order comprises those Magisters who studyand
embraced the Yellow Wind of Magic, Chaman. Chamon, Yellow
magic, is ateracted to meeals in both ore and refined forms. The
heavier the element or meral, in its nacural state or otherwise,
the more Chamon is drawn te it

Ir has been suggested this artraction accounts for the almost
magical effect gold has on even the most intelligent races,
inspiring greed, violence, and somerimes war. OF all people
and races; the Dwarfs seem most affeceed by gold, and some
Magisters of the Golden Order have wondered whether the
Dwarfs have some unknown affinioy with Chamon. Prwarfs

do, afrer all, pursue many of the same goals and interestsias the
Magisters of the Golden Order. The issue remains unsolved and
pcr]'!:tp_s always will,

OVERVIEEW

The Magisters of the Golden Order are renowned practitioners
of Magic, Runecraft, and Alchemy. Like most definitions in
the Articles of Imperial Magic, “Alchemical Thanmaturgy” isa
somewhat limited description of whar Magisters of the Golden
Ogrder srudy and practice. Iv is rrue their studies and interests
are:mainly in the manipulation of chemicals, bor they are also
merallurgists and heelsalists withour peer,

Gorp Maaic

The magic, or spelicraft, of the Golden Order mostly involves
manipulating metals, though they also have many spells ro help
with their studies and promaote rationality. Its generally believed
that the Gold Magisters can create gold from nothing; some
claim to have seen them do it, but the Magister Alchemises of
the Goldeén Order deny this. Though complex by any normal
medsure, it is easier for a Magister ro change a man into a pig
because borh man and pig are living mammals made from
similar elements. To do it. Magisters would only have to change
the structure, not the materials themselves. 1t is an entirely
different marteer to change the basic element, the very seulfof
an object, from one thing to another for longer than a spell’s
duration.

S0 gold is made of gold, and lead is made of lead and short of
permanently changing the strucrure of these two (somerhing
beyond the skills and scope of any Human Magister); any gold
transmuted by a spell will eventually revert to its original form.
How long this apparent change lasts depends on cheskill of the
Magister and the strength of the spell, meaning it could last

a day or a couple weeks. Obviously this can have some racher
severe repercussions. A living creature that is transformed into
gold for longer than a few minues will be dead when-it finally
reverts 1o its orizinal shape and substanice.

Temporary reansmurtation spells are avthe hearr of the Golden
Oirder’s spellerafr. Their bartle magic revolves around causing
enemy weapons to rust, rning their seeel armour into
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Colleges of Magic

unwicldy lead, or even changing their meral swords and maces
inte useless objecrs. Such spells need not be permanent, as
long as they serve their purpose on the bartlefield. However
temporary they may be. practising and refining these spells are
the feundation of the Golden Order’s magic.

Some question the potential abuse the abiliey
to create gold. even temporarily, opens to the
Golden Order. Bur for a Magister Alchemist
to do such 1 thing would break several of the
Arricles

of Magic

and would
doublessly, if
actually used
to purchase
goods, lead 1o
public ourcry
whien it eventually
transmuted back
into its original form. This
dishonest act would defame che
good Orders of the Colleges of Magic,
z serious crime indeed,

Any Gold Magisters found

guilty of abusing their skills

by swindling rerailers with gold
that will change back into lead afer a

few days, are punished publicly. Alchough
they are unlikely 1o be exiled or Pacified for
such a crime, they will be Hogged in a place
and ar a time where the public can view the
punishment. Such things are incredibly rare, with only
the vceasional Apprentice, and even rarer Journeyman

Wizard, trying to con people with fike gald.

Having said all chis, Apprentices to the Golden Orderare
taught that discovering a means of and for True Transmutacon
is one of the prinie goals of the Golden Order—whether it’s
lead o gold, nickel to'iron, or copper tooplatinum. The Order
also pursues the knowledge of how to smith the exceprionally
hard metal gromeil {the near-unbreakable metal mined and
manufactured by the Dwarfs) and creare the semi-magical alloy
ithilmay, (the super-light metal thar is as harder than the finest
Hunian steel and is able to hold enchantments longer than
almost any other metal]. This research'is one of the Golden
Order’s most closely guarded secrets, and the masters will go
to almost any lenzths to ensure that it is kept from the public;
especially the Dwarfs-and the Elves:

So in addition to being magic users of exmaordinary skill, the
Magisters of Cliamon are also studenis of the sciences, seeking
to explore the natural order of the universe, the unnansral orders
of magic, and their effects upon one another. The Magisters of
Chaman seek to And waces of the Aethyrthey believe residein

all physical things and unlock its specific potential.

ALCHEMICAL RESEARCH

Magisters of Chaman are regarded as the finest
and most accomplished alchemists in the
Old World. They work closely with the
Empire’s engineers and gunnery
schivals; secking to create more
efficient forms of black powder
and stronger, fighter iron alloys
for the casting of the Empire’s
great-cannons. They are
also among the most
capable manufacturers
of magical weapons in
the Old World, with
the exception of the
Dhwarfs whose skills
at weaponsmithing,
miagical or otherwise,
eclipse even the
greatest achievements of
Humans.

The Alchemy practised
by the Golden Order is a
blend of magic and chemistry,
though the College’s Magister
Alchemists regard it as a single
field of study. Though Alchemy’s
greatest scholars spend muich of their
time searching for hidden seceets of
the nature of existence, in wcr;r'd:a}r
terms their Alchemy is mostly used for
creating potions with specific magical
properties—ior metallurgical research and
experimentation and for creating chemical reagents and
explosives. Most spells used by the Golden Order’s Magister
Alchemists dismande compounds, super-heat and super-cool
elements, and create magical effects dictated and guided by
blends of predivtble and measurable alchemical compounds
and their reactions,

Magister Alchemists tend to ke a practical, scientific approach o
their subject, Much of their work is not magieal av all, bur more
concerned with chemistry. Although, the differences between
magical ingredients and mundane ones are sometimes hazy. The
Golden Order’s Magister Alchemists regard the Aethyras the
Prime Reagent; it reacts with everything and can cause change in
absolurely evervthing. So chey are interested in using the tinest
controlled amounts of magic in very specific ways to see ifany
predictable rules can be observed, such as whether a particular
change will occur the same way and on the same substance if
exactly the same amount of magic is used in exactly the same way:

This is not quite the same a3 weaving magic into a spell, which
is & Magister imposing his will and desire upon magic to form




it into something specific. In their research, the Magister
Alchemists of the Golden Order do not seek to impose their
will for a specific outcome onto a reaction between magic and
somi physical element because thar defears the purpese. They
want to scientifically observe and record natural laws rather than
create somiething from their own imaginations by using miagic,
something they regard as an arc

Because of the particular nacure of their studies and because
they are permitted and able o use magic ro aid their
investigations, the Magister Alchemists of the Golden Order
have made advances in alchemical theory Fir bevond those of
aniy other Human civilisation in the Old World. Whereas the
mundane alchemists'of the Empire still harbour such tradinonal
views as the Four Elements of Existence (Earch, Air, Fire, and
Wiarer), the Gold Magisters have used their magic to discover
deeper physical truths.

Ower the last two centuries, the grear Magister Alchemises of the
Golden Order have deduced all physical existence is made up
of far more elémenis than the four of folklore and traditional
science, Senior Gold Magisters have discovered and recorded
what they refer to as the “True Elements” of existence: the
simplest substances that all matter and gas can be broken down
into. Through their absessive analysis and magical experiments,
the Golden Order’s Magister Alchemises have idenrified abour
ninety naturally occurring elements. They have also creared 2
farther sixteen compounds that are mixtures of True Elements

-and various Aethyric elements they have either released from

within the elements or have bound to them (though gromril,
ithifmar, and True Transmutarion are still out of their reach).

Obvieusly, enly Lord Magisters of the highest rank and
experience are aware of these magnificent alchemical discoveries.
Most initiates to the Order, nor to mention the majority of its
Magister Alchemises, still enterrain various superstitious notions
as 1o the elements of existence and the possibilities of science.
Only the very greatest of these students of Magic and Alchemy
will ever learn otherwise,

Rumour has it some of chese great secrets have been stolen from
the Golden Order in the past, most visibly when a pamphlet
was released over ninety years ago by members of the Guild of
Physical Alchemists discussing and mocking the “fantasies and
delusions” of the “mystics and Wizards™ of the Golden Order,
The few facts revealed in this pamphlet about the Golden
Order's studies were jumbled and poorly explained, bur it was
clear to the Lord Magisters of the Golden Order thar these
mundane alchemists had read or heard something of the Golden
Order’s secret researches. Over the next few months, the people
whe wrore and printed che pamphler mee with terrible accidenes
in their laboratories: owo gassed themselves with noxious fumes;
one irreparably damaged his face and eyes in a minor explosion,
and rwo more died in a fire that gutted only cheir laborarery

and nov others Mothing was ever proven against the Golden

Order, bur afierwards, overe criticisms of their work dropped 1o

ALCHEMICAL THAUMATURGY

When Teclis and his brother mage Finreir were deciding

which of their many Human protégés should dedicate
themselves solely to the Yellow Wind of Magic, they chose the
most studious and analytical of the hedge wizards and petey
magickers. To the surprise of many, the great EIf niages also
sought as many herbalists and alchemists in the Empire as they
could find, despite few of them showing any aptitude for the
magic Winds and that they had been forbidden from practicing
anything that the authorities deemed too close to witchcraft.

Of these mundane alchemists, anly those who sought to answer
the prime question of the narure of existerice or create real
alehemical wonders chose 1o join with Teclis and his Gold
Magisters. To those who had dedicated dheir lives to trying

to find ways to transmute base merals into gold or creating a
universal solvent, whar Teclis offered sounded 1o imporrant an
OPPOTEUNILY [0 miss:

So Teclis began to show his seudents and many others the safest
and maost stable ways o isolite and manipulaze their chosen
Wind of Magic. These lessons wene all similar for thbqpprtmicc
Magisters of all the embryonic Orders; a5 the perceiving and
channelling UF]".‘:::g;ic is similar regardless of which Wind is
used. Butas chis process went on, the apprentice M,agisrerﬁ
slowly began to share the characreristics and drives of the Wind
they used. At firse, this concerned Teclis and Finreir, but they
decided this was only way a Human could grow in the arts of
magic without becoming corrupted by Chaos. By becoming
“possessed” by their chosen Wind, the Human Magisters
became less likely and able w draw on other Winds and creare
Drark Magic as a resulr.

The inr:xpcriem:cd Yellow Magisters, or Gold Magisters as they
began to refer to themselves to the Elves' mild amusement,
became obsessed with rationality and experimentacion. So
Teclis and Finreir laid down the guidelines of how to integrate
mundane alchemical research with magical manipulation. He
told them that the Winds of Magic permeate all things in the
moral world-and how an ambient and low-level hum of magic
exists invalmost everyehing beeause of it. He taught them how
ditferent strands of magic were artracted o different things
and thar through carétul investigation and experimentation
their different Aethyric elements could be extracred. Bur these
elements would not jist be small amourts of yellow, green, or
light magic; but tiny strands magic that had altered and in turn
been aleered by the thing they permeated.

Discovering how these elements react with the things they
posses, Techis explained, could allow the Gold Magisters ro
ereare magical effeces while using only small amounts of the
Yellow Wind to activate them. It also meant the Gold Magisters
could use tiny parts of the other Winds of Magic that sarurared
mundane things and elements, not through direct manipularion
{which could leid w'the creation of Dark Magic), but by




using mundane chemical reacrions thavused Chamon, the
Yellow Wind, as cheir reagent. 'lhrm-.gh this method, the Gold
Magisters would be able to make potions and compounds.
whose active magical ingredients were traces of a Wind other
than Yellow; hence, they can create potions that have magical
effects relared to Winds of Lores ather than their own.

So it was thar the most exacting alchemical magic of the Golden
Oirder wis born,

Owver the centuries, the wisdom and investigarions of
alchemists and herbalises frony all over the Human world bas
been incorporated into the studiesand praceices of the Golden
Order. The ancient herb-crafts of many the Empire’s own
hedge wizards and folk healers have been agcepred, analysed,
and refined. Grear sehiolars from-Araby brought an immense
wealth of alchemical learning to the College when they came
to the Empire to join the Magister Alchemists of the Golden
Order. These travellers brought extensive knewledge that had
been passed down and refined, generation after generation,
from the days of ancient Nehekhara. In more recent decades,
the Magister Alchzmists of the Golden Order have begun
wravelling further and further (some say even o distant
Cathay), sceking sny and all knowledge concerning alchemy,
metallurgy, and medicine. The senior Magisters of the Order
spare litele expense to acquire ancient and foreign texes dealing
with these marters,

The more the Gold Magisters leaen as an Order the more they,
need o learn—such is the drive and Fiscinaton the Yellow
Wind inspires. Today, the Golden Order holds the secrers of
making, refining, storing, and/or using runes, acids, alkalis,
mundane and magical reagents, poisons, antidotes, medicines,
magical elixirs-and potions, combustbles, explosives, nllu}rs.
purifying agents, pigments, dyes, and even soaps. Suffice to say
the Golden Order has become the foremost centre of Human
expertise in all matters from mathematics and runemiaking to
brewing.

Small wonder, chen, that the Golden Order is reckoned to be
the wealthiest of all the C::Jllcgnﬁ of Magic.

Duries & CONTRACTS

The Golden Orrder is the wealthiest of all the Colleges of Magic,
but in many senses, they have to be. Because the College
requires so many raw materials and substances to carry out its
research and train its Apprentices: they are the net consumer of
all raw and rehined chemicals and compounds in the Empire.

The Golden Order has, over the last twe and a halfcenturies,
come to own the majority of respecred alchemical schools
and guilds across the Empire; These have become a kind of
pre-College training ground for would-be Magisters where
the lowest level Apprentices can perfect their basic alchemy
skills by leaming how to exeract and purify chemicals and
compounds from raw materials, and how to manufacrure
basics like pigments, inks, dyes, soaps, and glues, The more

experienced and skilful of the mundane alchemises (those

close 1o being aceepred as being full apprentices to the Gelden
Order) produce large quantities of antidotes, medicines, and
fine spirits and wines in berween their more arcane studies.
All the above, from the pizments 1o alcohol, are sold in bulk
to merchants, noble houses; and other large organisations that
know they can rely on the quality of products purchased from
the Golden Order.

Only the Empires legitimare armies are permitied to benefir
from the Gold Magisters expertise at making war substances
like black powder and the resin and pitch mix that produces
liquid fire.

Different Magister Alchemists specialise in different areas—
some are more like chemists, dedicating their studies tw the
creation of potions, elixirs, and strange Aethyrically charged
chemicals. Others run forges, smelting mundane and enchanted
ores; Yer there are many different areas of srady and expertise

in the Golden Order, and almost &very science, material and
immarérial, is'stadied and practised to some degree within its
walls,

The Gold Magisters work closely with the Imperial Engineers’
School and gunnery schools, always trying to create more
cfficient forms of black powder amDnEs:'crth{.'r things. As the
most capable Human manufacturers of magical weapons on
the continent, the Gold Magisters” endeavours sometimes end
up in the hands of powerful zenerals and nobles on the larzer
batdlefields of the Empire where Imperial armies fight against
fqreign invaders, revolutionaries, secessionists, and the various
beasts and creatures of the world that chreaten the Empire. In
barele, the scarce and highly valuable irems manufactured by
the Golden Order are usually distributed only to commanders
and soldiets who might have special missions to fulfil. Other
than these, the only people likely w be able o afford, or be
permitted by law, to carry such enchanted items are those
crucial to preserving Imperial lands and eulrure, such ay
nobility:

MAGISTER ALCHEMISTS

While in their College and working on their experiments, even
the greatest Magister Alchemises of the Golden Order wear
simple cloches: leather aprons, gloves and somerimes skullcaps,
and gogeles or glasses. Essentially, they dress in a way suitable
to protect them from heat and acid burns, justas any alchemise
or mictallurgist would. Bur this does not mean thar the Magiseer
Alchemists always dress this way, Their art and Collegs tend o
make Magister Alchemists quite wealthy, and when it comes

10 srate occasions, or when mobilised for war or some other
activity beyond the bounds of their College walls, the Magister
Alchemists try to-create an awe-inspiring impression on all thar
see them.

Their robes are cur from the hrest materials, wseefully
embroidered with heavy gold thread and Brocade. The preferred
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colours and tnts reflect the name of their Orderand the colour
of the Wind n[‘lMagic they have dedicared themselves o, g{:ld
and yellow.

The oldest and most
experienced of the Order’s
Lord Magisiers somerimes
wear exceptionally
elaborate and fnely

crafred arrieulared
gauntlets of 2 gold

alloy, as well as gold

masks, These items

often spawn rumaours

thar the Magiseers are
slowly turning to magically
articulated statuesof

pure gold, thar they are
hiding a lifetime of burns
and scars from their
experimentations, that they
are simply COpyIng their
current Patriarch, oreven
that the items are purely
far show as a slap in the
Face to normal crozens who
have to earn an honest

living.
MENTALITY

Though they are
Magisters and therefore
users of magic, Magister
Adchemists tend towards
a hyper-rationality. They
are extremely logical
ili:{ividua|3. dt.-:.irirtg €]
ttuamiﬁr and mieasure

as miuch of the

physical world as

they can, They

are born teachers

and lecturers,
apparently driven to instruct, bur

equally they are obsessive students who wish to implement whar
they have learned o pracrical and concrere ends,

The psvchological types of the Gold Magisters vary immensely
from intense scholars absessed with their next breakthrough,
teestudious mathemacicians, patient and burly weaponsmiths,
eultured artisans; and enigmaric geniuses: few in words bur
great in intellect. Perhaps due o the amount of time they
spend in their laboratories breathing noxious fumes and
heating volatile substances over open flames, there are some
Gold Magisters who appear a¢ little more than distracred

crackpots. But only the foolish underestimare a Magister of
the Orders of Magic.

Magister Alchemists are urban individuals; few of them ever
live far from a ciry, partly because of the
difficuloy of obraining the necessary

supplies, burt also because they

are more likely to be blamed by
ignorant peasants for blighting

Crops or ﬁighn:ning the cartle.

ATPRENTICES
As with all the Colleges of Magic,

long before an Apprentice is
permitted to learn much of
spells and how they are east,
they must first study and
understand the theories of
what magi¢ is and how it
works, spending long hours
learning all the many dangers
of magic and spelleraftand
the history of their Order.

With few exceptions, the
V'3 Galden Order tends w
' only accept apprentices
wirh a hackgrannd in
alchemy, metallurgy, or
herbalism, ar those with a
truly exceprional gift with
the Yellow Wind of Magic.
As such, the Golden Order
recruits mostly from the
smaller schools and guilds
of alchemists they control
throughour the Empire,

Just fike their mentors, senior

Apprentices are ex pccm:l

o take pare in alchemical and

miagical research, discussion, and

crifictsm. Those who embrace and

seudy Chamen Aind themselves drawn

o peaching as well as acquiring knowledge, which mean thac

it is standard practice throughout the Golden Order for senior

apprentices o teach the basics of various alchemical processes to

NEWEr apprentices,

Views oF THE PUBLIC

Magister Alchemists are generally more accepred by the public
than Magisters of other Colleges, since the publiccan see and
use many of the Golden Order’s works—aor, ar least, the works
of their lowest Apprentices. Since the magical workings of the
Golden Order are hidden behind closed doors and because the i




College produces many substances with practical uses, they are
treated with moderately less fear and hatred than the Magisters
in other fields. However, Magister Alchemists are still viewed
with suspicion by most people because their laboratories often
emitsmoke and sirange vapours; lights, vibrations, and they
occaaienna][}’ cxp[od::,

Some rowns have regulatons against the practice of alchemy
of any kind within their walls, Although few alchemists would
admit it, this regulation can be quite sensiole in crowded urban
quarters. Before the fame and respectabilivy of the Golden
Order spread, they were forced to do their experimenis in

the slums, ar in secrer. or even outside the city walls where
their smiells and fires could doless barm, even incicies whege
alchemists had some influence on the local council or ruler.

THE CoLLEGE GROUNDS AND BUILDINGS

The Golden Order is the mast Ainangially suecesstul of all the
Colleges of Magic. Because it manufactures goods desired And
needed by commercial, civil, and military establishments, the
Golden Order earns 2 considerable amount of money, which,
when added to the large endowments given by lords and
mierchants huping o curry favour with the Magister Alchemists,
results in the Geld Order being one of the wealthiese

oreanisatons in the Empire.

Unlike the buildings of the other Colleges of Magic in Altdorf,
and eanreadicring the considerahle wealeh that irs membere

can call upon, the buildings of the Golden Qirder are not rich,
flamboyant, or mystical from the outside. They are mare like
several grear and conjoined laboratories and foundries with
many furnaces and eall chimneys, which belch coloured and
sometimes bizarre, glowing smoke and steam into the aie The
building is five stories high ar is rallest poing, and it's a jumble
of towers and courtyards with a maze of passages, laboratories,
dormirories, forges. and reception halls. Near the back of the
building; overlooking the River Reik from the fourch storey, are
the private rooms of some of the great Lord Magisters of the
Order, including the newly renovated laborartory of the Magister
Parriarch himself, Balthasar Gelr,

It is much ro the relicFof the cidzens of Aledorf that this
College is not near the centre of the city but on the perimerer,
by the River Reik. The fast-moving waters of the river have been
diverted through well:prorected underground channels to meet
the needs of the laborarories and forges within, cooling the
foundries and rning water wheels of uncertain purpose. As
the warers fiow back our e the river, they sometimes tun with
fantastic colours, likely after an elaborate, arcane experiment
deep within the bowels of the College.

Unlike some of the ather Colleges of Magic, the Golden
Order’s College building is not hidden from view. Even

so, few monear it because of the evil smells and thick
vapours that perpetually surround it, vapours thar Magister
Alchemists appear unaware of and impervious te. Despite

these circumstances, a small crowd of beggars often drift

around as close as they dare to the Cﬂﬂt‘;gc gates, even

though the College’s guards sometimes chase them away. The
beggars never try o soliciv anything from those they think
are Magisters but do beg from everyone else that goes toand
from the College building. The College tends 1o receive many
wealthy and imporeant visitors, and the word on the streer is
that if vou ¢can tolerate the occasional clouds of noxious fumes
and do nor mind being 100 close 1o where witcheries are used,
there are rich pickings near the Golden Order.

Contradicing its utilitarian appearance from the ouside; the
College’s formal receprion rooms are luxurious, having rich
carpets, heavy velver curtains, deep, comfortable couches, and
gilded statues of previous Patriarchs of the Golden Order. At the
very centre of the College is 2 massive library with thousands of
boeks dealing with everything there is to know about physical
and metaphysical sciences, especially alchemy, megallurgy,

and herbalism, as well as copies of the latest research papers

of alchemists from acress the world, Mast of the books in chis
library are hand-copied—the market for them doesn’t justify the
cost of printing—and many rare volumes in this library could

sell for hundreds of Gold Crowns to a specialist buyer.

Beneath all chis and in other wings of the College are dozens of
laboratories full of strange devices and corridors scorched and
pitted by spile corrosives and molten alloys. These are where the
Magister Alchemists of the Order do all their research into the
realmis ot alcheémical magic,

‘The laboracories are long, well-lit rooms. They may have rows of
windows or skylights to let in as much light as possible and let
out the numerous nexious vapours that build up inside. Some
of the Colleges Magister Alchemists working on particularly
risky experiments do so in lead-lined cellars to control accidents.
“There are always workbenches in the laboratories and ac least
one furnace. If there is only one Furnace, it is invariably of a
two-chamber design, suitable for extracting ore, mixing; and
purifying alloys. All the laboratories have good ventiladon but
still posses a noxious chemical odour.

The labaratories tend to be clurtered with shelves of equipment
and racks of bells jars and other containers, These containers

are generally made of glass or ceramics and are either made

by a Magister Alchemist or specially commissioned from

skilled erafismen. This equipment includes, but is notlimited
1o ceramic tiles and jugs, a bellows; several copper or brass
cauldrons, a collection of stills, 2 mortar and pestle; ar least one
alembic, a water-bath, an ash-bath, an extremely large lamp,
dishes, beakers, jars, phials, fileers, strainers, ladles, stirring rods,
and several pairs of hinged rongs of various sizes. There will also
be glass bordes containing hundreds of chemicals in the form of
liquids, salves, and powders. These supplies are considered the
absolute minimum equipment for 2 working alchemist,

Apprentices to the Golden Order will spend the body of their
apprentice lives aceually studying in the College building, as




opposed te with one mientor wherever thar menor lives, Yer
many Gold Magisters keep their own houschelds in the city and
only come'to the Cnlieg{; tor weach, study, dand experiment. All
the same, despite its massive size, the College’s dormitories are
avercrowded.

All apprentices are expected to spend their waking hours
working in the laboratories s an assistant to.a Magister and
studying in the College's huge library. As most Apprentices will
have already beer taught alchemy to a reasonable level in one
of the lesser schools of mundane alchemy run by the Golden
Order, apprentices will be expecred to know the names and
component parts of most of the chemicals the Magister asks for.
Besides learning how ' to perceive and channel magic, as is the
most pressing concern of all full apprentices to the Colleges,
they will be expected ta quickly learn all the beliefs of the
Golden Order,

PERSONALITIES
Balthasar Gelt, Magister Patriarch

___ofthe Golden Order

Every seven years, representatives of the eight Colleges of Magic
meet to decide who will reign as the Supreme Parriarch for the
niext seven years. This is an important decision, because the strand
of magic used by the winning Patriarch will blow more strongly
through Alidorf for the College that supplies the Supreme
Patrtarch. Theoretically, any Lord Magister of any of the Olrders
can take part in the contest to decide who the next Supreme
Patriarch will be, but because the individual Patriarchs of each
Order are also the most powerful, few others ever try to take part.
‘The contest to determine the dominant College of Magic takes
the form of a violent contest of spellcraft berween the existing
Supreme Patriarch and the challengers, one at a dme. The contest
is held within the strice bounds of the hallowed Obsidian Hall,
The eurrent Supreme Patriarch is Balthasar Gele.

Balthasar made his first appearance in the busy port of
Marienburg some fifteen years ago, having bought passage on a
merchant ship coming from his native land in the Black Gulf.
Because he paid for the journey with gold he had wransmured,
Balehasar quickly left for Aledorf before the effects wore off, The
Golden Order was his destination,

Since his childhood, Balthasar had been fascinared by alchemy,
and because he was from a wealthy family. he was able ro
travel throughout Araby, Tilea, Estalia, and even the Border
Principalitics learning everything he could on the marer
fram anyone who would teach him. In time, ivbecame clear
that his fascination for alchemy, and particularly the idea of
True Transmutarion. had blossomed inside him 1o become 2
natural empathy for the Yellow Wind. Eventally; he learned
of the Empire’s Golden Order who were said 1o be the finest
alchemists in the Old World and Magisters of surpassing skill.
Hearing fare calling him, Balthasar decided to travel to the

Golden Order.

Balthasar’s extensive knowledge of alchemy impressed the
Gold Magisters inmlcdi:m:ly: but it was his nateral glencwith

Chamon thar startled them most. Few untrained magic users
drew upon only one strand of colour magic withous frst being
trained how to do so, and yer young Balthasar was doing just
that and with remarkable control. He was accepred into the
College immediarely,

Discovering the secret of True Transmutation was the driving
force of Balthasar's- apprenticeship. and sustained by his
immense knowledge on mavers alchemical and by his narural
talent for manipulating the Geld Wind of Magic, Balthasar rose
swiftly through the ranks of the Golden Order, quicker than
anyene in the College’s history. His inguisitive intelligence and
open-minded approach made Balthasar popular with both the
College and the lesser alchemist guilds scattered around Alidorf
and the Reiklind.

Then came the day of his accident. For reasons hie has never
revealed, his private laboratory was seen 1o fill with an intense
golden light followed by an car-shattering explosion that
only gutted his chambers without even shaking the papers

in adjoining rooms. Wharever happened, Balthasar survived,
though he locked the doors to his chambers and refused ro
ler anyone trear his wounds. In just a day he emerged from
his chambers apparently well, yet covered head to toe in robes

and wearing a golden mask—robes and mask he is never seen
withoue these days.
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Some say that his entire skin mrned to gold, others swear chat
he is horribly disfigured, and others yet whisper that he has
received the curses or blessing of the Chaos Gods and now hides
his malformations beneath his mash and robes: Nobody knows
exactly whar happened o him and many of his colleagues have
net acted in guite the same way towards him since.

Whatever happened, the accident did not reduce Balchasar’s will

to succeed in his research, nor did it hamper his powers. On the
conerary he s risen to the position of Supreme Parrarch of the
Colleges of Magic, defeating Thyrus Gormann in the ritual duel
and replacing the prominence of the Bright Order with his beloved
Gold, all before hewas a Pagiarch of his own Collese. Since then
he has, of course, secured his position as Pariarch of the Golden
Order as well, when his immiediate predecessor, Magister Parriarch
Feldmiann, simply vanished one year before the Colleses of Maric
were mobilised to resist the so-called Storm of Chaos.

Since Balthasar’s ascendance 0 Supreme Pacriarch, the Yellow Wind
of Chamon blews smongly through Aledorf. Balthasar has proved

& highly rational councillor for the Emperor, & wise ruler for the
Colleges, and a valuable asser to the Emperer's armies, winning him
greater influence ar court and the respect of his Magisterial peers.

Gorthilf Puchta, One-time Patriarch
of the Giolden QOrder

Magister Patriarch Puchea is famous in nearly every College

of Magic, as it was he who penned the infuendal (and

enormous) book on magical theory known somewhat
misleadingly as A Modest Treatise on the Nature of Magic over
one hundred years ago. Copies of this massive tome can be
found in most of the Colleges of Magic and even in a few
private libraries of Magisters and wealthy nebles. It is nora
book of spells but of solid and complex theory, analysing the
nature of magic, the Chaos Realm, and other such esoreric and
occult marters,

Although not as famois among the public as Magister
luminaries Volans or von Tarnus: in Collegiate circles, Gotthilf
Puchta is one of the most respecred Magisters to have ever lived.

THE WI1ZARDS AND ALCHEMISTS GUILD

Civer the two centurics sinee its inception. the Gelden Order
his come to- dominate and even own all the moest respeceable
schools and guilds of alchemy within the Empire. Most famous
of all the Golden Order’s lesser guilds is the locally named
“Wizards and Alchemists Guild” in Middenheim.

The Guild is the oldest place of organized learning for
alchemists in the Empire and has a formidable reputation.
Founded as the “Guilde of Alkemie” sometime between

1200 and 1600 1.C (che records are haz}' and somewht
contradicrory), it was the focal point for alchemists from all
aver the Empire who wanred to deepen and broaden their
understanding of the sciences for nearly a thousand years. In the
earlhy daye, alchemywas far less developed o understond, and
its theories were a jumble of primitive chemisery and herbalism,
dominated by superstition, occultism, and elements of hedge
wizardry. Yet the Guild was renowned as a place of learning and
science, and few ourside of it really new or cared whar wenr.on
within it,

The Guild has had many vicissitudés in its long history, and
the Graf of Middenheim forced che guild members to bend
all efforts solely to the betrerment of his city rather than the
deepening of alchemical understanding. With the coming

and eventual defear of the Grear Chavs Incursion, and when
Teclis was asked by Emperor Magnus to teach the seerets of
magic to the Empire, there were some in Middenheim who
were outraged that the Emperor chose AledorE to be the sear of
learning for what they saw as a new and better funded College
of alchemy: the Golden Order. Te may have been a political
decision en the Emperor’s pary, scraregically placing the
Colleges ar the centre of the Empire; midway between Nuln
and Middenheim and under his own warchful eye and that of
the Grand Theogonist in the heardand of the Sigmarice Culr,

The period following Teclis' inceprion of the increasingly
Famous alchemical thaumarurgy of the Golden Order saw
great turmoil with Middenheim'’s Alchemists’ Guild, With
the Magister Alchemists of the Golden Order breaking

new ground in Altdorf and many of the alchemical theories
of previous centuries being proven incormect, 4 major
reorganization of the Guild was called for. By Imperial edict




and persistent pressure from various cules, all dements deemed
magical were purged from the teachings and practices of the
Guild, Burwithour aceess to the closely guarded secrers of

the Golden Order, the Alchemists” Guild found thar iv was
being left behind and increasingly ignored. Magisters from

the Golden Order began o appear in' Middenheim; invited

by mobles and merchants, Even the Graf himself installed 2
Magister Alchemist in his court, Things looked bleak for the
Guild, and it found itself demored 1o weaching apprentices the
rudiments of alchemy.

Eighty years ago, the Guild was finally forced o close its
doors, Few alchemists of any skill chose to study or teach

at the Guild whien they could apply to one of the schools
controlled |:|}-' the Golden Order, and the Guild cerpinly was
not artracting wealthy students or endowments like it used

to. [tcould no longer 1o pay for the upkeep of its ancient,
sprawling buildings. This appeared to be just what the Golden
Order of Magic had been waiting for. Represenratives from the
Golden Order approached the one-time owners of the Guild's
kand, saying that they were interested in buying the propercy
to renovare and refit it with new laboratories. They even said
that they would employ the old alchemist scholars to teach
initiares the basics of alchemy.

The feason for chis sudden interest was because Middenheim
was so far away from: Altdorf and was quire difficult ro reach
to reach, making it hard for the Golden Order o service
Ulrics grear city to the degree they desired. So indebted were
the old alchemises of the Guild and with nowhere else o g0,
they had litle choice but to accepr.

Upon hearing of the Golden Order’s plans for the old

Guild buildings, senior Magisters from rhe Celestial Order
approached the Golder Order to come to an agreement

never before reached berween ewo Collezes uf]".-'lagic. The
Astromancers of the Celestial Order had the same problems
servicing Middenheim as the Golden Order. bur the
Astromancers were alse interested in establishing observatories
in Middenheim because of its commanding position high arop
4 mountain and yer well defended from wandering beasts and
bandies. After wrangling over the funding and building of the
laborataries and observatories and the jurisdictions of the twa
Colleges’ Magiseers who would work and live within the old
Guild buildings, the Colleges reached an agreement and builc
the Guild of Magisters.

Now rhe Guild has sprawling laborarories within its
compound and needle-like observatory towers of the Celestial
Order’s Asomancers thrusting high above the Gioy. The main
building is three stories, built in a grand but eccentric style,
with a pillared entrance rising all the way to the roof, A large
library is on the firse Hoor along with research laborarories

for alchemises. The Guild has permanent accommodations

for the senior Magisters that reside there as well as a large
dermitory where Apprentices o borh the Celestial and Golden
Orders bunk. In addition; over a dozen rooms are available

to Magisters of either Ovder who are visiting Middenhieim

bur have no accommodation of their own or even just chose
who prefer company who won't look ar them as if they
were 3 dangerous animal, as indeéd mose of the citizens of

Middenheim do.

Still remembering the old days and somewhat in ignorance
and awe of the Magisters who descended upon them, che
people of Middenheim came to refer to the Guild as the
Wizards and Alchemists Guild,” and thé name has seuck.

Ower the last eight decades, the newly restructared College
has thrived like never before. Once again it has becomea
focal poin: for young alchemists, and it is second only in size,
respecrabilicy, and power to the Golden Order in Alidork
The Guild has the best facilities and libraries of arcane lore
outside of Aledorf. Many use the Guild as a stepping-stone
on their way to the Imperial Colleges in Aledort, the Gold
and Celestial Magisters residing at the Guild are permitted o
take apprentices, though only the College AltdorF has-the
authority 10 accept appréntices as full Magisters.

The Guild building Wias dﬂma,gcd during Archaon's recent
invasion of Middenheim, and exrensive renovarions are
underivay. Since the breaking of the Northmen's sicge, the
Guild bas been approached by the Magisters of the Bright
Order who, upon the request of the Graf of Middenheim,
wish to fund much of the Guild's renovation in return

for bareacks and training grounds of their own wichin the
sprawling property. Negotiations continue, but it seems likely
that the Bright Order will be welcomed.

PERSONALITIES
el e e Sop i

Helseher is a Lord Magister of the Golden Order. He is the
administrator of the Guild, and he is who Magisters of the
two Collepes come o 'for a room or if they wish o use the
Facilities of the Guild. Helseher appears to bein hisearly
sixties, and his skin seems to have taken on a slightly merallic
sheen in-cerrain lights. He is slightly above average in heighr,
gaunt; and simple in appearance, He has a long mane of black
hair; greying slightly ar the temples, and he has piercing eyes
ofa startlingly vivid blue. His eyesand his long, delicare-
bur-strong fingers are the two things people remember after
meeting him. Helseher dresses with 4 lack of vanity that verges.
on carelessness: when not dressed in che leather overalls and
apron of the laboratory, he favours free-flowing garments

in black or grey, which allow him maximum freedom of
MOVETEnT.

Helseher is more concerned with his alchemical studies chan
anything else, and he sarely leaves his apartments and offices in
the Guildhouse. Consequently, he is litde seen by the public
who regard him as a mysterious figure to be feared.




Chapter IV: The Imperial

Colleges of Magic

Magister Eberhauer is only in her lare thirties, but she is already
an accomplished Magister. As per the agreement with the
Celestial and Golden Orders, the High Magister's depury must
be of the Celestial College, and so Eberhaverisan Aseromancer.

She looks much younger than herage. She is all and
statuesque, with 2 tumbling mass of auburn hair reaching o
her shoulders, hazel eyes Hecked with amber and a few freclkdes

across her cheeks and the bridge of her nose: She isalways
well-dressed, favouring practicality and classic style over the
more ostentatious tastes of her Order. She looks quite unlike
anyone’s expectations-of & Magiser, Intelligent and friendly;
Eberhauer has the great gift of being able to put people ar their
ease, which she finds useful for gaining informarion that they
might not otherwise disclose. She'does not air her own opinions
too readily, however, and often sounds ambivalent, quite

-deliberarely.

THE JADE COLLEGE

Lore: Life

College: The Jade College

Symboels: Coil of Life, the Spiral, the Triskele, the Oak Tree, the
Oak Leaf, the Sprig of Mistletoe, the Sicke.

Wind of Magic: Ghyran

(rhyman is the Green Wind of Magic, and it is the Aethyr’s
momentum towards growth and the need to nourish and
be nourished. Gilbyran is nurtaring, it is fertility, and it is the
Aethyr's eche and mirrar of life,

Gihyran precipitates in a manner similar to rain upen the
mundane earth, where those with the witchsighe can see it
form into pools and swirling eddies. These pools and streams
of sparkling green magic gradually form into immaterial rivers,
flowing across the land in-a way similar o water, though
unbound by mortal laws. When the Winds of Magic blow
most strongly; it is said that Ghyrn Hows across the lands like
a great tide, sinking into the soil or else drawn ro the rivers,
waterways, lakes and springs of the mortal world. For whatever
reason, its energy bonds particularly to water and saturates the
earth with its life-giving power—Tfor this reason, the power of
Ghyran is highly concentrated in rivers, lakes, and springs, and
therefore within vegetation and other living things. Ghyran is
drawn up with water through the roots of plants-it comes into
contact with, feeding all living things, both encouraging and
feeding off of growth. If the Winds blow partcularly strong,
the streets of every city become awash with Ghyrant Hows,
running across the cobbles and Ragstones in search of organic
matcer like an immaterial stream that the common man
neither sees nor feels,

OVERVIEW

The Magisters of the Jade Ordersmdy the Lore of Life,

fuelled by the Green Wind of Magic, Chyran, Agrological
Thanmarurgy, roughly translating as “Soil Magic,” was the
limiced and rather dry term given to the Lore of the Jade Order
in the Artcles of Imperial Magic. Bear in mind thatr when the
Articles were written, the effecrs and preference of individusal
Winds of Magic embraced by the Colleges of Magic had not
fully manifested themselves, so the distinérion of the arts were
sometimes missed in the names given o them. Jade Magic, or
Drruidism, is concerned with all agriculture; flora, and the Hows

and seasons of fertility in the councryside and in afl natural
living crearures (including Humans). It could also be called
water magic or earth magic.

Jape Maaic

Jade Magic, or the spellcrak of che Lore of Life, comprises

spells that concern themselves with the change of the seasons,
agriculture, ferdlity, growth, soil; earth, and water; These spells
are powered by the Green Wind of Magic, Gipran, which has
inspired many hedge wizards and perty magickers in the past,
including the much fabled Elementalists (of warer and earth),
and of course Druidism. All of these clumsy gropings ar Ghyrans
power can now find themselves perfected and made manifest in
the Lore of Life as taught by the Jade College.

It is said dhat Ghyrans Magisters, or Druids as they are
sometintes known, are the most sensitive to the natueal life-
cveles-of the countryside, and so spend little time within the
confines of the Empire's grear cities. Such is their skill with,
arid love for, the forces of nature and living things, Ghymaas
Magisters are often called upon o cure crop blights or bring
nourishment to barren soil. They can make dead carth ferdle,
cure blights, encourage ferality in Humans and beasts, and it
is even whispered thar they can cause wild and unstoppable
growth of creatures and plants if they so wish. Yer these
Magisters also have the ability to control Hows of water and the
very earth beneath their feer. In barde, Jade Magisters can call
forth steaming geysers in the ranks of their enermnies and even
cause the earth to splic under their feet

The Dhruids of the Order of Life are taught to:live in natural
harmony with the countryside, cultivating it in suseainable way
thag is as beneficial to the fand as it is o those thar live off of ir.
Because these Magisters are so closely tied to Horal life throughour
the world, their own magical strength tends to wax and wane

as the seasons do, being vigorous.in Spring, most pm'.rer!'hi

in Summer, waning over Autumn, and weakesr in Winter—
although their powers are also said ro flourish in rainy weather.

DrumisMm—THE Lore oF Life

“Drruid™ was the raditional nnmegi'vcn to these strange men and
women of legend and myth who were said to be the first haly




people of Humanity. Somie of the oldest folkealesin rural parts of
the Empire explain that the Old Gods of Taal and Ulric adopred
tribes of Men as their own, and the Humans of the Old World
gave reverence to the spirits of thie land and nature as the "Grear
Mother.” But this was not a religion like the worship of Ulric

or Sigmiar, rather it was a profound respect for the Motherasan
abstract (not sovereign deiry) of thic natural forces of the werld,

Whether this represents an older understanding of che divine
as practiced by the Empire’s ultimace ancestors, or whether

it is simply just a different style of worshipping GGods

that developed over the millennia; remains
unglear; Whiat is cercain is that the
DPruids of ancient times were the
keepers of radition and the seasons,
and they custodians of the sanetity
of Marure. Druids were said o
lead all eribal ricuals, which were
held within groves of sacred
trees or mare commonly
within great stone circles
that the Diruids
supposedly erecred.

Whereas it is possible
that these original
Diruids were more
than just legend,
they certainly did

not erect all the

grear Waystones

and Henges that

lie scatrered across the Old
World, for these were the
warks of the most ancienc Old
Ones, the Elves o channel magic
out of the Old World and rowards
the Grear Vorrex of Ulthuan. Be
that 2s it mayy it seems likely magically
sensitive Humans might have become
aware of the massive amounts of energy

coursing through these stones and took them as focal
points of the eardh’s narural enerpies—in'a sense rue and

yet off-the:mark.

When Teclis gathered all the perty magickers and hedge wizards
he could And within the Emipire, he also found scartered and
philosophically devolvid reminants of the Druidic tradition thar
remained in the most rural partsof the Empire, having survived
countless centurics of persecution and the rise of newer more
active faiths, Of these few, not all came willingly, but once Teclis
showed them the pure energies of Glyran, those that had any
magical sensitivity avall and a true connection wich the seasons
and nature, perceived thar the puriny Teclis was offering them
was the ultimate path of their calling. Two-thirds of these Teclis
approached wene with him.

Within one hundred years of the founding of the Colleges

of Magic. sightings of Druids were reported in various rural
spots all across the Empire. Bur though they seemed 1o fic the
deseriprion of the legendary Bimiids of old, these new Diruids
belonged to the Order of Life and were Magisters of the Green
Wind of Magic. And there are rumours that another, far older
form of Druidism survives on the misty isle of Albion.

Giyrans Magister Druids gather in ancient groves at Henges and
intersections of Leylines, promoting the free flow of the energies

within the lines, encouraging the nurturing power of Giyran
i areas contaminated by Dark Magic and
combating the blights and famines
inflicted upon the Empire by the
Lord of Decay.

Duties &
CONTRACTS

The Magister Druids of the
Order of Life da-not
PUrSUE CONTCES
in the same way
as:many of the
other Colleges.
Not only are they
unconcerned about
such things, they
are hardly in a
position [0 pursue
them. r\]thm:gh
they do have a College
building in Aledecf, the
Magister Diruids of the Order
of Life prefer to live and run
their atfairs from very rural:and
regions and do Not possess an
identifiable centre whess conrracts
can be brokered.

Forrunately, the Colleze building of the lade
Order is largely self-sufficient, built on the intersections of
Leilines particularly heavy with Ghyran, so the Magisters need
not spend much money maintaining it. The endowments given
to it by Karl Franz (both in his capacity of Emperor and in his
more stare-centric role of Prince of Alidorf), are :nuugh b0 COVET
the expenses of maintaining the guards and any upkecp for the
purer wall. The main official duty of the Jade College’s Magister
Diuids is 1o ensure the farmlands of the Empire stay fruitful
and productive. This is a very importane job considering the
number of natural and unnawiral blights thar affect the Empire,
especially in the north. Huge swathes of the Old World are

conzaminated with trace elements of warpstone dust, which can
have detrimental long-rerm effects on the landscape. The Magister
Drruids are careful 1o/ make sure the natural and Aethyric pressures
on the countryside remain in a conseructive balance.




The main unofficial duty of Ghyreni Magister Druids (albeir
one that ties in with cheir other dudes), is tol provecr the Leylines
that run through Imperial werritories and the Henges they meer
at, ensuring their énergies How cleanly and quickli,t As pare of
this task, the Magister Druids hold seasonal ricuals at the grear
Henges of Eyvberry, Muttersfeld, Fruchtbarfelsen and numerous
other smaller stone circles throughout the Empire to encourage

the energy wavelling through the Leylines to stay vibrant. Bur
these rituals also serve 3 dual purpose of drawing our controllable
elements of Ghyran from the Leylines and allowing ic o disperse
throughour the surrounding counryside ina mianner thar
encourzges the healchy and abundant growth of planes.

In times of war, word will be sent to the College building

in AlidorFund the few Jade Wizards who remain there ona
rotational basis will respond. [f too Fevr of G#.':_ynm} Magisters are
at the College to serve the needs of the call, then these present
will send out magical familiars to-others of their Orderand even
leave secrer markings upon Waystones thae they may pass while
they march, all of which will draw furcher 2id o the Eampeign
as needed. Normally the Jade Wikards duties are tol ensure the
goad physical health of soldiers and see thar the land provides
them with all they need—an army marches upon its stomach,
after all. However, the Magister: Druids-are also said to beable
to g.lrhv:r intc“i'gcnv.:t ufrncm}' miovements by !isrenin.g to the
Empire’s warerways aned foresss,

Jape Wizarp

Jade Wizards rend o wear tobesand clothes woven fromy cotton
and wool and dyed in greens of all shades. Their clothes tend 1o
be decorared with the symbols of their order (the spiral, triskele,
oak leal, etc), and they often go barefoot so that they can feel
Ghyran's energies beneath them as they walk. Each carries

a sickle, small or large, which is the badge of a full Magister
amongs his Oeder. They often also weave corn, Howers, or ocher
greenery and vegeration into their clothes and hair, making
them look a5 though they are about to areend a harvest festival.

Sometimes they carry staves of living wood, such as hazel,
oak, yew, or some other tree the individual Magister regardsas
special sacred,

Lord Magisters of this Order reputedly have greenery growing
within their hair.

MEeNTALITY

‘The Magisters of Ghynan are the most attuned ro the
countryside of all the Orders of Magic and are only marginally
more likely to be found living in cites than the Shamanic
Magisters of Ghur, They love nature and living things, and
especially rain. Because they te themselves so closely 1o the
¢bb and Row of the narural world, the powers of the Magister
Diuids tend ro wax and wane with the seasons.

Druids of the Order of Life are always hale and hearty sores,
full of energy and surprising humour, far from the usual dour

image and reputation Magisters garnier. They are inecrested in
agriculture of all kinds and are L".':EFL‘I'TS at growing anything
possible in a sustainable way, They ke their responsibilities
with nature very seriously and oppose with absolure venom the
fallowers of Nurgle who bring enly corruption and decay. They
also abhor all kinds of Necromaney and Dark Magic, for these
are against life, The Magister Druids have licele trust for the
Magisters of Shyish, who are coneerned only with endings.

Unusually amongst the Orders of Magic, there are just as
many fernale Druids as male onesy perhaps even more, bur
then this is perbaps o be expecred from an Order thar chooses
to live i small communiries of their ewn. It s common
amengst Ghyrens Magisters for men and women of their
Order tochave children tagether, whom they always mise into
the Order like theniselves.

APPRENTICES

‘The majority the Jade College’s Apprentices tend to be the
offspring of existing Jade Wizards, forming a kind of isolared
Druidic caste. However, rural hedge wizards with a particular
affinity for the magic of growth and fertiliey will often attrace
the Order of Life to them. As'money is not a consideration
for the Jade College, they do not worry about how much
apprentices can pay them. The land supplies them with

all they need, and money has licde use 1o them. However,
initiates are hound to the Order by oaths that invalve wild
magic and the shedding of Mood under the light of the Chaos
Moon, so only the traly commirred are dccepred inco the
Order of Life.

Teaching the Lore of Life is affected by the scasonal flow of
Gilryram. From the first new moon after the autumn equinox
until Mondstille (the winter solstice}, the studies of Ghyrans
apprentices and Magisters concentrate more upon the theory
and lore ot the Order, because  Ghyran’s power is relatively weak

.an this rfime,

The Order is most active from when the moon Mannslieh is
frse full after Minerfrubl (the spring equinox} and continues
for two periods of the moon’s waxing and waning, This is the
Ohrder’s most active period, and Apprentices are plunged into a
day and n]ght lcarning E}i:ll?.':,’, where spells are mught through
the oral traditions of the Order and practice, At the end of the
session, all the Order's Druidic communities hold great festivals
within cermain groves or Henges:

During this celebration, Apprentices who have become adepr
enough to be accepted as Senior Apprentices are given a
copper sickle and chote thar become Journevman Wizards are
givena sickle of pure silver 25 symbals of their starus. This

is always done unexpectedly, and none of the Apprentices
know wha will get their sickle and who will not. There is

no examinarion; the senior Druids of any community meet
to discuss which of the candidares are ready. During the
night, while the candidares are involved in semi-ritualised




dances and singing, a master will suddenly appear dressed

as the Green Man or the Earch Modher and will hand che
suceessful apprenrices a sickle. At the end of the festival, the
various students leave to practise their magic and journcy
over the summer. Those that wish to become full Magisters
of the Order must travel o Aledorf by Sonnsdll, che summer
equinox, where he or she will be tested by the Lord Magisters

{or High
Diruids)

that gather
there for

their yearly
assembly,
‘Those that pass
the stringent
and often
dangerous tests
of the High Druids

will be given a gold
sickle and will be accepred

as a full Magister Diruid of the

Oirder.

[n summer and winter, onlya
handful c:i'Mngistcru reside ar
the College, In summer, most

of Ghyran's Magisters are either

serving rime with the Empires

armies or are practising their arts

in the countryside somewhere,
“The city holds litdle allure o
them.

YIEWS OF THE
PusLIC

OF all the Orders of Magic,
the Order of Life is perhaps
the least unwelcome. This
is-not to say that the public
doesi’t still fear their
practices (they do, but
when a Jade Wizard appears
in a rural area, the crops

are likely to be bountiful, the

livestack fruitful, and the women

of the village more likely to conceive or
have an easy childbirth. For these reasons
Colymns Magiscers are, ar the very least, respecred.

Besides their usual distruse and dislike of any and all Magisters,
peeple in large tewnsand cities tend o regard these Magisters
as backward in the way they dress and act, and probably insane,
Because ic’s unlikely that many of Giyrass Magisters will ever be
seen in the Empice’s cites (with the excepdon of Altdorf), the

issue rarely comes up.

Chapter IV: The Imperial

Calleges of Magic

Tue Correce GROUNDS AND BUILDINGS

The Jade College is the focus and ideological centre of the
Magisters who study the Wind of Gymen and the Lore of Life.
[t issurrounded by an immense wall, unbroken by windows
or towers: The wall is over shay feer high and is raller than any
of the surrounding merchants” houses. It is built of brick, and
the vuter face is glazed green, with a College
symbol set into every block: 4 spiral,
a rriskele. oran oak leaf. The wall
is roughly circular, but actually
torms the firscring of 2
clockwise spiral, about
/"ﬁfﬁlﬂ 204 }-'.1[‘{]3 around.
o Thus, ar one point the
face of the wall steps
201 feer backwards. The
onlyentrance o the
College is located here;a
simple oak door ser in the
base of che wall,

The door is guarded ar
all times by four heavily
armed and armoured
wartiors chosen to represent
the differenc stages of life.
e §s young; another in
his prime, the third in
middle age, and the
fourth old. Despire
their appearanices, all
are highly skilled and
capable fichters,
prodigies or
vererans of the arts
ofand in combat
and war If they
sound the alarm,
any Magisters
inside will come
tor their 2id,

Magisters of the
Order are allowed 1o
enter the College withour any

questions and may take one or oo
Friends, A Magister erying o take a large
group in would be asked for his reasons, but almost any reason
would suffice. All others need to demonserate thar they-have
bissiness in the Cellege. As with most of the Colleges of Magic,
a request to meeta particular Magister keads the guasds to send
a messenger to see if that Magister wants to see them, and if
he does he will come wo'meer them ar the gate, People are not
allowed o wander into the College on a whim.




Thosé allowed into the College find thar thie spiral continues an
the inside. To their left, the inner face of the wall is lined with
buteresses, and ivy and other climbing plants grow all over'it, To
their right, a line of trees and shrubs forms an almost natural-
looking wall. The path fuself is grassed over. As visitors walk
around the path, they find thar the stench of the city is replaced
by the clean scent of nature; and the sounds wind in the wees
and the distant fow of water replace the noise of Human bustle,
Perceptive visitors might realise there are few animal sounds
within this strange oasis, and even more aware visitors might
realise that the outer wall i5 5l to their left, so thar they are
actually no further from the city than they were immediately
after passing through the gate. Nevertheless, it sounds and
smells further away.

After 2 single circuir, the trees and shrubs replace the wall .on
the visitors lef, and the righthand side of the spiral becomis
more varied: sometimes trees and shrubs; sometimes patterns of
stones, sometimes pools and streams of clear warer. The ground
rises in small, artificial hills, creating constantdy-varying scenery
recalling chat of various parts of the Empire.

The Jade College seems ro be substantially kirger on the inside
than on the outside; and it can ke well over an hour o walk 1o
the centre following the path, However, once past the first inner
circuit, it’s possible to rake shorecurs, which lead to the grove of
trees which form the heart of the College.

These trecs, predominantdy oaks with a few ash, oak, yew, hirch,
chestnut; and syeamore among them, have been shaped by the
magic and parience of the Magisters into 4 living hall. Branches
and leaves form walls and floers, and ar the centre of the grove
a circle of mighty oaks form the walls and pillars of a grear
domied chamber, where the College garhers when it must take
counsel together. In the centre of this circle of vaks is a huge
Vaystone {Rainty gréen-tinted), carved with complex .swi.rIing
patterns. Around this are many smaller rooms, which are used
by members of the College when they choose to sty here. The
Jade College has very few permanent residents, and even they
change their rooms quirte frequently, so most rooms are the
same, furnished with carefully shaped branches and upholstered

with moss.

There are rooms where rainwater flows constandy down
branches, pooling briefly in a bowl formed of ivy leaves before
flowing away. In others, trees and vines twist through the wall,
bearing fruits and nues ar all dmes of thie year. The College has
a library where scrolls of its Lore are cradled in its own niche in
the trunk of an enormous tree, reached by walking up sturdy
branches. Yer the majority of the College’s Lore is carved in
runic and symbolic form upon vast oak tree rrunks and standing:
stones within the Colleges confines:

Much af the interior of the Jade College is devoid of animal
life, and there are few Magisters there ar any dme (especially
in summer and winter). However, enly a foolish visitor secks
to start any violence within the Jade College, because the trees

and vines are said to come alive to capture and reserain all such
aggressive interlopers.

Jade Magisters on business in Aledorf will spend much of their
time within their College building, Anding it mere congenial
than the city streets. As such; a visitor may bump into a
Magister while walking in the College’s gardens. Even in rainy
weather, there are paths shefrered by trees for those who know
where to loak.

It is very hard to break into the Jade College, not that anyone
other than the most insane cultist or foolish adventurer would
even try. Anyone spotted climbing its forty-foot-high walls

will probably be spotted and would be in congsiderable trauble
with the Watch. Also, the plants in the College are more aware
than nermal shrubbery and norice any intruders. However,
they only pass this information to the Magisters if they think to
ask, which means if a visitor can come and go without raising
suspicions, he is relatively safe. If the Magisters investigare,
however, a full descriprion is easily available from the plants
the visitor hid behind. I such an interloper is discovered by a
Magister, he may find himself spending his last days as 2 bush or
interestingly shaped hedge.

PERSONALITIES
Tothres Gribeid. Motoiarch of thefade Gl

Thie eurrent Marriarch Magiscer of the Jade .Cpﬂcg{: ie Tochter
Grunfeld, also known as the Jade Mother. Unlike most of the
ather Orders of Magic, it is just as likely for the prime position
of the Order of Life to be a Marriarch asa Parriarch. Grunfeld
was clecied to the position of Matriarch of her Order after

the death of the previous Matriarch, Magister Arburg, who
was killed in the early days of the recent war against Archaon’s
hordes,

Granfeld is about @ll with 2 pleasinty round and well-tanned
f'.y.u: Her hair is free Howing and whire, and it seems o all whio
se¢ it to have ivy growing within it. Her age is hard o place,

as is the case with many Magisters of her skill and experience,
bur she is known to have been aperating in the region around
Wirthad in Stirland for ar feast six decades: She is the mother
to eight offspring and every one of them has been broughr up
wirhin the-Order and are now full Magister Druids.

It is said she spent much of her life combaring the creeping
blight spreading down from the dark and polluted lands that lie
to the north eastof Wurtbad. When the wind blows from that
direction, it brings with it traces of warpstone and the chill of
the grave, contaminating the ficldsand forests of the otherwise
luscious region. It is rumoured thar Grunfeld has plans ro move
her community even further northeast ro tackle the problem at
SOLTCC.

The blighted land known as Sylvania awsits her just beyond
horizon with all the expectancy ofa freshly dug grave.




Lore: Shadows

Symbols: The Sword of Judgzement, the Cowl, the Coil of Mist
College: The Grey Order

Wind of Magic: U.l"g::

Ulgne is the Grey Wind of Magic, and i is the Aethyric reality of
the sense of being lost or confused. It is the immarerial foree of
disorientation and it is natural decepriveness. Ivis puzzlement,
perplexity; and it is paradox. Ulpa embodies all senses of
obfuscation, bewildermene and mystification.

T those with witchsight, Ulw is said ro appear more like a
thick and impenetrable fog broiling across the earth, invoking
a sense: of mistrust and confusion in ordinary people who
pass through it unknowingly. As some kind of product of
its Aethyric nature, Ulew is drawn o the narural mists
and fogs of the mortal world. where it hangs upon
the quiet chill of the air, wrapping all in smoky
shadows. Ir is most affected by the moraal
winds that blow across the earth, and'ic
rears into mighty clouds beneath the
influence of storms or galcs{ which
is when Grey magic is at its
strongest, Yer it is also equally
porent in the seill, dank,

and threatening fogs
which bring a chill
to the i, and

bathe everything

in boiling grey

shadows.
OVERVIEW

The Magisters of the Grey
O'rder have embraced Ullgn,
the Grey Wind of deception and
obfuscation. A more precise translation of
the legal definition of the are as deseribed in the

Articles of Imperial Magic, "Cryproclastic Thaumaturgy,” would
be magic and spelleraft whose practices and affects are secrer and
hide what really is.

GREY Macic

The Lore of Shadows is & magic formed from the drives;
purposes, and predispositions of the Grey Wind. It is the lore of
illusion, confusion, and concealment, It is commonly referred w
as Shadowmancy,

Shadewmancy, then, is the catchall term given to describe the
arts of illusionism, which is the branch of magic dealing with
the deception of the senses. The Grey Order’s Shadowmancers
seem to bring nightmares alive and the sweeeest dreams into
reality, They are masters of appearances and sculpring lies,

Narurally, Shadowmancy offers great benefits on the bardlefield,
where the number of friendly trovps can be made to appear far
.&\’l"ﬂf, f'a.r.gn:ml‘c:r, G Far mare {:Eﬂ.ﬁﬂmﬂ‘.

However, the secrer role of the Grey Order’s Shadowmaneers is
far more sinjster.

Dutirs & CONTRACTS

‘Theugh Shadewmancers are required to serve in the state and
provincial militaries of the Empire, just like Magisters of every
other College, being mobile force-muldipliers for the army s not
their prime or even mosc suited role.

Looking at the dilapidated property the Order calls its
College, few would realise itsiowners are one of the most
far-reaching (and in some ways among the most
powerful), organisations in the Empire. Yer the
building’s shabby exterior is a front for secret
and somenmes sinister purposes. Behind the
dilapidated facade that surrounds the Grey
Order lies an efficient and ruthless spy
neowerk: But the Order of Shadows
does not work fer the nobles of
any particular provinee, and
neither do they work for
the Emperor himself—
ar least, nor ina
direct or pi:jlir.ic::]
way, though
they often serve as
advisors.

Shadowmancers, like
Hierophants, are tasked
primarily with the persecution
of the enemies within Imperial
sociery-and the protection of the ideals

of the Empire. But where the Hierophants are

predominantly exorcists, seeking out and aiding only
those who are possessed by daemons or the very darkest magic,
the Shadowmancers serve as di plomars, spics, and even assassins,
tasked with finding and eliminating the networks of illicic
organisations that work away in the shadows undermining che
acceprable civil, military, polirical, and religious structures of
the Empire; In this work their spells of persuasion, distracnon,
concealment, and deception are of considerable worth.

Yer this means thar they often sk coming into conflict

with the Witch Hunters whe view all *licensed witches”

as untrustworthy-and roo involved in the witch huneers'

own affairs. Lintle do the Wirch Hunters or any other great
autherity in the Empire realise seeking our corruprion wirkin
organisations that often appear (or are in fact), above the law is
just one of the Order’s many self-appoinied jobs.
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With their maseery of shadows and illusion; and with

their ability to divert attention, they can casily infiltrare
organizations, get into and our of buildings without being seen,
kill people and make it look like someone

else did i, and generally confuse

and perplex the public ae large. The
Shadowmancers are relatively few but
they are effecrive,

It is almost impossible to identify
a Magister of the Grey Order if he
specifically does not want you

to. Thar harmless old man

with the travelling cheame
company; the young woman

wha performs hackneyed illosions
in the town squate for money; the
travelseained Magister with the
group of rowdy adventurers in the
corner of the inn; the new initiate
to some daemonic cult; the beggar,
priest, merchant, noble, diplomat,
or thar baude-weary soldie—he
Shadowmancers can appear as almest
anyone.

The only nen-Collegiate authority
the Grey Olrder is theoretically
answerable 1o is the Emperor
himself, bue in effect chis is nor

a5 clear curas ivwonld seem,
The Shadowmanegers
serve in waras is their
dury as stipulared

in the Artickes of
Imperial Magic.
However, Volans, the
first Paeriarch, and

the subsequent Lord
Magisters of the Grey
Order (led currenthy by
Magister Parriarch Reiner Starke),
forbade thar the Grey Order should ever
sell their skills to aid the various political

manceuvrings of the Elecror Couns and

other governing bodies. Their 50:.J WS o

oppose Chaes in all its forms, not o unduly influence the intemal
palitical struggles of the Empire, An Emperorcould be forced to
abdicate; or worse, may fall to the seductions of Chaos and would
then stop being an ally and become a potential enemy o the
Empire. It was deemed unwise to let the full truth of the Order's
abilities and activires ger into the hands of 4 porential enemy; so
the Emperor, the Electors, the religious authorities, the Merchants'
Guilds, and burzomeisters of the Empire know litthe or nothing of

the dandestine activities tndertaken by che Shadowmancers right
beneath their noses.

But the Shadewmancers” work is never done. There are many

powerful people within the great organisations of the Empire

wha are Chaos cultists themselves with considerable resources

o hamper and block the Shadowmancers” ocherwise secret

activities: This is pardy why the Order is so diffused around the

Empire—the more centralised they are, the easier it is to resuict
them and follow their movemenis.

Shadowmancers can be found in
service of important afhcials,
merchants, and nobles; whether
these groups realise it or nor. The
Lords of the Grey Order assure all

: Magisters of their Order are
.r':l _ bound very tightly by che
g Articles:of Magic and by
the Order's own very strict

|

rules; Shadowmancers may
only pracrice their spellcraft for
the benefic of Imperial sociery
and are expressly forbidden
from using their magic for
their own profit or solely for

the pelitical or financial

profic of their parrons. All

Shadowmancers must ke
vows of poverty and are not
p’::rmiﬂt'fi (3] ':-Il::ﬁ'!!nillrﬂn‘
property or wealth not of
direct and pracrical use o
their cause. Any breaches of
the many strict rules laid down
by the Oxder are prosecuned very
harshly and vigorously.

The Order of Shadows has killed
or Pacified more of its own
members than any other of the
Orders of Magic; and this is more
aof a reflecrion of the zero-talerance of
rule breaking and corruption within the
Order rather than a demonstration of
their Magisters’ untrustworthiness,

SHADOWMANCERS

When nou disguised, the workday robes of the Grey Orderare,
unsurprisio gi}-, shades of grey. They often wear voluminous
cloaks with deep hoods and scarves eo cover their faces, Their
bodies beneath their robes are often lean and hard from a life of
near-constant travelling and free from all excess:

The symbol of the Lore of Shadow is the Swerd, and true w
this symbol, che Shadowmancers usually carry swords, often
congealed beneath their cloaks. They are comperent fighrers.
Older Magisters of the Grey Order also tend to carry gnarled
wooden staffs.




MENTALITY

Shadowmancers seldom stay long in one place. They are restless;
curious and independent individuals and their character and
duties mean that they spend most of their lives travelling from
place to place. Due to the narure of their duties, the journeys
Shadowmancers embark upon are often undertaken under the
cover of darkness, and therefore nearly always seem to imply
somie evil purposs or ulterior motve to the few ordinary people
that witness them. Shadowmancers do not talk casily of their
deeds, or much of 'other marters, for they are aware of the
suspicion with which they are viewed by their fellow men; and
prefer to remain inconspicuous and discreer,

‘The Shadowmancers are renowned for their pracricaliy. A grave
sense of responsibility and a sharp mind are prerequisices for
potential apprentices to their Order, The Shadowmancers prize
diplomacy and che skills of debare and rhetoric, especially for
those times that they choose to become involved in disputes,
where they take the part of open mediators, The history of the
Order of Shadows has, with very few exceprions, been one of
great ascericisan, skeilful diplomacy, and absolare cppns'irion' o
all things associated with the Diark Powers.

Magisters of the Grey Order may rarely be viewed as hones:
individuals, bur theyare incredibly loyal to their Order and
the Empire as a whaele, Teclis _Ch{.'_tSL‘ che niast dcp_endahi{:_ and
honourable of his Human prowéeés to study the Grey Wind
because he knew full well the temptations that would soon
come their way.

The symbeol of their Order is 2 reminder to them as scholars of
magic that seeking knowledge and wisdom is not enough in
itself. They are worthless iF not actively used to better sociery.

APPRENTICES

[Yue to the nature of their actvities, Shadowmancers almost
never take on apprentices who dre out of their wens. The longer
a person has been free to wander the world, the more hooks

the world can sink inro them-or:so believe the [:rej.r rders
Magisters. Also, being a very suspicious lor, they almost never
accept applicants to their College, each Magister prefeiring
instead to ravel the Empire and find apprentices for themselves;
preferably young people who have absolurely no expectation of it.

Sinee Shadowmancers have to move around guire a lot; they
‘often take their Apprentices and apprentices with them as they
wander across the Empire. This means that apprentices to the
Grey Order tend to have more experience of the world as their
master would like them to seeir, thus predisposing them o

follow in their master’s foorsteps when the dme is right.

VEws oF THE PUBLIC

Of all the Orders, the Magisters of the Grey Order are the mosr
deliberately secretive, and the least easily recognised. They ate
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riot trusted or liked by commion folk, who believe them'to
be sinister and scheming—even more so than other Magisters

{with the possible exception of the Order of Shyish}, For this
reason, they are sometimes referred to as “Trickseer Wizacds',
though they actually call themselves Grey Guardians. Their

powers, though considerable, do not lend themselves well ro
the favour of common folk, being bound as they are in spells
of concealment, illusion, confusion, and occasionally, unseen

death.

Tue CorrLeGE GROUNDS AND BUILDINGS

The Grey Order is a worn and shabby stone building, seemingly
ill positioned in the back allevs of Alrdorf's poorest and mgst
disrepurable district, which is scatrered genetously with-dubious
bordellosand violent raverns. Even the Warch prefers o keep
away unless in considerable force, and nio honest citizen would
ardinarily risk entering such 4 den of rogues and curchroats. Bur
the Shadowmancers are no ordinary cirizens.

The College is not 4 Jarge building, neicher is it strikingly
dissimilar to those that neighbour it. Its members come and

go by any number of secrer entrances situated in surrotunding
streets; and legend has it chat there are myriad hidden roures
conngcted 1o the Collese, both above and below ground, thar
sererch right across the cicy; protected by powerful spells of
misdirection. Perhaps unsurprisingly, no outsider has ever found
such routes.

The building itself is a modest-sized stone building, ancient
and crumbling. Ir is not an impressive sight, bur there is
something distinctly eerie abour the walls, with their mising
stones and stained and moss-covered windows. The roof has
noticeable holes in it and seems o ler the rain in. Birds nest in
the eaves and the single ruindus vower is homie to a family of
white owls,

The inside of the College is almos as decrepit as the outside,
with erratically spaced gargoyles on the walls. The rooms
appear as unused chambers that echo 1o the sound of a footfall.
There is one laboratary with some ancient-looking alchemical
cquipment, Spider wiehs streech From the alembics to retorts,
and there are old bird nesws in fractured old bell jars. The place
seems long abandoned.

Some say that there is a great library somewhere on the premises:
comaining many rare and curious volumes of lore, and secrets

of members of many of the dark calts in the Empire. However,
unless a Shadewmancer, no one entering the College could ever
hope to find this library, if it exists avall. Rumour has ir that no
ane who has entered the College uninvited has ever emerged
again; hence the reason the building is left alone by the eriminal
element of this rather seedy districe.

Sametimes faing, eerie lights can be seen moving behind i
darkened windows at night. These are probably just scire away
curipus citizens and give the place an air of eccentric mystery;

biig then, who knows for sure?

=N




Shadowmancers are itinerant wanderers and there are few in
residence in the College ar any time. Whar acoually rakes place
within the building’s crumbling halis is anybody’s guess.

PERSONALITIES

Reiner Starke, Magister Patriarch
—of the Order of Shadows

Very litde is known abeur Magister Parriarch Starke and ic is
uneertain as to-whether whatis known is in any way accurate;
He is said 1o be 2 serious man and is repured 1o be quite rall,
gaunt, and grey-haired with a short well-trimmed silver beard.
His age is hard to pur a fix on, as he sometimes seems of a great
and venerable age, and yer other times he seems to bea fit-
lvoking man in his late thirties. His eyes, however, are always
piercing and grey as a storm cloud. A stare from him is enough

to miake all buc the strongest-willed look away first, It is said
that when he wishes, he has an engaging smile and a winkle in
his eye, Yer despice his geucmi]y imposing presence, Starke is

reputed 1o be a fine teacher of magic and his apprentices have all
respected him as no other,

Starke is ruthless in his dealings with those he sees as the enemies
of the Empire and is prepared to sancton almest any means o
ensure what he sees as the protection of the Empire. In the more
backward country districts he is sometimes mistaken for a Witch
Hunter and yer ar other times a warlock: If he finds himself

in a village or noble houschold where the people don't seem
properly devoted to Sigmar (something he sees 45 one of the most
imporrant unifying facrors of the Empire), Starke chinks nothing
of taking steps to restore their faith, using intimidation, lecture,
and of course. magic. Needless wosay; visits to the Temples of
Signtar increase once Searke has passed through the area.

THE CELESTIAL COLLEGE

Lore: Heavens

College: The Celestial College

Symbols: The Comet, the Crescent, the Eight Pointed Star
Wind of Magic: Azyr

Azyr is the Blue Wind of Magic. It is the Aethyr’s reflection and
metaphysical drive of and for inspiration-and all thae which

is out of reach. Azyr is imagination and the desire to emore.
Azyrbuilds upon abstracts; and seeks o ind, oreven creare,
cerrainty within the unknowable. It finds and creates meaning
and narrative for and within Lh'lngs that are without meaning or
narrative. Azyr is the drive and need 1o explore the unexplored
and express the inexpressibile,

Azyr has few temparal boundaries'and reaches inco all the
possible futures, Azyr is light and insubstantial, and after passing
into the mortal realm ic quickly dissipares into the upper
portions of the heavens, becoming @ hiaze of cerie eloud, visible
only 1o those who have witchsight.

OVERVIEW

The Magisters of the Celestial Order study the Lore of the
Heavens, which in its widest sense is "Astrometeorological
Thaumarurgy,” the magic of the stars; the upper atmosphere;
and the weather, The Magisters of the Celestial Orderare
most commenly referred to as Astromaricers, ind they are
progrosticators, Js:mlugcrs, and seers without Human peer,
These potent wizards also have power over the weather and
over various other meteorological phenomena.

It is certainly for these reasons that Azyrs Magisters are
known for their greatest preference for sky and star gazing,
and for this reason the Magisters of the Celestial College
are sometimes called “Celesdal Wizards” by some of the less
educared folk of the Empire.

CrresTiaL, MaGic

The magic of the Celestial College can be very roughly divided
into three areas: prognostication, control over meteorological
phenomena, and the most dangerous, manipulating the furure
through curses.

Thisis the arcane art thar tries to decipher the most likely furure
of mortals by examining the interaction of the Blue Wind of
Magic, Az and the light of various celestial bodies, including

moons, stars, comets and meteorites. It is frequenty rermed
Aseromancy—divinaden by the strs,

As Azyr blows from the imeless realms of the Aethyr across

the distant sky, it supposedly appeirs as a clouded window
throtigh which Azyrs Magisters can predict cermin events,
apparently by the manner in which the permanent celestial
bodies are distorced by the drifting cloud of Azyrs impermanent
and temperally distorting blue light. Yet even though this is 2
mystical are, ivapparently requires many mathemarical processes
like geometry and statistical analysis to read the messages
hidden in the heavens. It is for this reason that the Magisters of
the Celestial College are exceprionally skilled marhemaricians,
and in this they share commonalities with the Magisters of
Clitman.

Astromancers create instruments of exacting calculation

and measurements, such as ascrolabes. Yet it is notjust the
upper heavens that can be urilised to forésee the future. The
Astromancers of the Celestial College are also éxceedingly adept
metcorologists, and through the application of this stience

they can forecast weather conditions, and so they manufacture
barometers, heliographs, hygrometers, anemometers, and s0 on
of incredible accuracy and exquisite ardsanship.
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Aseromiancers gaze at heavenly bodies chreugh the shimmering
haze of Azpri blue light. documenting the various images and
movements thae can be seen where asrological conjuncrions

and constellations meet with the Aethyr's s-temporal wind, They
must study long and hard to be able to learn how to interpret

the formulae and hazy images thavoffer glimmers of the future,
and they must also master the principles of time and the almost
infinicely complex nawre of cause and effec. In time they become
adepr at seeing the parts played by the hands of Diestiny and
Chance on the moreal world.

Magisters atruned to Azyr are also artuned in
some way to future and are fascinated
with divimarion and all che affairs

of those chings thar have
NOL Fet come o pass: Azyr
is the epitome of the
pursuit for omens
and knowledge of
thie future and ies
Magisters are experis
at interpreting
dreams, the casting
of runes and indeed
all mannerof
prognosticacion.
They are oracles

and seers, fortune
tellers and

diviners with

few equals wichin
orwithout of the
Empire. Yer also,
Azyrs Magiseers are
also grear theoreticians,
dealing more with
profound leaps of logic
rather than the sieady analyses

of arduous trial and érror that so
fascinates the Magisters of Clhamon.

Meteorological Magic

Such is their understanding of the processes of the auminsphere,
Astromancers also have many spells to control the weather, o ar
least, air pressures, movements of air, and even lightning itself,
calling it down upon the heads of their enemies.

Fate Manipulation

Perhaps the most alarming of the Astromancers arcane skills lies

in their reputed ability to change the future, in the sense that they
can actually change someone’s fate for the worse if they are skilled
enough and if they so chioose, How they de this is 4 secret knawn
only to them, and perhaps the High Mages of disant Saphery. As
it is, their power o curse and bring misfortune to their enemies is a
cause of prear alarm amongst eerain elements of Imperial society.

Dutrs & CONTRACTS

The very wealthiest and most important people seek the
Astromancers of the Celestial College in the Empire, in a kind
of lovelhate relationship. Few nobles would not wish o know
hevwr the futre turns our for them, either in the short term:or
long (or both!), but there is nothing in the Articles of Imperial
Magic orin the Celestial College’s own Rule that forbids telling
people their forcunes, if thar is whar they wish. However, the
Astromancers are required o tell all of that which they see with
absolure honesty.

This is a double-edged sword
asthe Astromancers
cannor abways divect whar
areats of the furure they
will see. So they may
indeed be able to see
the furure in sucha way
as o win a noble somie
political influence, but
they are just as Tikely
to foresee the day,
hour. and style of
that rioble’s death,
and they would
be obligared to rell
all they had secn, in
person.

As a resule tl'm-ugh
many noble hotises seck
£0 CONErIct an Astromancer
(for the sake of appearances
if nothing else}, few pressure
him or her too closely 1o
reveal future events. Resulranty,
Ascromancers 1end to be quite wealthy.

Like all Magisters, Astromancers can be
seconded to serve in the military throughour theiz
life and as need dictates: As one might expect froman
Order of prognosticators, few experieniced Magisters are ever
surprised or unprepared when the call comes,

ASTROMANCERS

The Magisters of the Celestial College use midnight blue as

their prime colour of decoration, and they will normally wear
pendants, rings, earrings and brooches in the shape of stars and
moons, erc, Due to their unusual wealdch, Asteomancers can
afford 1o have the very best robes, and everything they wear is of
the richest materials and best tailoring,

It is said thar asan Astromancer advances in his field and comes

ever closer to Aryr, his eyes rum whelly blue and glow witha
soft light,

A
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While the Magisters give the impression of knowing everything
before people say anything, this is nor, in fact, the case. They
know when people are sbour to speak, bur nor always whar
they are about to sav. Ivis, therefore, possible to surprise them.
Astromancers tend to be

dreamers and are
very scholarty, The
shifting possibilities
of the furure have
maore relevance and
are more real o them
to thiern than is:che

present.

They tend o loak up to
the heavensa lor with

contemplative looks on their
faces:

APPRENTICES

There iz a |'ig0r<:auLS progeam
of examinations for
advancement wichin
the Celestial College,
besinning with an
ENIrance cxaminagon
ta establish the new
Apprentices academic
capabilities. Very few
applicants with any Aethyric
ralent are turned away
e matter how they do
on this exam (it is really
just for the Magisters of
the Colleze o ascertain
what level to start their new
apprentices educarion at).
Those few that are arned
away might be senron
the Order of Light with'a
letrer of introduction—the

Hierophants are always lookirg for more
Apprentice chaneers to fill their choirs.

Apprentices will be assigned to a master, whom they are
expected ro obey absolutely, Those based in Aledort are then
assigned quarters within the College building and are expecied
to live chere ar all dmes. They cannér leave the College withour
permission. As well as their studies, Apprentices are expecred
to help the masters in their observations, which will give them
plenty of chances to learn how to adjust the great telescopes

in the domes. All Apprentices are expected to be neat, hard

working, and punctual,

The rowers' domes:are deaned of bird droppings and other

debiris every evening by the Colleges Apprentices. This unpleas-
ant dury is handed our as a punishment to Apprentices who are
disrespectful, or who perform poorly, or dress inappropriately,

etc. The regular need for cleaning ensures that someone is always
nominated for this task: The College’s masters maintain that these
duties instil an appropriare sense of humility in the Apprentices
and humility is important to all who wish to study the Winds of
Magic and not fall prey w the whispered promises of Chaos.

COnee Apprentices

have advanced

o become full
Magisters, they may
take on Apprentices of
thiir own and pirsue
independent researches.
They are presenced with
a small relescope, which
they will carry at most fimis,
Many Astromancers chonse
to live in their College for
their entire life; leaving the
building only-when called
to the batdleheld. The main
exeeptions o chis invelve
individials who teavel
1o abserve unusual
Elﬁlrﬂﬂﬂﬂlit'iil EVEnTs.

VIEWS OF THE
PusLIC

Most people
do not really
ko how
toy react to the
Astromancers. On one
hand, the natural fear
and distrust of anything
o do with magic miakes
people generally nervous
around the Magisters of the
Celestial College, However, the
curiosicy that almast everyone has with regards to
what the furure might hold tends to draw some braver folk o
the Astromancers—some even ask for their fortunes 1o be wld.
Rarely are the Astramanicers so ¢ruel as to look. or worse, tell
them,

TuE CoLLEGE GROUNDS AND BUILDINGS

The Celestial College lies close to the centre of Alrdorf, not
thiat far from both the Imperial Palace and the Great Temple of
Sigrar, However, despite the bustle around the College, almost
1O ONE CVEE fotces it
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The Celestial College is nocinvisible, nor s it disguised by
illusions. Instead, the spells thar protece the College subtly
prevent people from looking in-the Collzge’s direction, or from
paying any arrention to whatever they do see. Clouds and

mist intervene ar crucial moments; and the wind blows fags,
awnings, and light pieces of rubbish across the line of sight 1
the College’s spires. People who live and work in the area know
that there is something in that spot, but they have no clear
memories of it er interest in finding our. Most assume it must
be a residential building, or a private warehouse, or some other
struceure that they have no interest in,

However, someone who knows roughly where the Celestial
College is and is deliberately looking for it can find the
entrance. Yer even such a derermined person:as this will rarely
think to look up, or around, and do not even pay atention to
the details of the door. Thus, if even the miost determined non-
Wizards approach the College it is rare they will notice anything
other than che doorielf,

Of course; people attuned to the vagaries of magic are often
immune to this effect and can see the College in-its full glory.
When such people point the College our to bystanders, the
effect is partially overcome for a while. People with anly the
mundane senses will quickly lose interest and revert back ro nor
borhering ro look in that direction at all and thinking thar there
is nothing importane there. Indeed, for the brief moments they
were aware of the College, they do not tzke in any derails of it.

For thosé who can see it, the College is one of the moist
spectacular sights in Altdorf. Sixteen slender towers, cach built
from blue and white stone, reach high into the heavens. Far
taller than the spires of the Grear Temple of Sigmar or the
towers of the Palace, they thrust out of the huge main body

of the blue-stoned College. Each is ropped with a glass dome,
which glitters' in sunlight and shines fainzly from within as
night. Abaut & hundred and sixty years ago, the Parriarch of the
time built the first domed tower on the western corner of the
building. This sparked off the Time of the Towers, in which the
masters of the College built greater and kigher towers, leading
to the profusion of towers and observatories thar can be seen
today. However, once the number of towers reached sixteen it
was deemed by the Lord Magisters of the College that there
were towers enough, and no more were huilr.

The towers are linked by numerous walkways and gantries,
also built in blue and white stone. The windows of the towers
and the main building are all wide, and every study and living
quarter in the College has skvlights, windows and balconies
from which Magisters and Apprentices may observe the
heavens.

“The College’s main door is four yards square, divided into four
sections and finished in black metal. Dots of silver are spread
across it, forming a map of a night sky, albeir not the sky visible
above the Old World. No one is ever kep: waiting at the door.

‘The doorkeepers always seem to know when someone arrives

and open the door a moment before they knock. In most

cases, the general purpose of any visit is known, bus rarely

the specifics. Thus, if visitors want to speak to a Magister, the
doorkeeper will know it, though not necessarily which Magister.
This prescience is partly the result of careful observation, but
also partly magical. The dosrkeepers would only make & mistake
if a powerful spell is concealing the visirors' purpose. Hostile
visitors are cither ignored or threatened with the barrel of a
blunderbuss thrust through a port in the door, depending on
the persistence and severity of their hostility.

Within the College isa cobbled courtyard that gives access to the
many towers, whose myriad windows overlook the interior of the
College. There ate no signs to show which door leads where, so
novices are profe to getting lost. Inside the building are libraries,
living quarters and obiservatorics, The air has no scent inside the
College, like the clear air ar the top of a moungin, Although

they are a litle confusing, the corridors and courtyards of the
College tend to have 2 calming effece on most visitors. Small
libraries and ebservatories can be found all over the place. Visitors
are allowed ro go o 2 Magister’s room unescorzed, and servants
appear to repear direcrions just at the moment just ar the moment
visitors might realise that they do not know which way to wrn

at a junction. Magisters who want to receive guests invite them

in the moment they arrive outside the door; without waiting for
something a knock. Itis worth noting thar many of the Magisters
at the College tend to spend their days sleeping and their nights

atthe top of the eryatal tovwers, studying the snirs,

The College is somewhart unsurprisingly an excellent place to
meet Celestial Magisters. All senior Magisters have their own
private rooms, which are furnished in their own style. Mosty,
this rends towards a celestial theme, and most rooms contain at
least ane large wlescope and an astrolabe.

Although the visitors may assume they are constantly warched
while within the College, they are not. Instead. the Apprentice
staff and Magisters know when visitors need assistance, and
turn up at that moment, The Celestial College would make
most ordinary people very nervous, particulary if they have
something to hide.

Sneaking into the College would require more attention to one’s
surfoundings than anyone without magical senses could manage.
Even those with such senses fall foul of the magical warnings

thar the inhabitants ger, Guards rarely appear to apprehend
interlopers. Instead, servanes happen to go 1o work exactly where
such interlopers wanted to hide, or they appear round a cormer ar
inopportune moments, Often, the servants do rot know why they
are there ar that time—the enchantments of the senior Magisters
and the effects of Azyr simply arrange things so that they are,

Someone with excremely strong concealment magic of some

sort (like a Shadowmancer perhaps), might be able to overcome
some of these obstacles, though the lack of cover and general
stillness of the College makes it difficulr to move around withour
attracting some artention. Visitors withour any magical assistance




cannot sneak around the College ar all, as there is 2 sérvant always
smnding rigi'l.t in front of them, !ouking, smiighl at them.

PERSONALITIES
Raphael Julevno, Magister Patriarch

Magister Julevno was born in ™uln, the son ofan actress and
(or so his mother thinks) 2 mercenary from somewhere in
Ostland. Julevno never once saw his father as he was growing
up, nor, for that mateer, did his mother. Juleviio was owelve
vears old when he started to have visions, Hashes of things thar
would then happen hours, days, and even weeks larer. By his
hfteenth year these visions came to him constantly in such a
blur that his-mother thought him mad. It is a testament wi the
boy’s strength of mind dhat he was not.

As far as his mother was concerned, Julevno had been more
than enough trouble to her for the fast fifteen years and she
belicved her acting career had taken its toll because of him.
Seeing her chanee for a new stacr without her nuisance sony she
contacted the local workhouse and asked them o pick up the
“lunatic” boy. But through his visions Julevno saw what was to
happen, and he Hed his mother and Nuln altogether, living as 2
beggar in the small rowns and villages beyond the ciry.

Around that time Julevno began to have a new vision, only this
one rapeatad itself time and again. In his dreams both wnlcing
and asleep, Julevno kept seeing a massive blue building with
sixteen alorious spires. At thar point he didn't understand its
relevance, but it was calling te him. And the ity of Altdorf was
whete it was calling from.

Tt was a rainy autumn day when Julevno finally stambled through
the streets of Altdorf tawards 1ts greaz centre, Though no one
around him seemed to pay them one glance, Julevne could not
tzke his eyes from the glistening blue towers that reached so high
above the city; the same towers he had seen'in his dreams. By:the
time he reached the College’s grear door, Julevno could barely
walk, he was so tired and malnourished from walking nearly non-

seop all the way from Nuln, As he reached the first step leading
to the door his legs finally buckled and he collapsed. Ar thar exact
moment the door ahead of him opened, and a wll man with a
plaited white beard and brilliant blue eyes stepped out.

“Ah there von are.” He said, “We've been expecting you.”

Suffice to say Julevne was accepted into the Celestial Order. His
narural-affinity for Azvr, the Blue Wind, was truly exceprional.
He saw visions of the future in his head withour even needing to
gaze into the heavens or use any equipment at all. The Magisters
could not turn him away.

Julevno was a fast soudy; and he rose o the position of Magister
in just thirteen years {2 very short time for the Celestial

Order), and at twenty-nine he was the youngest fully accepted
Astromancer in living- memory. He was ffty when he caughe
his first glimpse of Archaon and the Invasion he would lead
against the Emipire, and just a year later he saw a vision of the
death of the then Patriarch of his Order, Stern Glanzend. When
he took his worry to the Patriarch, he found that the ancient
Astromancer already knew. He had seen his own dearh many
times before, and he was ready 1o face it.

Betare he left for Middenhein, Glanzend had old Julevno that he
was to be the new Parrizrch. All the Lord Magisters of the Order
had foreseen it. Though he had never spoken of it, Julevno had seen
this as welband could nor refuse; Sinee thar day he has wondered
many times about how the Parriarchs of his Order are chosen. The
Lord Magisters foresee who from amongst their number it will be
and then simply formalise things by electing thar person.

Bug if they had not seen him; Julevno sometimes muses, would
they have elected him? Or conversely, perhaps they only elecred
him because they had seen him, and was this not a paradex?

A self-fulfilling prophecy? Which came first, the vision thar
decides the Pacriarch, or the would-be Pacriarch’s own destiny
that informs the vision? Was it Fate or some other agency that
decided who would become the Patriarch of the Astromancers?

These troubling thoughts have caused Magister Parriarch
Julevno many slecpless nighis.

THE AMETHYST ORDER

Lore: The Lore of Death and Spirit

Symbols: The Scythe, the Hour Glass, the Amethyst Skull, the
Thorny Rose

College: The Amethyst Order

Wind of Magic: Shyish

Sivyish i5 che Parple Wind nE‘M:t'gic. and it is the Acrh}rrii::

cereainty of the passage of time, of endings and of death.
Shyidl is the most mysterious and reerible of all the whaolesome
forms of magic, being s it is the metaphysical projection
ni:.:repidatiun in the face of the unknewn and all sencient
life's fear and terrible awe of deach, Yer E&rm& is alsoan

encapsulation of reverence and respect—of the non-divine

aura that mortals project onto these things they consider
sacred or special,

Most profoundly: S;l'.j.r'ﬁb is said o be formed by the realisation of
the transience of life, of reminiscences of days gane by, of moral
acceprance of the day currently lived, and longing for the days
that may come, Yer also it is said o be the belief thar there is
samething larger than Human life—che knowledge char creagion
imﬁlfis'permﬂnﬁ-m, even if all things within icare not. Shyish must
be the dusty murk where all the above eonceprs meet.

Shyish is most often described as a pupper to the passage of
time: Iv blows from the past, because the past has ended and is




gone, through the present, because
endings and the expectation of death
are ingrinsic parts of the living of
life, and into furure, for the
future leads inevitably towards
endings and death. Some have
cquated Shyish with destiny,
for it does not contrel whart
was, is, or shall ke, but
instead permeates

and refleces these
things with absoiure
intimacy;

Shyich blows
strongest
wherever death
rust be faced

or endings

take place.

It is drawn

to barrlefields
whiere men

miust embrace

or submir to their
deaths, and because
all soldiers muse
accepr the possibiliny of
their own demise as part of
their daily life, Shyish lingers
around the gibbers of execution and
hangs in the silence of graveyards where
mourners gatherin longing and reminiscence;

It is said o be strongest in times of most obvious
eransition—at diwn and dusk, for one is the end of night, and
the other is the end of day. Is times are spring and autumn,
and yet also the equinoxes of both summer and winter, for they
miark the longest and shortese days of the year and therefore the
beginning of the end for each of the seasons.

OVERVIEW

The Magisters have embraced chie Purple Wind of Shyish
practice Cessationary Thaumaturgy, This term was adopted in
the Articles of Imperial Magic specifically because using the
term “Necromancy” would have been ill advised and somewhar

Ingccurate,

AMETHYST MAGIC

It is true that Magisters of the Amethyst Order have power over
the dead and the power 1o cause:death: They can steal the soul of
theirenemy or suck away his life, leaving noughe bue a Hesh and
blood husk, These Magiscersare reputed 1o even be able ro/see
spirits and souls a5 they travel berween this world and the next and
are said to he able to. communicare with them, after'a fashion.

The most powerful amongst Magisters
of Shyish are rumoured to be
able contace the spirit world
and wharever remains of the
souls of the dead within the
Aethyr. These spirits
may sometimes be
encouraged to speak
through Shyish’s
Magisters, for they
have-a degree of
Friastery over spirits
both benign and
otherwise—althoiigh
this ability ends,
or 5o they say
when that soul
i5 devoured or
embraced by
one of the many
Gads or daemons of
mankind.

Oneea man has
grown 1o full mararity
and the poinr has been
crossed where growing upis
replaced with growing old, the

Magisters of Shyish are said to
be able te actually sec in 4 notceable
and mieasurable way his slow demise as
death claims him in tiny increments, stcond by

second, hour by hour; and day by day. They see the
approaching end of all things that live,

There are those who wrongly accuse the Amethyst Magiseers
of dabbling in necromaney, but this is not the case. Ar least
not entirely. Necromancers defy death and despise endings,
while the Order of Shyish accepts death and embrace endings.
Despite this, the Order of Shyish remains rainted by cheir
apparent association with the powers of darkness, Yer thiere are
some similarities between the magic of the Amechyst Order
and the dark arts of Necromancy. Only the spiritualism and
spelleraft of the College can be practised witheue cansing the
detrimental psyehological, spirivual, and even physical effects
of Necromancy. Having said chis, Amethystmagic can never
reach the levels of raw power achieved by the corruprand cold-
hearted Necromancers.

THE ORDER

The Amethyst Order is among the most introverted of the
Ordersof Magic. After the Shadewmaniers, the Brethren of
Shyidlis the mose successhully secrerive organisation in the
Empire. This setves ro incréase the public’s already considerable
Fear of Shyishs Magisters.
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Mo other College can macch: the austerity, dsceticism, and
discipline of Shyéshs Magisters, noteven the Hisrophants of the
Order of Light. As Teclis impressed upon the first Magisters of
this Order three cénruries azo, their magic rests upon the line
maost casily crossed by short-lived Humans, a line that once
crossed can only lead to darkness; suffering, and misery: The
Brechren of Shyish (as they call themselves) hiold the power of
life and deach in’ their hands. Wich 4 gesture they can squeeze a
mians heart inside his chiese so'thac he dies ef seemingly nawural
causes, or they can delay his death almost indefinitely: They can
causea man rowither and die'in a matter of moments; and the
greatest of them can even
steal hizsoul and lock

it away if they so

please.

The most experienced
Magisters of Shych
become minor avatars of
the magical paradigm
that they have embraced
and so have no fear

of endings and are
completely fearless of
growing old or dying,

To the young and

new Magisters of the
Amethyst Order after
the Girear War, Teclis
stressed thie level of caurion
and responsibiliey with
which they must peactice
their magic. The more they
would learn about the nanure
of dearh, the greater the
control Shyih will grane
them over it and the
greater will be their
rempration s shore-
lived Humans to delay or even
eSCAPE their own ineviable end,
As with any of the strands of
Magic, embracing Shyish overa
long period of time can extend a
Magi
fact especially with Shyish); bur

ster's life considerably (in

still the tempration o trn o
the Black Art of Necromancy,
intentonally or otherwise,

is a distinct one for more
inexperienced Magisters of
Shyfsh: S ivwas; and is; thar

the Amethyst Order is urcerly
rithless towards any inidates who
draw upon Dark or Black Magic,

Whether they are corrupted or not by their action; they will be
expelled from the Order as soon as theiractions come 1o light,
and then they will be obliteraced so thar not even dust remiains.

Along with their exteemely careful selection process for initiates
and constant indoctrination and supervision of apprentices,

it is very rar¢ fora serving Amechyst Magister o go renegade.
Four timeg in thee last two centuries the Lord Magisters of the
Ordér have banded together to hunt down and kill one of their
colleazues, When these hunis were conducted they were done so
in utter secrecy. No one knew or suspected what had happened;
not the witch hunters and roteven the Shadowmancers of

the Grey Order. Each tinve one of their Order tarned trairor,
the Lord Magisters of Shyish have pursued and persecuted

them with unparalleled relentlessness and absolute

intolerince. They covered all traces of the traitors
crimes, destroying his works-and
eradicating all memory of him.
Robbed graves were filled and
buried before anyone could
notice, mysterious deaths
were blamed upon natural
causes'or common footpads,
and the sudden death of
houseplants, vy and even
moss across whole city quarters
were blamed upon early froses
orsome unknown parasite.

Wherhir the chase ok
days or vears, none have
escaped the combined wrach of
the Lord Magisters of the Lore
of Death.

Yer these measures are only
fiering 1o thee crimes they are
designed to combat. Renegades
from the Order of Shydil can
become powerful in the arts of
necromancy, Although spiritual
COrruption Seems o represeit
the most obvious threar of
Shyinls Magisters to those
outside the Order, the greatest
threat from the Magisters
of the Amethyst Order
comies from the threar of
maorbidity and madness.
While the Magisters
of many Colleges
have their
cccentricities,
the madness
of an Amethyst Magisver is

a Iru|}' terrible l|‘.|i|lg—iir'ld a
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maore likely oceurrence than moral or ideological corruprion of
an Amcthyst Magister.

Though he is unsure and cannor prove anything, Magister
Parriarch Reiner Starke of the Order of Shadows believes thar
the massive defensive counter strike from the Bright Order

that destroyed the area around the Bright Order eighty years
ago might in fact have been initiated by magic wielded in a
confrontation berween a deranged Amethyst Magister and the
Lords of his Order. ‘Whether this can be proven or not is not
Starke’s interest, and besides, he would never speak his suspicions
even if they could be proven. The Bright Order is proud and
combative, and he suspeces that the Order of Shyidh is more
deadly than even the Magisters of the other Colleges expect. He
will do nothing to risk prompting a war amongst the Cu]lrgca.
Alrdort would cerrainly not survive it,

DuTies & CONTRACTS

The Amethyst Order is expecred only to garner Imperial armies
with bartle Magisters as and when the need arises,

Local authoritics and very wealthy families who live and operate
around the land once known as Sylvania in north-eastern
Stirland often seck w employ Shyibr Magisters. Such is the
malignancy of that dying and warp-dust sacurated land chae
many people believe the dead rest uneasily in their graves there,
and Vampires are said to stalk the night. True or not, the skills
of the Amiethysr Oteder are highly valued by the desperate, che
paranoid, and the terrified, and the Magisters view it as their
sacred duty to undo all the works of necromancy and dark
magic,

MAGISTERS OF SHYISH

The colour of the robes worn by Amethyst Magisters is deepest
purple, though many wear jer-black, Magisters of this Order
often carry a razor-sharp scythe instead of a staff, yer this scythe
is not of the unwieldy variery used for harvesting whear, but is
instead an elegant object designed for combarand asa symbol
of the Magister's Order. The belts of Shyishi Magisters are often
hung abour with bleached Human bones thar symbalise the
ransience of life, These bones are often curved with occult runcs
and the various emblems of their Order, like the hourglass and
the thorny rose; symbels by which the people recognize them.

Regardless of hew they looked when they joined the Order, the
austerity of life at the Amethyst Order and the hours of scudy
assure thar all iniriates become lean and pale before very long,
All'members of the Amethvst Order and its associared Qrder are

clean-shaven from their scalps to their wes—they are as hairless
as bleached skeletons

MENTALITY

The Magisters of the Amethyst Order have an affiniry with death
and endings of all kinds. Indeed, they are renowned in more
recent folkdore for 2 philosophy of initiating no events or projects;

wniess ivis ro énd chem: Theirs is invariably the final sy,

As they grow in power and experience, Syihs Magisters
become ever more silent, although not necessarily overly sombre
ar miserable. They have no expecrations of life and so cannot be
disappointed by it. Generally the Brethren of Shyish are content
with their lor and though they may speak only rarely, theirs is a
very dry and dark wir,

Magisters of this Order are devoid of ambiton and it is
probably because of this that nene of their number has ever
become Supreme Patriarch, despite the fact their grearest Lord
Magisters would stand an excellent chance of defeating all other
challengers for the pasition. If rasked with hunting one of their
fallen brothers, Magisters will become grim and absolutist, as
devoid of mercy as they are of fear.

APPRENTICES

Amethyst Magisters accepr few Apprentices, and those wishing
to bearn Amethyst magic must pass stringent tests and make
SEFIONS VOWS,

The Amethyst Order expects Apprentices to hand over all

their wbﬂci!y wealth and possessions upon joining the Order,
including all rights to any furure inheritance, at the time of
entry into the Eollege. In some circumsrances a new member
may be allowed to keep certain possessions; bur this is wery rare
as thie College instils in its apprentices the idea that jeining the
Amethyst Order is, lixe death itsdlf, a passage from an old life
that must now bé cast away and forgaren.

There are-an inordinate number of ex-seminarians from the
priesthood of Morrwho have joined the Amethyst Order. It
is not that uncommen among those who feel drawn to serve
Merr that they may in fact have 2 partcular sensiciviry to

the Purple Wind of Magic. When this happens, the would-
be priests often see its churning energies descend upon their
services and rituals, a process that priests lacking witchsight
cannot, or do not wish 1o, explain. Those thar manifest signs
of power not bestowed upon them by their God directly
through praver and ritual are degmed cither o be cursed or
unsuitable candidazes for Morr's priesthood. Such rejecred and
disenchanted individuals often find themselves drawn to the
sepulchre building of the Amethyst Order. 1f they heed this
call, they are ser upon an inevitable path from that can rarely,
it over, be deviared from.

The reaching methads are apprenrice-based, but other than this
nothing is knewn of the internal workings of the Order’s system
of education.

ViEwWs oF THE PUBLIC

Magisters of the Amethyst Order are shunned by the folk of
Aledorfand the Empire as a whole. Yet even so, there are those
who secretly crave contact with depareed loved ones or with
those dead whose secrets they wish to learn. Yer the Amethyst
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Magisters will be forever minted by their apparent association
with the black art of necromancy.

THE CoLLEGE GROUNDS AND BUILDINGS

The Amethyst Order is the sear of those Magisters whe study
the Lore of Death, and it fully looks the part. The building
stands overlookiag the vast and supposedly haunted cemetery
of Old Alidorf, where, in the time of the Red Plague, thousands
were buried with more concern for haste than ceremony. The
main temple:of Morr in Alrderf is only o few strecrs away-and
the arcaaround the nwo institutions is hlled with establishments
of a solemn nature, such as undereakers, masons, and lawyers.
Thiere are very few homes, 45 not many people are willing to
live in such depressing and ill-omened area; not even the poor
and homeless. Those who do live here tend to be somewhat
eccentric, bur restassured no pracutioner of necromancy would
bie so foolish s ro live this close to rwo concenrrations of his
most relentless and dangc raus foes.

The College itself is built from dark stone in an elaborate gothic
style that speaks of an earlier age. Windows and deorways arc
topped with pointed arches. many windows are tall and narrow,
and statues seand in niches scatrered across the face of the
building, while gargovles brood at the eaves of sieeply pirched
roofs, Numerous narrow towers rise from the bulk of the
building, each one ending in a steeply pointed spire, which is
home to hundreds if not thousands of bats: Every day at sunset
these creatunes pour from the College, looking like living smoke
against the red of the serting sun.

The bats are about the only sign of life. People are rarely seen

entering or leaving the College building, and there are those

in Altdorf who swear that they spent a whole day warching the
College withour seeing a living soul, Even ar nighe, lights are
hardly ever seen within the building, although reports of pale,
ghosily glows apparently moving from one tower to another
without descending the stairs, are common.

The entrance to the Amethyst Order always stands open; a stone
portal with ene pale grey pillar and one black pillar, and a lintel
carved with the symbols of the Caollege with an hourglass in

the cenrre, Ranked by deep amethyse skulls, with thomy roses
ewining around the whole. A scythe is carved into cach of the
uprigh pillars. While the doorway is notan exact copy of the
tomb poreals ar found around the remples of Morr, itis close
enough to remind most Old Worlders of death and mortality.

While most people stay away from the College, the open door is
an irresistible wmptation for some, so it is not impossible to ind
people whe claim to have been inside, especially amongst more
adventurous street urchins. Those who repore their experiences

all rell very similar stories: The air inside the Colleze building is
dry, dusty, and still, with slight hint of myrrh. There is no scent of
rot, and the smell of the city is left far behind as spon as you pass
through the door. There are many dark corridors, hung in black
and decp purple draperies, where the dust lies thick on the floor,
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ter be stirred inco choking clouds by the feet of the inruders.
Dioors lead off from it, bur all lead intol empry rooms, where dark,
heavy furniture stinds abandoned, wieathed in cobwebs. While
the explorers occasionally find the shrivelled corpses of spidess;
rats, bats, and other vermin, buc they never see anything alive.

The DD]'LF looks s ti\uugh it has heen abandoned for yeurs,
The whole place is manded in an eerie silence, and even those
explorers brave enough to shout have found thar their voices
sounded muffled. and seemed to be swallowed up by the
building. Small shrines to Morr, in his role as Cod of death,
stand against many walls in most rooms, and this unnerves
visitors more than anything else. The longer people stay within
the College the greater their feeling of dread becomes, until
finally they leave, usually at a run.

A few tell a different story. After wandering fora while, they
turned a corner to be confronted by a Magister dressed in
purple robes and bearing a scythe. The few who tell this story
all started their training with the Brethren the very nexe day and
are all now Amethyst Magisters themselves.

Those who are invited to the College, or are delivering messages,
know to wait ourside. There isa large tarnished brass bell by the
door and if ivis struck a cowled steward will emerge from the

shadows within. Those bearing messages must entrust them o

the steward, who will see them delivered. Those with business
with a Magister must wait while he is brought. The sreward
never stepis beyand the theeshold of thie Callege. If imparient
visitors push past him, he vanishes as they step inside and they
find themselves in the abandoned building described above,
Those who remain outside see their companion disappear into
the shadows: bur the steward remains visible:

Only initiates to the Amethyst Order can enter the College
proper withour aid, and they can bring guests with chem. This
takes no effort, although they can choose ro enter the deseried
version of their College if they wish. The College proper does
not at hrse glanee; look much-differenc from the shell accessible
to most. The hallsare dark, the draperies are black and purple,
andl there is a thin layer of dustacross the Hoor, However, the
centre of the corridors is kepr free from dust and cobwebs by
the passaze of many feer,

The mose importane difference, of course, is that the Amethyst
Magisters are present. It is still rare to meet them in the corridors
and the doors to most rooms are closed, often locked. Deeper

in the building, both upand down winding staircases, are the
private oells of the Magisters, Located deep within the building
are libraries, studies, and mnlcmpl:uiuﬂ rooms. While the true
Colleze is guier, ivdoes not have the eerie silence of the enchanted
shell Callege, and the small shrines ro More which still exist, are
obviously wnded, though the Magisters display no other signs of
specific devotion 1o the God and nor do they openly worship him.

The decor of a private room within the College is decided by the
Magisrer whe lives there. While dark colaurs and the symbaols of
the College are a common ehoice, virtually all rmoms alse house

a living plant or an animal of some sore. Although plants are
the more common, pet rats; crows, ravens, rooks, and cats are
not unheard of. On the whole, the Magisters prefer 1o remind
themselves of the vigour of life, lest they forger whar they fight
forand fall to the path of Necromaney.

The main reason to visic the College is to speak with one of

the resident Magisters. The Amethyst Order is large enough to
provide reoms for all Journeymen, as well as those of higher
rank. Many Magisters of the Order choose to live at the College
pl‘.‘[mﬂﬂﬂnr!:ﬂ as UEhE!’ nk’ighbﬂllfﬁ D::ﬂd not i I:lt wL:Dm]llE

The shiell College is also occasionally used for clandestine
mectings. The chances of being overheard by anyone apart from
the Magisters are negligible, and the Magisters rarely care about
such things. If a group made a habir of meeting there, however,
the Magisters-would take action to drive them out they wane
the College to reiin irs frightening aura.

PERSONALITIES
Viggo Hexensohn, Magister Patriarch
e Oner o Sh

There is a story whispered about Magister Patriarch Viggo
Hexensohn and his past before joining the Brethren of
Shyish, although ne one seems to know how true ic is. It says
Hexensohn is a traitor priest of Morr from Waldenhof in the
eastern-reaches af Stickand:

‘The story goes that ar some unknown point in the last hundred
years Hexensohn left Morr's priesthood. having lost his faith

in the sovereign power of his God over death. Too many times
he had been a wirness to the horror of the walking dead in the
warpstone polluted land around Waldenhof. Diespite his best
efforts and the efforts of his Fellaw priesis, death seemed w hold
litle permanence or sanctity in that cursed land.

Things came to a head for Hexensohn when was a witness to
the untimely death of his good-narured master ar the hands

of some rotting thing that had srumbled our of their shrines
own graveyard before it had received its funerary rites. At that
moment Hexensohn lost his faith bur gained something else.
His eyes were suddenly opened to the Aethyi’s Winds, and

hie could see the black and amethyst shadows Rowing around
the ereature that was stupidly tearing ar his old master’s gur.
Wichour fully knowing what he was doing, Hexensohn reached
out his hand and willed the colours 1o leave the creawre and
come to his hand. As the purple mist touched his outstrerched
hand, Hexensohn was suddenly filled with a new sense of
pitrpose; but then the churning black mist Howed over him. He
collapsed, vomiting uncontrollably. Fortunately the ereature
thar killed his master collapsed ar the same time; deprived as it
Was ufits-susmining energy. After that poisic Hexensohn knew
thar his fate lay nov with his fellow priests in their devotions of
the God of Death. It lay instead in Alrdorf with the Brethren of
Shyish,
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As far as anvone can tell, Hexensohn hias been Pirriarch for
around sixry years. His age is unknown and it cannor be judged
from his face: Like all his Owder, he is clean shaven; both of

jaw and head. The few tmes he is seen abroad he always wears
robes of light-swallowing black, with a heavy cleak and hood of
the darkest purple. He iswithour question the mest powerful
Magister of his Order. Some say he is the most powerful
Magister in the history of his Order, buc there is no way o test

this—or, at least, no way thar would not end in widespread
death and misery. Perhaps unsurprisingly, Hexensohn is
surreunded constancdy by a p;{[pahh: aura of dread.

He leaves his contemplations at the College only for consultations
ar the Imperial court. Rumour has ic chat he wasinvolved in the
pursit of the last traitor of his Order. Perhaps and he was even
the one o bring the traitor down. Bur whe can sy for sure?

THE BRIGHT ORDER

Lore: Fire

Symbols: The Kev of Secrets. The Flame af Wrath, The Torch
or Wisdom

College: The Bright Order

Wind of Magic: Agshy

Ak is thie Red Wind, and it is che Aechyr’s coalescence of

the experience and abstract of passion in its widest possible
sense, Agshy is the Aethyr’s projection of brashness, courage and
enthuosiasm. Agshy is, in its way, dynamism, exuberance and
exeitement. Yet itis alsoa projection of the moral experience of
heat and warmth that is often felt when in a stare of heightened
emotion or excitement. It is truly the fame that warms the heare
and lighrs fires in our bellies.

Agshry blows dewn from the north as a hovand searing wind:
though felr only by those who are sensitive to magic. I is
attracted to'wherever there Is passion, argument, éxcitenent
and vehemence. Empirical hear apparently draws the wind of
Agshy. making it swirl into 2 vortex of passion, and so the rites
of Agihys M1glst¢rs_a|mys involve fire,

OVERVIEW

Pyromantic Thaumatrgy is the least subtle of all the Lores of
Magic in its effects, Tt involves the manipulation of heat and fire
in every form. For this reason, Magisters are often referred to-as-
Pyromancers, as they can control any fame, narural or otherwise:
As such, the magic of the Bright Order tend ro be the mest

spc--:{a:u]n.r and impressive mo the urdina.fy folle of our Empire

BrigHT MAGIC

The Magisters of the Brighe Order stady the Lore of Fire, also
called Pyromancy. Spells woven fromy dgehy are aggressive,
destructive, and vigorous, and the Red Magisters' spells range
from simple bur effécrive Rery blases and fame-balls, to the
summoning of massive infernos that engulf entire detachments of
troops. A Bright Magister can wield flame as other warriors can
wield swords and bows. It is no coincidence thar the Magisters

of the Bright Order are held above all others in matters of
warfare, but also they are favoured in noble courts as advisors and
POLECLoTs,

In one sense, the Bright Order is the oldest of all the Orders of
Magic, simply beciuse basic fire spells were amongst the very

first that Teclis taught to the base magickers and hedge wizards
of the Empire during the Grear War,

Durties & CONTRACTS

While many pyromancers go on to become Batde Wizards,
having the talents and knowledge o lend considerable assistance
on the battlefield, Bright Wizards do more than just fight. In
peacetime, Pyromancers are often employed to ace as guardians
for nobles, diplomats, and very wealthy merchants who are

‘passing thmu_gh very dangcruus parts of the Empir&.

Pyromarnicers frequently train with military detachments and,
as a result, they are the most readily recognised of all Magisters.
But they do not simply learn how 10 use their abilities to
support troops as most other Magisters do, thev also learn

how to fight as frontline woops—such is their zggressive and

passionate parure,

PYROMANCERS

The Pyromancers of the Bright Order tend o wear robes of
red or orange as'a kind of uniform in barde, cut s as to allow
easy movement in combat. They are often ruddy of skin. The
mare the Pyromancer uses Agshy and his mastery over it grows,
the more the Red Wind will affect him physically. Senior
Pyromancers tend to have coppery or red hair, which, along
with their eyebrows and beards, seems to turn into pure fame
as they cast their spells, Pyromancers also bear red rattons across
their faces and arms. These are said to'somerimes writhe and
change form as their bearer manipulates the Red Wind into
spells.

Adorning their belws, all Pyromancers have a set of seven keys,
each of different merals. These are the Keys of Secrets, to give
them their cerémonial name, and they represent each of the
Bright Oieder’s different stages of urelige and advancement
within the Order. Eﬂch'kuy represents the unlocking of another
aspect of the Lore of Pyromancy, and Magisters of the College
carry the keys as a sign of their rank, learning, and authorigy.

MenTaLITY

Pyromancers are by namure passionate, impulsive, hyperactive,
and quick 1o anger, but chey endeavour o hold these trairs in
place with very strict, almost militaristic, discipline. They do
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notalways succeed, especially while in conflicr. They can be
bombastic sometimes. They are prone to spontancous mirth
and are filled with a towering and genuine selt-confidence. They
are all proud and tend towards arrogance. They also tend to

feel the cold and feel miserable when ie rains. Lord Magisters of
cheir Order can never get too hot and can never burn cicher by
proximity to flame or because of the glare of the sun,

APPRENTICES

Because Pyromancy 1s by its very nature violent and
destructive, @nd because Pyromancers tend to be naturally
aggressive [Ihuugh not ofren cruel), Apprentices have to ;
learn hiow control their own hearts and minds, serictly and
absolurely; before they can learn anvthing else. @nly then may
they move on to learning how to grasp Agshy. Because of their
requirements of disciplineg, selection for the Bright Order is
harshiand strict.

Apprentices are always given rooms within the College, where
they must stay on pain of corporal punishment. Because of
the destructive nature of Pyromancy, most instruction rakes
place in specially fortified rooms; lined heavily with magic-
absorbing lead. Apprentices are expected to help each other
with their duties, encouraging a sense of loyalty o each other
and to the College. However, this does not get in the way

of the College’s drive for combar excellence, and two
Apprentices who have become close during their
rime in the Collegz will sull be expected
1o face each other in combar training
and give the contest their all.

Too much academic sudy is
discouraged in favourof
practical experimentation
for those thar are
deemed to have
enough control

andl discipline.
Bright Magisters
will spend mostof
their days upon the
bardefield and must
lgarn how o fight,
survive, and win:
Asa result; once

an apprentice

hias learned

the basics

of the Orders
spelleraft, he or she will

be expected to be able 1o
fight with it. Mock combar
53 quucm part of craining, bur

then 5o is actual magical duelling for senior
apprentices.

Consequently, only the most skilled, most powerful and
quickest to think and react ever really gevanywhere in the
Bright Order. There are no drop-outs from the Bright Order.
Apprentices cither succeed inreaching the level of Magister or
they die mwying.

Views oF THE PuzLIC

Very mixed indeed. The majority are flled with rerrorar the
very graphic power the Pyromancers wield, demonstrated most
aptly by the desorucrion that surrounds the building of the
Bright Order. Some see them as heroes—grear Bartle Wizards
that fight with the armies of the Empire apainscall comers.
Orhers see them as a risk, especially in Nuln, where they are
both feared (thanks to the abundance of black powder) and
loved (for Nulners have an appreciation for pyrotechnics).

Tue CoLrEGE GROUNDS AND BUILDINGS

Members of the Bright Order are the pre-cminent Baule
Magisters of che Empire, always at the front-lines of major
canflicts between Imperial armies and the enemies of Sigmar's
people. As a result; there are normally fewer Magisters of
Journeyman level and above resident at the College than ar
any other College apart from the Jade. Apprentices, however,
are more plentiful; the College needs to replace its many
losses as regularly as ic can. The
Bright Chrder has a repuration for
being great warriors opposing
the erernal foes of the Empire:
Because of their courageous and
new famous actions during
the siege of Middenheim, the
P'yromancers are hoping for
a rise in applicants to their
Order in the aftermath of

the Storm of Chaos.

The College is ser
within @ substanrial
area of burned-our
ruins; The cause of
the fire 15 one of
the great, gossiped-
about mysteries of
Aledorf: Some blame
a cataclysmically faulry
enchantment awempred
at the College. Others
blame the deseruction
on some heretical cult
or other, while others sl
claim thiar the destruction
is the resule of the counter-
strike of the College’s
defensive enchantments
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against an atcack. The story tha an individual believes tells
great deal about that person’s attitude to Magisters, Whartever
the cause, the cataclysm devastated many buildings and is said
to have lefr their charred shells haunted.

People passing through the area are said o carch glimpses of
figures from the corners of their eyes, but nothing can be found
on investization. A few foorprings might be found in the ash,
starting from nowhere and vanishing, Although the fire was
years ago, visitors to the area still ind smouldering beams aid
doorframes; as if the firewas pur out only hours prt'\']ﬂusly.

A few people brave enough topick through the ruing claim

1o have seen the whole area burse into Bames around them,
sending them back in time ro thie disaster itself. A number of
investigarions have failed to reveal a cause for these phenomena;
although, some people suspect that the Bright Magisters
themselves are responsible, seeking o preserve their privacy.
Others suspect an even darker source for the haunting, The
trich of the miarrer remains unknown.

Semewhat underseandably, Aledorf’s citizens have refused to
maoave back into the area, and thus it remains uninhabited,
even in a city as crowded as Alrdorf. A decree was made char
the blackened area around the College must be left asa
WArning against
magical arroganece,

Some people; and
some things, And
the existenct/of

N
-\.i -._‘.

such an ared within
Alrdorf suits them very
well, even if it means
hiding under the very
noses of some of the most
dangerous individuals in the
Empire.

The College itselfis invisible
behind a magical bartier, Ics
locartion appears to be acollection of
charred and largely collapsed towers
around a burned-out plaga On
parricularly hot days ar the height
of summer, a vision of the College
sometimes
appears in

the hear haze
abowve this place.
The locals ke the
ﬂ]_'.\'l'li"l:] il |"|E|.:|' (L8]
telt gullible
visitors that
the Bright
Order

Hies across

the Old World,

taking the Magisters to thieir bactles. In face, the College is
firmly grounded. and znyone who manages to find their way
through che magical barrier will see as much,

Behind the magical barrier, the air is filled with the smell of
smoke and myriad scents of burning: wood, coal, cloth; molten
metals, or even hints of charred fesh, At nighr the College is
lit by the Hickering orange and red glare from the giant fires
that burn endlessly atop each of its twenty-one mighty towers.
Visitors who find 2 way to pass through the magical barrier
always find themselves standing in front of the main gares,

no matrer what direction they approached the College from.
These grear bronze gates, three times the height of a man, glow
red from their intense heat, and even approaching them takes
some mental fortitude (although ivinfiets no acrual damage).
Touching the gates with bare skin will cause burns.

The garekeeper occupies a small building next to the main gates,
and opens them for anyone who can demonstrate thar they
have legicimate business within, Pyromancers always have a
legitimate reason to enter their own College, while ather people
must have business with someone who resides there. I guests
have been invited for a specific time, the Magister who invired
theny will have told the garekeeper in advanie,
so hie will be expecting them.
However, even Magiseers forger
occasionally and sometimes
friends arrive unexpectedly,
so it people claim to be there
to see 2 Magister whio is in
resiclence, the gatekeeper sends
a servant to inquire whether
the Magister wants 1o see
them. Famousand high-ranking
individuals would be allowed in
for almosr any reason—the
gateckeeper will hardly keep
the Reiksmarshal or the
Emperor waiting {hur
then dignitaries such
a5 these are unlikely
[0 just cirm up
unannounced).

Within the
gates, the
imposing red
stone buildings
of the College
are ranged
around a
hepragonal paved
courtyard, There is a
tower at each corner
and two further towers
divide each range into chirds.




In the centre of each range is a door leading into the College
proper, oryin the case of the main gates, out. These doors are
all of meral, and have seven keyholes, although they are almost
never locked. The coloured stones of the paving form a pattern
of seven keys, one pointing ar each of the doors.

The interiors of the College buildings are entirely of stone. Even
floors and ceilings are rock, and stone and metal furniture is
common, Decoration in corridors consists of bas-refief carvings
on the walls and stone statues, all illuminated by fires burning
in ornate braziers. There are few windows, and those that there
are serve as outlets for smoke as much as anything else.

Personal rooms have a wider range of decorations, and those on
the inner side of the range have glazed windows overlooking the
courtyard. However, illumination by open flames is universal.
Candles are rare and enclosed lanterns unheard of. The number
of fires around means thae the inside of the College strikes most
people as oppressively hot, although Bright Magisters find it
comfortable, increasingly so'as they get more powerful.

The Bright Order is a bad place for a fight unless the atackers
are-extremely powerful, In a fight against the residents, they
will be killed very quickly by dozens of powerful Pyromancers.
Sneaking into the College would require great skill and magical
assistance. The walls are very high and most of the guards are
well concealed. It would be perhaps casier o set up a meeting
with a Bright Magister and then net leave.

Onee inside the College, mose will assume thar strangers

have a reason o be there unless they are doing something
obviously out of place, like trying to pick the lock on a door.
With confidence and care, dever interlopers could ger almost
anywhere, but the consequences of being caughe are likely to be

quickly faral.

PERSONALITIES

Thyrus Gormann, Magister Patriarch
__of the Bright Order

Thyrus Germann, Master of the Bright Order, often attends
the Imperial court in Alrdorf and is one of Karl Franz's oldest
and most trusted advisors. He has wiclded considerable
politiﬁzi influence during-his term in office (and since) becanse
of ir.

Thyrus Gormann is an imposing figure. Well over six feet wall,
he has broad shoulders, an oiled and sculpred beard of fiery
copper and a fierce hawk-like nose. He bas more an air of 4
seasoned general than a Magister, and in a sense he isboth
‘There is no doubrt that his is a commanding presence, and
many ag the imperial court are still wary of his tempestuous
nature. Quick ro laugh, even quicker to anger, and the most
experienced and powerful Pyronvancer in the Old World, he is
not the sort of person whe suffers fools 2 all.

THE AMBER BROTHERHOOD

Lore: Lore of Beasts

Symbols: The Avrow, the Bear's Claw, the Raven’s Feather
(almost any other animal torem or ferish).

College: The Amber Brotherhood

Wind of Magic: Gl

Gihuris the Brown Wind, and it is the Aechyr's bestial spiric Tt
is the breach of the animal wild. [t is the hunt of the predator
and the energy of the prey. Gher is formed of the existence,
experiences, and observation of wild beasts and uncamed places.
It is said ro be a savage wind, as primal and unreasoning as it is
devoid of malice, and itis therefore completely inhuman. Ghier
blows not where the walls and turrets of civilisation loom, but
instead through the deepest forests and jagged peaks where only
wild'animals dwell. It s said that 1o open one’s mind o Ghur
and 1o learn the secrets of its Magisters is to become one with
the creaturesof the dark wood.

OVERVIEW

The Magisters of the Amber College praciice the magic of
beasts: Essentially, this is a form of animistic magic that holds
the power, spirits, and the habitats of untamed and completely
wild animals as the shaping influenee and source of its power.
They are called shamans by some and Amiber Magisters by
others.

AMBER MaGic

Gilrur’s Magisters have embraced the savage Brown Wind of
Magic, allowing them to have conmrol over all manner of wild
beasts and éven communicate with them. Amber Magisters can
also call upon the actributes of various spirits of rhe wild and
are able to summon the scrength of the bear, the swifiness of the
hare, the eyesight of an eagle, and the heightened senses of smell
and hearing of the wolf. Amber Magisters are said to be abie to
shape-shift, travelling on the paws or wings of wild crearures
and birds if they so desire;

The Amber Brotherhood wses the Brown Wind to call upon
the pawer of the wild spirits'of nature. Their world vision
is-an animistic ene; where every living thing, every plang,
everpanimaland insect, and even the soil iself, has irs own
independent living spirit. The world through the eves of an
Amber Magister is a hard one, where the spirits of all living
things must compete o five, It is 2 world of survival only for
the fitrest; where every creature has its place as predator or
prey.

4

Amber Magisters are said 10 be able to merge their spirits with
those of animals and go on vision-quests to lear more abour
themisebves, the land, the ways of the spirits and how they can be
pacitied or bound.
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Amber Magisters dislike human company and are shamanistic
hermits, They live in dreas far from the sertlements of
Humanity. They have licle or no inrerest whatsoever in
pursiing contracts of employment with merchants or nobles,
The very idea is an abomination to them. They do, however,
have duries, and they take them very seriously.

Amber Magisters require no money from the Emperor and
would nor know what to do with 1cif ir was given to them.
They live entirely off the land and serve the Empire by searching
out the taintof Chaos in those dadk and wild places where

the Emipire’s soldiery are reticent to tread, fighting Beastmen,
toppling their blasphemous Herdstones, and dispersing the
Dark Magic they coneain. It is not unheard of for a noble who
possesses estares that has large wild and untamed traces to
expend considerable resources seeking our an Amber Magister
to-ask him (o reside upon his estates and guard them frem
supernatural larm,

The Amiber Magisters consider themselves honour-bound o
serve in the Empire’s armies, just
as their brother Magisters of the
other Orders. They will only
fight against the Chaotic and
magical enemies of mankind, and
will often receive word of any
mustering of such creatures
from the birds of the air In
such cases as these, shamanic
Amber Magisters will join
with any Imperial army
facing such a foe.

The nighr or day before
the bartle commences
the officers will
emerge from their
tent o see an Amber
Magister dressed in
furs and wearing

a hartle headdress
of anders or wild
ram’s horns.
crouching by

a smail fire,
{,h:l:l::ng M}ﬁ]}'

to himself while
casting bones on the
earth. His-headdress
and his ¢raff adorned
with feathers, animal
skalls, and other Feishes el

the officers who the Magister s, 2
shaman of the Amber Brothechood.

Some officers in Imperial armies that find themiselves posted
near deep, impenetrable forests or ar the foor of wild and lonely
mountains are taught how to make strange torems and burn
cerain herbs and compounds that are signals o any Amber
Magisters in thearea thart they require help. If scen, Amber
Magisters in the region answer the summoning with surprising
swiftness,

It would be useléss vo discuse ractics with Amber Magisters, for
they will not listen. However, they can be trusted to fight with
all their strength and will against the ereatures of Chaos thar
warp and pollute the land with their presence. any enenyy thar
causes supernatural harm to the Magisters homelands, or the
people the Magister has sworn 1o protecr.

When the Wild Facher, the Parrarch of the Amber
Bratherhood, must be summoned for a conclave of the
Patriarchs or for some other important matter, a grear beacon
fire i lir upon the wallsof Aledorf thar Face thedistant Amber
Hills. The Wild Father will arrive the day after the beicon is lic
and make his way straighe to the Hall of Convecation.

AMBER MAGISTERS

Amber Wizards can be easily recognised by their
bestial appearance. They do not ear thieic hiir
or their beards, and their pails grow long and
hard, becoming more and more like claws or
talons: They dress in the furs and hides

of animals that they
have hunted and shin
themselves. They often
make primicive jewellery
ancl shamanic ferishes
out of the fangs, claws,
and feathers of various
aninals, interspersed
with lumps of raw
amber. They carry
charmsiof herbs
insmall leather
potchies. and
tor war.and their
great rituals, they
make elaborate headdresses
out of the skalls and korns
of dangerous animals,
like hears, wolves, and
mighty stags,

They often carry
staffs hedecked with

feathers, lumps of amber;

and animal bones, and
they also carry bows and
gquivers ot arrows thar they
manufacoure for themselves.
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Senior Magisters of this Order g
often begin o take on the .
some physical averibuees of
the animal spirics they
seek to commune
with—so they might
posses the fangs of a
wolf, fur instead of hair,
or cagle-like ralons,

MenTALITY

Teclis and Finreir realised
soon after they began

to teach the secrets of
embracing Ghur 1o their
Human protégés thar
using it had-a strange
effect upon Fluman
minds: They became

ever less interested in the
affairs of their Fellow men
arid mnpat!ftsn.'cf more with
the ways and needs of the
Wilds.

Amber Magistersare at
home only in the deepest
wild lands and shun
Human company if they
can, avoiding towns and sertlements
and conducting a very basic lifestyle as
excellent hunters and wrackers. They run
with animals and live off of the land. The only Humans they are
comfortable with are other Amber Magisters.

The Druid Migisiers of the Order of Life'will somertimes ac as
go-berweens for the Amber Brotherhood and ather authorities.

APPRENTICES

Amber Magisters will anly meer, lecalone accept as Apprentices,
those who are drawn to wild places, like woodsmen, rangers,
trappers, wanderers, vagabonds, and even some bandirs. When
the Brown Wind blows strongly it touches the minds of some
people, drawing them ever deeper into those places thac are
largely untouched by Human hands and eyes. The Amber
Magisters actively seek our people like these to judge whether or
not they are worthy to be inducred into the secrets of animism

and the bestial magic of Ghur,

“This means that it is impossible to gauge just how large or

small the Amber Brotherhood is: No Amber Magister will
choose more than one apprentice ar a time. Only candidares
psvechologically as well a¢ magically suired o the life will be
chosen. In addirion to the spells and rechniques of the shamanic
Amber magic, the master will reach the student how w hun:

and how to live in the wildemess,
Everything he teaches will be
done so through an oral tradition
and demenstration. The magic af
Gilmir involves the summoning
and binding of spirits of
the wild places, as well as
sculpring Ghur intg spells
through rhythmic chants.
The shedding of blood carries grear
weight in Brown magic, both of
animals and the Magister's own.

As apprentices grow in
confidence in manipu-!;l:ing
the Beast Wind and
communing with thespirits
of animals and other
strange entines, thc}-’
will become ever more
like their mascersin
namreand outlook:

Amber masters
charge their
APPIENTices no fees,

VIEWS OF THE
PusLic

The public hardly ever
see the brothers of the Amber College. When they do they

assume thar they must be were-folk or the wild men of legend.
However, apprentices and: Journeymen of chis Order often look
more like mappers and rangers to the public ar large because
they have not yir abandoned Human socety altogether.,

THE COLLEGE GROUNDS AND BUILDINGS
OFf all the Orders of Magic, the Amber College is the only

one to have no represenative buildings in Aledorf. There is no
Caollege; instead, the Lord Magisters of the Qrder inhabit caves
that lie beyond the ciry, among the Amber Hills thavare named
after for the Magisters themselves. These are rocky and woaded,
unsuitable for agricultural purposes or as building-ground, are
not easily found. and visitors are not welcomed. Orther similar
lairs of Amber Magisters are said ro exist throughout the Old
World, in deep forests and high up on mountain tops.

PERSONALITIES

Setanta Lobas, Wild Father and
Niisier Paiciol: oF she Anibee Brotherbead

Seranta Lobas s the Wild Eacher of his shamanic Onder. He
lives inia cave in the Amber Hills with three wolves; ravelling
into Aledort enly when he is summoned for Convocation or
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for some other equally importane mauer. He became the Wild
Father cight vears ago when the previous Father was shin by the
shaman of a particularly large and successiul Beastmen herd he

had been stalking,

No one really knows how it is the Amber Brotherhood know
when to gather to choose a new Wild Father sinee they are so
dispersed. The eldest and most powertul of them travel from
across the Empire to the Amber Hills to congregate in the
Caveof Choosing: This time, after three weeks of ritnal chants,
danees, and vision-questing, the Lord Magisters chose Setanta
to be the new Wild Eather.

Little is known of Setants background, and he is disinclined to
speak of it. He was recently asked by the Supreme Patriarch

help a priest of Sigmar called Richrer Kless in his investizations
into.the ways and means of the Beastmen: Clearly Setanes once

came from a very educated background, for although his hand
was spidery and unpractised, he wrote a long and articulate
piece for Richrer, before lca\ring once more for the Amber Hills.

Setanta no longer has hair on his head or face, but instead has
the shore-haired silver-grey pele of 2 timber wolf on his head and
jaw. Also his'eyes are now more akin to a wolf's, cerily reflecting
the light of his fire in the dark of the night. He dresses mostly in
the furs of wolves, but for important rituals or for war the wears
a headdress of fine stag antlers, making him scem almost like a
maortal avatar of the God Taal himself.

Seranta dislikes peaple very much and cares lidde about the affairs
of city dwellers, although he dearly loves the Empire and its lands.
Being a man who keeps his word and his cbligations, Magister
Labas regards his oath of loyaloy to the Empire as highly as any
voe he has ever sworn. He prefers not to receive visitors.

— THE OnpERS & THE STOBM OF CHAOS —

In recent days, when hordes of barbarians from the lands of
MNorsca and beyond unired behind an traitor warlord calling
himself Archaon and descended upon the Empire’s northern
horders, the Orders found themselves mub]llsgﬂ and tested

as never before in their history. At Archaon’s arrival, all the
countless heretics; mutants; and rejects of the Old World joined
with the rampaging Northmen to ravage the Empire, perhaps
believing thar their redemption was at hand by the actions of
the messianic figure of Archaon. The Winds of Magic blew as
a eempest down from the north, stronger than ever in living
memory, stronger even, or so many Magister Scholars have
insisted, than during the time of Magnus and thie lase grear
Chaos Incursion.

Signs and pertents abounded. Frogs were seen to rain down
from the sky over eastern parts of the Empire. Whele towns were
struck down by mysterious p|agucs, while in other plams‘it i5
said that leper colonies found themselves miraculously healed of
their dishgurements. Beastmen Tefe the impenerrable darkness of
their forests and were seen to raam closer 1o Human serdements,
Various priests and seers of all the Empire’s cules were seized with
the power of prophecy, chiiming thar they could hear their Gods
speaking to them in their dreams and throughout their waking
hours. [t was even rumoured that in the Convenr of Shallya's
Mercy in Averheim, the Abbess awoke with golden eyesand
began to speak in a language unknown to any thar heard it.

fust as many of the Empire’s cules and temples preached, so the
Colleges of Magic concurred. This was no simple incursion by
barbarous Northmen. The clouds of Chaos were gathering and
the Diark Gods had rurned their gaze o the lands of givilised
men ONCce mone,

While the Emperor hosted a grand ‘coundil achis capical of
Altdorf 1o discuss this threat and formulare 2 plan‘to best combar
it 50 oo did Balthasar Gelr, the new Patriarch of the Colleges of
Muagie, call a convecarion of all the Orders’ Parriarchs:

He revealed to the assembled Pacriarchs thar the founder of cheir
great Orders had returned ro the Empire and thac he wished o
address them, as was his rghvand privilege. As the Archmage
“Teclis strode calmly into the Hall of Convocarion, situated

one hundred feee above the subterrinean Hall of Dluels. several
of the gathered Patriarchs made quier exclamationsof shock
and disbelief. To their Aethyrically sensitive eyes; the High
Loremaster shone with bright iridescent light, siuch was his
imiTense Power.

Teclis told them thar all they feared was true. The scicns of the
Daemon Gods were moving south once more and the Winds
of Magic blew strongly at their backs. He assured the gachered
Patriarchs that now, as their ancestars had done before, the
Magisters of the Orders of Magic would have 1o mobilise

to resist this greatest of all threats. Those who were already
seconded ro Imperial armies had cheir duties laid our before
them, bur Teclis advised thar those Magisters who were nor
seconded muse also act, or else ri_sk_ losing everything. Thenhe
lefr the arcane assemblage. After a few moments of stunned
silerice, Balthasar Gele stepped forward once more, He called
upon the binding oarhs made by assembled Parriarchs swearing
loyalty to the Empire and obedience to their Supreme Patriarch,
ordering them o return 1o their brechren and mobilise them
for war. Net some, not many, but all Magisters as could be
sparcd—induding the grear Pacriarchs themselves:

And so it was that the Colleges of Magic went to war, notas an
army does, in grear phalanxes of marching men. but quietly. in
owas and threes, &ca'uering ra wherever they deemed themselves
most needed. On the northern front and through the seréets of
Middenheim, the Pyromancers of the Bright Order feught as
defenders in the siege of Middenheim, summoning eeri¢ fires

to drive back and destroy the vile and monstrous champions

af the Chaos Powers. [n the deep forests of the Empire the
shamanic Magiscers of the Amber Brotherthood caused the wilds
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to rise against the gathering warherds of foul Beastmen, driving
ther from place 1o place and consuming them where possible.
Through the moonlit streers of rowns and civies as far dispersed
as Marienburg and Salzenmund, Shadowmancers played lethal
games of cat and mouse with the Magi of secrer Chaos cults and
their degenerate Apprentices.

The Asteomanicers of the Celestial Order locked homns with the
tell Sorcerers of Treentch, scrying the possible funires, doing their
best to unravel and counter the complex plots of the Change
Lord’sagens; while also causing rorrential rain and vicious winds
1o fall upen the armies of Northmen, slowing their progress.

The Magister Alchemists of the Golden Order set about using
their enchantments o improve the weapons and armour of the
Empire’s armies, while weakening those of the enemy.

‘The Drruid Magisters of the Jade Order barcled against the blights
and plagues sent against the crops and peoples of the Empire by
the Sorcerers of the Plague Lord, Nurgle, and where able they
purified wells and founrains and caused bountiful crops t grow
in order to feed the Empires armies. The Magisters of Light
roamed all across the northiern Empire, casting out malevalent
spirits of the Aethyr, healing the sick, banishing terror and
nightmare, driving out as best they could the darkness that sought
to corrupt the hearts and minds of the people.

As for the Order of Shyish, they went deep into the armies of the
Old Dark, and where they walked, Dieach walked with them,

It is impossible 1o say how many Magisters took part in this
grearcampaign. The Grders do noc reveal the numbers of
their brethren o anyone bur the Supreme Patriarch and the
Emperon and it is doubtful that even the Emperor has the
rruth of it. What is certain is thar more Imperial Magisters
thin ever in the history of their Orders fought in the war that
is already being referred o as the Storm of Chaos, and i is
difficult to say how many of them lost their lives doing so.
What we can be sure of is that many of them did meee their
end hghring against the servants of the Old Dark, Yer however
many of them were [ost, ivseens likely that the increase in
magical activity across the Old World may have awakened the
Acthyric sensein a Far larger number of ordinary people than
might normally be the case.

The peoples of the Empire now have new and graphic reasons 1o
Fear and despise miagic and spelleraft, and yer ar the same time
the stories of the skill and heroism of the Imperial Magisters are
already spreading like wildfire throughout the fand. Whichever
way the dice shall fall for the Magisters of the Emipire, the
immediate future holds many challenges and opportuniries both

for the Orders of Magic and the Templars of Sigmar. ‘
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ﬁ side fromi the mighty Colleges of Magic, there are many other methods of magic, some harkening back to the primitive peoples
who would found this Old World. This chapter examines these surviving waditions. As well, this chaprer also explores these

— Hepee Wizarps —

H’];!D SEUE{ L] SIEI'I'I:F them o,

edge Wizardry is the catchall pejorative given by Collegiare

Magisters to those very basic forms of largely selraught
spelleraft practised by unsanerioned petty magic users. It goes
without saying that these so-called Hedge Wizards will probably
never call themselves such, preferring any number of humble or
sensationalist titles (fromhesler, to Wisdom, o Elemenralist, and
sovon). Hedge Wizard, chen, 'is 2 condescending and deliberarely
offensive phrase used by Collegiate Magisters to describe magic
users within the Empire possessing no formal rraining and lirtle
ar-nio academic education.

Sometimes, wealthy people who find they have an acuwe
sensitiviey and ability wirh magic take the foolish step oF not
submitting themselves to Collegiare authority. Instead, chey
use their resources and influence to find books of arcane lore
to teach themselves the many rechniques of manipulating the
Winds of Magic. They are somerimes referred ro as Magickers
by Imiperial Magisters. Such Magickers inevitably fall onro the
path to darkness, earning the rde Warlock far more swiftly
from the Colleges. Through their resources and illicie study of
forbidden twmes acquired from the blackest of black markets,
they generally advance in their skills and quest for knowledge
far more quickly than the ill educated, peasant Hedge Wizards.

These individuals find themselves on the road 1 Hedge
Wizardry cither because they were born with @ strange and

porent innate sepsitivity to the Winds of Magic, or somehow
aequire it later in life. Though this awareness may be far
stronger than what an erdinary person mighe feel, v is sl
weak when compared to the rrained Aethyric awareness of the
Magisters of the Imperial Orders.

Bur simply having a stong sense of magic does not make an
individual a Hedge Wizard, but rather it is the willingness to
use that sense to explore occult maners, learning for themselves
through trial and error how the magical world might be
manipulared. Sometimes, if exceptionally lucky or gilked. they
may repeit experiments done many hundreds or thousands of
years ago and are now considered to be an Apprentice’s triining
by thase in the Imperial Colleges of Magic. More often, though,
they are driven mad by their dabbling, or destroyed, orworst by
far, slowdy drawn dnto the service of the Dark Gods.

A RURAL BreeD

Hedge Wizards are found in rural areas, anywhere there is linle
or no opportunity o receive formal trining from:a sanctioned
Magister; where desperate peasants who do not have sccess o
the medicine and resourees of city folk often seck our these
miagic users. mixmre of magic, herbalism, and quackery. It is
worth noting such peasants would not refer o Hedge Wizards
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as such, instead calling them snything from Witches (if they
are frightened of 2 Hedge Wizard's powers), to Wise Ones, ©
Cunning Folk, or; maost frequenty, just Wyrds:

A lowly and uneducated peasant who decides to devise his ot
her own methods of controlling the magic they feel and see
around them has chosen a precarious path indeed. Even if
they prove of grear use w their community, healing the sick or
helping crops grow, they are always vulnerable o accusations
of consorting with “Daemons and the Fay” either dueto the
supernatural side effeces caused by using their unerained magic
or because of a narural distrustof most Imperial citizens rowards
magic, benievolent or otherwise: Eocentrics and those who

are deemed different are often feared, especially in the more
bacloward rural aress, and pﬁuph‘. who live aloneand puter
about collecring herbs by night, muttering to themselves or o
people and things no ane else can see are likely o be treated
with suspicion: fisa result, Hedge Wizards acirace Witch
Hunrers like Hies 1o a rowing carcass,

If discovered by ¢ivil or religious authorities, Hedge Wizards
should net expect acoeprance or excusal, for these insttutions
rigorously hunt for these who dabble in magic withoue the
express approval from or training by the Colleges of Magic. For
this reason, Hedge Wizards are easy pickings for Witch Hunters.
Some Hedge Wizards have managed in the pase to rise to be
village leaders in particularly out-of-the-way aras, although
their tenure has almost always ended in fames. All Hedge
Wizards would be advised to keep their powers well hidden if
they muly cannot seek out the council or aid of the Imperial
Colleges.

GAINING LEGITIMACY

Becoming a sanctioned Magister is possible bur very difhcult
for Hedge Wizards: Their illireracy and lack of understanding
of the basic skills needed to seudy and leam fl'tagical LEXLS miedns
they must swallow their pride and become apprenticed 1o a
Collesiate Mapister—something many Hedge Wiards are too
independen=minded to-even consider, even if they could find

a Magister who would take them on. There is also the danger
that if they reveal their magical abilities to the wrong person,
they will be denounced as a Witeh or a follower of Chaos. and,
consequently, be burnt alive,

As such, the majority of Hedge Wizards never progress beyond
having a handtul of perty: magic spells. Their lack of any formal
training in spelicraft mieans they cannot begin o ereate more
complex enchantments, even though they may spend every
evening stirring ingredients in a cauldron while muctering words
they hope will form 2 new enchantment,

Perry magic is the staple of Hedge Wizardry. Many of the pey
magic spells now mught as standard in the {:ollf:gﬂs of the

Empire started their existence as Hedge Wizard incantations.
They were formalized by those Hedge Wizards who were
forrunare enough to gain a place ar one of the Imperial

Colleges, taking their petty arcane knowledge with them
into an environment where they can be purged of dangerous
inacenracies and polished to simplistic perfection.

For Hedze Wizards who artempr to expand their magical
knowledge further than very simple incantations, their near
total lack of understanding of the true workings of magic—
with its Winds and colours, and their near rotal inabilicy

to perceive or avoid anything that might bear the aint of
Chags—can be a great hindrance and dinger to them. Yer it
can sometimes prove to be a twisted asset for the most power-
hungry amengst them,

THE REWARDS OF
PERSISTANCE

As Hedge Wizards become more experienced with magie, if
they are not tumed inte drocling idiots or destroyed in the
meantime, they can ofien acquire a catalogue of spells of 2 much
wider variery than Apprentices and Journeymen of the Imperial
Colleges, This is both their prize and greatest faw,, and icis the
thing propelling Hedge Wizards into becoming Wicches if they
survive long enough. They may be able to work small spells

that use 2 predominance of the Green Wind of Magic, Ghyran,
causing crops to swell and grow out of season. Or they may be

-able o s fires with 2 glance with a spell that draws maosdy

upon Agshy the Red Wind. However it often rakes them longer
to create of learn these spells, and there are other dangers as
well: Because they mostly do their own research, Hedge Wizards
occasionally stumble on 4 spell more powerful than they need
or expect, withour understanding its principles well enough o
tone it down to a more useable level. This can be exceprionally
dangerous to the casting Hedge Wizard, and it is not unheard
of for Hedge Wizards to have spontaneously combusted in a
brilliant pillar of multihued flame when trying ro usea spell
against would-be caprors that rurned out ro be rather more
pewerful and uncontrollable than expecred,

HepGe Wizarps &
HErR LORE

Mixed up with their arcane fumbling, Hedge Wizards also
hiave a fund of more practical lore—knowledge ofherbs and
medicings and various other folk-crafes. It is these abilities,
rather than their magic, which usually allow them w0 survive
from day tooday and earn a modest living from the others in
thigir commiunity, possibly by tending wounds and illnesses, ar
sellimg poultices and lucky charms [of dubious authenticity),

or just giving advice and predictons, Their medicines are often

in grear demand by housewives, as well as by farmers with sick
livestock, much 1o the disgust of the religious auchorities. Ir

is rare for a Hedge Wizard tolast long in an area with a very
devaut Sigmarite community.
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henour. Although the Witch Hunters refer o all non-
sanctioned magic users within the boundaries of the Empire

as Wirches or Warocks, it is known thac the Magisters of the
Lighe. Brighe, Gold, Celestial, Grey, and Amethyst Orders ax
the very least use these erms quite specifically. Gcncrﬂlly, thase
perry Hedge Wizards not caught and burred, or do nor descend
into screaming madness, or simply destroy themselves with the
pawers: they unleash, have the porential w become Witches,
according to the Colleges” definition. In fact, these Colleges
seem to view it as a given that Hedge Wizards that avoid
capture or death inevitably begin o practice more dangerous
Witchicraft.

Onice this pracess begins: not only do these Witch's becomie
stcadily more powerful, but they also became more dangerous.
There is a growing willingness to intentionally harm others.
Collegiare Magisters no longer regard such magic users as just
dabblers, bur view them instead as spellcasters of exceedingly
crude but increasingly dangerous skill and mentality: This is
the natural danger of practicing any form of arcane spelleraft
in the Empire without seeking the guidance of the Colleges. As
a Hedge Wizard, the longer you remain unteained and yet sill
experiment with magie fand if you're not caught and burned),
the 'more likely you-are to starc using Dark Magic withour even
realising it, '

Witches know a plethort of spells that they have devised for
themselves or leamed from other renegade spellcasters: Witches
tend to have a few more powerfulspells than de the lesser
Hedge Wizards or even the legitimate Apprentice Wizirds of the
Imperial Colleges,

WITCHES AND THE
COLLEGES OF MAGIC

If he seeks out the Colleges himself and does not wair for the
Witch Hunters to find him, ivis not impassible for 2 Witch
to be accepted int an Imperial College as an apprentice. Yet
Wirches occupy a grey area with regard: to how the Imperial
Colleges view them. Civilauthorivies and many religious
aurhorities will of course see Witches as wicked and well
worth burning, The Witch Hunters themselves have no legal
respansibilicy to surrender to the Colleges any magic user
over the age of rwenty, How a College reacis to 2 particular

Witch-will depend on whether the Wirtch offers herself o

the College freely and rorally, and based upon the individual
MErIs Or CorTuptions of thar Witch (and the pn."[:f."rcnccs of the
interviewing Magiseer).

But even those Witches who are notentirely corrupted by Park
Magic, often do not want to have 1o conform 1o the College
system, or indeed cannot for whatever reason, choosing instead
to remain independent mavericks. Such Witches as these tend
to err on the side of amorality racher than immoralioyg bue the
Old Dark is pervasive and persuasive. By far the majority of
those who have started their career providing helpful advice and
medical aid to a village wound up earning a living by putting:
curses on people and blighting rival villages' crops.

Sylvania, a bleak and forlorn placear the fringes of the Empire,
has the highest concentration of Witches found anywhere.
Many Hee there in an attempt o hide from religious and secular
authorities. But senling in this/insanely dangerous land merely
hastens a Witch's damnation far the very earth is tainted with
huge quantities of ancient Warpstone dust. To make matters
worse, Sylvania is thought re have the greatest concentration

of corrupted Leylines and Henges to be found anywhere in the
Empire. Dark Magic lies across the landscape like a thick, eily
shroud and sapuraces L"vc:}f[hing with-its un h’ﬂl}r power,

WiTCHES’ APPRENTICES

Given their dangerous lifeseyles; most Witches live:alone. Their
isulation, coupled with the sinister forces with which they work,
causes them to become moreand more eccentric as the seasons
pss. Witches can get |one]}f. rcgardtﬁss af how many familiars
they keep or voices they hear in their heads. Some make the

arguably toolish decision of r:a.kmg on an Apprentice.

Thereare generally rwo sores of Witch's Apprentices, Many are
those who crave knowledge of magic and enchanements, largely
because they have some kind of talent but lacking a means for
formal taining. The sestare mishits whom no one else will ke
on as an apprentice; and they turn to a local Wyrd or Wise
Woman as a fast resorrin the hopes of acceptance.

Wirch’s Apprentices are often just as strange as Wirches
chemselves, The students sper;ci a lot of their tme ]J]ck'i'ng hierhs

at odd hours of the day and nighr, ferching and carrying, washing
up; and generally acting as unpaid servants. If the Witch lives near

————eT
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NEW TALENT:

Description: You have managed to survive the perils of hedge wizardry and reach yourself more poﬂvé’:rl:ul rechniques of magic use.

| “This gives you access 1o spells beyond Perty Magic but since you must figure out each spell on your own, your progress is slower

| than thar of a Magister. Witcheraf allows you to learn any spell from an Arcane Lore with a Casting Number of 15 or less, but you
| must pay 200 xp for each-one. You can cast these spells withour having the Speake Arcane Languzge skill. However, you must roll an
extra d10 when casting one of these spells: This does:not add into your Casting Roll but does coun for the purposes of Tzeentch’s

[ Curse; Onee you learn an Arcane Language and an Arcane Lare, you no longer have 1o roll the extra die:
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a rural community, her Apprentice may well end up being bullied
and treated with acurte suspicion by local youths.

Witches accept Appréntices who are in their mid-reens, young
enough to be willing to learn, but old enough o care for
themselves. Most Apprentices spend years performing minor
rasks for their reacher while slowly lzarning spells (something
they shire in common with apprentices o Collegiate
Magisters), Even atrer Apprentices have gained the capability to
be Wikches in their own right, they often stay until their reacher
dies. This is of course a precarious situation since Witches are
quite likely to call misfortune onto their own heads. Worse,
long-active Witches are famous for slipping deeper and deeper

into madness, and are prone to violent mood swings. There are
many tales of old Witches killing and eating their students,

Someone taken on as an Apprentice may find it even more
diffieulr to practise or even justexisvinpercein the same locality
of his mentor Witch. In this case, an apprentice must either wait
until che Wirch dies (likely) or leave in search of 3 village that
would not mind having its own Wird. Bur most villagers across
the Empire are suspicious of strangers, particularly those caiming
knowledge of arcane secrets, and a Witch may find himself
driven from village ro village and from town to town; all the time
building up resentmerit for these whase fear and ignerance cuse
so much distress and physical suffering,

— Warrocks —

Desphc the many dangers, some Witches survive withour
submitting themselves to the judgement of the Imperial
Colleges and in time, grow in experience and strength.
Using Dark Magic is immensely dangerous, even more so
than using one of the refracred Colours of Magic. There is
litele training a Human can undergo ro defend againsr the
corrupting and physically destructive affects of using it. Yer
some sich Witches grow to become ever more aware of the
nature of the Dark Magic they are using, and through sheer
torce of will and an ege of borderline or true megalomania,
they even manage o find ways to harness i with increasing
dependabiling apparently wrestling it into 2 semblance of
submission.

Essentially, Warlocks are suceessful and powerful Witches
who are very aware that they are using Dark Magic; bur do
not care—in face they rely upon it. Unlike all Hedge Wizards
or even most Witchis, these few are no longer innocent
bystanders, dupes, or ignorant fumblers with powers they
do-nec understand. They are fully aware of whae ic is'they are
doing and actively enjoy the incredible raw power at their
fingertips. Whether through trial and error supernarural
assistance; through the rare instruction of another Warlocl,
very rarely, an illegal secrei society, or through finding or
stealing romes of forbidden knowledge, Warlocks actively seek
to study the ways of Dark Magic and endeavour to become
proficient in cruel and destructive spells to further their own
ends.

By merit of the fact they use Dark Magic so frequently,
Warlocks pose a very real danger, both o those zround them
and to themselves. They have towering egos, iron-like will, and
are always very hasdy physically. Because they knowingly and
willingly scek ourt and have embraced Dark Magic, they also
tend tw be paranoid megalomaniacs.

Few Warlocks are alike in terms of talent. As they are gencrally
self-tauight, they develop individualized spells and abilities,
However, all Warlocks rend to fall in one of two groups:
Daemonologists ind Necromancers.

DAEMONOLOGISTS

Whereas it is more than possible to embark upon a life of a
Warlock and use Chaos Magic withour any particular religious
convictions, these wicked spell caseers often become enamoured
with the whispered promises and many seductions of the
Ruinous Powers, Offered power, knowledge and worse, these
warlocks focus their arcane abilities rowards the smnnmning
and binding of Daemons. It is but a matter of time before even
the strongest of these Dacmonologises become ensnared ina

web of contracts, agreements; oaths and unholy ebligations:
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Warlocks are not true Chaos Sorcerers; however, No Chaos God
has chosen them, nor have they received 2 Mark of Chaos. To

the (arguably insane) minds of such Sorcerers, Daemonologists
are lirtle more than puling weaklings, trafhicking with all
manner of minor Daemonic entities. Nevertheless, to ordinary
folk, Daemonology is dassed as one of the darkest of the

dark arts. Even the lesser servants of the Ruinous Powers are 3
terrifying prospect to the peoples of the Empire.

While Daemonclogists search for power and an answer to their
questions by gazing into and embracing the Chaos Realm,
there are those who have to a2 much more practical goal: they
endeavour 1o endure eternity. Amongst Humans, these few
often regard the power of Liur as the key to assuring their
earth-bound immaoreality,

These spellcasters readily seek out stagnant wells of Dark Magic
in thie quest to chear death and cut themselves off from the
whims and dominion of Gods and Dacmons. Commonly called
MNecromancers; these Warlocks seek tocbind their-body and

soul ro the mortal plane. Nourishing their pallid Hesh wich the
energies of Dhar they hope w escape the inevitable march of
time, living out cternal ages in the shell of their bodies and the
prison of their minds.

Even so. Dark Magic is still far too dangerous and corrosive
an energy for anything but the most insanely determined and
serong-willed of Humans to use regularly in any greac amounts
without the aid and advice of Dacmions. These MNecromanicers
are invariably forced to ceaselessly research and practice their
art. Plagues of zombies, wights and other undead are the
unfortunare side effects of such research into controliing life
anid death. Necromantic dealings invariably use and abuse the
purple wind of Shyish, crushing the elegant wind into a brackish
suup of Dark Magic rorn cither from the Acthyr or Fom
‘natural’ pools of Dark Magic,

Those Magisters who make ¢ more formal study of the arr of
Mecromancy have nothing but contempt for such Warlocks,
They resent being lumped into the same caregory as these
jumped-up Hedge Wizards. Wicch hunters, of course, do not
diseriminate and gladly put Necromancers of any pedigree to
the wrch.

— Wircx HuNTERS —

T-:; practice of any witchery ourside of the auspices of the
Colleges of Magic is deemed an abomination within the
Empire. Death by burning is the proscribed punishment for this
particular crime- and the Witch Hunters are far from squeamish
about meting it out. In recent fimes, after the recent Chaos

War 1o the north, woodeutters and Witeh Hunters are kepe
busy as more and more people reportedly turn 1o the dark ares;
Al ordinary cirizens agree Witch Hunters are neeéssary and

the work they dois crucial ro the safety of the Old World, bur
there are very few who do not feel a flush of fear when they see
a hgure wearing the familiar wide-brimmed-hat, buckled tunic,

:ﬁ'l!ld i(Hl':-" hl.’i.l’.'k L'J-Z’i!k.

Witch Hunters range from the coldly dispassionate; who
regard whar they do asjusca job, o these whese zeal for
hunting down the servants of Chaos knows no ends, and who

would burn a village to the ground rather than risk lerring
one cultist go unpunished. As Witch Hunters ger older and
more grizzled and thenumber of horross they have witnéssed
grows, many become more extréme in their views, more like
the archetypal Templar of Sigmar from three centuries ago
wha believed thar everyone is guilty, it's just a question of how
much. A few scholars have wondered iF Wirch Hunters who
follow this path have perhaps fallen unwittingly in league with
Chaos itself—bur thiey do not wonder about it too loudly.

Witch Hunters have no responsibility for finding traitors,
seditionists, or revolutionarics; and most-have no interestin
them unless they are involved with Chaos. A conscientious
Witch Hunter might mention o a friend in the Watch thereis a
group of sécessionists fomenting revolr around 2 university {as an
example), but mose Witch Hunters do nor have any friends.
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ﬁﬁw AD;&NCED_ CAREERS

Realms of Sorcery presents two new Advanced Carcers that expand on Hedge Magic: Witch and Warlock.

Wiich

Wiechies are Hedge Wizards who
survived practicing their fumbling arzs
without going complerely insane
or dying. They have a broader

reperioine u?hmncgmwn schs
ro-work with and many dabble
in areas best left alone: In
otherwords, by meric of their
ignorance a5 to the otcult
wiorkings of the Winds of
Magic, many Wirches
begin ro use Dark Magic
without even rculising it.
Asa resuleof rrial and error,
Witches spells are more
diverse and more powerful
than the petey spells of other
Hedge Wizards, possessing
elements of many of the Winds of Magic. However, Witches
that use the power of Darke Magic inevitably take a terrible toll

upon their mindsand souls.
MNote: Ii:ycru have been trained in the Colleges of Magic (i.e.

vou have ever been in the Apprentice Wizard career), you

cannor enter this career.

— Wirch Advance Scheme —

Main Profile
WS BS 5 T Ag Int

Warlock

Witches chat use Dark
Magie and embrzce irs
power can become
Warlocks if they
survive its perils long ‘h
enotigh to gain the
required knowledge.

They may net realize

ivar firse, bue thisis a
dangerous path thac

leads almost inevirably

to corruption. They are
the bogeymen of the witch
huniters, the spellcasters that
are a danger to themselves and
terothers. Warlocks tend o

be either Dacmonologiss or
Necromancers. Since they are
self-raughe and se'much of
their magic is based on experimenitation, however, most Warlocks
have unique vicws of magic and the world, Teis this individuality
thiar makes it so hard for the witch hunters o rooe them out.

Note: You must have learned ar least owo spells through your
Wircheraft talent before you cap enter this career,

— Warlock Advance Scheme —

Main Profile
WS BS 5 T Ag Int

WP Fel

P09 | 100 | +15% | +15%

Mag | IP | FP

#10% | +10% | +10%. | +15% #2004 | +200

A W SBE | TB M |Mag| IP FP

A W 5B | TB M
2

=1 +4 — Lo — +2

- +4 = = — +L

Skills: Animal Care or Intimidare, Channelling, Charm,

Common Knowledge (any two), Gossip, Haggle, Heal,
ical Sense, Perception, Ride or Swim, Search, Trade

(Apothecary or Herbalist)

Talents: Dark Magic or Mighty Missile, Wircheraft

Trappings: Healing Draught, Healing Poultice, Trade Tools
(Apothecary or Herbalist)

Carcer Entries: Hedge Wizard

Career Exits: Apprentice Wizard, Charlatan, Outlaw, Vagabond,
Warlack

Skills: Acadernic Knowledge (Dacmonology or Necromaney),
Channelling, Charm, Commen Knowledge (any three),
Concealment, Disguise, Gossip, Haggle, Heal, Hypnotism
or Read/Write, Magical Sense, Perception, Ride or Swim,
Search, Trade (Apothecary or Herbalist)

Talens: Dark Lore (any one), Dark Magic, Hardy or Very
Reesilient

Trappings: Lucky Charm
Career Entries: Witch

Career Exits: Apprentice Wizard, Charlatan, Oudaw, Seribe,
Vagabond
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MeN oF ACTION

Generally speaking, Witch hunters are men accustomed to

fighting, They are well-armed and sturdy individuals. They
favaur hoaded cloaks and |1r::+.dg;,'a|r to conceal their appearance
from the overly curious. Some wear lead chains abour their
throats to-remind themof failen comrades and alsa; so the
superstition goes. so that the lead mig_:ht SECVE AS protection
against witcherafi, "The followers of Witch Huneers, the rabble
that often accompany, are a far more dire sight indeed—erazed
and self-mutilated men who have lost or surrendered all their
worldly goods and; most likely, their reason as well.

Writ large in the fears of the Empire; the Witch Hunters have
long commanded respect—indeed, the nature of their work
demands it. There are hundreds of whispered rales abour cheir
deeds, some litdle more than Jesends, others werrifyingly recent.
The popular image of the grim faced protector of the Empire
is.one that is actively fostered by the various Witch Hunrer
groups—hence the common belief'in a cohesive, shadowy
agency of chaos hunters, spread across the Emipire and beyond.

The muth of course. is far more complex than the realicy

Witch Hunters are not the infallible iron mén of popular
myth. Whilst most possess ‘aficial’ mandate o pursie

the unnatural, a-sizable number-are little more than rogue

3 vigilantes or zealous fanatics. As varied as the Empire they

R

provect, the more or less uniform appearance of Wirch

Hunters belies their differing motivations and groupings,

MERCENARIES

"The commonest sorts of Witch Hunter (in multiple senses

of the word) are the hired hands: Perhaps the casiesr of

all the hunters to underseand, they are stldom more chan
highly specialised mercenaries. For the right amount of gold,
they will parrol a Noble's estates, removing the suspicious.
dangerous and troublesome. Depending on the nature of the
Landlord, these men and women might be highly professional
investigators or bloody handed killers on commission.
Occasionally they will distain the usual clothing to investigare
incognito, but usually they will trade on the fear and panic
}'.ur{}'.quyd :1_',.r the signature untfarm of their trade.

Ironically, there have been many corruption scandals
surrounding such mercenary hunters. Tales of bribery are
commuon- indeed more than one Magisier has escaped the
witch pyre with hastily conjured Gold, Cerrain unscrupulous
Nobles have been known to grant mandate and unofhicial
agendas ta their hunters; allowing land clearances; confiscarion
of property and even fortuitous” burnings. Actions to this
end ar¢ regarded as ‘uncouth’ by most of the gentry, and end
to atrace the atentions of the Cule of Sigmar and thus are
seldom seen. but neyertheless do go on,

(CHARTERED AND SANCTIONED

Whilst they are considered a lietle less than incorruptible,
hired Witch Hunters do enjoy the firmest fooring in'the law.
As they are legally agents of their sponsor, they are empowered
directly by the robilicy: Barring excepnonal circumstances;
they all carry a charter document, detailing where and how
they mighe perform their duties. This licence, or mandare as

it is'more properly known, granes the Hunter rights to search,
derain, try, execute, imprison and such. Technically; these
Hunters actas if they were their emplayer, thus all punishmends
are considered to issue directly from the Noble himself. For
this reason, Nobles of waste are particulacly careful in choosing
who they should empower. After all a foolish hunter has
entrmous capacity, to deplee the workforce and make one
look bad. Nearly all gentry refuse to mandare religious Wirch
Hunters as they rend ro invelve entirely the wrong sorr of

convictionsin the business of maintaininga wirch free estare:

LIMITED JURISDICTION

Wily Magisters are quick ro note that hired Witch Hunters

tend to-have limirted areas of influence. As they are granted
their powers: by-a Noble, their jurisdiction usually ends at the
boundaries of their sponsors estate. Oecasionally, gentry on
speaking terms with their neighbours will seek ro extend their
mandare, bue this is seldom achieved {not the least because
amenable nobles are rarer than a clean Bretonnian)
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There are some Witch Hunters, often ex-soldicrs, who l!mugh
unhappy abour the existence of the Colleges, also realise their
worth: There are even occasions when they will approach a
Magister of one of the Orders of Magie o request aid to cach
a particularly dangerous Warlock or Sorcerer who cannot be
brought to justice without magical aid.

Devoutr HUNTERS

Devour Witch Hunters are those rare few who are motivated by
the lore of their cult, personal calling from their God, or simply
conceérn for their flock.  These religious men and women “fight
the good fight’ againse any and all Chaes corruption, using
faith, fear and fire in equal measure. Some find employment

in the service of a Noble, acting muchas a mercenary Witch
Hunier dows: Oceasionally, hired Witch Hunters are driven

o religion by a particularly horrible incident, thus becoming
devaur. Orthers are local priests driven inte the role of a hunter
by some temible cuchreak of Witchery, Whatever their story,
these Witch Hunters are united in their service 1o ene or more

of the Gods of the Empire,

Tue TEMPLARS OF SIGMAR

Of these religions Hunters, The Holy Order of the Templars
of Sigmar have done more than any ather group to ferment
the gruesome and rerrifying reputation enjoyed by all hunters.
The broad brimmed hat. brace of picrols and propensicy
towards mass burnings have all been "mspired’ by this zealous
group. They are an organisation dedicated to the eradication
of Wirches: including Hedge Wizards, Warlocks, Sorcerers,
forrune tellers, Necromancers, worshippers of the dark Gods,
servants of Daemons, devianes, Mutants, blasphemers, or
sinners in general, Indeed, there are few who escape the
suspicions of these Witch Hunrers with the possible excepion
of other Templars.

Long supported and funded by the Cul of Sigmar, these
TL'I'.I'.I.P].EI Witch Hunters are gran ted their powers by the cule
and the Empire. A Templar’s holy dury is to protecy the Empire
and it citizens from the Infernal Powers, their allies and

thase who would serve them. This includes Daemons, Chaos
cultisis, Chaos Sorcerers, Mecromancers, unsanctioned users of
magic, Mutants, Beasumen, undead crearures, Warlocks: and
Wirches. Many Wirch Hunters specialize in 2 particular field of
investigation, and spend years, or even decades, travelling the
Empire to wack all the membérs of 2 cerrain cult, or on the il
ofa particular priest of 2 dark God.

AGENTS OF THE EMPEROR

Afterche crearion of the Col leges of Magic, Magnus limited the
power of these Wirch Hunrers with one hand while aseensibly
extending it with the other. He made the Holy Order the
official, Imperial-stare sanctioned and funded inguisicors of

the Empire, The Cults of Morr and Ulric.also stll have their
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religious investigators, but these are run by the culs themselves
and although rolerated, they are not state-sanctioned and do not
have the numbers, funding, or training of the Holy Order of
Templars. Indeed, on paper ac least, these organisations would
have to defer to 2 stare-sanctioned Witch Hunter while on
Imperial spil—this has ted to rivalry and resentment from some
quarters. The Witch Hunters of other religions could insread

be seen as various sorts of Templars and exorcists, not Wiech
Hunters in-the sense that is being used here.

Thie reforms Emperor Magnus brought in charged Wirch Hunters
o work within che laws they could no longer seive s prosecuror,
jury. judge, and executioner, or, at least, not with the frequency
and freedom that they used rc. They have the power to arrestany
imperial citizen they believe is guilty of Witchery or Daemon-
worship, and canicall for that person to be tried ar once—a request
very few town couneils refuse. The accused has the right 1o a fair
trial, although the definition of fair varics from p]acn::. 1 place.

The Templars always serve as prosecutors insuch 2 trial, and
since there are no laws about sticking stricily to evidence, some
use oratory, implication, suspicion. and even veiled threats to
persuade a lord, judge, or magistrate (and jury, if there is one)
of the-accused's guilc. If found guiley, the usual sentence for the
accused 15 death b}r buming—thuught o be the only way m
destroy the body and purge its foul spirit at the same time.

No Templar would ever use arcane magic to fulfil their duties.
They are eughe magic is 3 force of Chaos and o usaic againse
the thing thart created it would be like hghting a fire by dousing
it with oil. Pardy as 4 result of this, many Wiech Hunters believe
all magic users are tainted with Chaos in some way—even
Collegiate Magisters.

To become a Templar Witch Hunter, a person must join the one
of the Holy Order's chapter houses. There are many of them

all over the Empire, but authoeisations to join are notgranted
freely. Some chapters train Witch Hunters and monitor them
closely; others grant licences ro anyone who seemis qualified and
motivated, In somie of the northernmost régions of the Empire,
Witch Hunters are widely thought te be out of conerol, but
then'such are the dangers the Emipire faces char these few think
their actions wholly justified.

SEEKERS OF TRUTH
AND JUSTICE

The Seckers are an'order within an order—a supremely
secretive, ultra zealous and very well funded clandestine branch
of the Witch Hunters. This relarively new organization prides
itsell' in their uteer dedication to the job at hand. Although

not officially recognised by the Imperial Court; they are
covertly funded from the office of the new Grand Theogonist,
Esmer. 1f he fully realizes the excessive zeal or the mereiless
efficiency with which the work of the Seckers is undertaken, he
musteither not care or SL'CN:!!]}' CRCOURIEES it
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TuE SEEKERS’ LAR

Thie offices of the Seekers are in a grim, anonymous building
relatively close to the Imperial Palace in Aledorf, marked only
by asmall brass plague bearing the symbel of the Twin-Tailed
comet and Ghal-Maraz, The building is never open to the
public and the door is locked at most times. Knocking rarely
gets any response, since the members of the Seckers all have
theirown key. Many of the mémbers of the Seckers have
cover jobs as minor Ranctionaries in the Imperial bureaucracy
and within the Cule of Sigmar; particularly within the Witch
Huniters and any organisation that has even partially regular
contact with one or more of the Colleges of Magic,

The building’s external ascericism belies irs well-appointed
interior, The walls are wood-panelled, the chairs are comforrble
and a servant is always on hand to bring a glass of fine wine

or a well-prepared four-course meal. The building also houses
bedrooms for visiting members from other cities. The Seckers
try to have an agent in évery major city of the Empire ac all
rimes, and have recently recruited members to stay in the ¢iries
of other countries such as Tilea, Estalia, and Kisler,

In the basement beneath the fine rooms upstairs, the hidden
face of the Seckets is revealed. It is there that they keep the
cells and interrogation rooms of their victims. These cells
are far bleaker and more unpleasant than such than similar
places in other Witch Hunter chapterhouses. There'is also

a court here, where magic users are tried before a panel of
three selfappointed judges, Defendants are ot permicced
lawyers or witnesses whe might doud or hinder the process of
justice. Trials usually begin with a simple question, ofren along
the lines of, “How long have you consorted with che Dark
Powers?"

If the gentle approach of the trial does not extract & confession
(which is all the court it really after, regardless of the guile or
innocence of those they capture), the magic user is taken into
the interrogation room, where more forceful methods, such as
thumbscrews, branding irons, scourging, and worse are used.
Afcer they extract a confession, a show trial may be zrranged so
the broken victim may confess agiin in a properly recognised
court of law before being sent o the stake, Aliernatively, if it is
deemed more expedient, the magic user may just disappear, or
be found Hoating facedown in the Reik. Very few magic users
have ever successhully escaped from this ravesty of justice.

PERSECUTING THE POWERFUL

What makes the Seekers so particularly abhorrent o the
Colleges of Magic is they targer first and foremost thase magic
users that the Witch Hunters do not, and those generally are
Imiperial Magisters and their Apprentices, It seems unlikely
the Seckers have managed to apprehénd and kill any full
Magisters, but Journeymen and other Apprentices allowed to
travel abroad for whatever reason have started to disappear
alarmingly trequentdy since the Seckers were formed, and it
seems likely they are being deliberarely targeted by the Seekers.
There are suspicions Esmer is using the Seekers in an areempt
to- deseabilise the Colleges of Magic somehow; or perhaps push
them into doing something rash.

The Grey Cirder has turned its anentions o the Seekers
activities, and the Brighe Order has also spoken openly of its
utter contempt for the Seekers, though such is the Seckers’
secrecy and facility for deniability thar no formal charges have
yer been brought against them. It won't be long before there
will be a diréct confrontation between the Seckers and oneor
mare of these groups, No one vet knows the Scekers are being
funded by Esmer. When word of this Anally seaches the offices
of the Supreme Patriarch, the backlash almost certainly won
be prery,

Bup then; that may be whar Esmer is hoping for.

PERSONALITIES

"The head of the Seekers is Detlef Johannson, He i a cruel-eyed,
grey-haired man in his mid-ffties, who always dresses in white
and black. Fle is a close friend of Theogonise Esmer, having
helped him by racking down several Chaos Magi in his chirry=
year career as a Templar (although he only has Esmer’s word
they were Magi—but he dogsn't seem e care), He is a bitrer,
paranoid, and hateful man, and he uteedy despises all Elves,
regarding each one of them as Witches at best.
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Ie is rumoured both he and his elite Witch Hunters have
garhered all sorts of protective amulets thar negare spells and
even a few power-destroying weapons in the course of their
holy crusade. Prespite the Orders” bese antemprs 1o keep the fct
secret, it seems someone has leaked w the Seckers that certain
metals and stones dampen, and even swallow, magic.

In addition, the Seekers have a wealth of mundane bue effecave
devices that guarantee suspects cannot cast any spells. These
include a range of drugs, manacles; tongue restraings, gags, and
e small pI:rLlc]'lti‘S CONEAINIAE IFTIAting insects whose constant
stingsand nips can break even the most steely concentration—
especially when the magic user in question has been deprived

of sleep, food, and water. With such devices and rechnigues,
together with their Cule-funded resources and years of rabble-
rousing and political experience, these Seekers after Truch and
Justice have thus far been able to act on their suspicions with
virtual impunity,

RENEGADE HUNTERS

Whilst Mercenary hunvers are modvated by gold, and devour
hunters by spiritual wealth, there are those some Witch Hunters
who do not fit into an easily defined caregory. These ‘renegades’
seldom have simple reasons for turning to the hunring life.
Lacking any kind of support from a religious cule or noble
sponsor, they walka difficule path- motivared by guih. revenge;
hionour and other such emotions: Iron-faced lone wolves; they
often spend years tracking a single foe, hunting them down with
obsessional zeal and bloodlust.

These self-appointed Wirch Hunters can be found across the
Empire; opeérating on their own termis and without official
authority. Some of them are rogues or zealots following personal
crusades; others ire corrupt, accusing wealchy people for the
sake n?umtﬁsca:ir:; their possessions. However, such is the
terror that the erm " Witch Hunter” conjures in the minds of
the Empires peasants 1o rural areas they often believe anyone
whio claims 1o be @ cleanser of Chaos. Communiry leaders,
priests, and lawyers may be more sceptical but they may be
hesivant to scand upagainst a hrebrand oracor, in case they are
seen as siding with the force of darkness themselves.

JupGE, JURY, EXECUTIONER

Some of these Witch Hunters prefer to work outside the law:
Somie suspect they would never be able to arrest some of their
quiarry-and bring them to rial; others believe Sigmar's justice

is too good for the scum they pursue, and a few begin o sée
the marks of Chaos everywhere. If caught, these renegades are
treated as harshly as if they were Chaos worshippers themselves.
Some criminals have been known to pose as wravelling Witch
Hunters; they visit remote communities, whip up hysteria
against an innocent, have them burned, confiscare their assers
and flee before their crime is uncovered. If caughe, cheir
punishment is harsh. Impersonating 2 Wirch Hunter is a capiral
offence.
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Magir: amounts o more than the custonms. CUUtgcsﬂ and conventions of behaviour by which those steeped in it mustabide,
Magic—more importantdy than all those things—is power, A Wizard who cannor eall fire down on his enemies, harness lighe
and sound, or peruade the very rocks of the eanth to give up theirsecrers is no Wizard ar all:

This chaprer, therefore, presents a multitude of new options thac allow Wizards to pur their power—and their subrlety—on display.
First, this chaprer provides expanded versions of all the Arcane Lores and new rules for using them. It also includes rules for creating
new rituals so PCs can invent their own rites of power along with several new riuals to fuel heroic quests and heady adventures.
Finally, we have expanded Chaos Manifestation tables.

— Tve WFRP GRIMOIRE —

Ran'ms of Sorcery presents expanded versionsiof all the spells on the list. Spell Lists can be found later in this
Arcane Lores. With more spells per lore, the rules from the chapter in the descriptions of the Arcane Lores

WERP core rulebook need some revision lest Wizards zain more
power without cost. To take advantage of the expanded Arcane
Lares, use the following rules for gaining spells instead of those

in WFERP,

You rnay srll only ever know one Arcane Lore, which
means. you Il only ever have one Spell List. Lore skills
remain unchanged.

. The three Spell Lists
for each Arcang

* When you gzin-an — e — —
Arcane Lore, you | I S
r | L AL el
must choose one of | :
; ; : Exm SPELL i Elemental, Mystical,
three Spell Lists. Each il
: S | R A and Cardinal. The
Spell List includes ten Description; Your deeper studies ino-your Arcane Lore. _ : ;
i ¥ ; 3 i z - ; ; Elemental Spell Lists
spells thar represent give you the ability to casta spell'nor on your Spell List. A
VOLT Core training in Extra Spell is unusual in that it is foc one talent bur e RlebES
: S gt 5 A Arcane Lores from the
your chosen Arcane many, and each must be acquired individually. Each Extra e
B ey i Iz : T, WFRP core rulebool,
Lore. Just as in the Spell Talent gives you actess to a single spell. noted in \ :
J R while the other two

T — e,

case of the WERP care parenthiesis, such as Extra Spell (Wind Blast), for example. :
: ; types feature spells
rules; you gain access This spell must come fram your Arcane Lore, soovon must :
S new; io Realms of
toand can attempt have an Arcane Lore before you can gain chis talent, g "
5 areeEy.

to cast any of the ten R e ] f




You may learn addivional spells by taking the Excra Spell
Talent (see sidebar), buying the talent cost 100 xp, as
always. Extra Spell can be acquired by any character wich
an Arcane Lore, regardless of current career.

You must receive your GM's permission before buying an

Exira Spell. Your GM may require you to spend some time
researching it first or that you acquire a specific Grimoire.

— ARCANE LoBES —

The following sections present an expanded version of each of
the eight Arcane Lores. A variety of new spells are introduced in
addition 1o the ones from the core WERP book, as well as the
three spell lists available for each Lore of Magic.

THE LOREOF BEASTS

Ghmar, the Brown Wind of Magic. is the Aethyr's bestial spirit.
Magisters tap this force to manipulate the animalistic energies
that reside in all things. IF you have Arcane Lore (Beasts), you
must choose ane of the three Spell Lists from Table 6-1: Lore
of Beasts Spell Lists. Descriptions for all the spells listed there
follaw.

THE BeasT BROKEN

Casting Number: 7
Casting Time: Full action

Ingredient: A bridle (+1)

Description: You break the wild spiriv of a single animal (that
can b domesricared) within 12 ].r:zrds i spuATes) These
animals include horses, dogs, and some birds of prey. It
does not include normally wild :;ltiirmls like wolves, bears,
snakes, and so on. The target animal receives a Will Power
Test 1o shrug off the effects of the spell: Ona failed test,
it remains docile towards Humans, Elves, Dwarfs; and
Halflings forever, though it is still likely to be afraid—and
rightly .éq—nf__ creatures like Greensking, Skaven, and
those tainted by Chaos.

Tue Beast Mape WrELL

Casting Number: 9

Casting Time: Full action

Ingredient: A bit of salve (+1) _

Description: You touch an injured animal, healing a number of
Wounds equal ro your Magic Characteristic. Only natural
animals may be healed by chis spell: magical erearures
(including familiars, even if animalistic) and monsters are
unaffected. This isa touch spell.

Casting Number: 19

Casting Time: 2 full actions

Ingredient: A wolf’s heart (+2)

Description: You unleash the primal savagery of your allies. Any
fricndly character within 12 yards (6 squares) of you goes
into a frenzy, as per the mlentof that name. No moll is
rexquired; they become frenzied as soon as the spell is cast.

This spell does not work on animuls: diey wie ahguly beasts.

Txe Boar’s HDE

Casting Number: 14

Casting Time: Half action

Ingredient: A cured serip of boar's hide (+2)

Description: Your skin becomes as tough as a wild boar’s. For
the duration of the spell, you reduce the Critical Value of

F—"-\F

Beasts Elemental

Form of the Raven

Maseer's Voice

Wings of the Falcon

The Beast Made Well

From of the Puissant Steed

T aste 6—1: LORE OF BEAsTS SpeLLs LisTs

Wi Cindina]
'le Beast Made Well

Calm the Wild Beast

Master’s Voice




Crirical Hits scored against you by 1. Due to the rigidicy
of the hide, however, you also take a ~10% penalty ro
your Agility. The transiormarion lasts for a number of
minutes equal to your Magic Characteristic.

Carm THE WiLD BEasT

Casting Number: 5

Casting Time: Half action

Ingredient: A lump of sugar (+1)

Description: Your soothing and hypnoric voice calms one animal
within 48 yards (24 squares) unless e makes a successful Will
Pewwer Test. You may approach the beast and touch it without
Fiears it remains placid. If 2 mount, you may ride irwitha
+10% bonus to any Ride Skill Tests you are required o make.
The animal remains riendly towards vou for a number of
hours equal to your Magic Characteristic unless you arcack i,
in which case the enchantment is broken immediagely:

Craws oF FURY

your. claws count as hand weapons with the Fast Qualivy.
Claws of fury lasts a numbser of minutes equal 1o your
Magic Characteristic. You cannot wield a weapon while
elaws of firy is in effect.

CowrrING BEasTS

Casting Number: 18

Casting Time: Full action

Ingredient: Hair of 3 cowardly dog (+2)

Description: You thunderously rebuke your foes, comparing
them to base animals thar had best cower before their
master, This panics 2010 vargers within 48 vards (24
squares), searcing with those closest vo you. Those affected
must make Fear Tests every round unril they succeed and
shake off the effects of Fear, or uniil you leave the scene,
Alrernately, you may focus the effeces of chis spell on one
target, who must make a Challenging (~10%) Terror Test.

Crow’s FEAST

Casting Number: 8

Casting Time: Half sction

Ingredient: A car's claw {+1)

Description: Your fingernails turn into razor-sharp claws as
you take on a teral aspect. You gain +1 toyour Attacks
Characreristic and a +10% bonus to Weapon Skill and
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Casting Number: 17

Casting Time: Full action

Ingredient: A caged crow (+2)

Description: You summon 2 murder of supernarural crows
anywhere within 48 yards (24 squares) that swoops
down upon your enemies. These are Aethyric creatures of

)
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vengeance, with iron-shod beaks and bleeding feathers.
"They may be summoned anywhere; as they are capable
of passing through any form of nop-sentient material—
trees, rocks; meralete. Thése crows abways appear-in huge
Hocks—use the large remplace to represent chis. Those
affected ke a Damage 3 hit from: the fudous crows,
which then scarrer as quickly as thev appeared. Do niot
roll for hit locatien; all hits are to the head.

CRUELTY’s DESSERTS
Casting Number: &

C,asiing'ﬁme.- Half 2ction
Ingredient: A pinch of bat guano (+1)

Descriprion: You cast thisspell while rouching an animal; wild
or domestic, Any intelligent creature who harms or is

otherwise crrel te that pardcular animal before the nex
Full moon gkes a —10% penalty on all Fellowship Tests
until the full moon afier thacone,

FORM OF THE PUISSANT STEED

Casting Number: 13
Casting Time: 2 full actions
]ngrﬂliem: Hair from the mane of ot destrier {(+2)
Description: This spell werks exactly like form of the sogring vaven,
but you transform inte a destrier instead. See WERP, page
232, or the O Wold Bestiary, page 122,

for destrier staristics,

Chapter VI: Magical Lo
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Casting Number: 21

Casting Time: 3 full actions

Ingredient: A bear's claw {+3)

Deseription: This spell works exactly like form of the soaring
raveir, but you tansform into a bear instead. See WERP
page 232, tor bear stagstics:

ForM OF THE RAVENING WoOLF

Casting Number: 15

Casting Time: 2 full acricns

Ingredient: A wolf's paw (+2)

Description: This spell works exactly like form of the oaring
raveidt; butyou transform inre a wolf inswead. See WERE
page 233, for wolf statistics.

FORM OF THE SOARING RAVEN

Casting Number: 7

Casting Time: Full actien

Ingredient: A raven feather (+1)

Description: You rransform yourselt-and all the'equipment you
dre carrying into a raven for up to 1 hour. You retain your
mental faculiies and your Tnwelligence and Will Power.
Your other stats are as a raven (see WFERP page 233). You
cannor ealk or use magicwhile in raven form: You may

end this spell ar any tme and resume your normal form.
“The spell ends ancomatically if you take a Critical Hir.

LEATHERBANE

Casting Numbeir: 15

Casting Time: Full action

Ingredient: A vial of powdered bull's hom (+2)

Description: You rouch a character, crearure, or animal and all

leather goods he is carrying or wearing—belts, pouches,
straps, scabbards; and even armour—shrivel immediarely
and turn permanentdy to dust, This is a ruch spell.

Master’s VoICE

Casting Number: 13

Casting Time: Half action

Ingredient: A miniarure whip made of braided animal hair (+2)

Description: You command one animal within 24 yards (12
squares) to do your bidding unless'ic makes a successful
Will Pawer Test. On s nexe turi, you decide whar
actions the animal will ke, and ic will do as you
commant.

TeEOxSoanms - -

Casting Number: 11
Casting Time: Half action
Ingredient: The hoof of an ox (+2)




Description: You shout out to all allies within 48 yards (24
squares), Any who are currently flecing due to the effects
of Terror, or who are currently paralyzed by the effects of
Fear, are relieved of those effects and need not roll again
uneler the present circumstances. IF new sources of Fear or
Teérror come on tl_'u: scene, hiowever, they must be resisted
normally,

Casting Number: 21

Casting Tinve: 2 full actions

Ingredient: The skin of a blue road (+3)

Description: Your mighty magic transforms your target into
its: basest form, revealing its true character, Unless the
vietim succeeds on a Challenging (=10%) Wiil Power
Test, he undergoes a Ic'rriblt transformation, sprouting,
hair all over his body, losing the capaciry for speech,
and b:.h..mng in strange and inexplicable ways. On the
victim's turn, he muse roll 1410w see what he does for

the round.

RePUGNANT TRANSFORMATION

Roll Result

Su ject defecarcs nbisi]]’, wecping for the force of the
burst

{25

4 Subject cackles wildl}' and 2eeacks the closest living thing,

6 uici::l: -:.Is' into a ball, gigeling madly.

Subject acts normally for this round.

10 Subject brays like a mule, forcing all ailies within 8
yerds (4 squares) to make Fear Tests,

This is a permanent condition unless you successhully cast the
spell on the targer again, which reverses ir, or cast digpel on
the targer and achieve two degrees of success on the associated
Channelling Test, This is a rouch spell.

THE TALKING BEAST

Casting Number: 11

Casting Time: Half acrion

Ingredient: A rongue from the animal you are changing into (+2]

Description: If you cast this spell immediately before mking on
anirmal form, you cin speak while so transformed. You

can also cast this spell on an animal within 24 yards (12
squares) to gift it with the power of speech for a number
of minutes equal to your Magic Characreristic.

WinGsor T Farcon

Casting Number: 25

;Eai_s_ﬁng"l'imez__l Full actions

Ingredient: A live falcon {43)

Description: You grow wings from your back, whichare
strong enough to bear you aloft, You can Hy for a
number of minues cqua] eo your Magic Characteristic
with a Flving Movement of 4. For more information
on Hying, see Chapter Six: Combat, Movement, and
Damage in WERP. Obviously, simple folk, seeing
someone transformed by wings of the falcon, will
assumie you are some form of Chaos Daemon and react

appropriately.

THE WINTER’s LONG SLUMBER

Casting Number: 16

Casting Time: 2 full actions

Ingredient: A bear’s tooth (2)

Description: You touch a willing character, creature, or
animal, causing it to immediately fall into a deep sleep
akin to-a bear’s hibernarion; Thisstate persists for many
months, until the solstice or equinox after the next
(that is, the remainder of the current season, plus the
full season after that). During this period of slumber,
the character need not eat or drink. Due to the magical
nature of the hibernation, any discases, poisens, or ather
similar afflictions the characrer endures are interrupred.
No furcher damage or symproms accrue from them,
though any penalties or other mal adies aﬂ_‘r.'ad}f in effect
continue while the character hibernates: (A penaley 10
Will Power Tests from some poison would affecr the
hibernaring characier, for example, but a progressive
paison would nor continue o ger worse.} Narural
healing, however, does occur. The recipient of this spell
cannot be woken by normal means: the caster muse will
a premamee awakening. You may also cast this spell on
yourself. In the event thar you do, you may-—ar your
option—designate one other individual, who must be
present when you cast the spell, who may wake you
before the spell’s expiration with a fre¢ action. Thisisa
Touch:spell.

THE LORE OF DEATH

With the Purple Wind of Magic, Shyish, you gain mastery over
the passage of time, commanding the essence of life and deach.
IFyouw have Arcane Lore (Dearh), you' must choose one of the
three Spell Lists from Table 6-2: Lore of Death Spells Lists.
Descriptions for all these spells follow.
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TaBLE 6—2: LORE OF DEATH SpErrs Lists
Death Mystical

Casting Number: 14

Casting Time: 1 full action and 1 half action

Ingredient: A coffin nail {+2)

Description: This spell causes your allies to temporarily puc
aside their fear of death. For 1 minute (6 rounds),  you
and all yonsr allies within 12 vards (6 SiUAnes) connt as.
having the Fearless talent,

THE ANIMUS IMPRISONED

Casting Number: 29

Casting Time: 2 full actions

Ingredient: The ribeage of a deceased jailor (+3)

Description: You imprison the soul of your victim, sealing
it in a durable vessel of vour choosing such as a bortle,
vialy or pouch. While the soul is 50 imprisoned. the
victim's body lives as a vegetable, carrving on the barest
funcrions of life—breathing, swallowing, E’H‘ﬂ'ﬁ'lj]'lg—
without initiative or awareness. Though [L‘:Clln!t‘ln}'
fliving, this husk cannor shuffle around or even sit up
on its own and must be fed hv others or dle of thirst or

starvation. Damage, diseases, poisons, and other sousces:

of harm affect it normally. It similasly heals over time
and can be healed as usual by magic or the Heal skill.
You can resiore the imprisoned soul ro s body ar any
time by opening the sealed vessel in the presence of its
body. Any Priest of Morr or any other Amethyst Wizard
whe knows this spell, can do likewise. In either case,
the restored individual gains 1-5 (1d1 0/2) Insaniry
Points immediately from the harrowing experience. If
the bortle is opened away from its body or is opened
by one who does not know the proper rituals, the soul
becomes lost in the world, wandering and damned

1o become 2 Ghost. See the Old World Bewtiary, page
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The Animus Imprisoned

109, for information abour Ghosts. If the soul is lost,
thie body can be maintined in its stare, bu there is
liede poine. This is a touch spell. Due to the disruption
caused in the fabric of life and death by the nawre of
this conjuration, all Wizards ina S-mile radius are aware
of the disturbance in the Aethyr thac this spell causes.
The Lords of the Amethyst Order do nor look kindly on
thost whio use such powerful magic withour appropriate
cause,

Deatr’s DOOR

Casting Number: 20

Casting Time: Full action

Ingredient: A vial of embalming Huxd (+2

Description: Your power over death is such that you can briefly
delay the inevitable. Death’s door lasts & number of
minutes equal to your Magic Characreristic and affects
you and all your allies within 24 yards (12 squares). Those
affected, if slain during the spells duration, can ke a half
action on their normal Initdative before dying. As soon as
the action is resolved, death beckons.

DeATH’s MESSENGER

Casting Number: 6

Casting Time; Half action

Ingredient: A sharp knife (+1)

Description: You infuse yourself with Shyish, emanating an aura
of menace. You gain a +10% bonus on Intimidate Tests
for 1 minue {6 rounds),

DreaTtH’s RELEASE
Ca.dti.i].g, Number: 14

Casting Time: Full action
I.ngr«edfent: A Human skull (+2)




Description: You conjure forth the Purple Winds of Magic
to swirl abour a rger creamre with: the Echereal Talent
{within 12 yards (6 squares). The rarger must succeed on
a Wil Power Test or be forced to confront its stare, This
imposes 2 ~10% penalty to all Weapon Skill Tests, and
the target can only ke a half action on its nexe turn: On
the following round, the Ghost must atempt another
Will Power Test to throw off the effects of deaihs release.
Gihoses who fail three Tests ina row are released from the
maoral world.

DEATHSIGHT

Casting Number: 5

Casting Time: Full action

Ingredient: A handful of dirt from a grave (+1)

Description: For 1 hoor, you can se¢ spirits and souls that are

normally invisible to the naked eye. When living beings
die, you can see their souls leaving their bodies.

FinarL, WoRDS

Casting Number: 18

Casting Time: Full action

Ingredient: A piece of vellum (+2)

Description: You can ask one question of the departing soul of
a slain character within 12 yards (6 squares) of you. This
must be done within 1 minute (6 rounds) of the characrer’s
death or the soul will have already passed on to the realm of
Morr. The soul is nov compelled to answer truthfully (or at
all, for thiar maccer). Final words cannot be cast on creanures
withoutsouls; like Dasmons and the Undead.

Grier’s END

Casting Number: 5

Casting Time: Full action

Ingredient: An hourghiss {+1)

Description: You speak comforting words to an individual
bereaved by the recent passing of a blood relative. The
target’s pain is lessened as their understanding of fare
deepens. Any effects of Bear or Terror, any Charactenstic
penalties, and any effécts of Insanity that were brought on
by the death are eliminated or nullified.

Tuelcy GRipOFDEATH

Casting Number: 16
Casting Time: Full action
Ingredient: A thorny rose stem (+2)
Description: You use the icy tendrils of Shyish to bind enemies
within a 12rger area wirhin 48 yards (24 squares) of
your, Use the large template. Those affected must make
asuccessful Will Power Test or be stunned. They can
test again at the start of their mrn to break death’s grip
on them. They remained sounned wintil they make a
suceesshul rese.

Casting Number: 13

Casting Time: Full action

Ingredient: A scrap of clothing worn by the
deceased in life {+2}

Deseription: You ask and can reeeive an answer to one question
you ask of a specific deceased individual, as long as thar
question can be answered with a number of audible
kniocks other than zero (“How many robbers came into
your house on the night you were beaten to deach?”), or
answered with a yes or no (*“Would it please you for us
to bring your body on our pilgrimage to Alidorf2”). In
the ¢ase of yes/no questions, the spiric of the deceased
knocks once for “yes,” and owice for “ne.” No matter
the question; the spirit is not compelled to answer at
all, has no knowledge beyond thar which he had in life,
and can lie if he wishes. The act of answering is neither
inherently pleasant nor odious to the deceased, though
it may well be emorionally painful because of the living
witio are present or due to the nature of the question. This
spell must be cast in the presence of cither the deceased’s
body or the presence of one of his living descendants. It is
said the dead answer by knocking on the gates of Morr's
realm,

Liee’s END

Casting Number: 31

Casting Time: Full action

Ingredient: The eyeball of a behieaded murderer (+3)

Description: You forcibly expel the soul from a rarger within
12 yards (6 squares), killing him immediately and
homibly shrivelling his earthly remains to a husk unless
he suceeeds in an Opposed Will Power Test against
yous, in which case the spell fails; Due o the disruption
caused in the Fabric of life and deach by the nature of this
conjuration, all Wizards in a 5-mile radius are aware of
the disturbance in the Aethyr that casting fifer end causes.
The Lords of the Amethyst Order do not look kindly on
those who use such powerful magie lightly.

LIMBWITHER

Casting Number: 11

Casting Time: Full acrion

Ingredient: A nail of cold wrought iron {+2)

Description: You deaden one limb—arm or leg—of a single
rarger within 24 yards (12 squares). You may choose
which exact limb of the target to affect, and it becomes
utterly useless for a number of minutes equal to your
Magic Characteristic. While the effect persises, the target
suffers the effects of either a Lost Arm or Lost Leg (see
WERD page 134). Normal use of the limb returns when
the spell ends,




REAPING SCYTHE

Casting Number: 8

Casting Time: Half acrion

Ingredient: A miniature iron scythe (+1)

Description: A scythe of Amethyst energy materializes in
your grasp. It counts as & magic weapon with the Fast
Cuality and Damage 5 and you gaina +10% bonus to
your Weapon Skill when wiclding it. The spell remains
in cffect for a2 number of rounds equal to your Magic
Characreriseic. You ean térain it with a successful Will
Power Test exch round thereafter.

STEAL LiFE

Casting Number: 16

Casting Time: Half action

Ingredient: A vial of blood (+2)

Description: You suck the life essence of a foe within 12 yards
{6 squares) of you and use it to heal yourself. The target
loses 1d10 Wounds, regardless of Toughness Bonus or
armour, unless a successful Will Power Test is made. .
You are healed of as many Wounds as you inflic. If you
already have your full amount of Wounds, vou don’t gain
any more (though the targer is still damaged). Sea/ life
has no effect on Daemons and the Undead.

Swirr PassiNG

Casting Number: 7

Casting Time: Half action

Ingredient: Two brass pennies (+1)

Description: With a touch of your fingers, vou cin dispatch
a critically wounded chazacter. Swift passing kills any
character with 0 Wounds who has already raken a Crirical
Hit. This'is 2 touch spell. This spell works on monsters,
animals, or even PCs. Souls dispatched in this way are
immune to spells such as final words bue scll remain at
risk of Mecromantic resurrection.

TioE OF YEARS

Casting Number: 11

Casting Time: Haif action

Ingredient: A small hourglass (+2)

Description: You cause one nen-magical ftem with-an
Encumbrance of 75 or less 1o age and decay: Items of
Poor or Common Craftsmanship tum o dust, Iienis
of Good Quality become Poor and those of Best
Craftsminship become Common. This is 4 touch spell.

Casting Number: 10

Casting Time: | minure

Ingrediene: Dirr from 2 violated grave (+2)

Deseription: You cast this spell in the presence of a corpse or
ata tomb or gravesite. Anyone who desecrates the dead
body or site any time over the following year feels the
effects of the curse, and suffering a —10% penaly en all
Will Power, Intelligence, and Fellowship Tests for one
week. The culprit alse gains 1 Insaniry Poine.

WARD AGAINST ABOMINATION

Casting Number: 12

Casting Time: Full acrion

Ingredient: A bit of stone or wood taken from a cemetery
fenee (+2)

Description: Upen ¢asting this spell, and for as long as you
remiain motioniess thereafter, undesd creamres are
incapable of coming within your Magic Charaeseristic
4 yards (Magic x 2 squares) of you. Mummics, Vampires.
Wights, and Wraiths may make an Opposed Will Power
Test against you in order to ignore the effects of the ward.
At the GM's oprion, other powerful and strong-willed
Undead may also rest 1o ignone the ward,

Wmp oF DEaATH

Casting Number: 27

Casting Time: Full action

Ingredient: An amethyst worth ar least 50 ge (+3)

Description: You call down a lethal wind of Shyish anywhere
within 48 yards (24 squares). Use the large template,
Those affected lose 1d10 Wounds, regardless of Toughness
Bonus or armour. Due to the caraclysmic narure of this
conjuration, all Wizards within 2 3-mile radius dre aware
of the disturbance in the Aethyr that casting wind af deuth
causes. The Lords of the Amethyst Order have many cruel
and unusual punishments for those thar tarry with this
spell needlessly, or too often,

Youtn’s BANE

Casting Number: 23

Casﬂng Time: Full action

[ugmd.ienr.: Accurring of ivy from the grave of a Priest (+3)
Deescription: You cause one character within 12 yards {6

squares) to age years in'a matter of seconds. The targer
miust make a successful Will Power Test or permanently

lase 1d10% from his Strength and Toughness
Characteristics. While it affects animals, youth's banc has
no effect on Daemons and the Undead. Similarly, ic has
nioeffect on items and natural marerials such as food;
plants; leather etc,




THE LORE OF FIRE

Bright Wizards master the secrers af’ Agshy to manipulite fire
in all its forms, from the conflagration to the flames of passion.
[Eyou have Arcane Lore (Fire), you must choose one of the
three Spell Lists from Table 6-3: Lore of Fire Spell Lists.
Descriptions for all these spells follow.

AosHY’s AEGIS

Casting Number: 24

Casting Time: 2 full actions

Ingredient: A miniature shield made of gald (+3)

Description: You and any of your allies who hold your hands—
arid any who hold cheir bands, and so on—become
immiune to any damage whatsoever caused by fre. If
the chain ofheld hands in inrercupred,; then anyone no
longer connected 1o you, however indirectly, immediarcly
loses this immunity. Those protected by Agshys acpis
are immune to natural fires, as'well 25 any magieal figry
effects generated by spells with casting numbers less chan
that of this spell, as well as any fery effects creared by
creatures whose Will Power is less than your own. This
spell last for a number of minutes equal ro your Magic

Characreristic. You may only cast this spell on yourself
{thar is; only you can be the focal poin of the joined line
of thase proecred),

<o
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BoiLiNG Broop

Casting Number: 21

Casting Time: Full action

Ingredient: An ogre’s spleen (4+3)

Description: You cause a rarget who fails on' a Challenging (~10%)
Toughness Test o suffer excruciating pain as its blood boils.
The targer suffers 1 Damage 3 hit thar bypasses armour, but
not Toughness, each round for 2 number of munds equal
te your Magic characteristic, In additon, while under the
effects of this spell, the targer sutfers 2 —20% penalty to all

Perceprion Tests due o hallucinations and pain. Targess
killed by hoiling blond explode into a founeain of superheared
blood that deals & Damage 1 hit to all creagures within:2
yards {1 square) of the victim. This isa couch spell.

BeeamEp bRy o o L

Casting Number: 25

Casting Time: Full action

Ingredient: A dragon’s scale {+3)

Description: You breathe our 4 rolling burst of fame,
akin to thar of the dragons of legend, Use the cone
template. Those affected suffer a hitv with Damage 8.
A successful Will Power Test reduces it to.a Damage 4
atrack. Obviously, simple folk, seeing such pyromantic
exhalations, will assume thar you are some form of Chaos
Dagmon and reger appropriately.
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Casting Number: 26

Cﬁsting Time: | minute

Ingredient: Three drops of the targed’s blood (3)

Description: You cause the target of this spell to have a burning
desire for vengeance aginse ariother characrer. You must
name both the targer and the object of the venderta during
the casting of the spell. If the targer fails a Challenging
(= 10%) Wl Power Tese, he becomes obsessed with geting.
revenge on the named character. He can't articulare why;
all he knows is cha his enemy is a berrayer and deserving
only of death. The spell Lists for one vear and one day,
or until vengeance is taken. Each month the targer can
malke anather Will Power Tesr'to try 1o shake the spell,
but these subsequent rests are Very Hard (<30%). Burning
vengeance, once ignited, is hard to extinguish. '

CAUTERIZE.

Casting Number: 4

Casting Time: Halfaction

Ingredient: A picce of charcoal (+1)

Description: You can liy your hands on an open wound and
sear it shut. While this does not restore any wounds to the
subject, it does eount as medical awrention and can thus
save the critically injured from certain death. At the GM’s
diseretion, this spell can be used for similar tasks; such
as branding. Your hands must be bare to cast this spell
successfully.

CHOLERIC

Casting Number: §
Casting Time: Half action
Ingredient: A thimbleful of bile (+1)

Description: A targer vou designate within 12 yards (6 squares)
must succeed on a Wil Power Test or becomie irate
towards another target you dcsigm:c. IFthe carger Fails
the test by 20% or mere, it attacks the designated targer.
Each round, the targe: may attempr a new Will Power
Test to shrug off the efteces of this spell.

CONFLAGRATIONOF DooM

Casting Number: 31

Casting Time: | full acrion and 1 half action

Ingredient: A dragon’s tooth (+3)

Description: This is the miost destructive spell in the Bright
Wizard's arsenal. When you call down a conflagration
of doom, a fiery inferno engulfs a targer area within 48
vards (24 squares). Use the large templare. Those affected
take a number of Damage 4 hits equal to your Magic
Characreristic. Any remaining in the area after their next
eirn must make a successful Will Power Test each round
or take damage again, The spell lasts until nothing in the
area is lefr alive, As this is such a violent and powerful
conjuration, all Wizards within-a 5-mile radius are aware
of the disturbance in the Acthyr thar this spell causes.
Bright Order Bactle Wizards often seek out those using
this spell in a careless way to talk about limiting its use in
a rather poinred fashion.

ConsuMING WRATH

Casting Number: 16

Casting Time: Full action

Ingredient: A lock of red hair (+2)

Description: You cause a targer to become overwhelmed with
hate. The target must suceeed on a Challenging (—10%})
Will Power Test ro resist the effects of this spell, Ona
failed Test, the target gains a +10% bonus to its Weapon

T

Tabre 6-3: LorE oF FIRE Sperr Lists

Fire Mystical

‘Curtain of Flame

Inextnguishable Flame

Caurerize

ConHagration of Doam

Cureain of Flame

Taste of Fire




Skill and Toughness characreristics; however, each round,
the targee takes 1 Wound from the consuming fires-of
rage within him. The target atacks the nearest creature,
regardless of ally or enemy. He can break free from this
spell by sucreeding on' a Challenging (—10%) Will Power
Test—a freeaction he may eake ac the end of each turn,
“This is'a rouch spell,

Crown OF FIRE

Casting Number: 8

Casting Time: Full action

Ingredient: | pc (+1)

Description: This spell creares a majesric crown of
shimmering Hame above your head, The crown remains
suspended there for a number of minures equal to your
Magic Characreristic. During the spell’s duration, you
gain 2 +20% to all Command and Intimidate Tests.
Furthermore, ené¢mies must make 2 successbul Will
Power Test in order to attack you in melee combar. If
they fail, they must take a different action. The flaming
diadem provides the illuminaton equivalent of a rorch
and-can be used 1o ignite Hammable marerials, though
this requires such undignified mevements that few
Bright Wizards use it for such a purpose. Note tha it is
impossible for a Bright Wizard to damage himself using
this spell,

CURTAIN OF FLAME

Casting Number: 14

Casting Time: Full action

Ingredient: A scrap of a tapesery, singed by fire (+2)

Description: You crears a curtain of Hame 4 yands {2 squares) rall
and 12 vards (6isquares) long, You can shape the contour
of the cureain ar will. Alcthough it always hangs downward
like a curtain affeeted by gravigs the Rgararive od chat
supports it can be bentat any angle, follow any curve, or be
suspended from any heighe you cheose. Anyone touching
or adjacent to the curain suffers a Damage 3 hir, as does
anyane moving through ir. Furchermore, the curtain iself
and the smoke rising from it cause all missiles fired chrough
the curtain to suffer a2 ~20% Ballistic Skill penalty; and

there s & similar ~20% penalry to any test related 1o sight
or perception through the curtain. The currain billows in
biréeze or strong wind a5 a curtain of heavy cloth would,
which can sometimes (GMs call) Gose it o blow into
nearby creatures (ciusing damape as described) or ser
nearby combustibles an fire. This spell lasts for a number of
minutes equal to your Magic Characeeristic

FIERY BLAST

Casting Number; 22
Casting Time: Full acrion




Ingredient: A dagger of thrice-forged steel (+3)

Description: You send 1d10 blasts of flaming death at one or
more opponents within 48 yards (24 squares). Fiery blasts
are magic missites with Damage 4. The minimum number
of blasts is equal o yeur Magic Characreristic,

FIRE BALL

Casting Namber: 12

Casting Time: Half action

Ingredient A ball of sulphur (42)

Description: You create a number of balls of fire equal to your
Magic Characreristic and can hurl them at one or more
oppenents within 48 yards (24 squares). Fire balls are
rcceic wissiles with Damage 3.

FresorWZior, =
Casting Number: §

Casting Time: Half action

Ingredient: A march (+1)

Description: You can throw a bolt of fire at an opponent within

306 yards (18 squares) of you. This is a mgic misile with
Diamage 4.

FLAMING SWORDOFRHUIN

Casting Number: 14

Casting Time: Half acrion

Ingredient: A torch (+2)

Description: A fiery sword materializes in your grasp. It counts
as.a magic weapon with the Impacr quality and Damage
4. You also gain +1 to your Attacks Characteristic for the
duration of this spell, but only when using the Haming
sword of Rhuin. The spell remains in effect fora number
of rounds equal 1o your Magic Characteristic. You can
verain it with-a successful Will Power Test each round
thereafter.

FLASHCOOK

Casting Number: 4

Casting Time: Half action

Ingredient: A metal fork (+1)

Descriprion: You may either instantaneously cook one serving
of food to your liking or cause one quart or less of warer
{or a similar liquid) to imniediately come to a furious
boil. This is 2 touch spell,

HearTs oF FIRE

Casting Number: 16

Casting Time: 2 full acdons

Ingredient: A vial with a mixwure made of bload and oil (+2)

Description: You unlock the fires of courage in the hearts of
yourallies. All allies within 30 yards (15 squares) of you

gain a-+20% bonuson Fear and Terror Tests for che nexe

10 minues. They lose this bonus if they move further
than 30 yards (15 squares) away from you.

INEXTINGUISHABLE FLAME

Casting Number: 11

Casting Time: Half action

Ingredient: A bellows (+2)

Description: You render any single fire, up to the size of a
campfire, within 12 yards (6 squares) inextinguishable
by wind or water, whether magical or nararal. This
effect lasts for one day if you have Magic 1, one week
if you have Magic 2, one month if vou have Magic 3,
or one year it you have Magic 4, In addition to h{'ing
inextinguishable; the fire consumes no fuel while the spell
persists. If the spell’s fuel is scatcered, the Hame conrinues:
burning on the smaller pieces; an inextinguishable
camp'ﬁrc kicked Apart. for example, continues ro-burn s
companent logs. After the spell expires, the fire continues
burning naturally untl its fuel is consumed or some force
puis iC o

Rumnanp DesTRUCTION

Casting Number: 18

Casting Time: 2 full acdions

Ingredient: A white-kot piece of coal {2}

Deseription: You cause a non-living object to instantancously
be deseroyed as if by hre. IFyou have Magic 1, you can
affect items up to Encumbrance 10 (ieems that will
generally fie in the palm of your hand), with Magic 2 you
can affect items up to Encumbrance 50 (items that can
comifortably be supported with one arm), with Magic 3
items up o Encumbrance 200 (items thar can be lifred
off the ground with relative ease), and with Magic 4 items
up to Encumbrance 1,000 {icems that can be hauled or
dragged by a horse). The precise remaing of the object
after the spell is cast depend on its nature and-are lefe
to the GM ro decide on'a case-by-base basis. A sheaf of
papers would be reduced toash. A swirdy wooden chair
would be reduced o & collection of charred bits of wood.
A sword would be charred black and its leather wrappings
destroyed, but the sword ieself would be largely inmer.
The overall rule is any object thar would be essentially
destroyed by a prolonged fire is-essendally destroyed by
ruin and destruction. After the spell is over, the object is
left cold to the wuch. This s a touch spell.

SHIELD OF AQSHY.

Casting Number: 12

Casting Time: Full action

Ingredient: An‘iron amuler (+2)

Description: You wrap vourself with currents of the Red Wind,
which shields you agsinst fire aracks. You receive a +20%
bonus to your Toughness for 1d10 minutes, buronly




against fire damage such as dragon breath, fire balls, e
You cannot cast this spell on others:

T AsTE OF FIRE

Casting Number: %

Casting Time: Full action

lngneditmt: A peppercorn (+1)

Description: You impart one barch of fead or drink with
a fiery potency. This makes food spicy and impares
the burning Haveur and effect of alcoholic spirits
o beverages of any kind. A "barch” of food consists
of a pi:uc of food served to YOUL, A COmmon serving
conuiner of one dish (2 whole stewpot., for example),
or a single container of some beverage up 1o and
including a whole barrel of water or keg of ale, The
effects of alcoholic spirits-are deseribed in WERP, page
115, Hevﬂr:lgfs which were alru_a:]}r- aleoholic have cheir
potency increased ro that of spirits. Thie effect 6f spicy
tood on those unaccustomed to it—the caster is always
considered accustomed—causes intestinal distress for
several hours unless'a Toughness Test is passed.

THE LORE OF THE HEAVENS

Those who can master the power of the Blue Wind of Magic
can sense portents and omens in all things. If you have Arcane
Lara {rhe Heavens), yon must chonee ane of the three Spell
Lists from Table 6—4: Lore of the Heavens Spells Lists.
Descriptions for all these spells follow.

BIRDSPEAK

Casting Number: 10

Casting Time: Full action

Ingrﬂlierlt: A bird’s wongue (+2)

Description: You can speak and understand the language
of birds for a number of minutes equal to your Magic
Characreristic. However, this does nor force birds to
talk 1o you or answer your questions. Cunning birds
may even liz or demand favours in recurncfor cheir
knowledge. A bird's opinion of vou will be based on the
wiay you appear and act. You do; however by virtue of
this spell, min insightinte the customs and behaviour of
birds; undemstanding, for example, why a lock of birds
is behaving in some particular way, or why a given nest
mighs have been abandoned.

CLEAR SKY

Casting Number: 12

Casting Time: Full action

Ingredient: Boutled breath of an eagle (+2)

Description: You ¢lear a 5'ingir: clond from the sky, or, in
the event of a completely overcast sky, clear a shaft
roughly 100 yards in diameter through the cloud cover.

- = j

Clouds continue to blow and form narurally in the
aftermath of this spell; so the amount of time you have
an uninterrupred view of the sky above depends on

the weather. When cast in the rain; this spell-also stops
precipitation, though it is hard to stop precipiration over
4 given point on the ground, as the winds drive falling
rain in ways that are difficult to perceive and predict.

CURSE

Casting Number: 16

Casting Time: Half action

Ingted.iem: A broken mirror (+2)

Description: You curse one opponent within 24 yards (12
squares). For the next' 24 hours, the targer suffers a —10%%
peraley on all tests-and all amacks azains: him gaina +1
bonus to damags. A character can only be the subject of
ORE Cihie 2t 2 time.

FatE oF Doom

Casting Number: 31

Casting Time: 1 hour

Ingredient: The noose of a hanged man (+3)

Description: You use the mightiest of magic to alter the course
of fare itself. Before you can cast it, you must acquire a lock
of hairor drop of blood from the intended warger. With
this in hanid, you can atcemipr to doom yotr victim, You
must be within 1 mile of the targe for fite of doom to be
effective. Ifyou cast this spell successtully: your epponent
must miake a Very Flard (=300%) Will Power Test orlose
1 Fate Point permanently. Fortune Points cannat be used
to re-roll chis rese. A characeer withour Fare Points trears
the nexe Critical Hicsaffered as ifichad 2 Crisical Value of
+10. A5 chis'is such an awesome conjuration, all Wizirds
within a 5-mile radius are aware of the disturbance in the
Acthyr that this spell causes. Elder Astromancers teach that
this spell is reserved for the most heinous of foes.

FnNpNG DrviNaTion

Casting Number: 21

Casting Time: Full action

Ingredient: A chipped lens (+3)

Description: You follow signs in the sky in order ro locare some
item that has been lose or hidden from vou. You can either
atempt o find :Lgr:llcrﬁl item {“a source of dlean water,” for
example, or “My kingdom for a horse!”) or-some specific
thing (“my purse.” or “the stolen sword of my companion
Karl®). Upon casting the spell; you gain a strong sense of

which direction the thing vou've specified can be found
in, though you get no sense of the distance o ic. When
searching for a general item, the direction ro the closest
exemplat of that type of thing is gleaned. In order 1o
look for a specific thing, you must be familiar with ir,
either from having examined it or having had ir described




to you in great deail. Multiple finding divinarions are
generally required to triangulate and zero in on the targer
of your search. Finding divination does not respect the
difficulty of traversing barriets like bodies of water, castle
walls, and the like,

Frrer P i

Casting Number: &

Casting Time: Half action

Ingredient: A piece of glass (¢1)

Description: You can read the signs in the air and divine clues
as towhar the immediate furure holds. On your nex
TUFR, VoG make one dice re-roll of your choice. This
can be any sor of roll {Skill Test, damagc roll, C&sﬁhg
Roll, ere).

ForRTUNE’s RENEWAL

Casting Number: 13

Casting Time: Full action

Ingredient: A rabbits foot (+2)

Description: The movements of the heavens reveal portentous
times. The targer of this spell regains his full complement
of Fortune Points immediately, in advance of the seart
of the next day. However, that character will net regain
Fortune Points again at the stare of the nexr day; he has

“already regained them. The following day, he will regain
Fortune Peints normally. This spell cannot be cast on the
same target again until he has recovered Fortune Points
normally ar the start of a day. This is 2 touch spell.

Ingredient: A pinch of clean sand (+1)

Description: You create a disc thar floats in the air before vou
and magnifics everything behind it that is far away. This
gives youa + 205 bonus on all attempts to pemive.such
things where the only difficuley is distance, or it gives you
a +10% bonus where there are other impediments, such
as clouds or fog. Astromancers typically use this spell
to gain a clear perspective on stars and other features of
the heavens, but it can also be used to view faraway land
fearures, scructures; and even individuals.

LicuTNiNG BoLT

Casting Number: 10

Casting Time: Half action

Ingrediam A l;uningfurk (+1)

Description: You can throw a bolt of lightning at an opponent
within 36 vards (18 squares) of you. This is a magic misile
with Damage 5.

LIGHTNING STORM

Casting Number: 25

Casting Time: Full action

Ingredient: A weather vane (+3)

Description: You summon a storm of lightming anywhere
within 48 yards (24 squares). Thisis an Aethyric storm
summoned from the Realm of Chaes and may appear
anywhere, from the deepest sewer to the wildest heath.
Use the large template to represent the lghtning storm.
Those affected rake a Damage 5 hir.

OMEN

Casting Number: 8
Casting Time: Half acdon

Casting Number: 4
Casting Time: | minute

B ]

The Heavens Elemental

Fate of Doom
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The Heavens Mystical

Clear Sky
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Thitd Portent of Amul
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Thie Heavens Cardinal

Formunes m:wal

Lightning Bol




Ingredient: The liver of a small animal (+1)

Description: You can divine the future in a limited way by
reading the stars. When you cast emen, you can atempt
1o discover if the timing is favourable or unfavourable
for an action you specify. The GM should secretly roll an
Intelligence Test for you. IFirs a success, the resulr of the
omen {(favourable or unfavourable) is true. IFids a failure,
the resulr of the omien is false, bur you think it's true (this
is why the GM rolls instead of you). In cither case, the
GM should also secredy roll 2d10; this is the number
of hours for which the omen holds true. Beyond that
time, results are too difficult to calenlare. The GM must
derermine, to the best of his knowledge, the true answer
when adjudicating this spell.

Porish, CLEAN, ANDGIEAM

Casting Number; 4

Casting Time: Half action

Ingr-:ﬂ.icnt: A clean rag C+1)

Description: Any picce of equipment related to perception—
telescopes, mirrars; windows, and so on—is cleaned w
spotlessness, Young Wizards in the College of Celestial
Magic often surrepticiously use this spell to clean
and polish the astronomy equipment of their clders
(surreptitiously because circumventing chores with
magic is grounds for punishment). Many apprentices use
Fﬂ‘.lr.':ﬂl.'l', :'.lrt".f!?’]'_. ﬂi{f?‘gﬂff.’ﬂ”}, t]'l\'.‘!'l purpﬂmi}r inrmducr_‘ Sl]h{]l’."
smudges in order o disguise their magical handiwork,
which surpasses what most people can accomplish with
rag and brush.

PREMONITION

Chapter VI: Magical Lore
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Casting Number: 16

Casting Time: Half action

Ingredient: A rabbir'’s foot (+2)

Description: You gain'a bonus formume point thar can be used
anytime within 24 howrs bur enly to re-roll one failed
Characreristic of Skill Test, Once under the efféce of one
synchronicity spell, you canniot benefic from this spell
until you have used this fortune point or uniil the spell’s

effect ends.

PrOJECT SPIRIT

Casting Number: 18

Casting Time: 2 full actions

Ingredient: A pinch of horseradish (+2)

Description: You loosen your spirit so it slips free from your
body. While in spirit form, you ar¢ invisible, bur you can
see and hear normally. While you can goanywhere you
like. vou are still limived by the laws of the moreal world.
Thus, you cannot Hy, move through walls or doors, and
because you are bodiless, you cannot manipulate solid

objeets. You can will yourself to move through openings
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that you could ordinarily slip’ chrough, such s an‘open
window or slipping in behind @ guard when he opens
a-door for example. You may remain in this seare for

a number of hours equal to your Magic characteristic,
bt before the spell ends, you must re-eater your body:
1 you are somchow prevented from doing so, your
consciousness rerurns to your body, but you must succeed
on 4 Hard (=20%) Will Power Test or gain 1 Insanity
Point. You may not cast this spell on others.

St o \

Casting Number: 12

Casting Time; Full action

Ingredient: A piece of stined glass (+2]

Description: As first portent of Amul, but you get twio re-rolls
and can use them any time in the fiext hour. You cannot
case this spell again until you use both re-rolls or the ime
limir expires (whichever comes first).

SIGNS IN THE STARS

Casting Number: 24

Casting Time: 2 full actions

Ingredient: A vial of ink made ﬂgm eagle’s blood (+3)

Description: You manipulate the Wind of Azyr to write a subtle
message in the stars. The message is not demiled and can
only serve to communricate complex ideas if you and the
one you intend to receive the message have discussed the
signs you intend to send in advance ("One if by land, two
if by sea,” for example). In order to recognize and interpret
the sign in the stars you inscribe, those searching for it must
make a successful Academic Knnwlodge Aseronomy) Test,
I facr, anyone who looks arthe sky can miake such a test
to, réalize a sign in the stars has been inscribed, Withour
knowledge of what you intend 1o communicate, however,
the meaning cannot easily be divined. Thar said, there is
something of a "[a.nguage"" of signs in the stars known to
Celestial Wizards and others who seudy the heavens, By
placing signs fin the stars in or near cerain constellations

or tegions of the skyar cereain’ times; it is possible to
comimunicate danger, opporeuniey, and similar concepts,
and 1o associare them with cerain regions of che world,
certain Gods, or certain races. It would be possible to
communicate “There is doom for men this duy” for
example, or *Fate will smile on Sigmark followers when thie
sun pises.” The Wizard Lords of the Celestial College frown
upen those whe scribe signs in the stars unnecessarily and
mete out unpleasant punishments on these they believe
used this powerful magic lightly or pointessly:

STARSHINE

Casting Number: 22
Casting Time: | tull'action dand 1 half action
Ingredient: A-star chart (+3)
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Description: You call down the light of the stars. The area
within 48 yards (24 squares) of vou is illuminated by a
soft light that reveals all that is hidden. Darkness (bath
umgit;gl and mundane) is banished, the invisible is made
visible, hidden or diszuised charicrers are exposed, and
secrer areas (doers, chambers, erc.) are revealed, Srarsbime
lases for a numbér of minuies equal o your Magic
Characteristic,

Casting Number: 14

Casting Time: 2 full actions

Ingredient: A drop of your own blood (+2)

Description: You read signs and divine clues about what the
future holds. If you sustin 2 critical hie within che next
24 howrs, the cricical hit resulvis auromatically re-rolled;
apply whichever of the two results you prefer. You cannor
cast this spell again unril you use this re-roll or thic spell’s

duration ex pires.

WD Brast

Casting Number: 14
Casting Time: Hall action
Ingredient: An animal bladder (+2)

Description: You call down raging winds from the sky

aiiywhere within 48 }-‘.'erx (24 squares) o blow your
opponents over. Use the large templare: Those attected
are knocked down and must make a Toughness Test

or be stunned for 1 round. While in the area of effect
characters cannor fire missile weapons (or be rargered

by them) and mugre make a successful Hi:‘cng[h Testin
order to'move, Meleeartacks can be made burara -208%
penalty. Wind bliast lasts for a number of rounds equal to
yvour Magic Charaereristic,

WmnGsorHeaven

Casting Number: 18

Casting Time: Full action

Ingredient: A dove's feather (+2)

Description: You are borne alofe by winds under your
command. You can fly for a number of minutes equal
o your Magie Characteristic witha Flying Movement
of 6. For more information on Hying, see Chapter Six:
Combar, Damage, and Movement in WFRP, You
cannot cast this spell on others,

TuE LoRE OF LIFE

Tade Wizards are miaster of Ghyman, the Green Wind of Magic, and

through ir, they unlodk the secrets of nature. If you have Arcane
Lore (Life}, you mustchoose one of the three Spell Lists from
Table 6-5: Lore of Life Spell Lists: Descriptions for all these
spelis follow. Many of these require natural earth to function. This
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means the ared specified muse consist of dirr or even mud and can't
be covered with wood, stone, Aooring, cobbling; erc. Essendally,
such spells can't be cast inside buildings unless they have dirr
Hoors.

Cure BugHT

Chapter VI: Magical Lore 8

Casting Number: 27

Casting Time: 10 minutes:

Ingredient: A vial of warer from 2 sacred pool (£3)

Description: You can cleanse an area of up to one square
mile of blight. This saves plants, trees, crops, and other
growing things and makes the area immune o the same
blight for the rest of the season. Alwrnately, thisspell.can
be cast on 2d10 characters suffering from disease. The
duration of any diseases these characters are suffering
fram is halved {rounded down).

CURrsE OF THORNS

Casting Number: &

Casting Time: Halfaction

Ingredient: A thorn (+1)

Description: You cause thorns to grow inside the body of
one characeer with 36 yards (18 squares), wracking
him wich excraciating pain: On each of the rgers
next 1d10 turns, ke must make 3 successful
Will Power Test or lose 1 Wound (regardless of
Toughness Bonus or armour) and suffer 2 =20% penalry
on all tests for one round.

EArTH BLoob

Casting Number: 9

CasﬁngTime: 1-10 half actions

Ingredient: A dagger (+1)

Description: You absorb energy from the garth beneath your
feer to heal vourself, You must be stinding on patural
earch. If cast successfully, earsh blood heals Wounds equal
to the number of half actions you spent casting the spell
(maximum 10). You may not cast this spell on others.

EarTH GATE

Casting Number: 14

Casting Time: Full action

Ingredient: An iron key (+2)

Description: You disappear into the earth and reappear
anywhere within 48 yards (24 squares). Both your
departure and-arrival points must be areas of nawiral
earth, meaning you gt cast this spell while inside a
building ar on a cobblestone street, for example.

EATHER OF THORNS

Casting Number: 14
Casting Time: Full acrion

=2

Ingredient: A thorn thar has ripped Hesh (+2)

Description: You cause thorns and briars to burst from
naked earth within 48 yards (24 squares). Use the large
templace, Anyone affected has their Move reduced by
halfawhile chey remain in the affected area, and anyone
who tries w move suffers a Damage 4 hit. The thorns
and briars rerrear back into the ground after a numberof
minutes-equal to your Magic Charcreristic.

FAT OF THE LAND

Casting Number: 8

Casting Time: | minute

Ingredient: A handful of animal feed (+1)

Brescription: Juse as animals faren themselves up before winter,
you cause the charicrer you rouch w0 feed onand store the
eneray of Eilbyran. The subjecr of the spe]l does not need
1o ear for ene week, though drinking is still required. You
can cast this spell on yourself. Far of the land is a wouch
spell.

FERMENT

Casting Number: 4

Casting Time: Half action

Ingredient: A drop of pure water from a natural spring (+1)

Deseription: You convert an ameunt of liquid (enpugh o
sustain a dozen p{‘nplc for a day}l,_nu natier how foul or
birackish, into a mildly fermented beverage of your choice
(ale, beer, wine, mead, and so on). Unused liquid reverts
back to its normal state in 24 hours. This is a touch spell.

FresH oF CLAY

Casting Number: 24

Casting Time: Full action

[ngrﬂiienl: A simall r:|:t].-r seulprire of you {+3)

Description: Your skin hardens unril it becomies dense like
clay. Your Strength and Toughness are doubled, but your
ﬁ"l.gi]it_}' and Movementare halved (rounded down). Hedh
af cliy lasts for a number of minutes equal to your Magic
Characreristic:

GEYSER

Casting Number: 22

Cﬁsting Time: Full action

Ingredient: A dowsing rod blessed by a Priest of Taal (+3)

Description: You cause a geyser of water to shoot up from an
area of natural earth wichin 24 yards (12 squares). Use
thie small template. Those affected ke a Damage 4 hit
and are knocked 4 yards (2 squares) in the direction of
your choice by the erupting warer. They must makea
Toughness Test or be stunned for 1410 rounds. They are
knocked down regardless. Afrer the inirial burst;a poal
torms in the arex of the templace; providing fresh water
for the nexe hour




Casting Number: 12

Casting Time: Full acrion

Ingredient: An Oak leaf (+2)

Description: You conjure a swirling vortex of leaves to spin
about you for a number of minutes equal te your Magic
characreristic. While concealed by the spinning leaves,
all Ballisric Skill Teses made against you suffer a -20%
penaley. though you yourself are not affected. You may
orily cast this spelt on yourself.

RivER’S WHISPER

Casting Number: 15

Casting Time: | minute

Ingredient: A Hagon of wine (+2)

Description: You commune with the spirit of a river. To cast
this spell, you must be at least waisc déep in the river
in question, Your magic and indeed a pare of vourself
flow mnto the water, allowing you to ask questions of the

river, You can ask about anything that happened on or in

the river over thﬂ-pnst.lli hours and upite mile up or
downstream. Answers are quite general. You could find
o, for instance, that two boats had passed downriver
and that one of them was especially biree. You could
not find ous the names of the boats or their passengers.
You might find out that Ofres attacked one of the boarts,
but not whar tribe the Ores came from. River’s whisper
Tasts for a number of minutes equal ro your Magic
Characeeristic.

SPRING BrLoom

Casting Number: 18
Casting Time: 10 minutes

Ingredient: A handful of nawiral fertilizer (+2)

Description: You concentrate the power of life magic in one
area or being. You can affect eithera plot of land the
size of a farmer's field or one living being of any race. A
field will liverally burst wich'life; and the next harvest
is guaranteed to be abundant. If cast on 4 living being,
conception will accur within a month if all other narmal
conditions {i.e. breeding) are met.

SUMMER HEAT

Casting Number: 12

Casting Time: Half action

Ingredient: A vial of sweat from an honest man (+2)

Description: You cause a small area to burn with the hear of
summer. Use the large templare. Those afected swear
profusely and feel incredibly fatigued, as if they had been
~working all day under the hot sun. They suffer a —20%
penaley on all teses for 1d10 rounds.

Casting Number: 7

Casting Time: Full acion

Ingredient: A fallen tree branch (+1)

Description: You listen for subtle signs of earth and branch,
‘giving you a+20% bonus te any tests to track or gain
information about those who have recand}f paméc:f
through a wilderness area. The bonus most commonly
applies to Follow Trail Tests, though it may aid other
tests depending on the situation and your approach. You
may continue to follow a given track, gaining the benefies
of this spell, until the track crosses a man-made road or
enters a cultivated or inhabited area.

Life Elemental

T ABLE 6—5: LoRE oF LisE Srerrs Lists

Wood Shape
_ [ilepege
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TREE-DWELLER’s STEP

Casting Number: 8

Casting Time: Half action

Ingredient: A bit of sap (+1)

Description: You imbue one character or creature with grear
abiliry to climband traverse natural obstacles, giving him
a +20% bonus on any climbing or manceuvring rests
made on natural surfaces. The bonus most commonly
applies to Seale Sheer Surface and Agility Tests. You may
also cast this spell on yourself. This is a rouch-spell.

TREES” RUSTLE

Casting Number: 18

Casting Time: 1 hour

Ingredient: A handful of moist earth {52

Description: While sicting in the boughsof a e, you converse
withiir, gaining knowledge of what'ic has seen and heard.
Trees will not lie, bur they are not quick of wit or speech
and are unfamiliar with the rexsons men de things. Trees
may not copperate with you if your companions are
seen chopping firewood, burning camphires, or the like.
"They nyay also ask Favours before answering questions
or parting wich dearly held informarion. If the wee you
converse with'is part of a copse, wood, or forest. fivis
likely to have news and information abotic what the other
teees nearby know, for rees are constanely in copversation
abour the goings-on in their wooded domains. After the
hour of casting time, you eonverse for oneadditional
hour. However, because of the speed with which trees
converse, this is only the equivalent of one minute of
Human speech.

YiTaL GROWTH

Casting Number: 15

Casting Time: 2+ full actions

Ingredient: A living sprout (+2)

Description: You channel the power of Ghyran to give grear
vitality to plant growth. After casting for one full action,
you concentrate on a living plant or seed within an arm's
reach of you. While you continue to focus, the plant
grows at great speed, as though a day had passed for
every additional full action you take concentrating. A
season’s worth of crops can thus grow in abour fifteen
minutes, and in an hour, a tree will show a yeéars growth,
IF you concentrate too long, though, plants may outlive
their natural span and die. Plznts can only grow in soil
that would normally suppore them; an oak cannor be
grown in the desert. nor will wheat zrow in bare rock.

THE Wips UNDISTURBED

Casting Number: 11
Casting Time: Full action
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Ingredient: Moss undiscurbed fora decade (+2)
Description: You move through wild lands as :huugj! traversing

(=3
the most finely maintained roads in the Empire and

leave no trace whatsoever of your passage. “Wild lands”
includes any wilderness generally uninhabited by
Humans, but does not include cultivated land of any
type. The spell lasts until you crossa man-made road,
cross & track or trail generally used by intelligent crearures;
enter a man-madestucture, cit living wood o make 2
hire or shelter, or have travelled 100 miles. You can excend
the effects of this spell ta a number of other individuals
equal to your Magic Characreristic, and vou may cast this
spell mulriple: times ro affecta lareer number of people.
This is a touch spell.

WinTER FROST

Casting Number: 25

Casting Time: Full action

Ingredient: A vial of melted snow gathered from 2 mountain's
peak.(+3)

Description: You coar everything in a tirget area within 48
yards (24 squares} of you with a thick Layer of frost, Use
the large template. Anyone affected takes a Damage 4 hit
and must make 2 successful Will Power Test or be helpless
for 1 round, The frost remains for 2 number of minuees
equal to your Magic Characteristic: Moverment in this
area 15 at hallrate,




Casting Number: 16

Casting Time: Full action

Ingredient: A strip of bark (+2)

Description: You allow a willing crearure 10 take the shape
of a tree. The wype of tree dependson the character of
the individual such thava melanchely person mighe
transform into a weeping willow, while an evil wirch
would assume the form of a black oak. The targer
maintains the form of a tree for-a number of hours equal
to vour Magic characteristic. Whilein tree form, the
eréature can see and hear nurmiﬂf}; A characeer in tee
form is vulnerable to the normal sorts of things thar
could kill a eree such-as fire, axes. fungis, and so on,
Thisis-a rauch spell.

TueLorEorliGHT

When the White Wind, Hjﬁ.":l'. Blaws, Lig]n Wizards can l‘.rrliljg
to bear incredible power against the horrors from the Bealm of
Chaos. If you have Arcane Lore (Light), you muse cheose one of
the three Spell Lists from Table 6-6: Lore of Light Spells Lists.
Descriptions for all these spells follow.

BaNIsH

Casting Number: 13

Casting Time: Full action

Ingredient: An cak wand (+2)

Description: You wrap a daemon within 24 vards (12 sepuares)
of you in the tendrils of Hysh, using the pureness of
light to banish it back to the Realm of Chaos: If the
spell is cast suceessfully, the banishment is resalved as
an Opposed Will Power Test, If you wi, the dacmon
disappedrs. If you lose, it remains, In'the case of a
stalemate, the two of vou remain locked in mengal
combaz. Meither of you can rake any other actions
{including dodge) while the struggle continues. Make
Oppased Will Power Tests on each of your turns uneil
one of you is victorious, Banish can also be used to
exorcise the passessed.

Brmnpmg LigHT

Casting Number: 24

Casting Time: Full action

Ingredient: A polished mithril disc (+3)

Description: You create an explosion of shimmering light
within 48 yards (24 squares) that blinds those in the
area, Use the large remplare. Those affecred must make
an Agility Test. On a failed vest, vicimsare blinded;
which reduces their Agilicy. Movement, Weapon Skill
by half (rounded down) and their Ballisde Skill wo ().
Furthermore, they automatically fail all Perceprion Tests

involving sight. Those that pass the test suffer the effects
of czh‘zs.!'{'@ frigheness instead, In eicher case, the spell’s
efects last for 1410 reunds.

Boon or HysH

Casting Number: 27

Casting Time;: 2 full actions

Ingredient: A lock of hair from the wrger. cur while
hie was well (£3]

Description: You wrap a single character in the healing power
of Hys#r and all damage and maladies affecting him are
healed, This includes all Wiounds suscained, diseases
currently being suffered; poisons currenty in the system,
and the like. You can also cast this spell on yourself, “This
is a-touch spell.

CLARITY

Casting Number; 7

Casting Time: Half action

Ingredient: A clear glass bead (+1)

Description: You touch a character and reduce one penalty he
is suffering to Intelligence, Will Power, or Fellowship by
up w 10%. (A penalty of ~20% becomes —10%, 4 penalty
of =10% or less is reduced o zero, etcl) The reduction in
penalty remains in effect for a number of houss equal to
your Magic Characreristic, bur casting this spell multiple
times does not stack i effectson the same Chardcreristic
for the same characrer. You may, hawever, use séparate

castings to reduce penalties on-each of Intelligence, Will
Power, and Fellowship. You can-also cast this spuil on
vaurself This is a touch spell.

CLEANSING GLOW

Casting Number: 5

Casting Time: Half action

Ingredient: A bit of soap (+1)

Description: A dim glow passes over the surface of any item
or character, and it is dleaned o sporlessness, Dust s
removed, tartish polished away, rank smells eliminated,
and beard stubble erimmed. Spoiled food or drink can be
made pure=—tasty, even, if it originally was—by means of
this magic. This is a touch spell.

DAEMONBANE,

Casting Number: 26

Casting Time: | full action and 1 half action

Ingredient: A wand made from an oak that's been sceuck by
lightning (+3)

Description: You rend the very Acthyr and cast a group of
dacmons within 48 yards (24 squares) back to whencd
they cante. Use the farge remplate. Affected daemons

must make a successful Will Power Test or be banished
back to the Realm of Chaos:
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TaBLE 6—6: LORE OF LiGHT SpErLs Lists

Light Elemental

Dazzling Brightness
Healing of Hysh
Pillar of Radiance

Shimmering Cloak

DAZZz1ING BRIGHTNESS

li-bane

| Light of rity .

Power of Truth

Radiane Weapon

Wi R

Casting Number: 5

Casting Time: Half action

Ingredient: A smiall mimor (+1)

Description: You create a burst of light within 36 yards (18
squares) thar daziles those in the area. Use the small
wemplate. Those affected suffer a ~10% penaley to their
Weapon Skill, Ballistic Skill, and Agility, and toail
Perceprion Tests involving sight, for 1d10 rounds.

Evss ofF TRUTH

Casting Number: 20

Casting Time: Full action

Ingredient: A glats sphere (+2)

Description: Your eyes shine with the lighe of truth. Fora
number of reunds equal to your Magic Characteristic,
your-ean se through illusions, magical and mundane
darkness, invisibilicy, and disguises within 48 yards (24
squares) of vow. All concealed characrers are also revealed
10 you,

HEeaLing oF HysH

Casting Number: 10

Casting Time: Full action

Ingredient: A clear glass bead {+2)

Description: Your touch heals an injured characer a number of
Wounds equal to your Magic Characterisric. You can also
heal yourself This is.a touch spell.

ILL-BANE

Casting Number: 16
Casting Time: Full action
Ingredient: A poultice (+2)

Light Mystica Light Ca ‘

Power of Truth

Shimlmrilt_g Cloak

S

Description: You use the power of Hyo to aid one or more
characters suffering from disease or poison. The spell
atfieces up toa number of characters L‘qlta_l to your Magic
Charagteristic and all of them must be within 8 yards (4
Seuares) of VoL, If this a{:c].l 18 cast suceessiu Hv, any diseases
affecting the targers have their durations halved (rounded
down). Alcerarely, the spell can remove one poison from
cach targer, nullifying all its effecrs. You must decide if ill-
banewill wear disease or poison when vou cast the spell.

fitn B

Casting Number: 11

Casting Time: Full acton

Ingredient: An unburned wax candle (+2)

Description: You cause the interior spaces of any single
building to shine wich daylight. With Magic 1 you can
affecr a-hovel-sized I'Jui':dh"tg, with Magic 2 a moderate-
sived mulricroomed house or building, with Magic
3 a large manor house, and with Magic 4 any single

CONCIEUOLS building of any size whatsoever. The iig}lt

shines in rooms, attics, closets, and any other Spaces
bounded by a man-made roof and wallson all sides. In
addirion to illuminating the interior of the building, light
5hin_:s G rhrm:gh epen deors. windows, and gven the
cracks herween boards and shingles, Thisis a tmtch»sp::“:
vou must wuch a solid seruciural-element (wall, beam; or

the like) of the building ro be affecred.

INSPIRATION

Casting Number: 16

Casting Time: 1 minute \

Ingredient: A page from a book {(+2)

Description: You open your mind to Fysh and ler the light of
wisdom illuminate a vexing incellectual problem, Upon




the spell’s complerion, you can make asingle Knowledge
Skill Tese with a +30% bonus,

LiguT oF PURITY

Casting Number: 12

Casting Time: 2 full actions

Ingredient: A wix candle blessed by a priest of Shallya (+2]

Description: In casting this spell, you light a fire of any size from
candle to campfire. All those within the arca illuminared
by thar Aame (ies Maximum Vision; see WERF page 117)
automatically pass any Toughness Tests necessary to resist
any disease for as long as the Hame burns. The fire may be
increased in size (by adding more fuel to 2 fire, for example)
and even spliv into-multiple fires (such as by lighting a
second candle with a _Eml:}. I the larter case, “child” fires
have the same full effects as their “parents.” and the effect
lasts for all chose illuminared by any of ehe fires unel such
time as they go our,

LiguT’s DEMAND

Casting Number: 21

Casting Time: 2 full actions

Ingredient: A flawless mirror (+3)

Description: You cause a brilliant shaft of light 1 explode forth
from your hand. When using the mirror ingredient, the
light emanates from the mirror, shattering when the spell
enids. Use the cone templace. All creatures from the Realm
of Chaos [eg. daemons) caughic in'the area af this sp-c" LT
make a Will Power Test with a —10% penalry per point
of your Magic characteristic. Those who fail cannot take
move actions foras long as you maintain the shaft. You can
project the cone of light for a number of rounds equal to
your Magic characreristic. You may éxtend the duration of
this spell for an addicional round per Wound you sacrifice.

PiLrAR OF RADIANCE

Ingredient: A blank sheer of vellum (+2)

Deseription: A character you touch becomes more convinging
to others bur only if he speaks honestly. If he abides by
that restriction, the characrer gains a +30% bonus on
©Charm Tests and can affect double the normal number of
people (such doubling should be done after the effects of
the Public Speaking or Master Orator Talents are factored
in). The influence of this spell is not obvious {the targer
doesn’t have a glowing aura or the accompaniment of
unearthly music), so there is no easy way te gauge the
honesty of the recipient. You can also cast the pawer of
trath on yourself. This is 4 touch spell.

RADIANT SENTINEL

Casting Number: 14

Casting Time: Full action

Ingredient: A buckler (+2)

Deescription: You creare a Eall nfg]owjng ]ighr the size of a
Human head that floats around your body, moving slowly
ot quickly as the situation demands. The ball deflects
blows aimed against you, protecting you from harm.
Onee per round the radiant sentinel can parry a:melee
attack made against you, using your Will Power in place
of Weapon Skill. This does nor count towards your limit
of one parry per round. The ball dissipates after a number
of minutes equal o your Magic Characreristic,

RADIANT GAZE

Casting Number: 7

Casting Time: Full action

Ingredient: A lens (+1)

Description: Your gaze focuses radiant power on'one target
within 16 yards (8 squiares), This is a wungic wissile with
Damage 6. Sometimes, looks really can Lill.

Rapiant WEAPON

Casting Number: 28

Casting Time: Full action

Ingredient: A diamond worth ar least 100 gc (+3)

Description: You focus and concentrate the energy of Hyss into
a deadly column of burning light anywhere within 46
yards (24 squares). Use the large remplare. Those affected
take 2 Damage 4 hiv and must make a successhul Agility
Test or suffer the effects of dazzlmyg brightnes. As this is
such a potent conjuration, all Wizards within a 5-mile
radius are aware of the disturbance in the Aethyr that
this spell causes. Using this spell for anything other than
daemonic combar is deeply frowned upon by the Elder
Higrophanrs of the Lighe Order:

TuePowrROFTRUTH

Casting Number: 18
Casting Time: 1 full zcrion and 1 half action

Casting Number: 9

Casting Time: Half action

Ingredient: A silver charm (+1)

Description: You temporarily enchanta melee weapon you
touch with the radiant power of Hysh. For a number of
minutes equal to your Magic Characteristic, the weapon
counts as magical and gains a +2 Damage bonus against
daemons. The wielder of a radiant weapon automatically
fails any Concealment Tests he anemprs to make. This is
a touch spell.

SHIMMERING CLOAK

Casting Number: &

Casting Time: Half acrion

Ingredient: A candle (+1)

Description: You surround yourself with a ficld of light thar
protects you from ranged artacks. All non-magical missile
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atracks have cheir Damage rating reduced to 0 {in ocher
words, damage is simply 1d10). Sﬁi_imme.r‘ing cloak fasts a
number of minutes equal to your Magic Characteristic.
You automatically fail any Concealment Tests you artempt

while :.E:'mmrn’r:gdad{' is in effect.

THE LORE OF METAL

Students of the sciences, Magiswrs of Chamen, the Yellow Wind of
Magic, are expert ransmuters, alering the fundamental properties
of substances to create something new. If you have Arcane Lore
{Metal), you must choose one of the three Spell Lists from Table
6-7: Lore of Metal Spell Lists, Diescriptions for all these spells
follew:

ARMOUR OF LEAD

Casting Number: 14

Casting Time: Full action

Ingredient: A miniature helmet sculpred of lead (+2)

Description: You cause the armour of a group of enemies
within 48 }—“3._[(16‘ (24 squares) have the weight of lead,
Use the large template. Those affected suffer a ~10%
penalty to their Weapon Skill, Ballistic Skill, and Agilicy
and a~1 penalry to their Movement Characteristic.
Arméiz_r-afﬁrﬁd lases for | minure {6 rounds),

BreacH THE UNKNOWN

Casting Number: 22

Casting Time: | minute

Ingredient: A dram of ruby sulphur extraer (+3)

Description: This spell allows you to unlock all secrets of
the object, learning the matertal composition aswell as
any mundane special properties it might coneain. For
instance, a Gold Wizard using breach the unknown could

learn the medicinal charicter of the wadstone {see Ol
World Armosry page 74).

In addition ro the normal effects of this spell, you may
mike a special Challenging (~10%) Channelling Test

to diseern 2 magic iten’s special properties. You gain a
+10% bonus per pointof your Magic characteristic. For
cach degree of success, you learn one of the magic item's
fearures. In thie case of cursed, tainied, or othqnvisal spinilt
itemis, you uncover the dangerous properties last.

CURSE OF RUsT

Casting Number: 9

Casting Time: Half action

Ingredient: A rusty nail (+1)

Description: You rust and corrode one metal object within 12
yards (6 squares) of you, making it pitted and useless. You
can affect an object with an Encumbrance of 75 of less,

ENCHANT ITEM

Casting Number: 21

-'Géating Time: | minue

Ingredient: A griffon’s feather (¢3)

Description: You can emporarily enchant an iteni to give a +5%
bonus o any one of the bearer/wielder's Characieristics.
Function must follow form. You could enchant 2 sword o
give 2 Weapon Skill bonus; for example. or 2 circler for a
Fellowship bonus, The enchantment lasts for one hour and
an item can‘only bear one ac a time. The irem counts as
magical. This is 2 rouch spell.

Casting Number: 6
Casting Time: Half action

B a5

Metal Elemental

Curse of Rust

Trial and Errop

Faulvof Form

Seeret Rune

Tale of Meral

O
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Metal Mystical

Metal Cardinal

Enchant [tem

Gued of Stesl

Law of Age
Silver Arrows of Arha

Trial-and Errqr
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Ingredient: /& small metal fle (+1)

Description: You subtly aleer the composition and
characteristics of any single weapon within 24 yards (12
squares) DF}'uu. “Thar weapon emporarily loses the effects
of any beneficial Weapon Quality For 1d10 rounds, and
its wielder suffers a —10% Weapon Skill penalty when
using it Baneful Weapon Qualities are made worse by
fauds ﬂfﬁr'm: Experimental weapons jam on rolls of 88—
HNrand explode on 9700, Slow weapens impart 2 +20%
bonus to enemy parries and dodges, Tiring weapons never
give an Imipact bonus, and Unreliable weapons jam on
92-97 and explode on 98-00,

Foor’s Gorp

Casting Number; 17

Casting Time: Full action

Ingredient: A peuified flower (+2)

Description: You temporarily alter the quality of an inanimare
object to make it appear more valuable than ir is. Pennies
become Gold Crowns, a rusted sword becomies a Best
Craftsmanship broadeword, and 2 set of wooden teeth
shing with a silver sheen. The object increases is value by
10 dimes. Fool' gald last for a number of hours equal ©
your Magic characteristic. You must touch the object to
affect it.

GUARD OF STEEL

Casting Number: 5

Casting Time: Half action

[ngrcdicn[: A sreel Ball {+1)

Description: You summon shimmering orbs of steel that rotate
Z.I'Ull.l'ld Yorr bﬂd}' ﬂ.'l'ld PROLCCT You ﬁ'ﬂm i:nfﬂ!]]illg ﬂlmcks
tor 1 minute {6 rounds] and then disapper. All atiacks
against you suffer a =10% penalty o Weapon Skill or
Ballistic Skill as appropriare,

INSCRIPTION

Casting Number: 7

Casting Time: Full action

Ingredient; A chisel (+1)

Description: By passing vour hand over any megallic surface,
you cause an inscription to appear indelibly in the ul}ieﬁt,
Ihe inscription may be of any length thacwill reasonably
fit on the object in question; though every dozen words
past the hrst twelve increase the casting time by an
additional full action. The inscription appears in vour
own handwriting, so others who are familiar with your
hand may be able to identify you as the originator of the
insEription.

Law oF AGE

Casting Number: 15

Casting Time: Full action

Ingredient: A fossilized bone (+2)

Description: You cause a solid, inanimate object to become
birintle, making it shater easily. Irs weight and feel is
unchanged. Typically, this results in a reduced difficuley
(usually by 1d10/2 steps) o brealk an object, such as
kicking through a door or windew, bursting bindings,
breaking bars and so on. Law of age lasts for a number
minutes equal o 1 plus your Magic characreristic,

Law oF FORM

Casting Number: §

Casting Time: Full action

Ing;nﬁd.icnt: Anivon rod (+1)

Description: You rransmute 4 solid, inanimare object, making
it harden like sveel. It gains the weight and feel of solid
metal, rhuugh 1E5 ApPEArance remaing unc]'langcd,
Typically, this results in an increased Encumbrance for the
object, increases the difficulty for Strength Tests to burse
through doors or u_t}'lc: barrizrs {Ew:luding glass windows),
strengrhens rope bindings, prevents torches from igniting
it, and 5o on. You must touch the object to affece it Law
of form Jasts for a number minutes equal to your Magic
chamcreristic.

Law oF GoID

Casting Number: 26

Casting Time: Full action

Ingredient: A small bur ornare golden sheath worth at least 75
g (+3),

Description: You enshroud a magic item within 24 vards (12
squares) of vou instrands of Chamon, suppressing its
abilities. The item loses all its magical fancrions for 1410
mum‘_is.

Law of Logic

Casting Namber: 7

Casting Time: 1d10 full actions

Ingredient: A blank picce of paper (+1)

Description: You use the meagic of logic w aid one Skill or
Characreristic Tese. You must case this spell before the eest
is taken, and the spell can aid cicher youor an ally within
12 vards (6 squares). The random casting time (1410
full actions) represents both che consideration of the
problem and the casting of the spell. If cast successtully,
law of logic provides a +20% bonus on the relevant Skill
or Characteristic Test. The bonus must be ysed within 5
minutes of the spell’s completion.

RiGoiTy oF Boby AND MIND

Casting Number: 12

Casting Time: Full acton

Ingredient: A small sceel disc (+2}

Description: Your body and mind rake on properries of megal




that make them strong, resistant, and immutable. You
gain the equivalent of one Armour Point in all locations
(cumulative with other armour 1o 2 maximum of 3 APs)
and a+10% bonus to your Will Power. You further find
thar you are resistant to changing vour mind dunng the
spell’s duration; this effect is not enforced with staristics
but muse be roleplayed to che GMs satisfction. These
effects last for & number of minutes equal o vour Magic
Characreristic,

SECRET RUNE

Casting Number; 14

Casting Time: Full action

Ingredient: A via! of ink infused with Hakes of gold (43}

Description: This spell can be east in two ways: 1o record a
SCCTER JnCSSJIg{J Or [0/ View @ SCCEer Message 50 Iﬂ'ﬁﬂdkﬂ{.
The former is cast in the samc way @5 inscription, but
rather than being visible for all to see, the message is
invisible to all, even upon close examination of the irem,

In order to see a message inscribed by secree e, the spell
isicast in the second way, rendering the message visible.
Gold Wizards frequently use this spell to communicare
with ong another. They commonly cast seeres #uite on an
item again once its message is read, to keep the contenes
safe from prying eyes.
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SILVER ARROWS OF ARHA

Casting Number: 13

Casting Time: Half acrion

Ingredient: A silver arrowhead (+2)

Description: You create a number of magical silver arrows equal
to your Magic Characreristic and can hurl the ar one
or more opponents within 48 yards (24 squares). Sifver
arraws of Avla are magie misiles with Damage 3. They

di.-mppf:.lr after inHic[ing damag;u,

STOKE THE FORGE

Casting Number: 4

Casting Time: Half action

Ingredient: A breath of hot air (+1)

Description: You cause an already-burning fire in any forge,
fireplace, or other man-made housing where hear and

Hamie are bent to Human purpose o burn as hoty as is
naturally possible and without consuming additonal fuel
for 1d 1010 minutes,

TALE oF METAL

Casting Number: 11
Casting Time: 2 full actons
Ingredient: A lens (+1)




Description: You rouch a meral object and look into its past,
secing the circumstances of its forging and creation as if
you were there. Later, you can'ery 10 recall 2 spﬁuﬁc face
abour what you saw with a suceesstul Intelligence Test.

Casting Number: 18

Casting Time: | minute

Ingredient: A charm in the shape of 2 hammer and anvil (+2)

Description: You can ransform one metal object intoa
different one. This does nor change the type of metal,
only its shape. You muld, tor ;:x':;.mplic, transform a mf:.t:a]
buckler inta a flagon. This spell does not work on magical
items. The crafesmanship of the new item. if important,
is determined by a Channelling Test. Making an item
of Best Craftsmanship is a Very Hard (=30%) Test,
while making an item of Good Cmftsumnshfp is.a Hard
{~2096) Test. An Average Test yields an item of Common
Craftsmanship, while 4 failed Channelling Test of any
Dllﬁuulty mieansics an item of Poor Cm&smanship. This:
is a touch-spell.

TRANSMUTATION OF

_THE UNsTABLE MIND

Casting Number: 23

Casting Time: 10 minuees

Ingredient: A page from a book written by a madman {+3)

Description: You seek to transmute a sick mind into a healchy

one, which is quite a dangerous rask. When you cast

this spell, vou muse make a Channelling Test. If you are

suceesstul, the rarget loses 110 Insanity Poins. If you

fail the test, the rarger gains 1d10 Insanity Points instead.

This is a touch spell. You cannot cast transmutition of the

unseable ming on yourself. This spell does nor work on
animals.

TRriaL AND ERROR

Casting Number: 16

Casting Time: Full action

Ingredient: An empry glass wial {+2)

Description: You use magic to guide the effores of all allies
within 12 yards (6 squares) of you. Until the beginning of
your next mimn; ¢ach affected character is allowed to re-roll
exactly one rest or damage roll. The second roll is final,

Tue LORE OF SHADOW

Grey Wizards call upon the Grey Wind of Magic to weave
compelling illusions and misdirect their foes. If you have Arcane
Lore (Shadow), you must choose one of the three Spell Lists
from Table 6-8: Lore of Shadow Spells Lists. Descriptions for
all these spells follow,

BEWILDER

Casting Number: §

Castmg Time: Half action

Ingredient: A splash of ale (+1)

Description: You can cast this spell on any one characrer
or creature within 24 yards (12 squares). The victim
miuse make a successful Will Power Tese or beeome
bewildered for a numbier of rounds equal o your
Magic Characteristic. The bewildered character must
roll percentile dice and consult the following chart
determine what he'll do uniil the spell wears off:

BEWILDER

Action

Roll

Winder: You run in 2 randony direction, as
determined by che GM.

21-40

Do nodhmig: The bewildered character cannot
take any actions or dodge

6180

Casting Number: 14
Casting Time: Full action

Ingredient: A dose of Black Lorus poison harvested
in shadow (+2)

Description: You cause the shadows around you to burn like
acid, inflicting 2 Damage 3 hit on any enemies within
18 yards (% squares) of vou upon whom a shadow from
any light source as or more powerful than a torch falls
ar the moment you cast this spell. Lack of light alone
does not constitute shadow for the purposes of this spell;
targees must be in a distinct shadow cast by some object
interrupring light shining from some source. Simply
being indoors does not count; the building’s strucrure is
nor “casting a shadow” inside. As always, the GM is the
final arbiter.

Casting Number: 12

Casting Time: Half acrion
Ingredient: A sketch of your illusory action (+2)




Universal Confusion

Description: This spell allows you to perform any act while
appearing to do something complerely different. You
appear to be exactly where you are, butengaged in a
different activity. For example, you can appear 1 all eyes
to be reading a book when you are actually punching
someone in the face, If your action affects someone else
{an aetack; spell, picking a pocker, etc.). the victim is
allowed an Intelligence Test 1o see through the illusion.
Cloak detivity tasts for 1d10 rounds, If case successfully.
cloak activity also disguises the act of casting the spell.

DOPPELGANGER

Shadow Mystical

Eveof the Beholder

Mockery of

Casting Number: 7

Casting Time: | full action and 1 half action

Ingredient: A lock of hair from a member of the race you are
impcrsunaring {+1}

Description: You can take on the appearance (including
clothing, armour, and 50 on) of any other living,
humanoid creature under ten feer in height (Human,
Elf. Ore, erc.) for a number of minutes equal ro ten’
times your Magic Characteristic. The spell does not
disguise your voice, only your appearance. You may
look like an Orc; for instance; but if you can't speak the
Goblin Tongue, it’s best to keep your mouth shur ardund
Greenskins, Should you somiehow ace in 2 suspicious
manner, viewers are allowed an Inrelligence Test 1o see
through the illusion, If you want to look like a specific
individual, you must make a successful Channelling
Test to perfect the disguise: Otherwise, you look like an
undistinguished member of the same race.

DREAD ASPECT

Casting Number: 21
Casting Time: Half action

TABLE 6-8: LORE OF SHADOW SprLLS LisTS ;
Shadow m:enm]

Shadow Cardinal

Thmttlin_g

e

Ingredient: A shred of cloth from the rebes of a Wight (+3)
Description: You make _}r{:urs:‘:lf look like a nighemiare creature
of purest dread, You cause Terror for 1 minure (6 rounds}).

EYE OF THE BEHOLDER

Casting Number:

Casting Time: Half action:

]nsrwdimt: A manserous eyeball (1) or anyitem of Best
Quality (+1), depending on which casting opton is
chosen _

Description: You make any moderately sized irem
{(Encumbrance 75 or less) appear o be either worthless
or valuable, whichever you choose. Worthless items
appear rusted, rotten, braken, or the like, depénding
on their naruse, while valuable items appear 1o be
fincly made; ornate; and crafted with grear ingenuity.
The apparent Haws or virtues of the item do nor affecr
its actual behaviours A narimal sword enchanted o
appear worthless stll cuts just fine, and a crooked arrow
enchanted o appear masterfully crafied doesnt fly any
more true, Tests 1o appraise the item whose nature
is concealed by this spell suffer a ~20% penalty, This
effeet lases for a number of hours equal to your Magic
Characreristic,

ILLUSION

Casting Number: 24

Casting Time: | full action and 1 half action

Ingredient: A crystal prism (+3)

Description: You create an ilusion anywhere within 48 yards
(24 squares) tharis a ne::.rl:_]._r perfect simulation of reality;
complete with sight, sound, and smell, Use the large
template. You can make this area look like anything,
Huston lasts for a number of rounds equal to your Magic
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Characteristic, but you can keep it going with a successful
Wil Power Test each subsequent round, You must

spend a half action cach round maintaining the fiusion.
Furchermore, you cannot-cast any otherspells or the
illwsion disappears immediately. Viewers may beallowed
an Intelligence Tese to see through the illusion if they
have cause to suspect its a trick. The precise effects of the
illzesion are up to the GM to determine and should follow
the guidelines of common sense.

MINDHOLE

Casting Number: §

Casting Time: Half action

Ingredient: Fingemail clippings of the person to be forgoteen (+1)

Description: You cause one character within 48 yards (24
squares) of you o wholly Fnrgct yoirexist. [f the rarget
fails an Opposed Will Power Test with you, all knowledge
and memory n{:_\,faur existence is '.\-"ip::d trom his mind.
He can seill notice you as normal and remember anything
so perceived going forward.

MockeryY OF DEATH

Casting Number: 18

Casting Time: Full action

Ingredient: A corpse shroud buried ar feasea vear (£2)

Deseription: You cause someone to appear and behave as if dead
toy all sighrand inspection. Thar person continues o sehse
his environment through hearing, smell, and-—if his eyes
are open—sight, but he cannot move his bady in any way
whawoever until the spell-ends, However, he continues o
require air and other essentials of life. This stare persises
uneil you will it to end or until 2 number of days pass equal
to your Magic Characteristic. An unwilling target can resist
the spell with a successful Will Pewer Tese. You can also cast
this spell on yourself. This isa touch spell.

Mutagie VisAGE

Casting Number: 7

Casting Time: Half action

Ingredient: A pinch of Good Crafsmanship cesmetics (+1)

Description: You make your target subtly more or less attractive,
but in a way thar has a nercesble effecr on the way people
régard him in social sicuarions. The effect is o provide
cither a +10% bonus or —10% pemalty (your cheiee) to
Fellowship for a number of hours equal to your Magic
Characteristic. An unwilling target may make an Opposed
Will Pewer Test with you to avoid the spell’s effecrs. You
can also cast this spell on yourself. This is a Touch spell.

PALLOFDARKNESS

Casting Number: 15

Casting Time: Half action
Ingredient: The eyesof a newr (+2)
B _.--rb\

Description: You create a swirling area of impenetable
darkness anywhere within 48 yards (24 squares) of you
thar lasts-for a number of rounds equal w your h—fﬁagjc
Characteristic. Use the large template. Those affected
cannor see; even with Night Vision. The confou nding
effect of pall of davkners means that those affected can
only tke a halfaction each round unless they makea
successful Will Power Tese ar the starc of their urn,

SHADOWCLOAK.

Casting Number: 5

Casting Time: Half action

Ingredient: A piece of charcoal (+1)

Description: You wrap yoursell in shadow, so you are difficuls
to detect. Shadowrloak gives you a+20% bonus on
Concealment Skill Tests for a number of minutes equal to
your Magic Characreristic.

SHADOW KNIVES

Casting Number: 22

Casting Time: Half action

Ingredient: A knife of cold-forged iron (+3)

Description: You conjure up a number of shadow knives ¢qual
o your Magic Characteristic and can hurl them arone
or more opponents within 48 yards (24 squares). Shadow
knives are magic missifeswith Damage 3. Furthermore,
their shadow nature means that all non-magic armour'is

ignored when reducing damage.

SuaDOW OF DEATH

Casting Number: 15

Cﬁm:lng Timie: Full action

Ingredient: A shred of cloth from the robes afa Wight (+2)

Description: You use the power of illusion to make yourself look
fearsome and deadly. You cuse Fear for 1 minute (6 rounds}

SHADOWSTEED

Casting Number: 11
Casting Time: Full action
Ingredient: A chip ol hoof fron: 2 well-rravelled horse {+2)
Description: You call forth a dark and shadowy horse who
will bear you and a minimum of gear {no more than you
yourself can carry without penalry) noiselessly and ar grea
speed until you stop riding or until the nexe day’s firse
light dawns. The horse has the seatistics of'a normal riding
horse (see WERS page 2_‘}3) bur alsa has the Concealment
skill {which it uses at 2 +30% bonus) and the Navigation
skill. Further, the shadmosteed travels dc wp speed withour
fatigue, bearing you half again faster than a normal riding
horse would be able, When the spell’s durarion expires,
the hiorse vanishes around a corner, into a shadow. orin a
similar manner, You can also designate another individual
that the steed will bear instead of you.




SHROUD OF INVISIBILITY

Casting Number; 17

Casting Times Full action

Ingredient: A gossamer shroud (+2)

Description: You shroud yoursell with magic and disappear from
sight fer 1d10 rounds. While vou are myvisible, you cant be
targeted with ranged anacks, including smagic misiles. Any
miclee aitacks vou make reeeivea +2006 Weapon Skill bonus,
Anyone withiin 4 yards (2 squares) of vou can make 1 Hard
(2084} Perceprion Skill Test to detect you using non-visual

senses. 1P successtul test is made, you can be atacked, bur
attackers suffer 2=30% penalty to Weapon Skill or Ballistic
Skill a5 appropriare. You cannot cast this speil on arhers,

SURSTANCE OF SHADOW

Casting Number: 22
Casting Times Full action

Ingredient: A perfectly round piece of finest velver cloth (+3)
Description: Select a single character or an object with an
Encumbrance no greaver than 200 thir lies entirely within

a shadow. The subject of subdance of shadaw becomes
invisible and silear. The subject also becomes pardally
insubstancial, This means others cannot affect the target
physically—they cannot artack a characrer affected by
this spell, cannot shove or pick up (or even stumble aver)
an object affected by this spell, and so on. The marger,
however, can physically affecr anything he or it normally
could. An affected character could move around and
baumch aracks; an affecred piece of rope could suspend
somie object, anaffected Wizard conld cast spells, and

so forth. The effects of this spell continue indefinitely

as long as the targer remains entirely in shadow, but the
effeces end as soon as the shadow concealing the target

is interrupted, even for an instant. Lack of light alone
does not constitute shadow for the purpases of this spell;
targets must be in.a distincr shadew ast by some objzct
interrupting light shining from seme source; Simply
being indoors does not count; the building’s serucrure is
not “casting a shadaw” ingide. As always, the GM is the
final arbirer. You may cast this spell on yourself, This is a
rouch spell.

i é:k), + : :._ = e -._'..-1 [65

T i e
& -'}J.':.‘.E-::)y S s

i
W e o
e R




Casting Number: 9

Casting Time: Half action

Ingredient: A pinch of nathing in parricular {+1)

Description: You Secome very easy to ignore. Although people
can see you serfectly fine, they tend not w notice you, and
don't recall anything about you after you've gone. People
must miake an Opposed Will Power Test with you in order
to approach or talk to you unless you speak first, even if
they've noticed yvou earlien. (They need not re-roll in the
middle of a conversacion, but if, for example, a shopkeeper
succeeded in a roll to notice you when vou came into his
shop bur was busy with other things at thar moment, held
need 1o make another roll to come over and ralk o you
later in your visit.) Even those who notice and approach or
speak to you must make another (unopposed) Will Power
Test to remember any specific derails abour you after you've
gone. The natore of chis spell is such tha irs effects do not
disturb or alairm those trying to notice or remember you;
they chalk the situation up to distractions, fauley memory,
or the like. '

THROTTLING

Casting Number: 13
Casting Time: Full action

Ingredient: A garrotre that has been used o strangle a man (+2)

Description: You send ropes of inky darkness to throttle any one
target within 12 yards (6 squares). catting off his ability to
breathe entirely and forcing him ro make a Toughness Test
to resist the effects the spell. You can mainrain this spell
with a half action en each subsequent round, bur you may
cast no further spells while doirig so. IF you maingain the
spell, the Toughness Test is modified a camulative —10%
penalty cach round unal it is failed, ar which point the
warget begins ro wke damage. The first round of failure
causes a Damage 1 hic that ignores Armour, and each
subsequent round the Damage of the hitincreases by 1.
No addirional Toughness Tests are allowed to resist damage
afer the first has been failed; the damage simply continues
to compound il you stop, or are forced to stop,
concentrating on the spell, The rules for concenerarion (see
WERE Spellcasting Limits, page 144) apply.

UNIVERSAL CONFUSION

Casting Number: 27

Cﬁsﬂng Time: Half action

Ingredient: The cyes of & Chimera (+3)

Description: This isa more porent version of bewelder thar

can affect mny arges: Use the |argu emplate. Anyone

affected must make a successful Will Power Tesc or suffer

the effects of the bereilder spell.

— RuTvaLs —

ituals compose the most powerful magic known'in the

Warhammer world, far outstripping the ordinary spells
cast by Wizards and known to the practitioners of Arcane Lore.
They are used most effecrively as the focal points of entire
adventures, or even entire campaigns. A selection of new ritual
spells is described below,

Tue Bopy GILDED

Type: Arcane

Arcane Language: Magick

Magic: 2. 3,4 (see Description)

XP; 200

[ngredients: Fire lic in'a volcano; jeweller’s ools blessed by 4
High Priest of Verena; and 200, 300, or 400 ge worth of
pure gold (see Descriprion).

Conditions: You must have the Arcane Lore (Meral) rlent in
order o perforn this rivual. Thus, enly Gold Wizirds can
learn and east it.

Consequences: If you fail your Casting Roll, you gain an
Insanity Point and the body part you were astempring
to gild becomes horribly (and permanently) burned and
dishgured, See the Descriprion for specific additional
consequences by body pare.

Casting Number: 18, 20, or 22 (see Description)

Casting Time: 12 hours

Description: You permanently substitute one of your body
parts with a replacemient of gold. There aze three versions
of this ritual you can cast, depending on the body pare
you wish'tg gi[d, The easiest version (requiring Magic
Characreristic 2, Casting Number 18, and 200 gc worth
ofg(:old] can gild only a single finger or toz. The effects of
this are purely cosmetic, though are a considerable sign of
status among Alchemists. A more difficult version (Magic
3, Casting Number 20}, 300 g of gold) can gild your
entire hand or foor, one of your ears, or your nose, The
miost difficult version (Magic 4, Casting Number 22,400
g (:Fgc:i_d} can'turn an entire arm or leg, your head, your
heirg, or your Tungs 1o gold.

Gilded body parts funcrion as they did prior 1o the

ritual. Gilded extremities move with dexterity and retain
their sense of rouch, gilded cars can hear, a gilded heart
continues to beat; and so forth. Gilded body parts are

not cumsyor armour-like whatsoever; to the contrary,
they are frequently elegant and beauriful o behold. . .and
valuable. Tn fact, many alchemists have fallen prey to
mobs of starving peasants, finding their gilded parts torn
frec from their bodies: Harvested gilded body parts ase
typically worth 10% of the g¢ price to complete the ritual,

Specific effects of having various gilded body parts
are as follows, The varions test bonuses listed are




tully cumulative with the effeces of talenes like Keen
Senzes, Excellent Vision, Acute Hearing, and the like,
Consequences of failure when attempting o gild dhe
varions body pares are listed in parenthesis. Failure does
not prevent future attempts to gild the body parg if
ever the gilding is successful, the penalty for failure is
eliminared.

L Finger: Cosmeric only. (Cosmetic only.)
. Tae: Cosmetic only: (Cosmetic only.}

L] Hepit: You geraa5% bonus per gilded hand to'tests
requiring manual dexeeriry. (You suffer a —5% penaley per
hand o such teses.)

. Foot; You get a +5% bonus per gilded foor when resisting
fatigne caused by travelling on foot. (You suffera —5%
penalty per foot o such tests:)

. Far: You gee a +5% bonus per gilded car to'all tests to
hear chings, (You suffer a —5% penaloy per car ‘o such
tests. )

. Nose: You gera +10% bonus to all rests to smell things.
(You suffera —10% penalty o such Tests.)

* Ao You gera +5% bonus to your Strength
Characteristic per gilded arm and are considered to have 2
Armour Pointsin thatarm, (You suffer a —5% penalty to
your Serengrh per gilded arm:)

¢ Leg:Your Move Characteristic increases by 1 per gilded
leg, and you are considered to have 2 Armour Poings in
that leg. (Your Mave decreases by 1 per gilded leg.)

*  Head:You gain all the benefirsof having a gilded nose
and ears, you receive 2 +5% bonus toall Will Power Tests;
and you are considered to have 2 Armour Poins in your

head. (You die)
» Heart: You no lungcr suffer emotional pain. (You die.)

. Lungs: It isno longer necessaty for you to breathe air.
You can caity on normally under water, suffer no dariage
from inhaled gasses or poisons, and cannot contract
diseases spread through the'air, (Simply breathing causes
you great pain. You suffer a constant ~10% penalty o all
tests of any kind.)

In addition 1o these abilities, all gilded body parts can
withstand any pain, hear, or the likewhen applicd
directly 1o the gilded body part. You can pick up red-hot
iron with a gilded hand, for example, but having such a
hand will not de.you a greac deal of good if your entire
body is immolated. Finally, the reaction of normal folk in
the Old World ro those with gilded body parts is difficult
to overstate and cannot be represented by bonuses or
penalties to die rolls. Gilded body parts mark a characrer
as beyond the comprehension of mundane folk, and every
Human interaction will eeflect this.

Chapter VI: Magical Lore

2

Type: Arcane

Arcane Language: Magick

Magic: 4

XIP: 400

Ingredients: A Best Craftsmanship luteserung wich hair from
the mane of a unicorn, five gallons of the blood of agile
dancers, and one pair of dancing shoes made by the finest
cobbler in the realm where he cobbles,

Conditions: You must have the Performer (Dancer} skill in
order o cast chis rirual,

Consequences: [F vou fail your Casting Rell, you dance yourself
to death as described. though vour dancing does nor
spread 1o others,

Casting Number: 24

Casting Time: 4 hours

Description: You cause one individial, who must be held
immobile before you throughour the rrual, to danee
without ceasing until he dies. Any who see him dancing
must make Challenging (—10%6) Wil Povier Teses or cake
up the dance themselves. Those who dance miust make 2
Toughness Test cach hour. The first hour’s Test is Very Easy
£+3004), thm[gh it becomes one dilﬁcull}r step barder with
cach hour that passes: Success allows a victim to danece for
another hour. Failure results-in death from exhanstion or
accident: Those afflicted by this spell usually die horribly,




becoming so cired some misstep causes them to/sprain o
break a foor, knee, or leg, upon which they are mmpe“cd
to continue dancing, no matter the pain or impediment,
Those affected are entirely cognizant of what is happening
to them and may artempr o do other things comparible
with dancing—speaking, fighting, and the like—as the GM
allows, though typically ac a penalty of ne less than —10%
due o constant motion and facigue. [t is said thar the spell
cure insanity cast by a Priest of Shallya, is the only way 10
stop a victim's dancing once it has begun, but there may be
other ways that ard unknown as yet to the Estares of Magic.

THe ImprossiBLE MARCH
__ OFTHEDAMNEDSOIDIER

Type: Arcane

Arcane Language: Magick

Magic: 2

XP: 200

Ingredients: The boots of 100 soldiers, one coin of the wages of
cach soldier who will travel. an eagle’s wing, and an order
for deployment written on flawless parchment inink
made from the troop commander’s own blood,

Conditions: Additional Wizards must chant throughour the
night in order to increase the number of soldiérs that can
be transported (see Description).

Consequences: IF}rma fail your Casting Roll, the entire oo
arrives atsomie destination, anywhere in the world,
chosen complerely ar random (or with diabolical intent)
by the GM. Even if you succeed, each of the additional
chanting Wizards must also make a Casting Roll, though
each of them must only achieve Casting Number 12,
Each assisrant who fails thac test causes himself and some
quantity of rroops to drop our of the march'in the middle
of the night ar some utterly random locaton, The ol
nuwmber of troops thit drop cut due to assistant failure is
equal to the number that may no longer be transported
when the failing assistants’ Magic Characteristics are
no longer being contribured (see Descriprion). IF mose
than one assistant fails, cach failing assistant arrives
at a different random location, and the total quaAnkcy
of soldiers who Fll our of the miarch—as well as their
specific identities, if that’s imporrant—are randonily
allocated ameng these whe fail:

Casting Number: 22 (12 for the additional Wizards)

Casting Time: All che hours of darkness in one night.

Description: You impossibly quicken the travel of a body of
soldiers. In one night's hard travel, you, they, and all your
casting assisrants raverse any distance wharsoever in order
to arrive ar dawn arany destination, The march’s objective
may be any natural place in the Old World ro:which
the body could eventually travel, unbarred, on foor, For
example, the toop could not cross an ocean, but if they
could evenmally circumyent it, the destinacion would

be legal. The army couldn't enter a castle or city under

siege, because no amount of circumnavigation would give
thent access. In the case of questions about whether a
destination is accessible, the GM rules,

The number of soldiers that may be transported is
equal to your Magic Characreristic times the Magic
Characreristics of all other Wizards who chant chrough
the night with you. If you have Magic 4 and two
addirional Magisters of Magic 2 each take up the chant,
4% 2 x 2 = 16 soldiers could be quickened. With the
addition of another Wizard of Magic 4, 64 soldiers could
travel, and so on. The soldiers’ experience is to march

all night in whar seems like a supernatural fog through
which the surrounding terrain is sometimes seen. In the
morning, all are exhausted by the exertions of the travel.

You and your assistants do not epunt against the total
that may be quickened, nor do the mounts of cavalry.
Those to be transported need not all formally be soldiers.
Attendants, cooks, and other members of an army’s
baggage train may also be transported, though each
stch counts against the toral number. At least half of
the number to be tramsported must be soldiers, however.
It is told thar in grear wars of hisrory, thousands of the
Emipire’s soldiers crossed the breadeh of the world by
means of this spell. Though one should nore, soldiers
find the experience unsertling in the least, duwnﬁghl:
horrific at the worst, for too many comrades have up and
vanished along the way,

INESCAPABLE BINDINGS OF DUTY

Type: Arcane

Arcine Language: Magick

Magic: 2

XP: 200

Ingredients: A sheet of parchment made from the skin of
a stillbarn lamb-and bearing the exact words of the
oath written in the blood ofa judge, a drop of the
oathbreaker’s blood and spit, and a vial containing the
breath of one wronged by the breaking of the oath.

Conditions: The riual most be cascwithin one mile'of the
pathbreaker, and the cathbreaker must sot speak 2 word
for the duration of the casting,

Consequences: |f you fail your Custing Roll, you must carry
out the oath yourself; to thie extent possible.

Casting Number: 15

Casting Time: 4 hours

Description: By casting this spell you compel one who has
sworn an eath:and broken it {or whe intends ro break it)
to carry out the lecrer and spiric of the vow: b marrers no
whether the oathiwas madein jest, under compulsion; or
while utterly blind on drink. If this ritual is successfully
cast, the oath will be carried out or the one'who spoke
the oath will lirerally kill himself trying. The onth-raker
can carty out his promise with inrelligence and guile and
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postpone Action o an opportune moment, if relevanc, He

need not rush out and challenge a superior rival he has
vowed to kill wo aduel in broad daylight, for example, but
might instead choose to attack from ambush when his
chances of success will be improved.

REAPING OF THE Pus BLOOMS

Type: Arcane

Arcane Language: Dacmonic

Magic: 4

XP: 400

Ingredients: The wholeand unhewn corpse ofa Daemon of
Nurgle, a fory-pound candle made with the dnppings of
three dozen men killed by the Neiglish Rot (see WFRE
page 136}, brackish warer collected from three foerid
swamps 4t least one thousand miles from each other, and
the hand of a mad surgeon,

Conditions: You miust have béen infected with and survived the
course of the Neiglish Rot at some point in your life.

Consequences: 17 you fail your Casting Roll, you are
infecced with the Neiglish Rot. Each day, however, you
auromatically fail your Toughness Test to resist its ravages,
which dooms you to die soon enough,

Casting Number: 27

Cisting'rim:: 4 hours

Deseription: This ritual brings the scourge of the Neiglish
Rot o 2 community of Humans {orsome other race).
Everyone within a mile of che location where the ricual is
case must make an immediare Toughness Tese or contract

the disease, which they may spread normally o those they
come into contact with.

TuE RiTE oF BARREN BLOOD

Type: Arcane

Arcine Language: Magick

Magic: 3

XP: 400

Ingredients: A drop of blood taken from a male of the line since
the previous sunset, a fist-sived chunk of warpstone, a solid
silver gobler worth ar least 100 ge, and a'sillbom goar.

Conditions: No member of the lineage 1o be affected—
including all the refarives listed below—may be expecring
child when the ritual is cast.

Consequences: If you fail your Casting Roll, fail to meer the
Conditions:(usvally though ignorence of somé distant
relative or of some recent conception), or use Ingredients
of blood rot from'a man and woman who are refaed,
your lineage is insead affecred by this curse.

Casting Number: 20

Casting Time: 8 hours

Description: You identify a lincage by the ingredicnes you
use in the casting of the ricual. For all dime, all these
descended from the single individual vou specify, as well
as that individual’s siblings, parents, parents’ siblings,
and all the descendens of those relatives; are rendered
inc:pih]c of pmducinﬂ 0or Fnth-:r.ing uﬁ'sprj.'ng. Mh:r:nun:i}r,

the caster may choose to affect only males or females of
the lincage.

— RESEARCHING RITUALS —

hough ritual magic is harsh and dangerous, its might

cannot be denied. Thus, Wizards who crave power above
other things forever seek to bend the Winds of Magic to che
crization of new rituals, The following sections provide rules for
‘envisioning: researching, and refining such.

To create a new ritual; the Wizard first defines its Ideal, serting
out El'lsg,-;idﬂs and intendons. Then he b-l.gjn.s io research,
Research is a repetitive process in which the mage refleces
deeply, reads from arcane sources, and p'c'r["b'rm:i dangerous
experiments. Once he is sarished with his research and has
ereated a Draft of his ritual, he atemprs o cast it This may
resultin success, which ends the process and cements the riwal
characreristics, or failure, which requires the Wizard (assuming
his survivall o either give up or 'go back 1o the deawing board
to refine a new Draft and arempr another casting,

‘The process of creating a new nitual is one inwhich the GM is
closely involved, and like magic frself, adjudication of the process
is more art than science. At any poing, the GM is abways within

his rights to specify that more or less research must be done, define
resuls arbitrarily rather than relying en die rolls, or réquire more
acsthetically appropriate Ingredients, Conditions, and so'forth.

Finally, it bears mentioning that the rules presented here are for
creating rituals of the Arcane, rather than Divine, variery.

REQUISITES

In order to even attempe to create a ritual, 3 characrer must meer all
the basic requirements for learning magic (see WERE page 141), In
addition, he must have the ReadMWrite Talenc and ar least one level
of skill mastery in Speak Arcane Language (Magick).

THE NATURE OF RITUALS

It is obvious to even the lowest apprentice that riruals are not
like regular spells. When creating 2 new rirual, both playerand
GM should keep frmly in mind the following basic qualities
that defing rituals and separare them from regular spells. The
more the player cleaves to these princjpfes, the easier it will be
tor the GM to rule kindly throughourt the research pracess, for
GMs must disallow with iron resolve any ritual proposal thar
violares these tenets:

. Rituals Are Powerful: The capabilities of the meanest
ritual magic exceeds what even the most powerful spells
defined of cach Arcane Lore can do.




Rituals are Absolute: Whereas spells ﬁ'cq;wntl:,r give
benuses to teses, and the uldnrave resules sull hinge on a die
roll, ricuals have absolure effecrs. IFa ritval is successfully
cast, there should be no question abeut what will happen.

L Rituals are of Consequence: Beyond being powerful,
and even beyond having Consequenees, rituals are of

consequence—they change lives, lands, and circumstances

for good or bad.

*  Rituals are Complex: To cast a ritual i5 a thonsand times
casicr said than done; the process of ritual casting invelves
long-term planning and thorny preparations.

Linkep ELEMENTS

The rules for creating ritals frequentdy rely on the concept
of linked elements, The idea is simpler A rital element—an
Ingredient, Condition, or Consequence—is said to be linked with
the effect of the rital if they share some common conceprual
clement. For example, The Beastly Tnnsmogrification of the
Ormnipotent Tohar { WERE page 169} has as one of its Ingredients
the freshly severed head of a Beastman shaman. Since the effecr
of the rivaal is w tansform Humans into Beasomen, this isa
linked element. Nore thar not all rincal clemenis muse be linked
elements. It is simply a frequent requirement.

In order to be considered finked, a rinual element’s connection
to the ricual’s effect must be clear and obvious, as adjudicared
by the GM. The Hite of Bairren Blpod, for example (see page
169) requires as one of its Ingredients a solid silver goblet
worth at least 100 ge. This is not a linked element, as there is no
particular sympathy berween goblets, silver, or wealth on one
hand and Human reproduction on the other.

GM CONSIDERATIONS FOR RESEARCH

When presiding over the creation of new rituals. the GM should
keep one thing first and foremost in mind: The purpose of
riruals in WFRP is much more to drive the plots of advenmures
thar it is to provide power-ups to characrers, be they virtuous or
rainted. Invsérvice of this end, you should strive to allow ricual
possibiliries that contribute ro compelling stories and morivate
player characrers to strive heroically, even if it seems at first
blush those rituals might destroy some Facer of game balanee.
Similarly, voushould ourrightdisallow rituals thae have litde
hope of creating or contributing toan interesting story, but
instead serve only to make player charagees more powerful or
smire their enemies in'a greager vari'c{y'nfways.

The iterarive process of ritual creation allows you the opportunity
to consider, over a long period of time, whether a new ritual is
appropriate for your campaign. This allows you to-err initially on
the side of allowing two much, since you can always rein a ritual’s
effects in by ruling thar some change in'the rital is required.

As a kst resort, vou can also rerroactively employ the Seeret
Consequence result of Table 6-11: Research Results to balance a
ritual’s effects if you feel you've made a mistake,

THE IDEAL

As a player. your firse step in ritual research is 1 define your goal.
What ends would your ringal bring abour in the besy ofall possible
worlds, and what casting characteristics would it have? The written
expression of this goal is called the Ideal. The Ideal is defined just
asa ritual is, with all the same statistics. Begin creating the Ideal by
writing out the following riual charscreristics:

Type: All rituals ereared actording to these rules will be of the
Arcane type.

Arcane Language: This is typically Magick, though if you know
the Daemonic or Arcane Elf language and have ar least
one measure of skill mastery in'it, you may choose either
of those instead,

Description: What happens if the ritual is successfully cast.

Consequences: What happens if the ritual is not a success.

Ingredients: The material elements thar muse be assembled and
used to cast the rinual.

Conditions: Requircments of timing, location, rarget, or
anything else,

Onee these characteristics have been recorded, stop. Give a copy
to the GM. Then, each of you separately and secrecly records your
estimation of what the remaining ritual characreristics should
rightly be, based on ity Desr:.rlpuon. Consequences, Ingredients,
and Conditions. This is both an aesthetic judgment and a game-
bralance question. Now the grvest rscarch consequences will
arise if the two-estimaces are far different from each other, so it
behaves you, as player, to be realistic. Note also one of the GM’s
goals in the ritual creation process is to make sure the ritual serves
the campaign’s narrative ends, Anything you propose voluntarily
to mece those needs is likely to put him ina cooperative frame of
mind. The following ars the rinual characreristics you and-the GM
record in this second phase of defining the ldeal:

Magic: The Magic Characreristi¢ required to cast the ritual.
MNorte that you cannot invent a rirual you could nor cast,
s0-as a player. you should never record a number here
that’s greater than your Magic Characreristic.

XP: The number of xp:that must be spent to learn the ricual.

Casting Number: The Casting Roll that must be mer to cast the

spell.
Casting Time: Usually a quantity of hours or even days.

Onge all of chese characreristics have been recorded—but
before the GM reveals his estimations to you—you must

spend a month of game time in research before the process can
continue. During this time, you marshal your will and serength,
do preliminary research, and gither the materizls you will need.
At thie end of thar time, you have assembled vour First Diaft,
The First Dralt is  possible vession of your ritual. Te consists

of the Type, Arcane Language, Description; Consequences,
Ingredients, and Conditions you specified. For the other ritual

characeeristics, the grearer estmae— yours or the GMs—is

assigned in cach case,




Thie research process is repetitive, with each period of research
representing another actempt ro employ the Winds of Magic in
just the right way to make the ritual work. Although atrempting
o bend che Winds to an inflexible Ideal is folly, @ series of
periads of research will—with a bit of luck and skill —résultin
a Final Prafe of the ricual thaes as close as possible o the ritual
you originally envisioned, Whien beginning a research period,
you must first roll to derermine how long this research period

will last. Use Table 6-9; Research Time.

lf.ir becomies necessary o determine ac what point during the
research period thie dangerous event occurs, roll d100; this i is the
percentage of the period that has passed’ wt'mn things o wmng

After the time allosted to research has passed, you must determine
how the evolving ritual has changed in the face of your new
discoveries. Roll on Table 6-11: Research Results. The resule
are applied o the characreristics of your most recent Ritual Draft
to create a newer Ritual Draft, which supersedes the older version.

The i‘hl]nw'mg modifiers: appf'}r only in the first ireration of
research; when modiﬁ.-'ing the Firse Draft of the ricwal,

~20% In the first iteration {only) for each poine by which
the player's Magic estimate was less than the GM’s
Ectmare,

—5%  In the first iveration (only) for every 100 xp by which the
players xp estimate was less than the GM's estimate.

~3%  In the first iteration (only) for every point by which
ﬂ:{: plavers Casting Nu mber estimate was less than
the GMs estimate.

~1%  In the first iteration (only) for each hour by which the
players Casting Time estimare was less than the GM's
estimyare,

The following modifiers apply in all iterations of research.

~10% If, in'the current Diraft, the Consequences ofa
harmful ritual are—in the GM judgement—less
severe than having the effects applying to the caster
rather than the intended target.

+5%  If the currently operative Consequences include the
caster’s death,

+30%  Foreach Ingredient and Conscquenpe in your current
Bleafe tha is linked to your ritcual’s effeqrs,

+3%  If you have the second and final measure of skill
mastery in Speak Arcane Languase (Magick).

+3%  Foreach of the following talents you possess: Acthyric
Arunement, Dark Lore, Dark Magic, or Luck.

+1%  For each of the following skills you possess: Academic

Knowledge (any, with a banus for each) or Magical

Danger: On this result your research m.kés l { 1d10/2)

months, but more distressingly, something horrible

looms as 2 possibility: You must make a Hard (~20%)

Intelligence Test or suffer a random effect from Table

- 6-10: Danger! .

TABLE 6—10: D.am‘

‘Roll Effect

5-6 me C-ﬁww Mapifestation: Roll on WFRP Table
T2t Mi.tmr (‘,hnoﬂdun&mﬁnn {or Table 6-24:
‘Expanded Minor Chaos Manifestations, in this
book), butread any dusation in rounds or mintees
as hours and any duration in hours as days. You may

stllf I:ﬁt rhls :rcraﬁtm uf}-’uur rt's:.arch however.

bl C}mmpﬁx Umm Jﬁ'aﬂ{fﬁfﬁtﬂpﬂ As above, but
roll on WERP Table 7-4: ﬂatastmphm C['Ia.ﬂs
Manifestation, or Table 6-26: Expanded

Catastrophic Chaos Manifestation in this book.

1 Bearh: You die hdrﬁbly-f:n whatever way the GM
deems most appropriate, considering the nature of
the ritual you were al:remprmg Unless you have
a Fate Point to spend, its time to roll up a new
character.




TABLE 6—11: RESEARCH RESULTS

Roll Effect

6-8  Secrst Comsequence: The GM rolls on Table 6-13: C&nsequmm and applies the results to the current Draft of your riwal.
This consequence, however, will be secret to you uniil it is cither mndﬁrcfi of eflm]rmred in future irerarions of research, or
until the ritsal is confirmed and the consequence comes 1o passiin some future casting of theritual.

i 22 New Conssquence: You discover some new Consequence of your current Dralt. Roll on Table 6-13: Consequences..

H  Precios ﬁjna’mr. Your research reveals some precicus Ingredient is required for you to move forward. The GM may eicher

} rule some existing Ingredient must now be precious. dhat some already precious Ingredient must be even more precious, or
require you to toll on Table 6-12: Ingredients to generate a new Ingredient, which must bepruci:uua A precious Ingredient
is onie thar is more valuable than achers of its Kind due to compesition, rarity, or craf&mansi'up The basic value requited is
1410 % 50 ge. The GM dcte*mme;s rl'n‘. muu:e Df the uamsn:’a.lue—mmnt be made of silver? crafted by 2 master? come from a

| both: If you roll this result more than once in successive

notable collection?-

research iterations, an additional 14101 Sﬂgrat f.-aluemay suenpil}r be added to an Ingredient previously made precious.

- More: Cmm Additional magic-using casters ase required w cast the rlmﬁ The GM determines whas specific characreristiés,
such as 2 minimum Magic Characreristic or knowledge of a particular Arcane Lose, they must have, as well as how many of
them chers must be,

Tiwo Results: Roll twice mare on this eable, using the same modifiers.

52-55 Greater Magic: The Magie Characreristic required to cast the ritugl increases by 1. IF it was already 4, there is no effect from
this result. [ the Magic required is now greater than your own, you must suspend your research.until you increase your Magic
Chzracrenstic to thf: rcqui’.simlmrci

fr::m-m# CnfmrgN#}ﬁ&ﬂ o Cas!mg Numb:r increases b.}r 2

-sfwm Cm:'ng— Time: TI'_m C‘-,i';sﬁng'-;'fg"'u_n& Ay hp‘l-vi‘ ~:1d1mz}'_ hours, to a minimum of 1 hour.

82-88  Deoeased Casting Number: The Casting Number decreases by 2.

914 Solid Wirk: You uncover no changes that must be made to the risual charaereristics of your current Draft,




TABLE 6—12: INGREDIENTS

Roll d100 to gencrate an Ingredient. If more than one possibility is listed, the player makes the roll and the GM chooses from
among the results. The GM also defines the *spmﬁm of any rolls on the Complications sub-table.

Roll  Ingredient

44-45 A measure of oil

A buckler, shield, or other-carried prosective device

*iB A mirror, pool F werer, or other reflective marerial
or substance

fur, skin, or hair of some particular animal
- &ﬂ:fz'l ﬁ.;:andle,.lamp, ]antt"m ar uﬂmr.iighr_sourm

A bottle or keg of wine, spirits, or :b_cvrrﬁge

A S 53 A serof manacles or chains
ok rope, twine, string; or gut Smiaa g

o 18-19 A teus, m@nt:u:ta :;m p-&rf:il, false eye. pair of

55 A miasure of pepper, sage, salt, or ather spice

1]“ : AsihiE ; == 60 Anooth, tusk, or the like

24 A specific type of musical instrument

64-65 The enurails of some specific type of animal

ol (chisel, hoe, m

; ignet ring, pavel, or othet trapping o o

of pawcrand}'ar w}rahy 81-90  Roll swice miore, with the GM specifying how the
! 1 two Ingredients must be combined into one. (Ink

and parchment to.g:l:hcr 1'ri;|.ghl: ab'.fmusl} require

e something to be written on the parchment, a key

R T and a Halfling stemach rogether might require
ele; strap. m* ar thelike : that the poor creature be foreed 1o eat the key, and
Ve patch r % -Sﬂ'ﬂn‘;} ¥

40 Ase of undergarménts

97-00  GM’ choice of anything ac all, whether from this

wble or not.
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TaBLE 6—13: CONSEQ UENCES

Roll  Consequence”

31-50 fmifnf {.amqmﬂrr : lf your cital is harmful, the
consequence is that some P‘l‘:’ﬂ:ﬂ or individual ]mkﬂd
to vou will be affected instead of the intended target.
1 the ricual’s effects are gencrally beneficial, the
consequence s that the opposite of the intended
results will be inflicted on a place or _mé:ldual

linked to you. (See Linked Elemmtsong

170.)

61-65 Distressedt: The Consequenice is that the caster gains 1+
Insanity Poine. 5

71-80 Mudness: The Consequence is that the caster gains
g spmﬁc Insamt}' The. paml:uia: Insani hosr;n
lies to all amempr-rmcast' .

Th.Cmﬁqueifd:;e thar the caster dies,
pmbab[}r ina particularly horrible way Fﬂir bodi the
caster and thase nearby.

Roll  Ritual Outcome

16-30  Fizzk: The ritual doesnt work, but at least you're on
the righe track. The Ingredients are consumed. You
must either give up or pe'ifﬁirn another iterarion of
research, Tl"augh you get a +10% banus to your next
mll on Tahl;e 6—!1 Mﬂm

G1-80  Near Success: The Il]g,mdlcnﬁ are consumed and some
mndjﬁed or incomplere effect—determined by the
GM-—oceurs. Though you must go back to do more

earch, you're getting 'hhc and geta +30% honlss

o TasE6-15:
INGREDIENT COMPLICATIONS

Ingredient must be...

2 ..broken,

45 ...made of some specific substance
(such as a specific kind of wood, stone,
or metal).

i .E‘g&ﬁ:ﬂd: h]_,: snmu::t‘:-m!'lwit}r a
- peculiar eccentricity.




CASTING ATTEMPT

At the'end of each pcriuct of research; youattempt tof case the
newly modified Draft, You muse assemble all oFth‘_? recuisie
Ingredients, fulfil all the necessary Condirions, and so forth: this
casting is no different from any other ritual casting in that way.

If you fail in your attempt to cast the rieual (fe., you do not
achieve the current Draft's Casting Number), you suffer the
ritual’s Consequences. In addition, you have not achieved the
final, stable stage of your ritual, and musc either give up or
perform another ireration of research, If you succeed, on the ather

hand. roll on Table 6-14: Casting Attempt to see what happens.

SCRIBE THE RITUAL

Once a result of Success is achieved on Table 6--14: Casting
Attempt, the ritual process is complete save for the process of
scribing all of the ritual’s particulars into their final form ina
grear tome. This rakes only a week or so/and you, as player,
sh::_-u]d ke sure o record both che final dtual characeristics as
well as the physical partculars of the book you create. The riusal
ma}? N bﬁ‘ learnn!d_ ﬂll’d Cast !J’y 3.“}!"01'[!5_' WI'ID fEﬂdS }’Dllr oI
or a copy of it. Note that by creating, researching, and scribing
aritual, you learn i withour having to spend the xp noreally

required—one small benefit of the many dangers you withsteod.

ol
l

PrRriLs OF THE TRAVELLING PWIZARD

The various stages of ritval ereation are typically undercaken
in labaratories. However, most PC Wizards spend much of
their time on the road, travelling from place to place. An
Ideal can be assembled without penalty while travelling,
though it takes an extra month, A successfully created ritval
can likewise be scribed on the road without pcnalmd'tm.@'n

this requires an additional week ot so.

Iterations of research are a bir erickier. A Wizard who is on

the road forany portion of the research duradon must add +2
to his roll on Table 6-9: Research Time for that iterarion of
resesirch and suffers 4 —10% penalty on his roll on Table 6-11:
Research Results & for thar ireration of research, In addivion,
the circumstinees Df'tmd should be kept in mind b}' the
M. For example, if the player rolls the “Explosion!” resulton.
s Table 6-10: Danger!, the GM must determine whether any !

of the Wizard's companions are harmed in the blast.

Casting Atcempts must be made as usual whether the

| character ravels o not there is no additional penaley or
accommodation, The Ingredients must still be assembled, the
Consequences fulfilled, and rhf {_,a.sung Time expenided. 1

—mmmm—

hough Wizards train hard to master magic in such a way

that they cani call the Winds of Magic safely, long-term
wse of a particular Wind leaves'a stamp on the caster. The most
learned members of the Colleges all bear these marks, whether
they manifest as changes in personality or outward physical
changes, from skin changes to impediments. The side effeces of
spellcasting are called Arcane Marks.

ou can expand the effects of Tzeentchs Curse ro include

additional effects that apply to Wizards of a particular
College. Whenever a Casting Roll comes up as doubles, wriples,
orquadruples. the Wizard resolves the Chaos Manifestation

as normal. In additdon, theres a 10% chance for the Wind to
Leave an Arcane Mark on the caseer. 1Fso, the Wizard must
make a Will Power Test. The difficulty of this Test depends

on’ the severity of the Manifestagion. Fora Minor Chaos
Manifestation, the Test is Average (+0%), but for a Major Chaos
Manifestation, the difficult worsens to Challﬁng{ng {—=1005)
and for Catastrophic Manifestations, it worsens furcher to Hard
(=20%0). If the Wizard fails the Test, a variery of things can
QCCur depcnding on the Wind of Magic used as described on
their respective 1ables, If you gain the s_élm:ﬁ Arcane Marlvr_. wice,
reroll che resule. In the case of Wizards using Dark Magic, use
the normal rules for Side Effects (see WERE page 159).

T ABLE 6—16: AMBER W1ZARD ARCANE MARKS

Roll

Aura of Savagery: Domesticared animals tend to nur angry,

5160

Training Tests madie by others while you are within 12 yﬂ:ds {4 squmt:sfl have their difficulty worsened by-one step.

o

e

lisworse when vou're in closed spaces.

almost violent, while in your presence. All Animal Care 'ahdﬂninm




imposing 2 ~5% penalty to your Intelligence or Fellowship charagteristic (GM's choiee).

Bmush Yous lack refinement and grace:
ing mﬁlﬂmr&; ;

Mark of Gl Tiu‘: runeof Gher kppe:lmmmewﬁhrg o1 your hody {GM's choice), You gain a+10% bonus w {'_hannc!]mg checks:
when csting spells from the Lore of Beasts,

TABLE 6-17: Amwsr ‘WiZARD ARCANE MARKE

91-100

‘I'"u!.oe ufth : Dead: "I"ml.r Voice chmg:ﬂ s thar when you speak it s in an unsectling whisper, You take 4 ~3% penalty to Animal
Trahmn and F:lll;:w;rﬁ: Tests.

Ma-:lr -:-:I"' Eﬂg‘m& "I’M e b ‘-"i'mrfr ApEars ¢c:mcw]'mr- an ol hﬂu:] (Ghis cha;ﬂe} "l’m g:un a +Iﬂ“nhnn vt anl:ng, -'I'w:dm
when casting spells from the Lore of Deach:. R e 2

'TABLE 6—18: BriGHT WiZ4RD ARcmE Marks :

nstone: You stink of brimstane. All characters within 4 yards (2 squares) take 4 —10% penalty w olfacrony-based
lerie upn Tum.

Mark ““&“&-’"“ rune ”rﬁfﬂh-%mﬁﬂlﬂﬂwhm:mly {GM’s choice). You gain a ~10% bonus 1o Channelling checks -
when casing spells from the Lore of Fire.

Rni] F.esuit




4150 D:sw.r ing Visions: You wmmuniy seE dlsmnnacmd portentous evenes that are ummngim to you. The conseant barrage is
distraceing, imposing 1 —5% penalty to tion Tests,

venicch’s Curse, you muse succeed on a Challenging (~109%) Will Power Test
with the borc oic. 1f you fil. you dre stmned for | round,

Stargazers You become agitared when you are unable o scey the siars. The difficulty of all cests invalving Academic Kiowladge or
“Will Power increase by one-seep for each. nght yau [l to observe the. night sky for ar lease half an hous. All acmnmh:cd perialties are
tes When you are stael more

gt

; ,_Gtﬂ.nﬂhm Your skin changes colour, assuming 3 greenish hue; This is off-pu fong% posing it —5% penalty to Fellowship
Tes i win i L with no I, WME, su-:h aioutward ehiange may make others confuse you for a Mugant.

. '_Pﬁi‘ﬁ Mﬂﬂwhnl? on your body (GM' choice). You guina + 10U bonus to Channeling
checks when casting spells froin th: Lum of Libe,

TABLE 6—21: HIEROPHANT ARCANE MARKS

11=20 Ewclmh Ynumspjrc s-mll acts of renembicance and deja-vu in those around you, You have no control over ehis effect, which tends o

an—m gic users a liede ﬂls‘rﬁlﬂ'ﬂd wlw:n 1;-'ll|<m 10 yﬂu.

nmic:

3140 Euiaﬁ_fﬁ; Yourmsdﬁangc cnlm;r. brmmmg nﬁky whim ar haw.\a grﬂdcn Jumitianice, Thisiis al?f'-prumng far most, imposing 2 —5%
penalty to Fellowship Tests made when interacting with non-magic users. Worse, stich-an-outward chia nge may miake others confuse
vou for a Murant,
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TABLE 6—21: HIEEROPHANT ARCANE MARKS (CONT’D)

) 51-60 hu:a aof Magmiam. You emit a sirange aura that auracts metals 1o your flesh. Enemies trying to strike you gain a +3% bonus to 5
F| Wcapnn S.lp'f] and le[isuc bluﬂ "['c-srs, rhuugh anyone cJ;sc wuh'in 4 \'nl'ds (T squmé] wim tries <o strike: mnmm orher thai you ﬁiaus o
1

dmmn:mm(.. butyou gain: ] Armour, me to’a.ﬂ
J csrudded leather {see page. 17in M%}Hﬁmfﬂr M . : ﬁf_ ; __ s 1

1}1-—~|ﬂi)- '\[—]ﬂ:.ﬁf M TThe raee of (}dmﬂ_ﬂ gppc-g,ug‘ '!OD‘IM‘IIE[! |;||1 }N:"“: hﬂd}f {GM*& dmme} You g&lﬁ a+10% bonus to C hmm:llmg
checks when Lasn.ngspié Emm the Lore of Meral,

~ TABLE 6-23: SHADOW WiZARD ARCANE MARKS

Unnarural sha
put\ Folke |“ at

Marlk of Ufgn: “The rune chUaksappnus sumwhm on yuur bm.t;. IE'M; choice). You gain a +10% bopus to Channelling checks
5 when casting spells from the Lore of Shadow.




Fnr WIFRP campaigns that involvea lot of magic and spellcasting see frequent manifestasions of Tzeentch’s Curse. This section
further explores the calamities and backfires magic brings abour, providing replacemenss for WERP Tables 7-2, 7-3. and 7-4.
The replacement tables are used in precisely the same way—whenever arcane spellcasters roll doubles, wiples, or quadruples on their
Casting Rolls. It also provides a new rule to make Chaos Manifestations & bit more likely in Chaos-infused places and times.

TABLE 6—24: ExpaNDED MmvOR CHaos M_ziNifEswt_j:UN

randomly selecred frem you are halding or carrving flies 1d 10 yards (1d10/2 squares) in 2 random d.ircctlal_'l.
Iy by Win hat

! rdllig ou glow with an eerie |'t-'fnr_,Ld-l_i']}- s

| Slecping Nerves: Every._muﬁejp..f.rihur__d}r_ tiagles for 1d10 rounds. You suffec a —5% penaley to all tests made in that rime.

Milky Eyes: A milky film covers your eyes for 1d10 hougs: You suffer & —10% penaley to any tests involving sight in that dime;

Haunted: Ghostly voices fill the air for the duration of your spell,

magical energy coursing through you causes you to lose 1 Wound regardless of Toughness bonus or armour.

69-72  Mental Blocks You channel 00 much magical energy. Your Magic Characreristic is reduced 5y 1 for Td 10 minuces,

Intestinal Rebellion: Your bawels move uncontrollably, soiling both your clothing and pride.

Flaid Transformation: All liquids on your person—=including spell ingredicnts—turn to brine.

Accumulation of Chaos: Roll twice more on this table. The first roll is what happens now. The second roll (which the GM
‘should male in secret) defines whar will automatically happen the next time you cast a spell, in addition w any other effects
Teeenchs Curse will bring if you roll doubles, triples, or quadruples. i

Unlucky!: Roll on Table 6-25: Expanded Major Chaos Manifestation instead,

P ———




Rag:Dult- You spontaneously y through the air 1d10 yards (1d10/5 squarn} iin a random direccion, Janding roughly and
ing a Damage 2 hit, i

45-48 Tgnguu-mped Chaos. energ}ﬂnﬁ:ics your mouth; anything you say for the nexe 1d10 minutes comes outas glbbcnsh
e _rendenhg spdiemn,ng sible during that time,

Undone: Every tie, clasp, and fastener of every type on your bedy fies viokently open. Belts come undone. pouches fly open,
‘boots come unlaced, and so on. "

69-72 .Aeﬂ'lyrm Atfa::h. Ma-gtcul cnerg'.r buras thrnilgh Vi, n:ausing you 10 lose 1d10 Wounds regardiess of Toughniess Bonus or
armonr.

Mi.minumi& fmuihamml tuo-mueh'm;gféi-enc o Your Mngu: Characreriztie i reduced by Hor 24 hours.

Kln .Hﬁctd. Rﬂil again on this table. Yﬁurclﬂ@cst Imn-g refative (an ﬁf&p‘r’l‘ngb sibling, or parent, conmltml in thiat order,
s” being defined by p:-:ﬁt:.m:ty I ynu in age} suffers the resulung cifect, ragntdle‘ﬁ af how ﬁlramzy heise

9[-0  Store of Chaos: Roll rwice mq_re_-nn,_this rable. Thethirst roll is what happens now, 'I]mmdmll f_{which TJ'I.CGM should
make in secret) defines what will automarically happen the next time you cast a spell, in addition 10 any ather effects
Teeentch's Curse will bring if vou roll doubles, wriples, or quadrup

Y800  Trick of Fare: Roll on Table 6-26; Catastrophic Chaos Man.i[":zs_tﬂinn insgead.




ring Eye: Chaos energy wracks your bady, dcf;irl.tatmgmur constitution. Your Foughrem Charaereristic is redyeed
by 365% o 1310 bess

Stnpeﬁed:-\"a‘rur min

Albine Afliction: Your skin and haitare bleached urterly whire by

.Mu[&mlcn. Your ability 1o use magic is burned out of you, Your Magic Characreristic ;smdumd o 0. For each fiill 24 hours
that p pm It inereases. '5}' 1 unuf it returns o full scn:ngch .

| 4952 Unmv:ted Cnmpfan}" You are artacked bya number of Lesser Daemont {see WFRP, page 229) equal to your Magic
|| (.‘aarastcnwc They zppear from the Aerhyr wuhm 12 yards (6 ﬁqmmﬂ dF;w.m

5565 'Dunmnic Contmct. You 51.I£F:r id 10 i'.-uunﬂs {mgmdlmnf'l‘punhnm Eunus and - a..muux:la&a wo- |nch C.Jmos e I:rurns s
its Wity oito a random part of ‘your body. Should you ever collect 13 of these, they will spell one & contrace that signs your soul
.awa}r o Rlurmus Pﬂmr I.';GM 5 d:screnan]r Removal of the hmnded skinwill m:ake no dtfferenec ) rhn: cmura(:t,

rion of Chaos renders you sterile or barren.

75-?? Spgsmmiu: P-sl.mxym; Yuur entire bndymuﬂm violently as the purestuff of CHaas courses aver vous you bite off o
mngut 'I.'ml bm;mr: ey deﬁcti[t o u::lder,sm.nd and suffer -5 rall G:u;cumg Raslls el you are somchow healed,

8183 Mll'lﬂtmgwmd- "I"uu ST J'nqke a Wl[ Fﬂwcr T::Rt u:r suﬂ:cr a Ch:ms Mumti‘ﬂn (.m:, WFRS page 229, or d'u_ Ol Wirld Bestidry,
page T

$7-89 Kil! ﬁﬂtma._m}il again on this fable. Your closest living relacive {an offSpring, sibling: or parent, considered i in tl'm. order,

defined b}r pmx]mitf.r to you in age] suffers the :emlnng eﬁm, reg:ud]m of how far away

93-95 Hoard of Chaos: Roll twice more on this rable. Thie frse roll is whar happens now. Thesecond roll (which the GM should
make in secret) defines whar will automaically happen the news rime you cast & spell. in  addition o any orher cﬁ'ects Teeentchs
C,ume will brmgrf}rm roll doubles, mplcs or qmdrupics
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Whiie spells are some of the most important componenss in a Wizard's arsenal, many Wizards also mzke extensive use of
other rools to augment their already potent talents. Included in these are familiars, magical crearures that act as servants
and companions, and also potions; the potent brews that bestow magical effects on their drinkers. Furthermore, many Wizards and
other characters uncover powertul weapons and devices that are as beneficial as they are dangerous. This chaprer broadly examines
these magical rools to serve as a starting poine for coming up with more of your own design.

— FAMILIARS —

amiliars are companions o Wizards. Since those who work

magic are often shunned, 2 Wigard’s familiar is frequently
the only one he can truly call friendly. (And only friendly
sometimes—a familiar can as easily be crotchety or sullen.)
Familiars come in a wide variety of shapes and sizes; and can
have a wide array of abilities upon which their masters can call
in the service of esearch, defence, spellcasting; and more,

There are three methods by which 2 Wizard may ebrain a
familiar. The first is by creating a creature from unliving
materials and imbuing it wich life by magical means. Suck
creatures are somerimes called homunculi; though chey are
also known by other names, and the traditional concepr of a
homunculus—a small, humanlike crearure—does not describe
by far the wide variery of created familiars that are possible.
The second method of abraining a familiar is to bind a living
creanure o your company and service. Cags, birds, and rodents
are typical bound familiars, but nearly any other living crearure
can be bound asa familiar. Finally, familiars can be sammoned
from the Realm of Chaos. Calling Daemon Imps—and even
more powerful Daemonic creatures—to became familiars is
dangerous busingss, and only the most depraved Dark Mages
attempt to do so. The processes for creating familiars and

binding familiars are described in the secrions that follow. The
process of summoning familiars from the Realm of Chaes,
however, is described in Tome effﬂ?Tn]ﬁ.':r'aﬂ.

OBTAINING A FAMILIAR

The first decision you must make, as 2 character intent on
obtaining a familiar, is whether you will create a familiar

from magical components or bind a living creature 1o be your
familiar. In some cases, this decision will be made for you
based on the Arcane Lore thar you know. Thi following are the
requirements of each type:

Create
Your Magic Characteristic must be atleast 3, vou muse have the
Academic Knowledge (Magic) skill, you must have the Speak

Arcane Language (Magick) skill, and you must have one of the
following;

- One of these Arcane Lore talents: Dearh, Fire, Light,
Metal, or Shadow.

s The Dark Lare (Chaos or Necromancy) talent,




Your Magic Characteristic must be at least 2, you must have the
Charm Animal skill, and you must have one of the following:

. One of these Arcane Lote talents: Beasts; Fire, the
Heavens, Life, Light, or Shadow.

. The Witcheraft ralent.

If you sarisly the requirements of beth creating and binding
vou may choose either, though you must still choose one or the
a:hu, for the medhods are erly different. It bears noting there
are no restrictions on the number of familiars a given Wizard :
may have. Although most cheose to have only one, others—
Amber Wizards especially—accumulate many over time. Those
who qualify may even have familiars of bath the created and
bound rype ae the same time.

CREATING A FAMILIAR

Creating a familiar is a three-step process. First, you must gather
a wide variety of arcane components. Second, you must spend
time alone with your project, crafting the creature from the
elements you've collected, imbuing it over time with magic and
the semblince of fite. Finally, you miust make a series of rests to
see whether you've been successhul.

Components
Without exception, created familiars require you to.assemble

a great variety of magical components in varying quantitics.
Commeon components include mud, clay, dung, blood, and

the vital organs of humans and animals, but these only scracch
the surface. The availabilicy of components useful in creating
familiars varies widely. In large cities like Alrdorf, they can
often be purchased, but in other places, you must harvest many
of them yourself. When you begin the process of collecting
components, roll owo dice. The first is the number of weeks
you will have to spend accumulating components, whether this
time is spent in harvesting them, travelling to buy them, or a
combination of both. The second die roll, multiplied by 100, is
the costin ge of the components. The span of dme and expense

“can-both be spread over as long a petiod as you like without

penalty; you can spend a week and few dozen gein each of a
dozen citics, spread over years, if you wish. Any specifics about
the. components—where they must be found, how much each
picce costs, and so forth—should be invented by the GM as
1ECEssary.

Time

Once all the components have been assembled you must work wich
them over a period of time, distlling them. transmuting them,

and finally combining them together and giving them shape. This
process takes 1d10 weeks, during which time you may not spend
miore than an hour or so-each day away from your tasks.

Tests

At the end of the period of timie described above, you must
malze'a Herd (—209%) Intelligence Teet. If you suzeeed, vou
may proceed to roll on Table 7-1: Familiar Creation to
derermine the form your familiar has taken, and then on Table
7-2; Oddities of Form to determine any unusual physical

T

Ed'l 0 inches eall.

40-50  Animalinic: Xour fsmﬂ.ﬁr is sha

Mm‘eme Hummui Your familiar has lht shap&oﬁ'a hulmn bur. Hmd ]ch a wa‘fur Hﬂiﬂi’ﬂg. *mndli‘:g 3 feer +

pex :Iu. mm:.u.u’mta.t mk‘ing

uli on Tal:-lc T=3:

EEir appropnatc £ that animal,

Bound Familiar Type 1o determine what animal shape it takes. (You do ot have a bound famifiar, Table 7-3 simply

determines your created-familiar's physical form}

Ao

Lavge Animalis

" but your familiar is about twice the narmal size of ac

reof the resulting ype.

71-=580

wo resu]ts are differents

Combimarion: 1!"{:nur Familiars. mmaﬂd Ie:g;s are of dlﬂcrﬂm narures: Roll oodce on dhis ta'b}mlrc-m!hlﬁg this result if it
accurs again) and combine the two resuls. If the second result is the same form as the first, re-roll the second uneil the

GM Choice: The GM may: chaose any resules onthis wble,
ATYEE it

;,f.t:ff ———
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TABLE 7—2: OpDITIES OF FORM

e

=

Misi s Limb: Your Familiar is missing 4 limb that it would ﬂur‘mﬁﬂ}f h_awi_:',

52-'54 WNo Shidow: Your familiar does not cast a shadow.

Shell or Caapace: Yous familar has 2 haed sl
fﬁ'm’?:?m;rf ; y

Unierping Eyes: Your familiar has bizarre eyes, made from jewels, buttens, or mushrooms.

the Hoverer mlent iI'_ WERP, page 99).

%, =




characreristics of your familiar. (1f you achieve at least 2 degrees
of success on your Intelligence Test, you may skip the Odditics
of Form Table, ar your option.) If you fail; vou must go back
to the “Time” step, spend another 1d10 weeks, and then make
another Intelligence Test, 2 process you may centinue unil you
either succeed or give up.

Though the body shapes listed here approximate living
creatures, iris obvious ro all wha loek on your amiliar char ic
is formed of mud. stone, wood, Hesh, or whatever components
you used. It is clearly not a natural credrure.

In the event of missing body parts, you may choose which parts
are gone. In the event of extra body parts, you may define what

TaBLE 7-3: Bound Famitiar Tyre

Roll  Result
Bear: See “ers in WFRP page 232, for sutistics. r

.-llag, émﬁﬂ’ A small dag ;uch ds arat mq&iﬁﬁ-,

form they take (whether an extra limb is an arm or leg, for
example) and where they are attached.

BmoinG A FAMILIAR

Like crearing a fmiliar, binding a familiar isa three-step
process. The first is to search our a suitable creature, one whose
form, finess, and emperament ar¢ just so. Next, you must
spend time with the creature, both making it accustomed to
youand slowly imbuing it with magic. Finally, you must make a
series of rests to see if you've been successful.

Search

“There are two basic serategies you can follow in your search. The
first is rotravel the world and w:idernm Inukmg for a suirtable
creature. This straregy takes 1d10 weeks before a candidare is
found, but costs nothing. The second is to simply purchase a
suitable creacure. Although erearures suitable for binding as
familiars are only for sale in the largest ciries where Magisters
are most common, there are merchants who do a luczative
teade in such, (That is to say, such animals are only for sale

as creatures suitable for binding in large cities. lois certainly
possible to find such animals for sale in other places, bur those
selling them have no idea of the nature—or worth—of these
beasts.) The going rate for créatures suitable for binding varies

“Pogs” in WFRPpa,grESE for seatist

Eagle; Alternately, vou may choose some other
tioble bird, See pagc 189 for musnpr

Fa.rs'r See” R!&]ng Hﬂm& in WEF page 233, for

SEATISTICS:

Mm&t_‘]ﬂ: See pagc 190 &r staristics.

4647

5665

Emm Aimmrdy, xg%may &mm r.hf;t
large bird. See “Raven” in WERE page 253, for
statistics.

Walf See “Wolves™ in WERP page 233, for staistics.

96-00

GMs Choice: The GM chooses any animal on this
rable, or any animalacall.

widely depending on the creature’s nature, but is almose never
less than 500 gz, and even then not all suitable crearures are
suitable for all Wizards. In any case, you must roleplay any
attempt to purchase a suirable binding candidare, Whether
discovered or purchased, to generate the type of crearure found,
roll on Table 7-3: Bound Familiar Type. If the type gencrared
is nar one the player is interested in, he & welcome to spend
another 1410 weeks searching (if he's chosen thar route), or not
by this particular specimen and instead look for another (if he's
purchasing 4 creature suitable for binding).

Time

Once vou have located a suisable creature, you must spend
11042 weeks in its company, hoth maklng it aceustomed

to your presence and using magic ro crears an acthyric bond
between the you and the familiar, You can spend that time
doing just about anything else besides, as long as you can do it
largely in the presence of your prospective familiar. You can only
spend an hour or two each day away from it, or you must start
the period over, '

Test

At the end of the time period deseribed above, you muse make a
Challenging (-10%) Fellowship Test and a Challenging (~10%)
Inelligence Test. I you succeed in both, the creatuse has been
bound to veu and becomes Your familiar. If you fail in cither, you
must go back to the "Time" step; spend another 1d10/2 weeks;
and make both tests again. Only when you succeed in both at
ance will the process be ended, unless you give up before then.




FAMILIAR NATURE AND
PERSONALITY

Once you've either creared or bound a familiar, you must
derermine more abour its personality, and the nature of your
relationship to it. The unique character of familiars and their
relationships to Wizards means that you can never know
exactly what a given créature’s personality as a familiar will be
until its bound or created. Likewiss, it's impossible to predict
how it will feel about you after the process. The reason for
this is abvious with created familiazs, bur even Familiars that
undergo the process of binding can see cheir personalities
changed drastically by the experience.

To determine your new familiar’s personality, roll on Table
7-5: Familiar Personality. To determine the nature of the
relationship you and your familiar share, roll on Table 7—4;
Nature of the Relationship. Before rolling on each of these
tables, you may actempr a Fellowship Test. For each degree of
success you achieve; you can alter the ourcome of the die roll
by one point in either direction, if vou wish. Far example,
with two degrees of success. you could make a roll of 2 on
Table 74 generate a relationship of Adoration, Friendship.
or Servant (because two can be increased or decreased by up
to two, becoming 0, 1, 3, or 4).

ROLFPLAYING THE FAMILIAR

A Wizard's familiar is an interesting hybrid, falling somewhere

berween an unrhinking extension of the Wizard chargerer—like

an {'rt‘d'ln:lr;-' rii.‘iislg horse; or evena migical seaff—and a fully
realized character in its own right, capable of acting on its
own, with its own agenda. This gives rise to the question: Who

Pt

controls the familiar in play? Does the Wizard speak for the
familiar and control its actions absolutely; or does the GM play
it asan NPC? And how do personalities like Argumentative and
Inconsiderate, and relationships where master and familiar are
At Odds, figure into the siniation!

S _— e

TABLE 7—4: NATURE OF THE RELATIONSHIP

Roll  Relationship

achers.

6 Distant: The familiar realizes it owes an obligation of some sort to its master, but prefersto spend its time alone, For

thateve

SN

23 Friendsiip: The familiar considers its master to be a good friend, probably (though nor necessarily) a friend above all

8 At Oddi: The familiar is actively antagonistic wward its master, though is generally not self-destructive enough o
proactively work to cause its-master harm.




3.3'—40 Incoherent

Inquigirive

89-90

Saureamish

Vain

The basic rule is that a familiar’s master controls its-actions
and speaks for it during the game, but is understood w do
so-on the overworked GM's behalf ]f ar iy time,. the CM
feels the familiar would do something other than what the
player specifies, he may overrule the player and spell our some
other course of action. This applies on all levels, from the way
a Familiar intéracis wich a cuﬁunﬁfNPC to the way a familiar :
spends his advancement picks,

Even though the GM has the final authority on what the
familiar wants and intends, a fam LI:EI!S master also has
concrere—if not absolute—sway over his familiar. Any time

a familiar's master becomes aware thar his familiar is doing
something conerary 1o his wishies, he may engage in‘an opposed
Will Power Test with his familiar in order to bully i into going
his way. This may have consequences down the line (no one
likes to be pushed around}, and so the master may want to try

;#H_

98-00

GMs choice

to persuasion before commandment. But the epposed Will
Power Test always remains an ‘option to keep a recalcitrant

familiar in line,

FAMILIAR STATISTICS

The way a familiar’s statistics are generated varies berween.

created and bound familiars, as described in the sections

thar follow. What's common ra both, However, is ﬂ-u:} rinake
advaricements according o the Familiar crearure career listed

on the following pages. Familiars gain xp ar half the zare their
mascers do; for every 200 points a familiar’s master accumulazes,
the familiar carns 100, Eamiliars never earn xp on their own,

In addition to spending xp on advancement picks from the
Familiar ereature career advance scheme, familiars can also
spend xp to buy new familiar abilities.




— Familiar Advance Scheme —
Main Profile
ws | BS 5 T Ag WP | Fel

+110% -— +10% | +20% +50% | +50% | +35%

Al w [sB|TB| M |[Mg| | m

1 42 - - - - -

Skills: Academic Knowledge (any), Comraon Knowledge (any), Dodee
Blow, Magicsl Sense, Perception, Read/Wrrite, Speak Arcane
Languze t!'-izgic!t}

Talenrs: Acure Hearing, Arthyric Attiinement, Alley Car, Flee!,
Frightening (ereared familiars only), Keen Senses, Riesistanice to

Chaos, Resisant 1o Magic, Sixth Sense, Streng=minded, Unseuling

T'rappings: None

Career Eairs: None

CREATED

Generate a new created familiar's stats by rolling according

o Table 7-6: Created Familiar Beginning Characteristics:
Created familiars also biegin with the Magical Sense skill and
Unseuling wlent. Alchough certain generared staristics may
sometmes seemn at odds with a given created familiar’s size and
shape, keep in mind that creared familiars are wholly bizarre
creatures for whom there is no template in the nacural world. Tt
is nor so difficulr o helieve ragic conld creare 2 hulking farm
susceptible o damage from an offhand swat or a small creature
capable of withstanding damage that would kill 4 horse.

Creared familiars get one free advance in the Familiar crearure
eareerat the end of their ereation. Noge the Familiar career is
not a Starting Career; so the Familiar must acquire all the skills
and ealents of this career with <p as normal.

Bounp

Bound familiars’ staristics are based on the star profiles of their
creature type, Table 7-3: Bound Familiar Type, tells you where
to find statistics for various types of animals. Bound familiars ger
twa free advances in the Bamiliar creature cireer ar the end of
their binding, These usually go o Intelligence and Fellowship,
but you may choose other advancements if vou wish.

The 1:}”0'-»‘5['5; are basic statistics:for-a variery of relatively
comimon animals,

— Bar Statistics —

Main Profile
WS BS 5 T Ag Int WP Fel

245, ] 0% | 10%: | 18% | 10% | 109% 0%

TABLE 7—6: CREATED FAMILIAR
BreamininG CHARACTERISTICS

. Characteristic Die Roll
Ballistic Skill 10 1d10) |
| loughness 10+4d10
| Inrelligence 5+3d10
Wil Power 510,
ellawship 1d10
 Mmdks i
I Wounds S+(Id10/2) ::
O SeghBows  Ded |
iy —eetehies Bans £ Derited - |
| R e 0 S |
R Tl T =)
Fare Poins 0 I

e e e -

Skills: Perception
Talents: Flier, Keen Senses, Night Hearing (as Night Vision,

buc doesn’t even require starliche or equivalent)
[ )

— Car Statistics —

Main Profile
WS Bs

2455 %0 10% 1 0% 15%0 P04 10055 025

o
o
S
a3
e
=]
=t
w
£

A | w |SB|TB| M |Mag| 1P | FP

l 4] | | 0 [ 1] i}

Skills: Concealment, Perceprion +20%, Scale Sheer Surface,
Sifent Mowve
Talents: Alley Car, Flee!, Keen Senses

— Eagle (Raptor) Statistics —

Main Profile
WS | BS 5 5k Ag Int
AR (105 10% | 10% | 38% | 12%

Fel
0%
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S e e
Skills: Perceprion +20% Special Rules:
Talents: Flier, Keen Senses, Orientadon, Strike to Injure * Venmm: Upon launching an arrack thar inflicts at
Special Rules: lcast one Wound {which & not absorbed by armour
s Hunter: The talons and beak of a rapror deal 5B-2 or Toughness], the victim must make a Challenging
damage with the Fast Qualiry. (~10%) Toughness Test or suffer 1 additional Wound

every ten minutes until 1d10/2 Wounds are raken.

— Frog/Toad Statistics —

— Sniake Statistics —

Main Profile
Main Profile

16% | 0% | 10% | 1% | 14% | 10% | 10% | 0%

L 2 | | 2 ] fl 5]

Skills: Perceprion

Talents: MNong Skills; Perceprion

Talents: Rover

— Lizard Staristics —
— Ruobin or Small Bird Statistics —

Main Profile
W5 | BS 5 T Ag | Int | WP | Fel Main Profile

20% | 0% |12% | 25% | 25% | 10% | 20% | 0%

A | w|sB| 1B | M |Mg| p | Fp

| 4 1 2 % 0 0 ¥ A W SB ]E M F'-'lﬂ.g Ip f‘]]
: T | 3 0 0 |27 | o 0 0
Skills: Perception; Scale Sheer Surface
Talents: Flee!, Rover Skills: Perception
Talents: Flier

— Monkey Statistics —
— Weasel/Ferret/Squirrel Statistics —

Main Profile

Main Profile

W
]

Ag Int WP Fel

2080 | (% 15% | 15% | 30%:] T5%: | 20% | 0%

0% 2504 100 100 A0 1594 1085 3% WS BS

NEAEIEIE T RES R Scconday Profile
| S 1 | 0 0 0 A W 5B TB M Mag P FP

1 + 1 I il

I

Skills: Concealment, Scale Sheer Surface
Talents: Flee! Skills: Percepion +10%

t
Talents: Keen Senses, Natural Weapons; Rover

FAMILIAR ABILITIES

There are a number of different familiar abilities and their

power lies at the heart of why most Wizards seek familiass.
Each familiar stares with one Familiar ability, generated on
Table 7-7: Starting Familiar Ability. Both familiars and their
miasters may also contribute Xp roward buying new familiar

abilities in the course of play, Each-new familiar abiliry costs
Skills: Tntimidate 300 xp. which may be paid by the Wizard, the familiar, or

= Talents: Narural Weapons both in combination.




The familiar can absorb any spell thac specifically targers it or its
master, saving it for later use. To absorb the spell, the familiar
must make ¢ Hard (=20%) Will Power Test. Ific sucoeeds, it
locks the spell away. For up o 1d10 days, the spell remains
stored there. Within thar period. either the master or the
familiar can release thar spell back into the world, designating

& NEW aFget or taegets, a new area of effect, and so forth. Only
one spell may be stored at a time; a familiar may not actempt to
soakanother spell if ic already has one stored.

The GM, however, secretly rolls the length of time the spell

can remain stored. If the duration expires and the stored spell
remains unreleased, the magical energy burns both familiar and
master from the inside our. Each takes a hir with Damage equal
1o one-third of the spell’s Casting Number, rounded down. It
the familiar suffersa Crirical Hit with a Critical Valueof 55 or
greater, it automagically explodes,

Link of Psyche

i =

TABLE 7—7: STARTING FAMILIAR ABILITY

Created

11=20

GM's Choice

The familiar and master can communicate complex thoughts
and emotions to each other instantly, without speech. and over
any distance. This ability increases the ability of each to cogitare
and withseand mental stresses; raising the Ineelligence and Will
Power of both by +10% for as long as both are conscious and
cooperative,

Lucky Charm

The familiar is somehow & magnet for good luck. The familiar
has.a reserveir of 2 Formune Points thar either the familiar or its
MAsSLer can use {.'ﬂ’:h dg}'.

Magic Focus

The master can use the familiar's magical narure to amplify the
effects of his spellcasting much as a lens focuses light, When

a spell is castin this way, one of its quantitative effeces—
range, area of effect, duration, and so on—is doubled. The
downside of using this ability to cast a given spell is that it is
unpredictable, and makes one of the dice in the Casting Roll

4 Chaos die (see Times and Places of Chaos in Chapter Six:
Magical Lore).

Magic Power

As long as the familiar lives and remains his familiar, the Wizard
gains a bonusof +1 1o his Magic Charscreristic,

Master’s Touch

Thie familiar acts as an exrension of its master’s ouch, sight, and
lacation for the purposes of casting Touch spells, casting spells
ar targets the caster must be able ro see; and casting spells thar
affecr the caster’s locarion.

s B E

The master is capable of projecting his voice through his
familiar. This has two effects. First, the master ean communicate
to anyone who is within earshot of the familiar. Second, if the
familiar is within 24 yards (12 squares) of its master, the master
can project his own voice through the familiar to cast spells,
which allows him to cast even if he'iz prevented from spm[{jns
by a gag, a magic effect, or any other force (as long as it does not
also affect the familiar’s ability to speak).

Voice of Reason
"The familiar dampens chaotic forces. When its master makes a
Casting Roll that contains doubles, triples, or quadruples. the
master may elect ro re-roll the dice in order ro avoid Treentch's
Curse. (OF course, if the firse roll is 2 successin casting, the
master may wish o keep-it 1o be guaranteed of success. Ie's up o
him.) IF the master elects to re-roll, he must abide by the second

vesulr, whatever icis, This effecr it cumulatve with the efhecs of
protective circles (sec WFRE page 144).

PrriL: FAMILIAR DANGERS

Familiars, in addition o being powerful companions; can also
be dangerous ro their masters. The following sections describe
the ways this is true.

A SIGN OF WIZARDRY

Possessing a familiar is a sure sign to ignomnt and superstitious
commoners that one 1% a magic-user of some sort. Drawing the

attention of the small-minded brings all the usual perils; being

avoided, harassed, driven away, reporied to Witch Hunters;

or evin digectly duacked as a servant of the Ruinous Powers.

Luckily, most commoners are bad at idenufying familiars for &




what they zre. (This, unforrunately, can be a peril for non-magic
characters who are particularly anached to some favoured—bur
entirely mundane—animal that is mistaken fora familiac)

ATTENTION OF CHAOS

Familiars are magical creatures, and as such, they ateract the
artention of Daemons and other magical creatures, When
creating adventures and adjudicating action in scenes, the GM
should keep in mind thar familiars aterace such special attention
in order to keep the familiar's master on his toes;

(ORSESSION

Becanse of the close relationship the master and familiar share;

it is possible for the master w become utredy obsessed with

his magical servant, Every time the familiar spends xp onan
advancement pick or new familiar abilicy, its master muist ke
an Easy ($20%) Fellowship Test. If he fails, he becomes ohsessed
with his familiar—its acrivitics, its whereabouts, its thoughts
and opinions. In addition to roleplaving this obsession, it gives
others an easy (if figurative) chain to yank. Anyone threatening or
orherwise using the familiar against its master (GM's judgment)
causes such psychological disturbance within the master that he
suffers a ~10% penalty to his Intelligence and Wil Power, and a
—20% penalty o his Fellowship, until the situarion is resolved.

DreATH OR DEPARTURE

Eamiliars die. So do their masters, Ir is also rumoured that there
are spells—rituals, perhaps—that can sever the relationship
between a master and familiar. If either party roa familiar
bonding dies. or if the relationship is severed (which can also

be done by murual agreement between master and fariliar)

bath suffer a —10% penalty to all tests for a week, during which
time the afliceed is alternately cranky, sullen, distressed, and
occasionally violent withour provocation. At the end of the week:
the wounded party can make a Very Hard (-30%) Fellowship
‘Test. Upon suceess, the penalty is no more. If the test fails,
hawever, it remains for anorher week, ar which point another test
can be attempted. The test gers one-step casier each week, though,
becoming simply Hard in the second week, Challenging in the
third week, and so on. If the afflicted individual sl does not pass
thie test when it becomes Very Easy, the state of psychic discord
has persisted so long that the penaley becomes permancnt, and no
further Fellowship Tests are allowed to shake it off.

ArTHYRIC LINK

Familiars have a special link to their masters, and hecause of
this link, eriemy spellcasters can exploit the bond. As such,
spellcasters can use another Wizard's familiar as a special
ingredient to augment spells rargeting the familiar's master. The
farniliar adds 4 +1 bonus to the Casting Roll. When used in this
way, the familiar experiences intense pain and must succeed on
a Challenging (~10%]) Will Power Test or take 2 Damage 1 hit.
If the faniliar suffers a Criccal Hir with a Critical Value of +5
or greater, it awomatically explodes. Naturally, sane familiars do
what they can w avoid being used in this way.

A Wizard cannor use his own Familiar to get 4 bonus when he
casts spells to affect himself. A Wizard'sallies could conceivably
use a familiar ro cast friendly spells on its master; buta Wizard
who frequenty allowed this would face open rebellion from his
familiar in very short order.

— Porions —

tions are beverages imbued with both magic and the virues

of natural substances: Podons differ from draughs as magic is
required to brew these concoctions, while draughts can be mixed
using murdane means, When consumed, they are intended
w provide some benehit to the imbiber. Because many potian
ingredients are inherendy unstable, though, and because the arts
of preservation inthe Old World are rather medicval, potions
frequently go bad, somerimes with disastrous resules. And because
the natural stace of most porions is 1o smell dubious, its impossible
1o tell whether a given potion has gone bad before you drink it.

The following sections describe the characreristics by which
porions are described, the chances a given batch will go bad,
the effects when they do go bad, characteristics for a variety
of potions. and rules for how characters can brew them—
assuming they wish to try their hands at such a potentially
dangerous task.

Potion CHARACTERISTICS

Potions are defined by a variety of charactenistics, as follows:

Name: What the potion is commonly called, *Potency Draugh,”
for example. When a specific barch of porion is being
named. the common name is followed by addidonal
information including the potion’ creator, the season and
year the potion was brewed, and the degrees of success
that were achieved in the brewing, For example “Potency
Draught — Bertold the Foctid's Winter [.C. 2522 (+2)."

Effect: YWhat the potion is supposed to do when someone
drinks it, Potions are always limited ro affecting the one
who drinks them. (Unless spoilage causes the imbiber to
throw up on someone else, that &.)

Lag Time: Most potions do not take effect immiediarely: Lag
Time is the amount of time that passes between the rime
the pation is consumed and che beginning of its Effect.

Volatility: A measure of how disastrous the effects are likely to
be if the potion is consumed after it has spoiled. Volatilicy
can be described — in order of increasing velatility — as
Minor, Moderare, Major, or Extremic.




Ingredient Cost: The amouns the ingrediznes for a barch of
the potion cost, ifpurch:lsa:d on theopen marker ina
large ciry.

Ingredient Locale: The climate or environmentwhere the
ingredients for the potion can be found, if the brewer
chooses to harvest his own ingredients rather than
buying them.

Ingredient Difficulty: The Difficulty for tests to find

enough ingredients for one batch of the potion‘in the
appropriate locale,

Creation Number: The Difficulty for tests e brew a batch
of the potion.

Creation Time: The amount of time it takes o brew one

batch of the potion.

UsinG PoTioNs

Lising a potion is sasy—you drink it. Once you've swallowed
it, the GM rolls on Table 7-8: Potion Spoilage Chance.

‘This table uses the potion’s age in seasons (yes, potions

go bad quickly) and the number of degrees of suceess in
brewing (that’s why recording the barch information is
important) to determine the chance for the potion to go

bad. Then the GA makes a roll to determine whether the
potion has actually gone bad. If it has not gone bad, the
porion takes effect as intenided, 1t the potion has gone bad,
the roll also rells the GM whether the potion is utterly

s'poilm], ar 5puilcd but sl effective. In the firse case, the GM
rolls an Table 7-9 to determine exactly what happens. In the
second case; the potion has its intended effects; bur also hasa
spoilage effect derermined by rolling on Table 7-9. Note that
the GM should not tell the player what’s happening during
the spoilage-détermination process, and only inform the plaver
what happens o his character when it happens. Mot knowing
whether a potion’s about 1o take effect or rot your puts from the
inside our is half the fun!

Chapter VII: Magical Tools
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“Diegree” is: the number of degrees of success achieved in brewing
the potion. "Age” is the batch’s age in moriths since brewing, The
number before the slash is the chance that the potion is ureerdy
spoiled, The number after the slash s the chance that the porion
is spoiled but also effective. Both possibilities are addressed with
one die roll. If the GM rolls equal o or less than the firse number,
the potion is utterly spoiled. [f the GM rolls equal to or less than
the seeond number (but not equal wor less dian the hirst) the
potion is spoiled bur effective,

ey

TaBLE 7—-8: PoTION SPOILAGE CHANCE
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PotioN SroiLAGE EFFECTS
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No Effect

The potion has no effect whatsoever,

Apparent Death

=

=
Drips ;

The drinker immediately sweats profusely, though the potion
works normally. & Minor effeer lasts for | hour, whilea
Moderare effects lasts for 1d10 hours,

Dmpﬂ_t'

The drinker suddenly falls into a cona, dppearing to all others
to be dead. Those inspecting the body and succeeding on a
Challenging (~10%) Heal Test discern the drinker stll fives.
The drinker emerges from the coma after 1d10 days, usually not
soon enough to avoid burial, though.

Bad Breath

When the drinker exhales, he spews forch a horrific stench of
rotten eggs, dung, or spoilt ham. The Minor effect imposes a
~5% penalty w Fellowship Tests for 1 hour. The Moderare effect
imposes a ~10% penaley to Fellowship Tests for 1 day.

Bewildered

The drinker becomes hewildered, as the berorlder 5p1:i1 (see page
162) for 1d 10 hours:

Buboes

After 1d10 hours, black boils emerge on the drinker’s skin,
under his armpits, on his neck, or other more render areas,
After 1d10 hours, the buboes burst dealing a Damage 3 hit that
bypasses armour, but not Toughness Bonus, For an extreme
effect, the buboes appear and buest all within 1d10 rounds,
dealing a Damage 6 hit that bypasses armour and Toughness
Bonus,

Bunions

Afer 1d10 hours, the drinker’s feet erupt with painful thorny
protrusions.-The Minor effect imposes a -1 penalty to the
drinker’s Movement Characterstic for 1 hour The Moderate
effect imposes a —1 penalty to the drinker's Movement
Characreristic for | day

Colourful Change

The drinkers skin instantly changes to a hue of the GM's
choosing. A Minor effect lases for 1 hour. A Moderare effect
lasts for 1 day. Those suffering from this malady are often
mistaken for Mutants.

Death!

The brew is facal. Unless you have a Fate Point to spend, you die
in 3d1{} rounds.

Delgyed

The effects of the spoilage are delayed 1d10 days. Roll again on

the Extremic column.

"The potion is effcctive as normal, but after 1d10 hours, the
drinker starts to swell 4 his body colleces Auid. For a Major
effecr, this imposes 2 —10% penalty to Weapon Skill, Ballistic
Skill; and Agilicy Tests for 1-5 (1d10/2) days. For:an Extreme
effect, this imposes a 209 penalty o Weapon Skill, Ballistic
Skill, and Agilicy Tests for 1d10 days.

Eruptions

After 1-5 hours (1d10/2), strange blisters rise all over the
drinkers skin, itchir!g furiousty; bur bursd ng On Contact
releasing a foul brown fluid. A Minor effect imposes & —3%
penalty to all Fellowship Tests for 1 hour. A Moderare effects
impuoses a ~10% penalty to-all Fellowship Tests for 1 day.

The potion seems to take no effect, but in truth, the porion
interferes with the drinker’s ability to naturally repair damage.
Regardless of volatility, the drinker is considered Heavily

Wounded for the purposes of recovering Wounds. This lasts
110 days:

Eungus
After 1d10 days, the porion causes the drinker to grow a fungus
underneach his skin, causing che effecred area to burn and irch.
For a Major effect, che vicrim takes a ~20% penalty o all Agility
Teses for 110 days. For an Extreme effect; the vietim rakes a
—50% penaliy to all Agilicy Teses for 1d 10 days.

Goirre

The potion causes a mass of tssue and fuid w rapidly grow over
thespace of | or 2 hours somewhers on the drinker’s neck. A
Minor effect is painful but has no mechanical effects and goes
away on its own after a week. A Moderate effect is exeremely
painful and imposes a =5% penalty to all characteristics for 1
week, Those suffering from this malady are often mistaken for
Mugants:

Gripes
The potion inseantly causes the drinker’s abdomen 1o clench

in knots: A Minor effect imposes a =5% penalry va Will Power
Tests for 1 hour, while a Moderare effect imposes a —5% penalty
to Will Power Tests and Agility Tests for 1 day. A Major effect
imposes a ~10% penaley to Will Power Tests and Agility Tests
tor 1 week. An Extreme effect imposes a —20%% penalty to
Agility, Toughness; and Will Power Tests for 1 week.
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You suffer-a Damage X hit that ignores armour after a lag

time of 1d10 rounds as the grim substance works its way into
vour system. If, during that period. someone realizes what is
happening with a suecessful Heal Test, they can then make

a second Heal Test to make you disgorge the poison. If you
throw it up; the Damage of the hitis halved (rounded down).
If the potion was spoiled bur effective and you throw it up;

its intended effects only apply if they have already taken hold
(based on the potion’s Lag Time) when you gject the substance,

Hair Loss

After 1 day. the porion causes the drinker o lose his hair. Fora
Minor effect, it comes out in clumps but grows back normally:

Hallucinati

The potion seems to have no effect, bur after an hour, the
drinker starts to:see and hear things thavaren’t there. A Minor
effect imposes no penalties and the hallucinations step after an
hour. A' Moderate effect imposes a =3% penalty to Weapon Skill
and Ballistic Skill Tests for 1 hour. A Major effect imposes 1
~5% penalty to all Main Profile (_haracreristics for 1d10 hours.
An Extreme effect imposes a permanent —5% penalty 1o all
Main Profle Characreristics.

Irchy Bits

After 1d10 rounds, the drinker’s skin becomes cracked and dry:
For 2 Minor effect, the drinker takes'a —5%. penalty 1o Agility
Tests. This penalty fades after an hour or after the drinker coars
himself in a chick fayer of animal far.

Madness

The portion wreaks havoc with the drinker’s mind. For a
Moderare effect, the drinker gaing 1 Insanity Point. A Major
effect grants the drinker 2 Insanity Poinis. An Extreme effect
grants the drinker 1d10 Insanicy Poings,

Mad Laugher

The drinker gains 1 Insanity Point and forever after gigales
incessantly, imposing a ~10% penalty 1o Fellowship Tests.

Mutarion

The potion is rainged with Chaos. The drinker gains a number
of mutations. Roll 1d10 to derermine how many

I-4=1 muration; 5-8=2 murations; 9=10=3 mutatons. Thep
roll on either Table 11-1: Chaos Mutations in WFRP or Table
2-1: Expanded Chaes Mutation in the (ld World Bestiary.

Qozing Orbs

The porion causes the drinker’s eyes to fill with a viscous brown
murous. For a Minor effect, the drinker takes @ —5% penalty

ro vision-hased Perceprion Tests. For a Moderare effect, the
drinker rakes a —10% penalty to vision-based Perceprion Tests.
The eyes flush our the gunk afier an hour,

Porimenting Seench
‘The drinker exudes a strange and unsewling odour. Fora Minor
eftece, the drinker and all crearures within 4 vards (2 squares) take
a—5% penalty ro Weapon Skill and Ballistic Skill Tests. The stink
fades after 1 minute. For a Moderawe efféct, the drinker and all
creatures within 8 vards (4 squares) take a ~5% penalty to Weapon
skill and Ballistic Skill Tests. The stink fides after 1 hour. Fora
Major effect, the drinkerand all creatures within 8 yards (4 squares)
take a —10% penalty ro Weapon Skill and Ballistic Skill Tests.

The stink fades after 1.day. For an Extremie effect, the drinker and

all orearures within 12 yards (6 squires) ke a —20% penalty
Weapon Skill and Ballistic Skill Tests. The stink fades after 1 week.

Poi

The potion is pisonous: For a Moderate effect, it deals a
Damage 4 hit, bypassing armour, but not Toughness Bonus. For
a Major effect, it deals a Damage 6 hit; bypassing armour, but
not Toughness Bonus: For an Extreme effect, it deals a Damage
8 hit, bypassing armour, but nor Toughness Bonus. To add
insult to injury, you suffer a ~10% penalty on all tests for 1 day
as the burning pains work their way out of your guts,

Porent Br

There appears to be no effect at hirst. But after 1d10 rounds you
automatically become Stinking Drunk, and must roll on the
Stinking Drunk Table (se¢ WFRT page 115).

Ravenous

The potion fills the drinker wirh an all-consuming need to eat.
Each round over the next 10 rounds, the drinker must make a
Challenging (-10%)" Will Power Test. O a failed Test, be must
cat the nearest organic object, & haunch of meeat, a Snotling, a pile
of dung. For a Minor effecr, the Test is Average {+0%):

e A ok
There is no immediarely obvious effect, but after 1¢10 hours,
vou become violently ill, unable 1o do more than hobble around

-and try not to vomit. You suffer & —20% penzley all tests you

make unril you make 2 Hard (-20%) Toughress Test. You may
artempr this test each morning until you pass, though the tests
Difficulty thankfully becomes one step casier every day. When
vou do pass, your test penalty becomes —10%. Then;, you must
again make'a Toughness test every day, beginning at Hard bur
again becoming easier each day. When you succeed again you
finally manage to shake off the last lingering effects.

Scabies

This potion breeds vile vermin that travel through the victim's
bloodstream to burrow ourt of the skin. A Moderare effeer i
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mildly painful and imposes a ~5% penalty to all Weapon Skill,
Ballistic Skill, and Agility Teses for 2410 hours, A Major effect

is very painful and imposes a 109 penaley oall Weapon Skill,
Ballistic Skill, and Agilicy Tests for 1d10 days. An Extreme effect
is. terribly painful and imiposes a ~20% penalty to all Weapon
Skill, Ballistic Skill; and Agilicy Tests for 1d10-weeks.

Sensory Loss

‘The porion ravages the drinkers senses. Roll 1414,

Sensory Loss

the drinker is deaf: 5
T = |;r|u.:.'}'|

o %.

thing:

T

For a Moderate effect, the sense is lost for 1d 10 minutes. Fora
Major effect, roll owice and the effects lase for 1d10 hours (the
same rell is cumulatve). Foran Exveme effece, roll three and
the eftects lase for 1d 10 days (the same roll is cumulbarive),

Shrieks

The potion causes the drinkér 1o scream unconuollably: For s
Mutderare effect, it is bue a simple shriek lasdng 1 round. Fora
Major effect, the screaming is sustained lasting 1d10 minutes.
For an Extreme effecr, the screaming lasts for 1d10 hours,
leaving the subject unable to speak for 1d10 days thereafter.

Skull Rot

The petion softens the bones in the head. Al arracks thar
strike the drinker in the head deal £1 Damage. The effects are

cumularive and Permanent;

Spots

When this potion is quaffed, the drinker sees spots. Fora Minor
effect, these spors are small sparkling motes thar have no effect.
A Moderate effect imposes a -20% penalty ro vision-based
Perceprion Tests, The spots fade after anhour,

Suppurating Sores

The potion causes the skin to burst and leak 2 vellowish

puss. For a Moderate effect, the drinker rakes a Damage 2

hit, bypassing armour. For a Major effect, the drinker rakes a
Damage 4 hir. bypassing armour. Foran Extreme effect; the
drinker permanently loses T Wound and takes a Damage 6 hir,
bypassing armiour. The sores heal afrer o day,

Tinelics

The potion causes the drinkers body to become numb, He gains

a +2% bonug to-his Toughness characrerisae, bur cakesa —10%

197




penalty 1o his Agility characreristic, For a Minor effect, the
tinglies lase for 1 hour, For a Moderave effecr, the tinglies last for
2d10 hours, For a Major effect, the tinglies last for 1d10 days.
For an Exteme effect, the tinglies last for 1d10 weeks,

Vapours

The porions drinker becomes sad and melanchely, To rake an
action; the drinker must succeed on 2 Will Power Test. For

a Mihor effect, the Test is Average {#0%) and the effects of
vapours lasis for 3 rounds:

Violent Wind

The drinker suffers from powerful and embarrassing Batulence.
Such expulsions zre loud and foul. but otherwise have no
mechanical effect for a Minor result and the effects fade after 1
minute. Fora Moderate result, the force of the burse is painful.
Each round cheres a 209 chance the characrer loses o half
action to the burst of hor air emanating from his nether regions,
The effiects Fide after 1 mimute, Fora Major resule, the forceaf
the burst is extremely painful. Each round there’s 2 50% chance
the characeer loses a full action to the sudden explo.sion. The
effects fade after 1 hour. Foran Extreme result, the character is
paralyzed with near constant Hatulence, unable to walk or speak
or do anything atall for 1 hour, 2

Yoice Change
Thie subjects voiee changes piwch. Either upior ciswin, this Tiay
no mechanical effect.

Warrs

Small uncomfortable bumps of thick flesh appear in the
drinker's crevasses, on his hands;and face: For a Minor effece,
they impose a ~5% penalry to Agilicy Tests bur fade after 24-
hours. Fora Moderate effect, they impose a ~50% .pcliﬁl.tjr 10
Agility Tests but fade after a week.

Wens

The potion causes fuid to form cyses on-the d.ﬁnkﬁf's'hud}r in
strange places (roll for random location)

Any hir vo thavarea causes the cyst to
burst, spraying everyonz wichin 2 yards
{1 square) with vile fluid. For :
a Minior result, wens has no
mechanical effect and the
swelling ends after a day. Fora
Moderate result, if the affected
arex s serick in combar all
adjacent chartacrers must
succeed an‘an Agilicy
Test or.contract wens
as well. The effeers
end after a week.

CATALOGUE OF POTIONS

The following ate potions commenly known in the Old World,

Effect: When consumed, this potion causes beads of foul smelling
oil toappear on the drinker’s skin. This imposes a ~20% penalty to
the drinker’s Fellowship Tests and all characters within 4 yards (2
squares) take a—5% penalty te Weapon Skill and Ballisric Skill Tests,
The oil can be wiped off, but the smell remains for 1d10 hours
thereafter. Baars musk is often used by women againse thiir rivals.

Mild

Ingredient Locale Temperate swamp

Creation Difficulty Average {+0%)

Effect: You gain a +15% bonus to all Channelling tests you
malke in the 1d10 minures after you drink this potion.

Ingredient Locale Chaos Waste

Creation Difficulty

j e

Effect: For 1410 hours after you imbibe this potien. you are
immune to the negative effects of alcohal, thongh your
enjoyment of drink is not diminished.

Draughr of Lizard Limbs
Effects: You regrow a lose limb. Fully 50%% of these petions
are faulty, growing the wrong limb from the wrong




side {such @ a segond left arm) or growing a leg where
an arm should go. Before using this potion; it's best to
establish a good relationship with a barber-surgeon lese
the Witch Hunvers gee wind of your guilty double left-

hand secrer:

Ingmdtmt Laca[e

Tropical Farest
Hard (+20%)

Prritioli of Petae

Effect: If your Magic Characteristic is'at least 1, it is increased
by +1 for 2 rounds.

‘l-."‘er}r Hard {-33%

Cmtmn Dl'l"ﬁnutty
God’s Spit

‘Effect: When applied to the thumbs, just prior to a fistfight,
the user trears his hands as if he was wearing gauntlets
-and gainsa +5% bonus to his Toughness and Agilicy

characteristics for 1d10 minues.

\'ulazility Mi'id

Ingredient Lum[e J"m].r land

Creation Difﬁcn]:y (:hallcngmg (=10%)

GeeationTine  © Awek
Hair Tonic

Effect: When applied to an area, hair tonic causes hair o grow
profusely. One dose is enough to cover a Human scalp.
IFaccidentally ingested (or perhaps slipped to you),
‘hair grows in the mouth, making conversadon difficult,
imposing & —20% penalry to Fellowship Tests. There
have been several cases of overzealous use of buir tonic,
including the famous Dog Boy of Nuln who thoughr to
cover his ¢ntire body in the stuff.

ohtﬂit}r Maoderate

Any salewater sea

Creation Difficulty Average (+0%)

Lucidity Tori

Effect: You are able to focus your mind so intensely thae you
receive a +20% bonus to all Intelligence and Will Power
Tests for 310 hours. There is o chance whatsoever
that you will be able 1o fall aslmp in thar time, however,
and once the tonic wears off you are exhausted and sleep
without interruption for a further 3d10 hours.

Valnnl‘iqr Md;-nr

Tcmperal:e grﬂ.sxln.m:is

Crutianl)iﬂ'i:cuiqr

Challenging (+10%)

Effect: All and any Facial defeces. blemishes or scars fade and
reappear somewhere else on your bedy. You gain a
+10% bonus to Fellowship Tests mace to interace with
characters ordinarily attracted to your gender for 3d10
hours. However, while under the effects of this potion,
bright light is painful and uncomforrable. While in the
area of brigh light, you take 2 ~5% penalty to all of your
primary characreristics.

Volatility Moderare
In.gmdlent l..omle Temperate forests

Challmging C+10%6)

Cmatmn Djﬂimll:}r

Effect: You are infused with strength and vigour, increasing your
Serength and Toughness characteristics by +15% each
(with corresponding increases in your Serength Bonus and
Toughness Bonus) for 1d10 hours.




Temperate forest

Creation Difficulty Challenging (~10%)

Potion of Comeliness

Effect: Your skin clears, hair lightens, pupils dilate, and waise shims,
in effect making you the vision of beaury: You gain 2 +20%
bonus to all Fellowship Tests for 2d10 hours. However,
this potion carries some dangerous side effects. When the
potion’s effect ends; youw must succeed on a Challenging
(~10%) Toughness Test or permanently rake a ~5% penalry
o your Intelligence characteristic, In addition, vou must
make a Hard (~209) Will Power Tese cach week to resist
gaining and taking anether dose. Even if you lack the means
1o, acquire the potion, while in the throes of the addiction,
you'll do wharever it takes to ger it, If you succeed on'thiee
Will Power Tests in a row, you break free from the addiction.

Volatility o

Ingredient Locale Temperate fotest

Challenging {(~10%)

Effect: You feel no pain—whatsoever—for 1d10 hours ence this.
potien takes effect. You ignore any test penalties selated
to pain; are effectively immune to physical tortre; and
incretse your 'Foug]'mﬁs.b}r +20%: for thae ime period.

Vu!atili Major

Ingredient Locale High Maunins (winter only)

Creation Difficalty Challenging (+10%)

Effect: Your ability to pay attention to things in your
environment is multiplied manifold: For 1d10/2 hours,
you have the equivalent of both the Acute Hearing talént

and Excellent Vision talent, This does not provide a
cumulative bonus if you already had cither of those talents.

Creation Difficulty Riauting (+10%)

Potion of Teeth

Effect: This potion, when applied to a broken or rotting teoth,
causes it to grow. However, a spile drop can cause a ooth
to grow in strange and often unexpected locations.

Volatility Minor

Ingredient Locale Underground

Creation Difficulty : Routine (+10%)

Sfingetog K

Effect: Your body fars turn to liquid and oozes from your pours.
While this is slimming, it does nothing for the skin. Many
corpulent nobk:g-dr'ii'lk this stuff to.charm che ladies, bur
find they have folds upon folds of skin thar hang from their
bones: The liquehied fat stinks terribly and the edour stays
with you for 1d10 hours; imposing 2 —10% penalty to all
Fellawship Tests. Lost fat returns through normal means,

\Hﬂﬁliry Mpoderare

Ingredient Locale Desert

Creation Difficuley . Challenging (+10%)

BREWING POTIONS

Brewing potions is a fairly straightforward process, if time-
consuming, dangerous; and porentially expensive; Assuming

a charicrer meets the tequirements, he must only abtin the
proper ingredients, spend the requisite amounr of time in an
alchemical laboratory, and make a test to derermine wherher the

brewing has been successful.




s:de effect

laboratory a certain measure of credibility amon

- i o

REQUIREMENTS

In erder to attempt to brew a potion, you must meet all of dhe
following requirements:

*  Have a Magic Characteristic of one or gredrer.

*  Have the Trade (Apothecary) skill or any Arcane Lore skill..

. Have the Read/Wrire skill.

In addicion, you must hive access to-an alehemical laborarory.
Purchasing all the necessary equipment to outhitsuch a
laborarory costs roughly 80 gr for Peor quality implemeints
which cause you to suffer a —10% penalty 1o brewing tests,
400 g for Good quality implements; which have no bonus

or penalty associated with them, or 1,000 gr for Bestquality
implements, which give a +10% bonus to potion-brewing,

Finally, you must obrain a recipe for the potion you wish w0
brew, Obeaining a recipe is often the most difficult part of

The price of a potion’s recipe must always be negotiared with its
owner; there are no set prices. Once you have a recipe, though,
vou may use it over and over, as long your copy is not destroved
or stolen. {Porion recipes are much too long and complex to

| memorize, ) :

Vﬂjr Gfm‘ Y-::u manage w create the potion, butit is aspmlcd Rnlt onge on Table 7-9: Pntmn Spoilage Effects o derermine its.

4 Simokeand Stink: Your brewing attempis a failure and thick smioke that tesists your most determined efforts to-be rid of
it hingers for days, It imparts aE[ of your hﬁmaqumpment with a brimstone stink, On the positive side, this gives your

alrfhemisrs and apntimmms

H.miac.éw Thw: vapours. relﬂasad b}r your dlsullatmns bring you pa.m. You suI:Fcr a—5% to all rests madein the course of

Firel: Your laboratory catches fire. Your equipment is 35% destroyed by the time you camput it out, and the fire may spread 1o
adjacent bu:ldmg& dependmg on their proximity, at the GM's option.

Remember 1o add the number of dcgrera-s of your brewing failure to your diz roll on this table.

creation potions, for those who have them guard them jealously.

Once all of the requirements are met, the potion’s diverse
ingredients must be assembled. There aré two routes. The

first s 1o simply buy them, paying the listed Ingredient Cost.
This is possible only in large cities, however, for many potion
ingredients are rare, and simply cannot be found in smaller
places. The second option is o visit the locale where the
ingredients grow naturally, spend a week in searching and
harvesting, and make an Inrelligence Test modified by the
Ingredient Difficulty. 1f you succeed, you find whar you need. If
you fail you don's, bur you may try again after spending another
week, continuing on until you either succeed or give up.

BREWING

Wichin one month of assembling the Ingredients—they

spoil quickly!—you must begin brewing the potion in your
alchemical laborarory; The brewing takes an amount.of time
equal to the potons Creation Time characreristic, during
which you must spend ar least six hours each day wnding ro the
process. The rest of your time is your own to spend as you wish.

Ax the end of the Creatien Time you must make an Intelligence
Test modified by the potion’s Creation Difficulty. If you succeed, -




miake note of your degrees of success along with all of the other
barch characteristics, and roll 1d10/2 to determine the number
of individual doses vour barch has yielded. I vou fail, you know
immediately that your process has vielded nothing of use, but
furthermeore muse roll on Table 7-10: Brewing Disasters: adding
the number of degrees of failure to your d10 roll.

The GM has ewooptions with régard to multiple doses of a
potion brewed in the same batch. The simple method is o
assume each reaces with its environment and imbiberin a
different way, and to trear cach separately for the purposes

of spui]ag{'. The more interesting method is to kccp records
abou the speciic spoilage effects of each barch of potion.
Once a spnilagc resule (urrerly spcih:d., 'spoilcd bt efective, or
unspoiled) and has been determined for a given band of age on
Table 7-8: Potion Spoilage Chance, all doses from that batch
will autumalim“y have che same resulc and spﬁiiag_c.cﬂ:@:t until

2
.-f .
o

the nexe band of age, at which point spoilage is re-determinied.
{Yes, a spoiled batch can go back w providing its intended
effects with the passage of tme!)

Many of the results on Table 7-10: Brewing Disasters deal with
partial destruction of your laboratory. Partial destruction renders
vour equipment inoperative for potion brewing untl you replace
the ruined equipment. The cost for this is the listed percenrage of
the base price of the quality of your lab. Replacing 25% of'a Good
quality lab eosts 100 g, for example, since its base price is 400 ge.
Your can pay less to purchase lesser qualicy replacements, but your
labs quality is reduced to the value of the replacements uniil you
everually pay thewhole; full value of the ariginal quaticy. For
example, replacing 25% of a Good labs construction with Poor
quality replacements only costs 20 g2, but if you ever want to bring
the quality of your lab back up 1o Good, you may eventually pay
the full 100 g2, against which the 20 ge does norapply.

— Magic ITeMSs —

A:nongﬁr the tales and legends of the Old Worlders, there
are many stories abourt enchanted items, powerful swords,
magic staves, powerful rings 2and more. From the potent relics
of long-dead martyrs to the bloodstained pages of accursed
grimoires, to the gleaming sword used by a lost hero to smite a
fell Dagrnon on the held of battle, these ohjects are the subjects
of countless myths and stories. '

But for all the fame surrounding such tools, magic items in
themselves are quite rare. Assuredly; common folk may very
well believe their amulet is endowed vwith power to ward off
evil spirits or the bit of bone thar a soldie: keeps ina box isin
fact one of Magnus' finger bones, providing a shield against the
horrors of Old Dark. And yer, not 2 one of these minkers holds
any power outside of the hopes and prayers their owners pin

to them. True magic items are in fact quite rare—rarer than is
the individual born with witch sight, rarer than a gold cdinina
peasant’s hand.

In WERP magic items are not for sale—there is no *industry”
of enchanted items. Each item is unique, with a personalized
history and set of powers. To puz things into; perspective,
aver the course of a characrer’s lifespan, if he ever gains one
magic item, ke is singularly lucky. Only the mighriest heroes
and champions Kave more, and of chem, almost none have
more than three. More than even their rarity, the Colleges of
Magic, temples, Imperial Armoury and the Wirch Hunters
all take steps 1o acquire these items; sequestering them away
ta safeguard the populace from the magic item’s corrupring
influence ar to add the item o the Empires amsenal 1o combar
the hordes of Chaos and the marauding bands of Greenskins:
And when acquired, characeers whi reveal the nature of the
itemn in a public way are guaranteed o artract unwanted

attention from some af the mose pmw:rﬁ.:l people in the Old

World.

CRrEATING MAGIC ITEMS

While there may be many more methods and processes for
cr:{iiing :nagic iterns, these irems tend o g::.in their ];u:smr-'tn
one of three WS,

CIRCUMSTANCE

Notall magic items were intentionally created: Some developed
special properties by being present during a significant event,
such as on # batdehield where rens of thousands died or being
used 1o slay a particulary loathsome Daemon. Other irems
might become magical after being stored in a holy (or unholy)
plac:: for cencuries, while others stll dwdbp uncxprcwd
abilities simply by dint of their significance such as a suit of
armour worn by 4 famousand beloved martyr.

The comman explanation for these magical manifestations is
that these items were magical all along, but only a person found
worthy of them can unlock cheir powers. A bold knight's sword
may have served its owner in killing countless Greenskins, bue
with the owners death, the sword loses its special power against
Ores and Goblins unal such time thae asuicable heir is found,

While romantic, this explanation is likely false. In'trach; these
objects-gain their magi-::r] powersin the same way that priests
and culrists derive povier from the gods. Through widespread
veneration of a particular object. the objece becomesa focus
of thought and prayer and hupc. In effect; the object; perhaps
through the Realm of Chaos; conforms to the expecutions of
Humaniry and a5 a result amains some measure of pawer.

CREATED

Perkaps the most assured method for creating magic items is
through the intent of the spellcasters. Some Wizards design
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rituals to bind magical energy into mundane objects much
like Dwarts do with runes (see Chapter Eight: Runemagic).
Such rituals are extremely involved, requiring upwards of

years of study and preparation, costly ingredients; and perfeert
astrological conditions w endow an item with magical
properties. Use the normal rales for writing rituals as described
in Chaprer Six: Magical Lore, working closely with your game
miaster to. determine the amount of time and quantities of rare
and expensive (if not priceless and unique) ingredients.

Included in'this CALEgOry are Diweark rune items, The process
for crafting these items is described in Chapter Eight:
Runemagic.

ExPOSURE

A great many objects develop magical properties after being
exposed o the raw energies of Chacs, Objects recovered in

the Chaos Wastes or those left in proximity o large lodes of
warpstone have strange and dangerous abilities. While powerful,
they are unprediceable and can be dangerous to their wiclders.
MNote that a casual exposure rarely has any immediate effect on
the object. Enchanting items in this way requires decades, if not
centuries, of constant exposiire.

Gifts of Chaos

Many magic items are acoually direcr produces of Chaos. These
“gifts” are awarded ro particularly noteworthy champions of the
Ruinous Powers and refiect the nature of the Dark God that
bestowed the object. From the oily and grinding chainsword
sometimes found in the possession of Kharne's Chaos Warriors
to the serpentine meral whips employed by Slaanesh’s minions,
these items are even more unpredictable and dangerous than are
the more typical ebjects.

Magic irems are described in the following formar:
Item Name

Academic Knowledge: This entry'specifies the Academic
Knowledge needed to identify the frem and the Test

Ditficulry, '
IDENTIFYING MAGIC ITEMS Pawers: Explains the zame effécts of the iem. Common

Such objects are covered in Tome af'( Lorriition.

In the rare case when player charaeters come across a magic f Hbiiim‘? include bo '?‘”E;‘ o i afacﬂ:r]st't_w.: or:skills

item; they can idenrify its properties wich a successful Academic h v mle:nr use, and the rep!lmnlun of spell effecrs. |
Knowledge Test. The type of Academic Knowledge used depends Blistory: The background of the irem,

on the item. Derermine the Test Difficuley baged on hiow well (A8 e ™
known the irem is. Possible Academic Knowledge skills for such T R
tests include Daemonology, Genealogy/Heraldry, History, Magic, Bl s -

Necromangy, and Bunes. In some cases; characters may have o

make use of special facilities, access rare or forbidden romes; or Academic Knowledge: History

consule with other experts as the GM decides, Powers: A pair, cach All-Seeing Mirror refleces the image

normally seen in it opposite. Over land, there is no limit

MAGIC IT‘EL‘IS to the range, but 500 or more miles of warer prevents the

mirrors from operating,
What follows is but a small sample of the kinds of magic items History: The All-5ecing Mirrors are ancienr arcefaces thar race

found in the Old World. By ne means is this list complere: their origins 1o a time long before the twelve wibes of savage
However, given the inherent scarcity of magical equipment, it humans crossed the Black Fire Pass. Construcred by an Elf
bears repeating; a characer would be lucky o find even one MW izard, Sotheles, the Black Prince seduced him and drove

magic irem over the course of their liferime, him insane. His mind filled with dark fancasies, he suspeced ¢




his wife'of infideliny, for surely, he conld not bealone with
the perverse Ehuughl& warming ll'lml.:;gh his mind. And so,
using Dark Magic, he infused two precious mireors with

the energies of Chaos so each would seveal whar the other
should reflect. Once hinished, he gave his innocent wife

one 4 a gift, keeping the other for himself, not realizing the
mirrors worked both ways, Soon after, his brethren, clued
inta Sotheles’ cormipeion rhrol.;gﬁ his wife's mirror, destroyed
him; and hid the mirrors away for all tme.

Academic Knowledge: History

Powers: This amulet reduces the Damiage of all attacks made
agairst the wearer by =1. The amulet also i;unf'_ﬂrs 2 +20%
bonus to Toughness Tests made to resist poison. Finally,
when the amuler is placed within an inch of a poisoned
substance, the copper turns green; returning back to its
normal hue when pulled away.

History: Afrer killers Failed o assassinare the Emperor in
1499 1€, a merchant from distant Cathay presented the
monarch with this amuler. It was o sonall disk of copper
carved with strange sigils. While the Emperor gratefully
accepted the item, he had nolove for magic or anything
of the sorg, and so, he promprly had the merchant
executed and ordered the Amuler destroyed. Bur the
guard tasked wich the dury kepe it instead, selling it for
a rankard of ale. It changed hands many times, finally
resurfacing briefly during the Grear War Against Chaos,
when a Caprain who, after a failed poisoning by a Culrist,
noriced its change 'of colour when in camie dlose 1o the
poisoried wine. It was lost again shortly after the Caprain
was stabbed to death an the night following.

Arrows of Potency

Academic Knowledge: History

Powers: These arrows deal 1 additional Wound when they
successfully damage an opponent.

History: Thorkund Axe-Crazy, a famous Diwarf treasure
hunter of pre-imperial times, recovered these arrows juse
after the War of the Beard. Noved for liberating many
magical items to be sene back to his hold to be “broken”
by the Runesmiths, he was said to have disappeared
after venturing into Athel Loren in search of Wood Elf
treasure, The rruch s, his body was recavered, buc ir was
pin cushioned with 20 of these arrows. OF thee original set
pulled from his body, only 12 remain.

Academic Knowledge: History
Powers: When mounted on a pole, the Black Skull of the

Caliph granwsa + 10% bonus o Fear and Terror Tests to

all-allies wichin 8 yards (4 squares).
History: The Black Skull of the Caliph was enchanred wich
ash raken from the book pyres of the Caliph of Ka-Sabar,

when he ordered the cestruction of thousands of copies of
Prirce Abdul ben Raschid’s forhidden Book qfr{w eiied.

A soldier Jater recovered it during the crusades into Araby
during the 16th century. Deeply devored to Morr, the
young man claimed the Skull for his own, believing, the
blackened bone with the yellowed cuneiform script was

a sign of the god's favour. The Black Skull since served as
the standard for the soldier’s unic up until his death, After,
ic’s believed the priests of the Death God claimed it

Boots of Bovva

Academic Knowledge: History

Powers: The wearer of these boots can make powerful unarmed
kicking awacks. Such kicks inflict 5B Dzmage, though as
usual wich unarmed arcacks Armour Points count double
against them.

History: Bovva was the apprentice of Rathnugg, the most
famous boot maker of all Gme. Charged with-cobbling
a serof Foorwear suitable fora Count, Bovva worked
hard to produce the finest boots of his career. He worked
For two weeks, siriving for both comforrand durability,
believing he had achieved his life's work upen finishing.
But when the Elector Count of Stirland saw the pair, he
was unimpressed, belicving Bovva was making a fool of
him. The noble had poor Bavva hung from the shop’s
rafters and gave the boots to the stable boy, who had
much success throughou the rest of his days.

Charm of Hotek

Academic Knowledge: History

Powers: When worn on the body, 2 Charm of Hotek grants
the wearer immunity o fire and +1 Armour Poine to all
locarions. However, this cliarm is suffused with Diark
Masic, and wearers take 3 —20% penalty o Will Power
Tests made to resist Chaos effects and always gain an
additional muration beyond any other mutations they gain.

History: These much-adulterated fragments areall thae remains
of the rools used by Hotek o forge the black armiour of
Malekich,the Witch King of the Dark Eives. This foul
armour restored the Dark Elf's strength to his withered
and fire-blasted body. Though the armour would be fused
to his body, thus heralding the birth of the dread Witch
King, the tools were set aside; forgoteen for a ime, An
apprentice stole them wich the intenit to fashion a suit of
armour for himself but the effort destroyed him. The ools
were later scattered throughout the lands. Afrer thousands
of vears, the tools themselves have been reduced o
fragments, with most destroyed.

Dazh’s Flint

Academic Knowledge: History
Powers: When Dazh's Flint is-touched to a Bammable objecr,
such as tinder, cloth, hair {rhough not feshl, or pape, it

automaricilly carches fame.




History: This odd wedge-shaped piece of volcanic rock was
uncevered in the Diark Lands b:_,r Grugni Goldhnder—a
famous Dwarf ereasure hunver, He believed he found a
tooth of Pazh, the Kislev God of Fire and the Sun, for it
ignited whatever it touched. Bropping it inte his pack,
he travelled back to his home, bur ence he arrived and
looked inside of his pack, he discovered w his disma}' chat
the Flint had burned it way through his clothes, making
a hole in the bottom of his pack. Though long last, itis
still highty sought by the Bright Wizards and word is.
theyll pay a handsome reward for those who can safely
bring it to them.

Doomfire Ring

Academic Knowledge: Magic

Powers: Cnce per day, by succeeding on a Will Power Test, the
wielder can use the Doomfire Ring to cast fine j.'m’." as if he
had a Magic characteristic of 3. A magic using character
with the Lore of Fire may use the Doomfire Ringa
number of additional times per day equal to his Magic
charscreristic:

History: Forged by the firsc Bright Wizards, the Doomfire
Rings were ci reulated among the Apprentice and
Journeyman Wizards to better serve the Empire in the
Grear War Against Chaos. While most of these precious
ohjects were recovered or larer destroyed, a few escaped 1o
fall into the hands of renegades. Simple iron bands and a
starburst of rubies characrerize these Rings.

Elven Cloak

Academic Knowledge: Histary

Powers: Opponents take a —10% penalry to Ballistic Skill Tests
made to hir characrers wearing Elven Cloaks. In addition,
characters wearing an Elven Cloak gain a +20% bonus to
Concealment Tests.

History: Woven from the hair of EIf maidens wich the living
leaves from sacred trees, an Elven Cloak is a wondrous
object, Qutite rare, they are never for sale and can only
be recovered from the corpses of Wood Elves or mare
commonly, they are bestowed onre a hero who has donea
great service to the Elves of Athel Loren.

Elf Charm

Academic Knowledge: Magic

Powers: The Elf Charm may be used as an additional ingredient
for casting spells from the Lore of Life, doubling the
maodifier for all other ingredients used.

History: The Elf Charm appears to be nothing more than an
acorn. However, when held ro the puritying rays of the
light, faint Elven scripr appears all over its surface. A

| particulaely foolish Beetonnian Peasant somehow survived

| an adventure into the heart of Wood Elves' forest;

| reputedly venturing into the secrer 'King's Glade', where

the Elven leader resides: Somehow, the Peasant escapied,

burwas killed by a passing Knight for somie terrible
perceived impropricty. The Knight claimed the acorn for
himself and carried ic with him to his Keep, only to lose it
along the way. It's uncertain as to who or what has the EIF
Charm now.

Fauschlzo Ri

Academic Knowledge: History

Powers: The wearer of the Fauschlag Ring gains a +10% bonus
to Weapon Skill Tests.

History: This iron ring is set with a sliver of rock quarried
from Middenheim. Said to contain the power of Ulric
himself, this ring is a prized artefact of the Priests of Ulric.
Whether more than one exists remains t be seen, though
certainly, many champions of the Wolf God have claimed
the deiry's blessing.

Griffon Claw

Academic Knowledge: Genealogy/Heraldry

Powers: This enchanted blade grants a +10% bonus o Weapon
Skill Tests while wiclding ir.

History: The Griffon Claw, sonretimies known as the Sword
of Striking, is an exquisive weapon, It has a slender
Erarfen fu[gcd gromril blade with a hilt fashioned w
look like 4 claw. The weapon has a keen ineelligence,
moving on its own accord 1o serike it opponent’s more
vitlnerable spors. Griffon Claws: of which cthere are
but a few, are awarded 1o the best swordsmen in the
Empire, and warriors who gain these weapons are loath
to part with them, passing them dewn, generation after
geneeation.

Helstrum’s Staff

Academic Knowledge: History

Powers: When gripped in hand, Helstrum's Staff grantsa +20%
bonus o Ft'liowship Tests made for Public Speaking or
preaching to a crowd.

History: Contrary o its name, Helstrum’s Staff was never
actially wielded by Johann Helstrum-—the firse
"Theogonist. Instead, it contzins a fragmient of his robes. It
served as the symbol of office for almost 4 thousand years.
but vanished during the upheavals Fu]lnwing he Black
Plague of 111 11C, Onee some semblance of seabiliey
was restored, the cult of Sigmar created a facsimile of the
original to serve in its stead,

Maid’s Charm

Academic Knowledge: Magic

Powers: When worn about the necks a woman cannot
conceive a child,

History: These sinall amulers are often shaped after Rhya, orin
hiér northern aspect as Diryath, the Mother of Childbirth,
On occasion, the Jade Order makes these, carving them
1o resemble the spiral of life, Use of these amulers is
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frowned upon, and many Hedge Wizards and Witches
have found their way to the witch pyre after creating
them for fove struck maidens,

Orb of Ghrond

Academic Knowledge: Magic

Pawers: This obsidian ball offers a terrible glimpse into the
Realm of Chaos, revealing fragments of the future in the
swirling vorex of maddening energies. Anyone other
than a Dark Eif who looks into the orb auromarically
gains 1d10/2 Insanity Points. However, in exchange for
the almost assured madness, a viewer gains a clear look at
som¢ important future event (as derermined by the GM).

History: Ghrond lievin the frazen northof the Wiech King's
damain. A black ower it rises like 2 spear from its
mountain spur. Here, foul sorcerersistare into the abyss
that is the Realm of Chaos to catch glimpses of the future
within the changes of the multicoloured storms raging
there: Occ:;simm]])_r; a tendril of raw energy snakes ourand
licks the stones of the mountain, creating black orbs thar
serve a5 windows ingo this _rc'rrib]c pia:x:. The sorcerers
smioeth these stones and use them w divine the future
report back to the Witch King to h_elp him plot his foul
strategies for launching attacks againse the world. And
very rarely, some daring or foolish individual steals an orb
for the promises of power they are sure to hold,

Power Stones

.-.I‘;:I_E.' ._.. e -

Academic Knowledge: Magic

Powers: A magic using character may roll up to two exera d10s
above what his Magic characteristic ordinarily allows. A
spellcaster with a 1 Magie characeeristic could rell 3d10
for his Casting Roll. Once used, the Power Stone is:
desmoyed.

History: The Wizards of the Empire learned the secrer of
solidifying magic into Power Stones from Teclis himself,
With a Power Stone, a Wizard can focus the Wind of
Magic to cast some of the most powerful spells with'ease,
Constructing these stones is extremely difficult, requiring
an involved ritual known only to a few Master Wizards
or Wizard Lords. For more inforniation on Power Stones,
see Chapter Two: The Nature of Magic.

Runefangs

M;atlemicKnuwledgz: Genﬂlﬂgnyemldr_v, History, or Runes

Powers: All Runefangs are imscribed with the Master Rune
of Alaric the Mad. Se¢ Chapter Eight: Runemagic for
derails,

History: After a combined army of Men and Dwarfs put
paid to an Ore invasion at the Barile of Black Fire Pass,
saving the Diwarf realm from destrucrion, King Kurgan
Ironhand, to show his appreciation for the Human'’s aid in
the conflict, bestowed onto them a prear gift of magic. He
commanded the grear Runesmuh Alaric the Mad to forge
wwelve rune swords, one for each of the grear chieftains
whocommanded Sigmar’s armies. Each blade was forged
trom a solid nugger of Gromril, worked under the light
of the full moan, fired by the breath of the dragon
Snarkul the Red, and cooled in the blood of Daemons.
With incredible patience and skill, the Master Rune of
Alaric the Mad was inscribed upon then, However, such
craftsmanship demanded grear time; and by the time
the final sword was complete, none of the Chieftains
remained alive, and Sigmar had long abandoned the
Empire and headed ease to whatever fate there awaited
him: Inseead, the swords were given to the Emperor, who
then divided them among the Elecror Counts.

Ever since; the Runefangs have served the Counrs of the
Empire, passing from ruler o ruler until the present day.
MNow there are only ten counts, and the spare Runefangs,
the Dralowald and Solland swords, are currencly-held by
the Emperor as part of the Imperial Armoury. The Solland
Sword was lost for many years, having disappeared during
the destruction of the province by Gorbad Ironclaw’s
Orcs, but was larer recovered from a long forgorten
underground lair by a combined expedition of Dwarfs
and Men. Now, both blades are kepr securely ocked
away in the treasure vaule of the Emperor, they are rarely
brought forth and used in times of dire need by mighty
heroes or powertul wizards.

T —




Scrivener’s Candle

Academic Knowledge: Magic

Powers: When r{:_ad'mg by the Eight of the Scrivener’s Candle,
the reader gains a+20% bonus wo his [:m:jlig-‘:nc;:
characreristic: The Candle cin burn for a toral of 24
haurs,

History: The Scrivener’s Candle is an unusual magic item in
that some of the most prestigious universities in the
Empice use several of these rare candles. Huge, these
items are a blend of rare wax from the giant bees of fabled
Ind, mixed with the sweat of schiolars. When they burn, a
musky odour rises from the fames,

Scrofl of the Fifth I

Academic Knowledge: Magic

Powers: When examined, this scroll appears 1o be whatever the
reader expects to-see. Thus, if handed 1o a literate guard
with the explanation thar the scroll isin face 2 writ of
passage, a license, or some other document, the guard
would see it a5 such,

History: The Scroll of the Fifth Lore is an old and cracked
velum seroll of a mysterious history. Most Magister
Scholars agree this fabled Scroll was the product of
one of the firse Magister Patriarchs of the Grey Order,
tashioned prior to the safeguards the Empire pucin place
ta restrice the larcénous leanings of these Wizards. From
time w time, rumour of this Scroll surfaces; usually
coinciding with some public outrage abour a missing
object, infiltration, or an act of saborage. It was last seen
in Marienburg.

Silver Seal

Academic Knowledge: Genealogy/Heraldry

Powers: All atrachs against the wearer of the Silver Seal are ar
—10%. In addition, the Silver Seal erants the wearer 3
+20% bonus voall Will Power Tests made o resist hostile
spells.

History: After the Great War Against Chaos, the Warrior Mage
Fredrik von Tarnus forged a magjcal ward for Magnus
the Pious. A brilliane diamond set in-a silver disk, it naw
hangs from the neck of the Emperor Karl Franz.

Skull Charm

Academic Knowledge: Necromancy

Powers: There are many variations of Skull Chams. Rell 1d10.
On a 1-3; the Skull Charm grants a +3% bonus o WS$
Tests; on a 4-6, the Skull Charm grants a +10% bonus
to Fear Tests; on a 7-9, the Skull Charm grants a +5%
bonis to bath WS and BS Tesrs: and on a 10, the Skull
Charm geanss a +10% bonus to WS, BS; and Fear Tests
and speaks.

History: Skulls are a popular device and charm for soldiers of
the Empire, for everyone knows the soul resides in the

head. And, what beteer way is there to learn from your
enemies than to capuure their spirits? Often little more
than a reflection of a people’s obsession with death, a
tew of these skulls become magical over time, enhanced
by the concentration of belief and veneration of the
people about them. Priests of Morr ritually enchant the
skulls to improve the resolve and skill of the soldiers
who use them. The most remarkable Skull Charms are
those tha retain the capacity for speech. offering good
(or bad) advice to their awners, When sucha Skull
speaks; it i5 only to its owner and forces the character ro
take a Terror Test,

Sword of Battle

Academic Knowledge: Runes

Powers: The Sword of Battle is engraved with a permanent
Rune of Fury: See Chapter Eight: Runemagic for
derails: :

History: ‘The Sword of Batdle is empowered by Dwarfen
magic, enabling the wielder to employ i with dazzling
speed to deadly effect. As producing these fine weapons.
requires a great investment of time and skill, Dwarfs
present these weapons as gifts o individual Humans
who have done the Dwarf peoplea grear service. Edch
Sword of Batde is unique in appearance, though all are
forged of a gromril alloy and feacuce the Rune proudly
on the hilt,

Sword of Justice

Academic Knowledge: Runes

Powers: The Sword of Justice is inscribed with 2 permanent
Rune of Grudges and a permanent Rune of Iron, See
Chapter Eight: Runemagic for details.

History: The Sword of Justice is encrusted with ancient Dwarf
runes, granting it unmatched accuracy and deadly
retribution. Passed down from Champion to Champion
through the reigns of successive Emperors, this weapon
is not only an instroment of batde, buralse'a symbol of
loyalty, skill, and a further example of the long-standing
friendship berween the Dwarfs and Humans. Currently,
the Sword of Justice is held by Ludwig Schwarzhelm; the
Emperor’s Champion.

Tali - Ul

Academic Knowledge: Genealogy/Heraldry

Powers: The wearer of this Talisrman regains 1 Wound at the
startof his tirn each round, The wearer must be alive for
the item to function.

History: An ancient heirloom of the Todbringer family, the
Talisman of Ulric is currently worn by Boris Todbringer,
Elector Count of Middenland and regarded asone of the
miost ferocious warriors in the Empire. Tothe Todbringer,
thie Talisman of Ulric, a silver symbol of a wolf’s head, is
as much a badge of office as is the family’s Runefang,







WItiie it is a well-known fact thar Dawarfs are resistant

10 magic. few denizens of the Old World understand
Grungni’s folk are fundamentally incapable of using magic as
Wizards do: While Elves-and Humans can perceive and use
the Winds of Magic, Dwarfs cannor. They cannor deévelop
Wiechsight, they cannot learn to channel magic, and they
cannot cast spells in the rradicional way. However, this does
not mean Dwarks are bereft of magic like the H:tiﬂings. Rather,
Drwarf magic takes a different form: Rune Magic.

For thousands of years, an ancient guild of craftémen known
as the Runcsmiths has jealously guarded the secrers of this
form of magic. Mastery of the runes has made the Dwarfs
the pre-eminent creators of magical items in the Old World.

Many famous Human weapons, like the Runefangs or Sigmar’s
hammer Ghal Maraz, were crafted by Runesmiths. Itis no
wonder then that the Runesmiths do not share the power of the
runss; and only guild members'are allowed to praerice the arr.

Rune magic takes @ fundamentally different approach than

the art of Wizardry. While Imperial Magisters use the Winds
of Magic like fuel, Runesmiths are more careful. They believe
Wizardry is inherently unsafe; and Teeentch’s Curse proves
them right over and over again. They do not ignite the fuel of
the Winds of Magic, Instead, they trap it inside a runé to bind
it and hold'it. When =0 confined. the magic cin be nsed safely.
Runesmiths trear magie like any other Dwarf araft. Mastery
takes patience, hard work, and dedication:

— MASTERING THE RUNES —

I t takes many years of training before an Apprentice
unesmith can even attempr o use the art. Before a Dwarf
can start inscribing runes, he must meet four criteria:

= He must have a Magie Characteristic of 1. or more,
® He must know the:Runecraft skill (see-sidebar),
e He muscspeak Arcane Diwarf (see sidebar).

. He muse have learned at least ohe Rune mlent (see
sidebar).

“The only way to meet these requirements is torgo through a
lengthy apprenticeship: See the Apprentice Runesmith career on
page 216.

RUNE TYPES

Regims of Sarcery details three types of runes: Armour,
Weapan, and Talismanic. Other types of runies exist, such

as the Engineering Runes Dwarfs use on their siege engines,
but they are bevond the scope of WFEEPand so not deseribed
herein: Armour Runes and Weapon Runes are self-explanarory:
Talismanic Runes are those thar can be inscribed on items like
rings: circlers, erowns, rods; belr buckles, and amuleis,

Runes can be créared inowo differsne ways: remporary and
permanent. A temporary rane is good for one use only but is
relatively quick o ereste. Once a wmporary rune i used; i
disappeses, and there 5 no indication that the mne was ever




inscribed. A permanent rune kists unil the item l:ui.‘arjng it is

destroved, buric mkes 2 long time o ereare; Most runes can be

— Usmvg THE RUNES —

Runesmith thar meets the criteria can attémpt to create
magical runes. The basic process for crearing temporary and
permanent runes s the same; only the amount of time differs.

Step 1: Inscription

A the start of the process, the Runesmith must inscribe the
chiosen: rune an the item to be enchanted. This must be done
with extreme care, as the tiniest ]mpcri"ucrions can createa

fatal flaw. Inscription takes 2d10 minutes for temporary runes
and 1 week for permanent runes. Ac the end of this time, an
Inscriprion Roll is made. The Runesmith rolls a number of d10s
equal to his Magic Characteristic and
adds them mgcl}'mr. If che result of
the Ins&:riptidn Raoll is cqu:;l o or
greater than the Inscription Number
of the rune, it'is creared ::uu:cs.sfu][}*.
[fthe Insgription Rall is lower
than the Inscription Number of
the rune; the arempt fails, and
the time spent is wasted. Unlike
spelleasting, there is no danger
of Treenichs Curse.

Step 2: Empowering
Once the rune is successfully
inscribed, ivmusche
empowered. This is the
lengrhiest parcof the
pracess, The Runesmith
uses munic chanes and other
rirualized merhods

instil the rune with magic.
Empowering is resolved

a5 in Exrended Runecralt
Skill Test, Each rest takes

20 minutes for 2 emporary
rune ind one month fora
permanent runeé. Each mine
requires 2 cereain number

of successes to Empower

{see the individual

rune descriprions). Once the
Runesmith achieves the specified
number of successes; the item is
ready for binding,

Step 3: Binding
Onge the rune is empowered, the
Runesmith needs to perforny a few

created in either fashion, but some can only be made one way or !
the other, This is nioted in the individual rune deseriptions.

final rituals to bind the magjc into the rune. This final step
takes 1d10 minutes for temporary runes and 1d10 days for
permanent runes, Only after the binding is complere is the
rune’s power activated and the item considered magical.

RULES OF RUNECRAFT

Runesmichs follow a lirany of rules laid down by their guild.
Some of these rules exist for practical reasons, while others are
simply tradition. The following “Rules of Runecraft” govern the
creation of runicitems ofall gypes.

RULE OF FORM

Runes must be inscribed on
items of the appropriate
types Armour Runes muse
beinseribed on armour,
Weapon Runes on weapons,

and Talismanic Runes

on rings, amulets, ete.
Furthermore, runes must
b camred, sa the chasen
items must be made of a
resilient substance. Metal,
wood, bone, and stone are
appropriate, for example,
while paper, leather, and
Ceramic are nor,
Last, items thar
bear runes must
bewell made.
Temporary
runes can only
be inscribed on
items of Good or
Best Crafsmanship,
and permanent runes
cat-only be inscribed an
items of Best Crafismanship:

RuULE OF THREE

A single item can only contain
so much magieal power. Thus no
runic item can have more than three
runes inscribed on it At any given tme;
Any attempr (o add a fourth rune ro an'item
automatically fails, The same rung cinnor be inscribed
muote than ance on a single item.
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RULE OF MASTERY | 57

Master runes are oo powerful ro be combined with other nines.
[fanicem is inscribed with a master rune, it can beéar no other
runes of any kind. Runesmiths refer to master runes a5 “jealous
runes for this reason.

RuULE OF PRIDE

Ranesmiths rake pride in their craft. They don'tlike to repear
themselves, and Lhcy are abways [n{]king to- create greater and
greater masterworks, Excepr under unusual circumstances
(Alaric the Mad forging the Runefangs, for example), a
Runesmith will never create a copy of a rune item he's made
before.

Rure oF TiME

When working on a rune item, 2 Runesmich muse dedicate the
majoity of his time to the job and can only work on one rune
ar a time. A Runesmith must spend a least four hours each
day working on the rune for the day to count in the creation
process, If no work is done on a rune for over one month, the
attempr fails.

— THE RUNES —

Lhis section includes deseriprions ol the most common Armour,
Weapon, and Talismanic Runes. They are presented in the
following formar:

RUNE NAME

Type: This indicates whether the rune is an Armour, Weapon,
or Talismanic Rune.

Inscription Number: You must roll this number or higher v
properly inscribe the rune.

Empowerment: You must make this many successful Runecraft
Tests o empower the rune:

Description (Permanent): The rune’s permanent effect if
created successhlly.

Description (Temporary): The rune’s temporary effect if
created successhully.

MASTER RUNEOF ADAMANT

Type: Armour

Inscription Number: 25

Empowerment: 7

Description (Permanent): When wearing armour beari ng this
rune, 4 character gains'a +10% bonus to his Toughness
Characreristic.

Description (Temporary): As permanent, bur once the rune

is activated (a free action), the benefit only lasts for |1
e,

e ———
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RUNESMITH SKILLS AND TALENTS

The following new skills and wlents are inegral to Dwarf
Rune'magic. Runecraft and Speak Arcane Language
(Arcane Dwarf) are skills, and Master Rune and Rune are
talents,

RUNECRAFT

Skill Type: Advanced

Characeeristic: Will Power

ﬂﬂsctiption: Use this skill to empower magical runes,
Runecraft is the basis of the Runesmich's abilities. Ie
allows you 1o trap magical power inside a rune and

sereate enchanted irems. See page 218 for further details

on creating runes. Note this skillis not used ro identify
unknown runes, That is covered by Academic Knowledge
{Rungs).

Related Talents: None.

SPEAK ARCANE LANGUAGE
(ARCANE DWARE)

Skill Type: Advanced

Characteristic: Intelligence

Description: Use this skill during the creation of magical
runes, Arcane Thvarf is an ancient form of Khazalid, now
only remembered by the Runesmiths and the Dwarf Gods.
Runesmiths chant in Arcane Dwarf during the rituals that
create and empower magical runis.

Related Talents: None

MasTeER RUNE (TALENT)

Description: You have learned the secrets of a magical
master rune; the most powerful type of rune. Master Rune
i unusual in that it is nor one talent but many, and each
must be acquired individually. Each Master Rune ralent is
a separate proficiency, with its name noted in parenthesis.
For example, Master Rune (Alaric the Mad) is a different
ralent than Master Rune (Adamant). The most commeon
Master Runes can be found on pages 211 to 213 of this
chaprer.

RUNE (TALENT)

Description: You have learned the secrers of 2 magical
rune. Rune is unusual in that it is not one talent but many,
and each must be acquired individually: Esch Rune talent

is a separare proficiency; with its name noted in parenthesis.

For example, Bune (Furyhis a different mlent than Rune
{Speed), The most common Runes can be foundion pages
213 ta 215 of this chapier.
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Type: Weapon

Inscription Number: 27

Empowerment; 7

Description (Permanent}: Atracks made by a weapon bearing
this rune ignore all Armour Paints.

Description (Temporary): As permanent, bur once the rune
is activated (a free action), the benehtonly lasts for 1
minute.

MaSTER RUNEOF BAIANCE

Type: Talismanic

Inscription Number: 25

Empowerment: &

Description (Permanent): Only Runesmiths cen usean
itemy inscribed with chis rune. Irs bearer can take 3 half
action to reduce the Magic Characteristic.of a spellcaster
within 48 yards (24 squares) by 1. This penalry lasts for
a number of rounds equal to your Magic Characreristic,
The rune cannot be used again until its effects expire.

Description (Temporary): As permanent, but it only works once.

MasTER RUNEOF BREAKING

Type: Weapon
Inscription Number: 25

Empowerment: &

Description (Permanent): IF a weapon bearing this rune
successtully parries a magic weapon, it destroys the other
weapon, but enly if the wiclder of the runed weapon
wins an Opposed Strength Tese against his opponent, If
the wielder loses the test, the blow is still parried, but the
eRemy’s weapon is not deseroyed.

Description {'Tempuljary}: As permanent, buc it only works
once. The wielder must decide whether or not o use the
rune before making the parry awempr, and activating it
is & free action, 1F the parry fails or the wielder loses the
Opposed Strength Test, the rane is still expended.

MasTER RUNE OF DISMAY

Type: Talismanic
Inseription Number: 28
Empowerment; 9

Description (Permanent): This rune can only be inscribed on a
war horn. When the horn is sounded, all enemies within
48 yards {24 squares) of the user must make a Will Power
Test or become dismayed. Those affecred can only rake a
halfaction on:their next tarn.

Description (Temporary): As permanent, but it only works
onee.

MasTER RUNE OF FLIGHT

Type: Weapon

Inscription Number: 21

Empowerment: 5

Description (Permanent): This rune can only be inscribed on
a hammer. It allows:the hammer to be thrown; and the
wielder is reared as having the Specialist Weapon Group
(Throwing) Talent. The hammer his a range of 24 yards
(12 squeires), and the rune grants the hrower a +3005
bonus to Ballistic Skill on such ateacks: The hammer
recurns o the thrower's hand at the end of his .

Description (Temporary): As permanent; but the rune can
only be used once) Activaring the tune isa free action,

Type: Armour

Inscription Number: 30

Empowerment: 5

Description {Permanent): The armour bearing this rune
provides +2 Armour Poings: to a maximum of 7 ADPs, This
is an exception t the normal limit of 5 APs.,

Description (Temporary): As permanent, but once the mune
is activated (a free action), the benefit only lasts for 1
minue.

MasTER RUNE OF KINGSHIP

Type: Talismanic

Inscription Number: 33




Empowerment: 15

Description (Permanent): This rune must be inscribed ona
crown, and such an arceface is given to only the mightiest
Diwvarf Lords: The wearer of such @ crownand a number
of allies with 48 yards (24 squares) equal w his Fellowship
Chargcreristic are immure to fear and terror.

Description (Temporary): The Master Rune of Kingship is
never inscribed in this fashion.

MasTrR RUNE OF SKALF BLACKHAMMER

Type: Weapon

Inscription Number: 31

Empowerment: 9

Description (Permanent): Any weapon bearing this.rune
counts as having the Impact Quality and gainsa +3 bonus
of damage rolls.

Description (Temporary): As permanent, but onee the rune
is activated (a Free accion), the benefit only lasss for 1
minute,

Ma4sTER RUNE OF SNORRI SPANGELHEIM

Type: Weapon

Inscription Number: 29

Empowerment: 8

Description (Permanent): Arracks made with a weapon
inscribed with this rune gain a +30%% bonus to Weapon
Skill.

Description (Temporary): As permanent, but once the rune
is activated (a free action), the benefit only lasts for 1
minuee,

MasTER RUNE OF SPELLBINDING

Type: Talismanic

Inscription Number: 26

Empowerment: 9

Description (Permanent): All spells cast within 48 yards (24
squares) of an irem inscribed with this rune suffer 2 =1
penalty on cach d10 of their Casting Roll.

Deseription {Temporary): As permanent. but once the rune
is activated (a free action), the benefiv only lasts for |
minue;

MasTER RUNE OF SPITE

Type: Talismanic

Inscription Number: 24

Empowerment: 8

Description (Permanent): Atacks made against the bearer
of an item nscribed with this rune have their Damage
reduced by 2. This applies against effeces that normally
ignare armour,

Description (Temporary): As permanent, but ence the rune
is activated (a free action), the benefit only lasts for 1
minute.

e

MasTER RUNE OF STEEL

Type: Armour

Inscription Number: 25

Empowerment: §

Description (Permanent): Whenever the wearer of armour
inscribed with this rune losés Wounds due twan acack
or effect against which Armour Points rormally apply;
damage is re-rolled and rthe less harmbul result applied.

Diescription (Temporary): As permanent, but once the rune
is activated (a free action), the benefic only lasts for 1
nripute,

MasTER RUNE OF SWIFTNESS

Type: Weapon

Inscription Number: 23

Empowerment: 5

Description (Permanent): If the wiclder of 3 weapon bearing
this rune has the weapon in hand and ready at the start of
combar, he adds +30% to his initiacive score.

Description (Temporary): As permanent, but the ruie can
only be used once, Using this run¢ does not require an
action.

RUNE OF CLEAVING

Type: Weapan

Inscription Number: 14

Empowerment; 4

Description (Permanent): Any weapon bearing this rune gains
i +1 bonus on damage rolls.

Description (Temporary): As permanent, but once the rune
is activated (a fre¢ action), the benefit anly lasts for 1
minure,

RUNE OF FATE

Type: Talismanic

Inscription Number: 16

Empowerment: 4

Description (Permanent): Only wmporsary Runes of Farte can
be made,

Description (Temporary): The first attack thart reduces the
bearer of an item inscribed with this rune to 0 Wounds is
negated. The bearer suffers no damage from this atcack.
‘This rune can only be used once.

RUNE oF FIRE

Type: Weapon

Inscription Number: 17

Empowerment: 5

Description (Permanent): Upon the wielder's command (2
Free acrion), & weapon inscribed with this rune bursts into
Hamme. This provides the same illumination as 2 torch, and

= B 4
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: ! the weapon burns until commanded 1o swp (alse a free B I
action). Addidonally, the weapon gains a +1 bonus on
damagze rolls while Haming,

Description (Temporary): As permanent, bur ence the rune is
activated (a free action), the benefiv enly lasts for 1 minure.

Type: Armour
Inscription Number: 15
Empowerment: &

B UNE OF EDB TITUDE Deescription (Permanent): Artacks made against the wearer

ot armour inscribed with this rune have their Damage

Type: Armour reduced by 1. This reduction applies against effects that
Inscription Number: 17 normally ignore armour.

Empowerment: G Description (Temporary): As permanent, but once the rune is
Description (Permanent): When wearing armour besring activated (2 free action), the benefit only lases for 1 minute.

this rine, 2 character gains 2 44 bonus to his Wounds
Characteristic, EU-HE—QE-LLJ—CK—‘*———-——

Description (Temporary): As permanent; but once the rune
is activated (a free action), the benefir only lases for 1
mine,

Type: Talismanic
Inscription Number: 20
Empowerment: 7

Rumﬂ.ﬁ.mm Description (Permanent): The bearer of an item inseribed

with this rune gains an extra Forrune Point each day.

Type: Talismanic Characrers with the Lucky wlent cannot benefic from a

Inscription Number: 17 Rune of Luck.

Empowerment: & Description (Temporary): The bearer of an item inscribed with
- ) A . - He | r & : - , L]

Description (Permanent): A characeer bearing an irem this rune can expend it to gain an exera Fortune Point.
inscribed with chis rune is immune to fire damage of all This can be doneavany time, and it is not considéred an
types, Neither nawral fires nor fire-based attacks such as action. Characters with the Lucky alent cannot benefit
frery blast spells can affece someone protect by a Rune of from a Rune of Luck.

the Furnace, B I !
Description (Temporary): As permanent, but once the rune - i

is activared (a free acdon), the benefic only lag;l:s for 1

: Type: Weapon
i Inscription Number: 15
: Empowerment: 5
RUNE OF FURY D::I:riptiun {Permanent): Attacks with -4 weapon bearing this
Type: Weapon rune inflict SBx2 damage, but only against opponents
Inscription Number: 20 with Toughness 50% or grearer.
Empowerment: ( Description (Temporary): As permanent, but once the rune is
Description (Permanent): When wielding a weapon bearing activaced (a free action); the beneht only lasts for 1 minute,

this rune, @ character gains a + 1 bonus to his Aracks B E
Charitreristic,
Description (Temporary): As permanent, bur ence the runz Type: Armour

is activared (a free acrion), the benefic only lasts for 1 Inscription Number: 18
mine,

Empowerment; 7

B UNE OF GEHDGES Description (Permanent): When a character wearing armour

inscribed with this rune s abour to lose Wounds dus

Type: Weapon to an attack or effect that ignores Toughness Bonus and
Inscription Number: 12 Armour Points, he can make a Toughness Tese with a—
Empowerment: 4 59 penalty per Wound about o be last, On a successful
Description (Permanent): On the firse round of combar, the Test, the Chii'?ﬂﬂ lases no Wounds:
wiclder of 2 weapon bearing this rune can nominate one  Description (Temporary): As permanent, but ence the rune is
enemy as 4 free action: For the remainderof chis battle, activated (2 free action) the benefic only lasts for 1 minute.

thie wiclder can re-roll all missed arcacks made against fis E.IM_QLS}ITFI‘T}ING

chosén foe.
Description (Temporary): As perntanent, bur once the rune T Averioe
: is Izu:twas;cd {2 free acrion), the benefir only lasts for 1 Inscription Number: 14
minue.




Empowerment: 5

Description (Permanent): Non-magical missile atacks thar
hir a character wearing armour inscribed with this rune
have their Damage rating reduced o 0 (in other words,
Damage is simply 1d10),

Description (Temporary): As permanent, but onge the rune
is activared (2 free aciion), the henefit onby lasts for 1
finuee,

RUNE OF SPEED

Type: Weapan

Inscription Number: &

Empowerment: 3

Description (Permanent): [f the wielder of a2 weapen bearing
| this rune has the weapon in hand and ready at the scart
| of combat, he gains a ~1d10 bonus to his initartive

| score.

| Description (Temporary): As permanent, but the rune can

| only be used once. Using this rune is a free action.

|

|

RUNE OF SPELIBREAKING

| Type: Talismanic

Inscription Mumber: 13

Empowerment: 3

| Description (Permanent): Only temporary Runes of
Spellbreaking can be made.

Description (lemporary): Unly Runesmiths can use an item
inscribed with this rune. It can cause a spell within 12
vards (6 squares) of the user 1o end premarurely. This can
be used ro dispel any ongoing spell buc not ricual magic.
The Runesmith can immediately end the targer spell with
a successful Runecraft Test, but he suffers 2 ~10% penaly
per point of the original caster’s Magic Characreristic.
‘The Runie of Spellbreaking has nio effect on summoned
daemons or re-animated undead. Activating this rune is a
full action; and it can anly be used once.

RUNE OF SPELIFATING

Type: Talismanic

Inscription Number: 20

Empowerment: 5

Description (Permanent): Only temporary Runes of
Spelleating can be made.

Description {Temporary): As Rune of Spelibreaking, buc the

caster of a spell thar is successfully dispelled cannot cast that

spell again for 24 hours. Activaring this rune is a full action, and

it can enly be-used once.

RUNE OF STONE

Type: Armour

Inscription Number: 10

Empowerment: 3

Description (Permanent): Armour bearing this rune

provides +1 Armour Point, 1o a maximum of 6 APs. This
is an exception o the normal limit of 5 APs.

Description (Temparary): As permanent; but once the rune is
activated (a free action|, the benefit only lasts for 1 minure.

RUNE OF STRIKING

Type: Weapon

Inscription Number: 8

Empowerment: 3

Description (Permanent): Artacks made with 2 weapon
inscribied with this rune gaina +10% bonus w Weapon
Skill.

Description (Temporary): As permanent, but once the rune
is-activated (a free action), the benefir only lasts for 1
minute,

RuNeoFWaRDING

Type: Talismanic

Inscription Number; 9

Empowerment: 3

Description (Permanent): The bearer of an item inscribed with
this-rune gains a +10% bonus on Will Power Tests to
resist magic,

Description (Temporary): As permanent, but once the rune
is activated (a free action), the benefit only lasts for |
minite.
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Rﬁfm.f of Sorcery presents four new careers for Runesmiths: Apprentice Runesmith, Journeyman Runesmith; Master Runesmith,
A

nd Runelord. Apprentice Runesmich is a basic career, and the rest are advanced careers.

The Runesmiths are effectively
a:clan containing a fewr ancient
Families who have passed down
the knnwiedgq: and skillsof
Runesmithing over the
menerations. Bach Master
Runesmith reaches
the fundamentals
of fireand forge o
yourig members of
his E‘Lmily, selécting
the mast taleneed
become Apprentice
Runesmiths. While
selection is a 2redr honous
it means long years of study
and service 1o his master

in the ereation of more complicared runes. Runesmiths rarely
write down the secrets of their craft and even when they do, the
knewledse is buried bensath riddles and puiseles. Apprentices must
be patient, dever, and perceprive fo rise in status, During this time
Apprentice Runesmiths ofeen leave the service of their mentor
gather ingredients, tools, and supplies for the forging of new runes.

Note: Only Dwarfs can enter this career, If you are rolling

randemly For your Starng Career, vou can substiture
Apprentice Runesmith for Seribe with vour GM’s permission.

— Apprentice Runesmith Advance Scheme —

Main Profile

W5 | BS s T Ag Int | WP | Fel
+55% — + 5% — - =109 | +15%
A W 5B TH M | Mag | IP FP
+2 — — - +1 —— —
Skills: Academic Knowledge (Runes), Evaluate, Perception, Read/
Write, Runecraft, Speak Arcane Language (Arcane Dwarf),

Trade (Smith), Trade (Armourer or Weaponsmith)
Talents: Rune (any two with an Inseription Number of 16 or less)

Trappings: Medium Armour (Leather Jack, Mail Shirt), Trade
Tools (Runesmith)

Career Entries: Artisan, Runebearer, Scribe, Student

Career Exits: Journeyman Runesmith, Runebearer, Scholar,
Seribe, Shieldbreaker

Joumeyman Runesmith
Journeyman Runesmiths complete
the fundamentals of their training
and are elevated by cheir
miaster to learn the
deeper secrets of their

craft. Inscead of
instruction, though,
these Hunesmiths are
expected to venture

out into the world

in search of ancient
m':lgim! tICAsUISs 10
bring back for study.
Furthermare, these
Dhwarts muse rake their
accumulared knowledge
and learn additional Ranes

from their independent study and experimentation. At the end
of the Journeyman period, the Runesmith may return: o his
miaster o demonsrrace hisskill. I found worthy, the master
might elevire the student to the full starus of Master Runesmith
and reach him the secrees of the Master Runes,

Note: Oinly Dwarfs can enter this carecr.

— Journeyman Runesmith Advance Scheme —

Main Profile
WS | BS s T Ag | Int | WP | Fel

L10% [ 45% | 108 | +5% | +5% |+20% | +25% | +5%

Secondary Profile
A W SB TB M Mag | IP Fr

— 3 — - — £+ — —-

Skills: Academic Knowledge (History, Runes), Common
Knowledge (any two), Dodge Blow, Evaluate, Gossip,
Intimidate, Perception, Read/Write, Runecraft, Speak
Arcane Language (Arcane Dwarf), Speak Languape {an}
two), Trade (any two)

Talents: Artistic or Hardy, Rune (any six)

Trappings: One runic item
Career Enuries: Apprentice Runesmith
Career Exits: Master Runesmith, Scholar, Shieldbreaker




Master Bunesmith

Masrer Bunesmiths are the
teachers and keepers Rune
knowledge: Very few
Runesmiths ever
rise to this status
and of those' who
do, many seay
within their holds,
passing on what they
have learned to the
young and alenred
Dwearfs in cheir
families, Onier Master
Ranesmiths devore
years of their lives
ter the search for
ANCIEAT SCCrets,
exploring the world 1o uncover ancient weapons and artefacts
of great age, hopirg to recover lost Runes of ancient and

tabled Runesmichs. Such quesis take Master Runesmiths into
dangerous places; such as ruined holds, dragon lairs, the depths
of Elven forests, and worse, for much of the Diwarfs erritory
has, over the cenruries: fallen inte the hands of their enemies.

Note: Only Dwarls can enier this career.

— Master Runesmith Advance Scheme —

Main Profile

"The Runelords are the grearest —

of the Runesmichs, A ‘ S
’/;.__ ,f; R
i } :
i, - é 3 i

Runelord candidare
«r i

may only be
promoted with
the deach of
an existing
Runelord, so
this position is
highly covered
and conrested.
Among the
Diwarfs,
Runelords

are equal o
kings, and so they
move through
Dhwarf sociery as
some of its most esteemed members. A few Bunelords withdraw
from the world, sequiestering themselves away to learn the
deeper secrets of the Master Runes and perhaps create a few of
their own, further diminishing their numbers as their names
become legend.

Note: Only Dwarts can enter this career,

— Runelord Advance Scheme —

Main Profile

WS | BS 5 T Ag | Int | WP | Fe WS | BS 5 T Ag | Int | WP | Fel
+15% | +10% | +15% [ +10% | +10% | +25% | +35% | +10% +20% | +15% [ +20% | +15%0 [ #15%0 | «30% | +40% | +15%
Secondary Profile
A W 5B | TB M | Mag | IP FP A W | SB | TR M | Mag | IP FP
<1 +3 — — — +3 .- - +1 +h — — — it — —

Skills: Academic Knowledge (any threz), Command, Commeon

Knowledge (any three), Dodge Blow, Evaluare, Gossip,
Intimidate, Perception, Read/Write, Runceraft, SE";(
Arcane Language (Arcane Dwarf), Speak Language (any
three), Trade (any two)

Talents: Disarm or Strike Mighry Blow, Master Rune (zny wo),
Rune {jan)r ten), Specialist Weapon Group (Flail or Two-
handed

Trappings: Two runic items
Career Entries: Journeyman Runesmith
Career Exits: Runelord, Scholar, Vereran

Skills: Academic Knowledge (any four), Charm, Command,
Common Knowledge (any three), Dodge Blow, Evaluate,
Gossip, Intimidare, Perception, Read/Write, Runecraft,
Speak Arcane Language (Arcane Dwarf), Speak Language
(any three), Trade (any two)

Talents: Master Rune (any two), Rune (any ten), Speciatist
Weapon Group (zny one), Strike to Injure or Strike to Stun

T'rappings: Three runic irems
Career Entries: Journeyman Runesmith
Career Exits: Captain, Guild Master
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I: the south of the Empire lies the rural province of Averland,
region named after the Aver—a maijestic blue river thar
forms its nerthern border. The river runs down from the Black
Mounrains to the east, passing straight through the HalHings'
Mootiand before eventually joining the mighty Refk ar Nuln.
Averland is justly famed for its lush rolling hills and magnificent
wines, Indeed, with every passing year, the annual Wine lasting
Festival of Averheim, the capital of Averland, has grown larger,
drawing wine enthusiasts from across the Old World to sample
vintages new and old:

The Averlanders have taken their Halfling neighbours’ sole
celebration, Pie Week, to heart, and the Wine Tasting is always
held during the first weck of Harvess-Tide, Traditionally, it is a
lovely week for celebration, preparing for the oncoming harvest
and, of course, drinking. Apparently, it’s also a fine time to
spontaneously combust,

This year, the impending joyful celebracion has been marred,
not just by thee recent troubles up north, bur by a series of
unexplained deaths over the last few months: random cirizens
have burst into flame; some as they went abour their daily
routines on the streets of Averheim. Fear and uncercainty grip
the provinee, vet celebrants siill pack the inns, and more come
every day, all following the irresistible call of their supposedly
refined palates.

Averland needs heroes—bur your PCs will have ro do.

ABrutal Finish isan adventure designed for three to four characters
well mio théir second career, one of which should be 2 Wizard.

"The adventure is set in and around Averheim, the capital city of the
Elecroral Provinge of Averland. Set against the backdrop of 2 widely
famed, annual wine tasting festival, the Plaver Characrers will be
called upon to investigare a startling series of deaths where people,
and even some cartle, have bust into Rame,

— BacksTory: THE FIRes oF MaGic —

here does the ability to wield magic come from? This is

a question thar Empire researchers have only recently
taken up, atleast from a scholar’s point of view, as just two short
centuries ago, it often led 1o being tied to a stake and burned.
Priests and heretics of many cults frequently claim thatall magic
notof the Gods belongs to the Changer of the Ways; therefore,
the ability ro wield magic isin fact a Chaos mutation and a $ign
of corruption. The Colleges of Magic dispurte this view, stating
the ability to wield magic is a narural gift, even though they
grudgingly concede all magic does indeed flow from Chaos.

Waldemar Draupnir was born withour the ability to wield
magie. He was, however, born with:a kéen mind and a
desperate desire to wield magic. His intellect, his yearning,
and what was left of his merchant facher’s fortune took him
through the finest schools in the Empire 45 he soughr the
answer. When respectable teachers leamed what he sought,

he was inevicably banned, cautioned, or admonished, bue nor
deterred. Waldemar believed the solurion to his dilemma lay in
distilling the very elements that make 2 Wizard magical. The

now Dactor Draupnir tarned to darker and more questionable £




tomes as he continued w seek for the elusive key to-unlocking
an individual’s potential to cast magic. Insight gleaned from

a forbidden Arabvan book wimed his research towards the
ominous material known as Warpstone,

Docror Draupnir had long since exhausted his fortune, and

he knew no legitimate authority would ever back his rescarch,
but other avenues exist it one is determined: Afwer caretully
marshalling his arsuments and research notes, he approached
the largest Thieves” Guilds of Averheim. While the majority of
the Empire fears Wizards, Doctor Drauprir believed he could
easily show the potential profits his research could bring in as
there would certainly be those who would pay high sums for
the gift of magic. Two markedly different men' rin the largest
Thieves' Guild in Averheimeac the time—Faustman the Fistand
Albrecht Swearmonger. Fauseman was a thug who had risenup
through the ranks by combining ruthlessness with a superior
eve towards profit. Albrecht was a former conmin whio had
serdled in Averheim when several of the other larger Empire
cities became a bit too hot for him. Each man complemenred
the other's weaknesses, and they were richzr for in. Whether it
was Doceor Draupnir's passion or the potenrial proficin what he
said he could do thar convisced the pair is difficult o say, bar
they cautiously agreed to fund his experiments.

Doctor Draupnir turned yeass of study into practical
application when he managed the staggering tear of distilling

a substance he called “the base ¢ssenee of Warpstone™ thar he
added to the warér he used o irrigare a very special crop of
orapes he had painstakinghycreared. Various unmentionable
subszances had been sown into the soil along with the grape
seeds, and the Doctor was never far from the feld during cheir
entire matuzation eyele. His hrse crop, when combined with

a variery of ather ingredienty he had collecred, yielded a wine
that, upon consumprion, allowed an individua! ro briefy cause
fires o flare with their minds, along wich 2 aumber of othér
minor stranee effects: Since the test subjects were unaware
they had been given anything unusual; many of them wrote
off what was happening. A few called in priests of Morr to
dispel the Polrergeists besieging them. The result wasn't entirely
what the Doctor seughr, bur it was enough of a success tha
Faustman and Swearmonger readily agreed 1o another season’s
effort. Unbeknownst to Swearmonges, several of these who
had consumed the winesoen suffered ailnents; they started ro
muctate, The Fist had chen all killed and their bodies quizcdy
incinerated, reasoning such things happen when pushing the
boundaries of magic and science.

Bocror Draupnir puca Far higher Warpstone congentrate into last
years crop, and he greatly refined somie of the other processes he
was using. The resulting grapes from that harvest havee produced
a wine far beyond the Doctor's original intent. As before, the
wine was slipped to a number of subjects unaware thevd been
selecred for the experiment, from all walks of life. Faustman and




Swearmonger used a pub they owned in Averheim called the
Upright Pig to administer the wine. Faustman also had the wine
given to-a few cows belonging to one of his neighbours, just to see
if anything unusual would occur with the beasts. At first, nothing
seemed 1o be happening, not even the minor effects wimessed

in the previous year. However, within a fow days of imbibing the
wine, all of those thar sampled the wine burst into unnagural,
blue-white flames, save.one. Faustman and Draupnir had decided
to study a few of their subjects more closely. A local madman
named Ewald had been brought to one of Faustman's outlying
farms where he had been kept for a time after consuming the
wine, Ewald lived for over a week without showing any effect,
bur one nighe under Morrslieh’s dark, full face, he exploded into
a brilliant spherical ball of light thar utterly destroyed Faustmar's
farm in a single silent detonation.

The Thieves' Guild swifdly mer with Docter Draupnir to

decide their course of action. To Albrecht Swearmonger,

the path was obvious: the immediate burning and salting of
Dector Draupnir’s fields along with the destruction of the
remaining cachiés of the Fire Wine, as. they had begun calling

it. Swearmonger, a5 a devour follower of Ranald, was utrerly
appalled by the carnage thae had ‘oceurred. Faustman the Fisr,
on the other hand; declared the value of the Fire Wine had just
increased tenfold, [v was no longer merely a key to acquiring
magic: it was a weapon of staggzering power and impertance.
Their Thiewes' Guild fractured that night, with Faustman at firse
reying o convince Swearmonger anct then seeing that it wasno
use, aempting to-kill him.

he following is a rough break down of the how events
are likely 1o play out in this adventure, seeing as player
characters never quite do what you expect them 1.

Your lourneyman Wizard PC and his compatriors will be
commissioned by a Magister of the Imperial Colleges of Magic
1o go to the rown of Averheim, capital of the Grand County of
Averland, and determine the cause of u series of spontancous
combustions, as magic is surely invobeed. If the evengs aren’t
some sort of relatively “natural” mysiic phenomena, they are to
apprehend the culprits responsible.and stop the ungq::}jnﬁ deaths,

I.liiﬂg wha LOVET Msins necessary.

The PCs arrive in Averheim several days before Harvest- Tide,
Averheim is packed with travellers from across the Old World
who've come for the annual Wine Tasting Festival as well a5
HalHlings gleefully preparing for their holiday, Pie Week, which
makes an investigation somewhar trying. Even so, they will be
able to speak to witnesses of several immolations: a woman who
last a friend just before the characrers arrived in Averheim and a
farmer who claims to have lost several cows ina similar manner,

The Wine Tasting Festival overtakes the PC's investigation, and
they find themselves swept up by the festival atmosphere and

Doctor Draupnir’s ongoing experimentation and the resulting
combustions have gone on for close ro halfa year. The war in
the north and the lack of a central authority in Averland, since
no Meble house has yer mansged to claim the vacant Electors
seat that Count Marius Leirdorf lefr behind him, have both
been to the Fists advantage, allowing him near free reign in the
shadows of Averheim. Swearmonger’s faction is on the run, as
Faustman controlled the majority of the guild’s muscle.

Reasoning the annual Wine Tasting Festival of Averheim will

make an excellent cover for the shadier sorm arriving in Averland,
Faustrnan has decded o offer the Fire Wine up the highest
bidder. He invited various partes from throughout the Empire and
points beyond that he knows will be interested in his new weapon.

A number of very dangerous groups and individuals have
thus begun arriving in Averheim, along with the typical wine
connoisseur crowd thar comes every year. Swearmonger has
mianaged to keep abreast of events and knows wharts happening,
and he ix righefully afraid of what will occur if any of those
coming to the Festival ger their hands on the Fire Wine. He
desperately wants to stopohis old partner, but Fauseman knows
the majority of Swearmongers agents, and Swearmonzer

is well aware thar even if his story was believed, which is
highly unlikely, none of the vying noble hotses to Averlands
Runefang would be able to help him stop the sale of the Fire
Wine. Indeed, he fears many would simply try o claim it for
themselves. Swearmonger has taken 1o praying ro Ranald and
Sigmar bath, hoping for a miracle.

— Whiat Do You Mean THEY"8E CATCHING ON FIRE? —

a chance:to indulge themselves in some fairdy unique Empire
culrure. But all is nor itas ic stems. On the second nighe of the
Festival, a brutal immolation occurs; and the PCs miay carch thee
trail of a pyromaniac. After a harrowing night chase chrough the
crowded streets, they will have an explosive confrontarion with a
lzirchug ['Tﬂ]i‘[ing responsible for the recent cases, bur his Fanting
indicates he isnt the only one: Perceprive PCs will also note the
testimony of eyewitnesses of previous incidents will nor march
what they've seen from the Halfling, even though some will hail
them as heroes. However, several factions in town will switidy
move to claim credit for the arrest and/or death of the Firebug.

The morning following the pyromaniac’s apparent death, the
PCs hear some grim but startling news, A new cse has oecurred
involving a young Noblenian who is stll alive, If theéyre quick,
they may be able to getin to speak with the Noble before

being swiftly ushered away, only to he witnesses to a spherical
explosion thar wipes out most of a building,

With thatevent, the game changes, While the PCs are deciding
their course of action, an agent of the embartled crime boss
Albrechr Swearmonger, who has had his people following thie
PCs investigation for some time, will approach them with an
offer. Swearmonger wants a mecting to cxplain his involvement
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md *.-.haT he knows, He then offers to help the PCs pull off 2
dangerons scam designed to convince Faustman the Fists buyers
that the Fire Wine and the evenrs of the lase few months are

all part of an elaborare hoax designed to swiridle them. Seeing
that a number of the bidders are dangerous, powerful, and/or

fanatical people, Swearmonger teels the rest of the problem
would sort itsell our in short order.

There will, of course, b a few complications along the way—
not o mention a brocal finish:

— STARTING THE ADVENTURE —

frer the charcrers have recovered from their fagest escapade,

r perhaps even during ic if they're near any major city, a
miessenger cautiously apprnﬁches the PCs. After determining
that the parties’ Wizard is the individual he'’s looking for, he
delivers a personally addressed letter sealed in wax with the
official symbol of the Imperial Colleges of Magic.

A character making a successful Perception Test notices the
beteer had 4 printed band wrapped around it thas the messenger
removed just before delivering iv, Any thar achieved mire than
one degree of success, and s capable of reading Reikspiel, will
note thar the bard stated the time and place Ui‘deiiwry, right
down to noting the quarter hour in which the characrers would

appear.

Journeyman,
Greetings: We truse that this letter _;:mﬂ you it fine
health, Your tmmediase presence is hereby veguested,
ﬂ-&?ﬂg WIHIIJ‘FHJ' bﬁl’fﬂlﬂg mm?rdﬂrm,ﬁ: d:l"f Mmrf
to.comverse with my Lord regarding an imporeant mater
chat will donbtless interest, and possibly enrich, the lot of
o,
Attendance is mandatory as guichly as is mortaily
feusibile.
Signed:
Chatus von Thernoff
Seribe to His Radsance -
Magriter Aponymons Rone,
Misrer of the College of Light

There is a second note inside the envelape dcrai]ing A LOWIL OF

city within a few days journey of the characters’ location and the

pame of an ian;

An Easy (+20%) Academic Knowledge (Magic) Test revel

Magister Aponymous Rone is a well-thought-of faculty member

MEETING RONE

Assigning when this meeting with Rone actially takes place

depends on where your PCs are Because the advennire
calls for them 1o arrive in Averheim lare in the lase week of
After-Mystery, just before Harvest-Tide,

|
J

at the College of Light. Indeed, a Light Wizard PC may very
well have studied with hinand recall him g a personable
teacher whose classes were eternally crowded. A Challenging (-
0%) Common Knowledge (Empire) Test, however, reveals he
was also, before joining the faculey; an Imperial Barcle Wizard
widely renowned for his courage in fighting Chaos incursions,

Some charscters may-be somewhat suspicious of the dubious
honour of béing summoned by a famous Battle Wizard and
try ta-avoid the meeting, You can pointour to them that Light
Wiards have some of the best repurations users of magic

are capable of having in the Empire, the College of Light is
ludicrously wealthy, and a summions sealed with che sign of the
Imperial Colleges of Magic is just shorr of an Imperial decree,
They might as well liscen to whiar the man has to say, hmmm?

After a short journey; or a lenger more ptri]—i:mught one if
you choose, the characters will arrive ar the designazed inn.
Inquiring abour a Wizard might very well gec the PCsinto
trouble with some local roughs. Asking for the scribe; von
Themmoff, or for Master Rone will ger them ditected to a lurg::
private room on the second Hoor.

After knocking and idenrifying themselves, a man that strongly
resembles an owl ushers the PCs into a wide sirting room it
by dozens of candles, even if it’s the middle of the day. Clatus
van Thernoff quickly idendfies himself, speaking in a quick,
clipped accent. and he thanks the party for their goed sense in
immediatzly heeding the summons. He shrugs off all questions
by simply staring, “His Radiance will vepead all " Then he turmns
and disappears biehind a large door,

A minure or so later, the door opens ro teveal a slender, hooded
fignre. All the candle flames in the room leap up an inch or so
and become percepribly brighter, Magister Aponymous Rone
pulls back his hood, revealing skin thar almost seems 10 glow
From within and near-colourless hair. His eves are pearly hued
and lack perceprible irises, which make his sharp black pupils
stand oug starkly in the otherwise whire expanse of his face.

Magister Apenymous Rone,
ight

Career: Master Wizard {ex=Apprentice; ex-Journeyman}
Race: Human

Main Profile

WP | Fel

Ws | BS 5 T Ag | Im
39%: | 43% i




Secondary Profile

Al w |[sB|TB| M |Mag| 10 | FP
1 16 2 5 4 3 5] }

Skills: Academic I\’_:mwicdg-,e [U:ecrﬂurm]::g_l,'. History, S[ml:yg_'_u'."
Tactics), Academic Knowledge (Magic) +209%, Channelling
+20%, Charm, Common Knowledpe (Empire) «10%,
Gossip, Heal +10%%, Intimidate, Magical Sense +20%6,
Perceprion, Read/Write +10%, Ride, Search. Speak Arcine
Language (Magick) +10%, Speak Language (Classical)
r10%, Speak Language (Norscan, Reikspiel, Tilean)

Talents: Aethyric Attunement, Arcane Lore (Lighd), Dark
Magic, Lesser Magic (Aethyric Armour, Blessed Weapon,
Dispel), Meditation, Mighty Missile, Perty Magic
tArcane), Savvy, Sixth Sense, Strong Minded, Suave,
Unseteling, Very Resilient

Armour: Mone

Armour Points: Head 0, Arms 0, Body 0, Legs 0

Weapons: Staff

‘]}ﬂppiﬂgi‘. 5(?1":!."1'{:'1!?; I'.‘.‘r:l}'l-h;'!'l'l:‘]lﬂ.; |||'|I_1 Vq'tfiﬂlliﬁ [onuecs

He looks about the room and snorts aloud in apparent
amusement. “Diama star sguinten thats a Shiner aganst me," He
identifies himself, thanks the party for coming, and hasvon
Thernoft pass around mugs ot ale before gerting down 10 business.

“Righ, " says the Magister, slappeng bis hands together.
"l ko yior e busy types—iuests to undertake, ol willenges
lo vreropme, creatioes to b billed e .fy‘,ﬁ'?'?"r.-fr'—_re £t
mot waste your time. Lass Plowgh-Tide, a lintle girl named
Carinne was walking along the banks of the Aver with
her fativer, a jarmer by the name of Gatthold. She elaimed
e st wito flames and burned to asdy before ber viry
eyes, She wasnt even scorched, though she s holding
s hame as e turned to cinders. She was frivd i
condenned @i witoh, and el o denow bt }’;r:pp{-m
to woirehes She aos SEEET JETS ol "

“Tivo weeds dtersa mierchant manted R:r'rrl.grrmﬁ}w,-pfm’
ot coliipmraf bisie fire ashe strode acrs the Plaezorplatz,
Averheims marn square, i front of dozens of witneses No
ome can explain wivt happened.” Rone pauses to let the PCr
corresidler fris vwards. "This bt e o ﬁn' mianths, Thew bate
been at least eight immolations, maypbe wiore that we don't
kow: abow. Averland lacks an Elector Conant. The guetlds
anied nobles siguablble as the folk brrn. " He smiles grimiy ar
bt fellonr wizard. Tnd we, of cotesse, are blamed. ™

Rone shalkes bis head slowly, boking each of you in
the eyes with bis terrible sharp gaze, one by one. “This
v senacceptable. Whether they acknowledge it or not,
the citizens of the Ewpire are wHGEr o5 proteciion
fronr malevolent mystic forces; whatever the source or

matnre. The Colleze of Light would like to commission
the (ot of you to travel at top speed to the provinee of

Averland, specifically Averheim, where the majority of
these fmmolacions have sccurred We swant Jou to. find ou
whae causing hese deatis and stop it. In addition to the
righteous sense of prrpose you will dowbtless achieve from
a'mde'rmfef»g st u moble task, you will, of conrse, be
adeguately compensated for your efforts,”

Doubts may arise as to the wisdom of sending any sorc of Wizard
to'a town afraid of magic, but Rone has 2 smooth answer for ail
such questions. For example, a Bright Wizard might suggest,
sensibly, that he may be accused of causing the deaths and strung
up by che frighrened Averlanders, to which Rone would reply;
Abh, bt who better than a d;:.f:'f;;rfc of Agshyto determing the raih
af these fires oviging? " To a Shadow Wizard he mighr say, “Fs there
PO o groat secver vere 10 e ferveted aue? erc,

Unless your BCs are singulady uncurious, they will almaost

If the PCs have accomplished anything
particularly significant in the past, he will make mention of

certainly ask, "Wy ws?’

ir. He'll alsa note thar asa group thar has chosen o accept a
Wizard into their ranks, they clearly have a beter idea of both
the benefirs and drawbacks of magic than most citizens of the
Empire. On a successtul Charm Test, Rone will shake his head
and smile ruefully. “f know a Celestial Wizard who is right far too
maech af ‘the time: He seidel get you dot, or none arall " Noamount

of cajoling will get further out of him on the subjeet.




So just how adequate is the pay? Before and inclusive of all other
considerations, Aponymous agrees to pay tor the fastest travel
possible, as he wangs the group tw leave immediately. Whether
this:means via riverboat, coach, ora combination of the two
depends on the characters’ location in relaton o Averheim, bu
it’s a fair bet it will involve enough Geld Crowns o stress the

importanes the Magister places on gerting underway immediately.

Rone offers a purse of 50 g per PC (4 PCs = 200 &) upon
proof of the satisfactory completion of the ask at hand. He
will immediately passover a purse with 30 g for undertaking
the commission, though a successful oppesed Haggle Test
convinces him to give over as much as 50 ge. He can't be budged
on the fnal purse. He does, however, have further incentives

to offer. He proffers knowledge of a choice, rare Lesser Magjc
item to the PC Wizard as well as one anonymous lore or
identification favour to each of the rest of the PCs. The College
of Light is one of he largest repositories of knowledge and
information in the Old World—Aponymous was an adventurer
in his day and is well aware of the dodey irems that most
adventuring types end up acquiring. Most PCs immediately
grasp Aponymous is saying he's willing to identify potental
valuable relics and/or magic items for them on the shy.

Rone hasa collection of brief notes he'll ourn over if the PCs

accept the job, though they don't say much other than the
names of the deceased, 2 witness; and a brief descriprion

involving each one’s fiery demise. The Magister knows lirde else
about the case of any immediare use. IFasked what authority
they will have 1o pursue the miaceer, he'll shake his head and
from. He tells che parcy thae while they'll have a leteer with the
official seal of the Imperial Colleges of Magic identifying them
as iry agenus, which will cercainly carry some weigh, the lack of
a central power in Averkand will make it more difficult o wicld
the clout such'a terrer would normally provide. Withour an
Elecror Count to back up their authority, the PCs are somewhat
on theirown. “Best to keep a low profile, eh?”He'll also note:
that, in the Empire, the ability to think on your feet and survive
under adversity often makes for the best invesrigarors. The
Magister invies the party to dine with him early in the evening
5o they can make an ezrly starvin the nicrning if they aré so
inclined. They'll find him a charming and learned host, though
his appearance will remain a lictle jarring to most. Rone stares
hie'll be i Nuln by the end of Harvese-Tide where theyican
present their findings to him.

If the PCs refuse his offer, Aponymous scowls. f see. A pity [
heard you lot were made of sterner material, Clasus, show them to
the door. " This effectively ends A Brusal Finish though you could
start having various persons throughour the Empire in your
campaign crupt into bluc-white flame since Faustman will have
successtully sold off the Fire Wing, Also, depending on how
rude the characters were in their refusal; Rone could cergiinly
makea Wizard PCs life fairly difficuls.

L ———




ALTERNATE SETUPS

Wheo in the Empire doesn't like.to drink wine? The Wine
Tasting Festival of Averheim may bea sufficient draw in

and ofiitself to bring your PCs to Averland with licede or no
knowledge of the immeolations. This ISt surprising, as the
Averlanders aren't exactly advertising their problem. Once

in town, any one of the various city factions may hire them
to look into the issue. IF any of your PCs is of 2 religious
bent, cheir cule may commission them in @ manner similar to
Rones, though a cult is unlikely to offer up near as many Gold
Crowns. Sigmar’s Lecror Kurt Algirsson is a zood cheice for
this sert of serup.

It may be that your PCs are on the far side of the Empire;
with little to no interest in' travelling down o Averland. This
adventure is event specitic, rather than location specific,
Basically, you need a big party or drinking contest of some
kind to set it against to serve as a backdrop for Faustman’s
dealings. 1f you wish to set it in say; Talabheim—change Wine
Tasting ro Ale Drinking, and with 2 lictle fudging, you're good
to 0.

If it suics vou, A Braeal Finigh can be rien a5 2 stand-alone
adventure, Included at the back of this book is'a group of
experienced PCs for just such a purpose.

Thc PCs are highly enlikely to be accustomed to the manner
in which they are about to travel. Most adventurers spend
a goad deal of their time slogging through the mud; but His
Radiance wes clear about the need for haste and his willingness
to pay for it. While it depends on what part of the Empire the
characters start out from, the nwo maost i:kcly rottes to Averlind
are the Old Pryward Road and the Empires tivers:

The Old Dwarf Road runs direcdly through Averheim and is
serviced by the Four Seasons Coaches line, though they are
required by charter w transfer passengers 1o a Red Arrow Coach
some 20 miles north of the Aver River. PCs climbing into the

“Deluxe Express” Four Seasons Coach will discover a plush
velver interior, funcrional shock absorbers, and a small keg of
chilled beer. On their journey; which occurs ar a smooth yer
breakneck puce, they will be escarted by comperent, heavily
armed soldiers. All of the coaching inns along the Old Dwarf
Road have accommodations set aside for them all the way to the
oueskizts of Averheim,

WHO’S IN THE KNOW?

Make note, from dhis poing forch, whom the PCs tell about
their business, as Faustman the Fist has a number of agents
scouting for potential trouble: Simply asking questions, even
of the widews and witnesses to the immolations, isinet in
~face a cause for instang suspicion. Over the last few months,
number of people including clergymen, nobles, and a Witch
Hunter or two have made the mounds, but their inquiries
were often self-serving or half-hearted, and any information
they managed o gain was ultimarely useless because they
never bothered to correlace i IF Fausmian discovers the

PCs are the agents of the Imperial Colleges of Magic, ones
that are merivated to carry out a full investigarion, he'll
significantly seep up the security for the Fire Wine's auction
as well as decide when {(nor if, when) he should have chem

all killed. See *The Fist's Fingers” on page 244 for more
information. If the PCs publicly stare who they are or wave /

|
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abour Rene’s feter authorizing their mission, Faustman

will know aboue the PCs intentions within an hour. Any
character with a city background will know just how fast
information can ger about; semind themoof the old Reikland
proverb: “Silver can slow mngl,:mf, but gold can seill chem.”

Characters travelling by river head south down the mighty:
Reik, before cransferring east to head upstream on the Aver in

a luxury riverboat built for speed. Their onboard quarters will
be spacious and degant bur relatively sparse so as not to impede
the boat’s progress with undue ballase.

Regardless of how they travel; those around chemowill ereac the
PCs with courtesy, deference, and the slighmest touch of caurion. A
Hard (=20%) Charm Test reveals the characters are all known to
be associated with the {.l':rﬂtgt: of Magic in some way, bur opposed
Gossip Tests will reveal nothing, as the ageats of the various teavel
agencies have all been well paid 1o held their tongues.

If you are using the pre-generated PCs, it is assumed they
were called to Talabheim to meer with Rong, thus they would
travel south along the Old Dwarf Road via a Four Seasons
Coach until they were transferred to 2 Red Arrow Couach near
the border of Averland, which would then take them on intoe
Averheim.

— WELCOME TO AVERHEIM —

egardless of their travel route, on one of the fase days

of Afrer-Mystery the PCs will see the lofty towers of
the Averburg, the great citadel of Averheim, looming in
the distance, Averheim rests on a bluff above the river Aver,

making it all but immune to the regular Hoods that ravage the

rest of the provinee as well as giving it a commanding view

of the surrounding lands. The Averburg, fortress of Elecror

Counts since the time of Siggurd himself, sits at the highest z




point of the ciey. Averland is one of the few provinces of the
Empire nor heavily torested. It is, inscead, a lind of relling

sily notice:a series of fences

planes and tertile helds. The PCs ca
sectioning off large portions of the fields around Averheim.
These are the stockyards-of Averheim where longhom cartide
are 1&r¢)|sgi1l cyery year for :i|:'.|:|1._1|511¢.'|: and eXport, While they
would normally be somewhat empy this time of vear a
Routine (+10%) Perceprion Test reveals a large number of
tents have been erected in several of the fields. Two or more
degrees of success will allow a PC ro-pick ourt a considerable
number of cooking fires. It looks like the equivalent of a small
army is ﬂ.f:’l!'ltl,‘.l{"d autside of Averheim.

Whether they're lec off ar dock or by a ity gave, their travel
hosts will salute them, saying "Good luck: my Lords™ and
.‘_;'\"a'i.l-Ll}" \".';,l!l.l I]}{‘!'I‘HE.'&V‘.'R \\;[]1 |.h[." }:ig:'l {JF !l'l.':.' CLTH:H."[ L'?l..:E-{Tf';'
rapidly departing the area. The first thing the PCs will notice
is thar Averheimeis bursting with peaple. In fact; evérywhire
the PCs look, the streets are jamnied and the miarker stalls are
filled.

The PCs will want to make Easy (#20%) Gossip Tests to
find out what'’s going on. A sumber of townsfolk will be a
biv incredulous abour their iznorance and think they're being
fooled (hence th est isn’t Very Easy). For each degree of
success they achieve on their Gossip Tests, they hear more
informarion,

DEGREES OF SUCCESS

0 The greac Wine Tasting Festival of Averheim is soon
o begin, which is why all these people are in rown:

1 In fact, the Festival brings wine aficionados from all
aver the Old Woreld. - Tvalways occurs during the first
weck of Harvest-Tide, traditionally running from
the secand day through the hith; though there are
many who start carlier and finish aer.,

2 The Festivel was scarted in honour of Averlandy
Hﬂﬁ%ﬂ@mﬂdmhddﬂﬁmwﬁ+wﬂd‘l
runs from the firse day of Harvest-Tide through the
‘ighth: The Festival used o be financed solely by

the!

3 This year's Festival has been marred by those
dreadful burnings, one of which happened just ovo
days ago.

Each successful Gessip Test also brings word of a rumour from
the E'{J”c:wim{-: table;-roll once for each. Thereality bebind each
statement is noted-in parenthesis,




2 Chaos cultists are responsible for the burnings. The
City Warch has even caught a few but is unwilling 1o
reveal them, as they are still being interrogated. (False)

4 The immolarions are all parc of a sinister Wizzrd Guild
experiment. (False)

6 Apparently a farmer’s cows even burstinto flames. (True)

8 Troops are still ickling back from the war in the
north, Many of them claim to have scen worse thin

than people | ;usr bursting into Eamc& (Ve £ True]

1 The Pillar of Skulls, a fimous monument bl of
O skulls thar sitsar the cenre of Avérheim's cenral
marketplace, the Plenzerplatz, has been seen weeping
flame at night. (True—a young noble’s prank)

A Prace To REST

After they've had their fill of questions, the PCs will probably
want to find accommodations, but Averheim is booked solid.
Nearly every available room, including private residences, is
completely filled. O a successful Hard (~20%) Gossip Test
they find one of the few inns left that has kept 2 couple of rooms
open for the nobles who only show up ar the last minure. I rakes
a Challenging (~109) Charm Test to talk their way into those
rooms, and even then, they're a whopping 3 ge 2 night. A Very
Hard (~30%) Haggling Test reduces this cost by 5 5 per degree
af success, Each of the rooms éan only have a maximum of two
occupants, buton the upside, theyre all very nice.

If unsuccesshul in securing lodging in town, the PCs will have to
withdraw to the surrounding cattle fields and the makeshife tene
city that springs up each year around this time. Stout-looking
lads with cudgels stand at the edge of each field. They readily
explain it costs 1 s night per person to rent space in any given
field. With a few grim smiles, the lads assure the characters thar
those who can’t or won't pay will most certainly. not feel like

drinking by the time the Wine Tasting Festival rolls around.

A brief conversation will readily yield they aren’t thugs out to
extort festivalpoers; they're aceually farmers who are working for
the owners of the various cartle filds. Many local Averlanders
supplement their income by taking on such duties during the
Festival. A Routine (+10%) Charm Test convinces them 1o
“ignore” one member of the party for each degree of success
down to a minimum of two, "As lengn ye all sleep in the same
tent o’ cosirse.” They cannot guaraneee the safety of anything
lefe in the fields. In fact, if the PCs make a good impression on
them. they Il quictly point out thar the City Warch doesn't care
what goes on beyond the gates of the city, and the Roadwardens
have other duties. In other words, don't leave your possessions
about without a guardian and keep a warch ar nighr.

— TautH AMonG Lies —

T'ne PCs will easily be able to find witnesses o the various
immolations. All they have to daiis ask around, and for a
Brass Penny or owo, ﬂ':cv’l] find dozens of people willing to spin
them a harrowing story of the terrible fiery horrors of whar theyd
witnessed. The stories are all rubbish, of course. Since the PCs
have a stack of notes on previous victims and have; perhaps, hieard
that there have been new ones recently; it's likily chey'll starc
asking after where they might find the individuals on cheir list,

Finding any witness requires a Gossip Test. While the PCs
have a list with multiple names, they are not all detailed in the
following entries. Some of the witnesses have moved on and
others you can add as necessary, though afier hearing a few
stories, all of the others begin to sound very familiar, Each of
the WPCs has a Charm Test difficulry listing in parenthesis after
their names—thiz is the difficalry required to ger them to talk

trecly on the marrer. PCs that make a point of asking around
abour the witness before they encounter him or her, so they
have a betrer idea how to make their approach. should be given
bonuses as appropriate. The PCs will have two to three days to
question witnesses, depending on how generous you're feeling,
before the Wine Tasting Festival begins. Once the Festival has
searted, the Charm Test difficulty of getting any witness o talk
goes up a seep as they majority of the witnesses will be distracred
by selling zoods or services to the crowds and, of course, the
relatively free-flowing wine.

Bernard isa sturdy looking fellow with 4 wandering eye and

a ]ong, pL'litad. black braid, A successtul radesmian rirmed
mierchant, Weill has a number of mining contacts and a stake




in several profigable ventures in the Black Mountains. Friedal
Ringstorff, the second public victim, was his son-in-law. Bernard
was never particularly fond of Ringstorft, which a successful Easy
{+20%) Perception Test will note, but never truly wished him

ill either, especially because of the griet it has caused hisbeloved
daughter. While willing to ralk, he will want to know why the
PCs are asking questions, Weill is a shrewd judge of character; any
honest answer, e.¢. “We were bived to pur a stop 1o the burnings” or
variation-thereof, will convinee him to recount all he knows, Less
than honest answers will stll gev his cooperation, bur he'll pass
whatever names the PCs gave him along with their descriprions o
a friend of hig in the City Warch, who will prompdy sell them w

agents of Faustman the Fist.

YAch, my poor Wertha, still she eries for thar i@y—a&am
Righr, let’s see, It was early Plongh-Tide, I think. The
frost wouts seill om the ground, and news from the north was.
pronbleiome, Id a.":een ralking with ﬁfe&nf ahost are of oty
shipments from the east, andhe said his guis tere paining
himn, [ figured be must have had same bad meat.or some
suchy and e agreed. Said Fe would go and sleep it off
He walked, ooh. maybe five sieps away from me before he
started waving his arm abous and hollering., He thust it
Trigh, Like so, and bis hand looked fike & torch, all blue and
wihite fire. Tivas brright flame: it stood out even, though
it was barely past noon. | thank Sigmar I cowldn} sec his
e Flio bidiy svupted st it S ez sl thars b,
burned to ash before my eyes, His clothes ericmbled mw the
stones af the Plenzerplatz withaut w misich a5 a mfga‘

Weill’s account issimilir to that of the mzjority of the witnesses.
Weill knows of no enemies that would've wished Ringstorff:

ill and certainly none thar could arrange such a gruesome

dearh. Bernard's acmuds cowards the whole affair could best be

summed up as, “life goes on.”

P

Else is a young woman with dose cropped dark hair and

hard grey eyes. She wanders:abour rown selling bread poods
for a local bakery, and PCs will have to talk with her as she
walks, as she his no tme for their nonsense, Else doesnt

care in the slightest why they want o know her story; icll

cost them whatever she thinks :ht\}r'll pay, Her late hushand,
Harmut Bremer, came home late from 2 night of drinking and
irnmolated as he prepared ro dimb into their bed.

“Noze Harmut, he wisd fool if there ever wis oie. If
the mar had pent balf the time he gaveaver to drinking
doing anything wseful, I worddn’s be selling pasries. Wy,

1 ber the awnmer of The Uprighe Pig mudds @ small formne
ont hinn aver the years. Harmut surly spent move than half
fifs f{'ﬂ‘ in that daen b Aryrway, Harmne stumnibled in,

vtk ai tesmeal, o Jp:'e_rma:'séf fo e ;rsicqu- s Free ronaefelnt
ExpEct e i pﬂjﬂm any wifely duties, He mananed to get
to s side :.:if the rogm without m:r:;:;‘ngwm{néiug. seliich
wrs sanadl metraele then sat dows on the bee so band tha
even if | had been aslecp afore, wanldn’ of been afier.

He putled one boot off; and I heard it cunk on the floor:
Then the room it up, and { opened my eyes. ., It wig like a
bonfire was sitting on my bed. [ shink { screamed. Harmur
Juast. .. just burned away. Burned away to nothing, but iy
shicets swerens brormeelar all”

Else breaks into resenthul tears ac this point and determinedly
marches away, ignoring anything else the characters may say. If
they continue to pester her, she'll yell loudly for the Warch. The
key piece of info to be gleaned from her account is mention of
the Upri;glu Pig, Faustman the Fists ravern:

Leopold is an aging guard with silver in his hair and a
stupendously enormous nose. Talking with Leopold can be
rewarding but also tricky, depending on how much of their
intentions the PCs wish to reveal as Schnozberg works as a back
up man for the Averhicim Warch, Leopold will be very interested
indesd in the PCs and why they want to know about his old
friend, Guenter Achnich, who wis ane of the last men to be
immalated, at least unil the recent deachs. Leopald, Tike st
old soldiers, likes his drink, and buying a few rounds-with a
lirtle gentle steering will get him talking.

“So, Guenter dnd L, we were finishing up o patvol
Tt toas a warm mg};r, we were sweating in our kits, and
Guenter fignred that a drink would ease their weighe
Guenter aliways bnew all the best plces 1o drink, He used
to say If you ;mnmrmgd'rw.i’ follaw the bvatmen,' So
his favourite places were all near the river: The Virtuous
Mermuaid, The L&jmg:‘:r Prg, The Lost Whitler. So, we suart
to head that way and Guenter, who wasnt given to fincy
nainid yoses siys the strangest vhing w e, meﬂiﬁ’, “he
says, ‘theres something:{ e been meaning ro sell yor." Wellz
.5;!_].-! L Have you ever seen, well, colonrs?” Colowis? [
ask. “Yes," he.goes, ‘olowrs, :w:rlmg arvund other people. ..
event thraugh other people aud in-the aiv.' I laughed and
asked im if hedl been nipping at the Grenzstadser early,
He shook bis bead and sad he was gesting too old for
night pitrols. .. that his mitnd was wandering playing
erighs. We hud at pint and Laughed it offl Tiwe nighss later,
Juiir s uy:' were finishing our m:umfi e cirsght fire |
tried to put Dint on it,, bt I wats too slow, and the flames
took hint doivr to ash, Hﬁ_d:.ruu 1asn’t even heated.
Foe been praying a lot lasely to Sigmay some, but mostly
10 Lady Verena. { don't thinkmy friend’s death was an




accident. [ think be was visirdeved, bnie Lhave io proof,
Joestan ol wrans bk Doe :rséﬂi_ﬁi-r by help and
awddinee... and beve you are.”

Leopold’s description of Guenter’s “colours” should sound
suspiciously like witchsight to any magic-using PC. To the best
of Leopold’s knowledge, Guenter never did any magic in his life.
IFthe PCs decide to take Leopold into their confidence, he'll do
his best to help chem for the rest of the adventare, Bur with: the
Festival about to start, he'll be busy on crowd control; although,
he'll give any advice and help that he can. While he won't inslst
upon it, hell strongly encourage the PCs to let him set up a quiet
meeting with Joerg Bruckert, the Captain of the Warch (see page
242 for more dexails), "Bruckert isa good i, not one of them
stuffed-shirt do-nothings you get sometimes. Still, hes in a hard spot
these deays, bt I lenone bell help yose as much as heb able "1 the
PCs ger into trouble with the Ciny Warch larer in the adventure;
you iy wish touse Schnozberg o help them or pull them our
ot a future jam. Even if they didn’t degide w tenst him, he sl
suspects they're more than they appear to be.

Oderte Rechaud, Entertainer (Routine +10%)

Odene is an atcractive Bretonnian woman with only 2 faint
trace of a Bretonnian accent. She is a very recent wirness, having
justseen her manager immolated two days ago, The PCswill
find Odere singing sad but beantiful hymns of grief amidse the
rents oursice Averheim. She is srill somewhar discraught from
the experience of warching her friend carch on fire, but a rough
life spent singing in taverns has toughened her some,

“Nordine aned 1. we came for the Fessival, The moniey

£ atfuoaps good wihen Jraeal.f;'.lfe aye eufoying themiselves, and
the drinking doemt burt, wo? We might have come just for
the wwine as Novding always fancied bimself a conmoisenr.
Tiwo nights ago, we were doing as we always do, travelling
bertveen canigfives amusing the croivds. Novdine had bived
sanite mice local boys to accompary us in case of trowlle,
wbich was good because we sirely would ve gotten los

in the dark, but they ket their way aboue. We came to

a campsive that scerned likely mercenaries bue well-kepr
lagking ones, § was singing and Novdine was lawghing

He was tryong to drink someauifed local brew he said tas
st anel then e jrest brovse o flame. The flames shot
gt fois vy, then swept over s body A lieele boy tried
w faeip Bim by throwing dive on tive flames, bus the fe just
grewr bavgen, and it flared a terrible purple colowr. Nordine
keps serearning wntil ove of the mercenarier pe-a cros b
bole throngh Kis throat. It wis a kindnes,”

IF asked abour Nordine’s possessions, Odetre will look surprised
and say something along the lines of. “They bumed to 2

erisp, Monsieur.” A few Schillings will convinee Odette 1o

show the PCs the site of Nordines burning, Superstizion

has already moved all of the tents out of the field Odetre
indicares. Indeed, there 15 sall a farge bumned parch on the
ground near a doused camplire, A Search Test throuzh the
residue and the surrounding clearing will reveal traces of a hard
crystalline substance and some white goo. An Easy (+20%)
Academic Knowledge (Science or Engineering) Test reveals
the hard cryseals to be chunks of salyperre. PCs who lack the
skills but have either of the Talents Specialist Weapon Group
{Gunpowder or Enginger) can know this on 2 Hard (~20%)
Intelligence Test. A Routine (+10%) Academic Knowledge
{Magic) Test allows the character to recall thar saltpetre, when
thrown on a fame, turns it purple. An Academic Knowledge
Test and a wide number of Trade Tests will identify the other
substance as-quickiime, which'is pur to 2 number of nses in the
Empire, including building plaster. leather anning, and blowing
fish up, as it reacts explosively when directly exposed 1o warer.
A Very Hard (—50) Academic Knowledge (Engineering) Test
also reveals salrperre and quicklime can be mixed with naphtha
o make a viciously Bammable substance known as Dhearf Fire;

Whar happened here is that the Halfling Firebug, Clempo

Burtleburr, slipped Nordine one of his naphtha distillares

miixed with chedp wine, and then ser hin ablaze. He tossed

the saltpetre onto the flames because it makes for a nice effecr,

and he'’s a sick, sick lirde man. Odere; beinga newly arrived

Breronnian, is unfamiliar with Halflings, hence the lictle boy in ;




her story. She doesn’t know anything else abour the matter and
is'Far more worried about what shie will da afver the Fesrival is
over to care much.

‘Old Man’ Thern, Farmer (Very Easy +30%)

Avcerland vourhs like to joke about how Old Thern must have
fought alongside Siggurd “back in the day, " and he certainly
loaks like he could be thar ancient, His face resembles a
wrinkled relief map of the Empire, but his sharp blue eyes

deny the senility that others accuse him of: Of course, he isn't
particularly fond of “them damn Elves. " He regularly comies to
town to sell goods at marker. Thern is firly eager to el his
story to anybody that will listen, though if he thinks he is being
made fun of or just humoured, he'll clam up:

“Juust after lase Sur-Still tuas or there abours. s
swilking along with my gis, when Carsta, she was the.
oungest, starsed sounding off something fierce. Now !

rechoned at first maybe she ate tos many thistles; that dsemb,

cot el meser ger enough thistles, no matter how they.
pained her, ﬁm‘ﬁﬁfﬂ Bm‘ﬂﬂ_;mmafm They buth stirted
rumning ubont yoling and Gerda and [ didt kenow whar
10 think. Then Garsta, my pooy Carsta, she up and eatches
on fire. Ezrmmgﬁeﬂr&mn‘c s, bt there was
s bt att alll She buerned right e bone and so did fttle:
Bevtha just an hover o two laer. Them dann Elues, T lknon
it sous them.. They got e my noighboser, 1o, Blew s whale
&am;mrigﬁr to Sigmar. Damm Flves. Pmr Gerelts mrﬂ&
s been sour since, and she mﬁr:h;omg&m 1o mare,”

Thern gives his neighbour’s name as Falschung. “Reepis 10 hinself;
e does. " Falschu ngs bam is, of course, the Thicves” Guild's p]acc
thar was levelled by the madman Ewald’s deronation. PCs thar
wish te follow up will find Thern a bir suspicious. v mkesa
Challenging (—10%) Charm Test to alk him into wking anyone

with him and even then; he is absolutely nnwilling to take more

thari one character with him. "Yoo soowldir-adl o in oy cart, aned
HE siier o :E'e'ep ar eye o st ong ﬂgj‘}-r, “Thern's farm is several
hours out of town. Falschung’s place hias been stripped of ussful
goods and temporarily abandoned. The thieves remeved us much
evidence as they could, doing their best to partially obscure the
unusaal nature of the damage. However, 1 Challenging (~10%)
Perception Test allows a elever PC to realize that the hole in the
ground whete the barn was, despite the thieves’ efforts, is almost
perfecely spherical, as if a great circular scoop had just gouged out
a chunk of earth. On 2 successful Routine {+10%) Search Test,
the PC will discover a section of rock thar the thieves missed. The
stoni is smooth, as if it was polished, in a large curving plane.

So Wuat Do WE Know?

Presuming the PCs managed to hunt down or talk to the
majority of witnesses; they should know the Following:

«  The majority of the victims have been Human males;
though cows appear o be susceptible as well, They had
different occupations, came from different social s,
and didn't seem to have amything in common.

*  However, a riverfront tavern named the Uprighe Pig has
been mentioned several times in connecton with different
Victims.

»  There have been both blue-whire and purple flames
reported. The blue-white Hames don’r seem o damage
anything but flesh, whereas the purple ones burn
everything like 2 normal fire,

*  There are a number of other tidbits they may have
uncovered, but none of them will make much sense
as they're all vur of conrext. Basically, the PCs should
feel like d1e:r'rc working on'a jigsaw puzzle with pleces
missing, Time to ger a drink:

— Tur UrricHT Pic —

hile it is rorally reasonable o assume some orall of the

PCs will eventually check out the Upright Pig, it is; in
many ways, one of the most dangerous courses of action they
can take. The Upright Pig is Faustman the Fises main base of
operations and the tavern his Thieves Guild had decided touse
as an experimentation lab. All of the victims of the Fice Wine
were regulars at the Pig, though ic will ake a lot of legwork
to definirively determine that. Faustman and Draupnir have
specifically avoided testing the wine on nobles for fear of the
increased scrutiny that a noble’s death would bring. As long
as it’s only the common folk who are burning and nor a lor of
them at that, the gentry don't really care. The young nobleman
who appears liter in the adventure was spiked by 2 bar maid
whase affections he had played upon, then dumped:

Characters with an underworld lﬁackground, such as anyone
that knows the skill Secrer Language (Thieves' Tunguc} that
asks around abour the Upright Pig in the right circles, finds it is
known to be a fronr fora powerfidl local Thieves” Guild, which
is in the midse of 4 battle for leadership but lirde else other than
the name of its owner, Fausiman.

The Upright Pig is built to-fairly typical Empire standards,
though it does have a soundproof cellar, “The wavern, as &
riverfront establishment, is flled with boarmen, merchans, and
Festvalgoers looking for something with 1 different kick than
wine, Asking questions of pretry much any kind in the Uprighr
Pig will immedizrely bring one o the atrention of Fausrman
unless the asker succeeds ara Hard (—20%) Charm Test as he
has standing orders to be immediately broughe word of anyone




snpoping abour. He never deals with customers, leaving such
duties o his staff. He is usually upseairs handling a varieey of
different business concerns, though he'll occasionally take a
break by going down 1o the cellar to work-our his aggressions

o a recalcitrant debror. Fauseman hasn'c made icso farin the
criminal werld by jumping to conclusions, and he is far too cagey
10 openly sart rouble in his own place. Besides, the Fire Wines
auction is to be held soen, and he can't afford 1o make miscakes,
IFany of the PCs manage to come to his attention, he will

certainly have them followed. However. he will not reveal himself;

therefore, he'll never gee a good look at any of the PCs; a point
which will come up later. Worse by far, though, is it he knows or
somehow learns the PCs are connected o the Imperial Colleges
of Magic (sec Who's In the Know? on page 225). If thar's the
case, he makes certain that one or more of them ger a round of

wing on the house in honﬁur af the Festval, In other words, he'll
€NSUre one or moge of the PCs drink a cup of the Fire Wine.

Make a secrer Magical Sense Test for any PC with the skill. A
suceess results in them immediately norticing that something
spectacularly ominous has just occurred as the Winds of Magic,
tavouring Agsfiy. begin to broil about the individual thar quaffed
the wine. The Winds soon calm down bur will continue 1o roil
in the drinker’s midsection until said individual combusts.in
approximately three days, unless he or she falls wichin a few
exceptional caregories. (See page 242 for full details on the
effects of Fire Wine.) IF the PCs sevre trouble afeer dc{m[ing
the wine, Faustman’s people will loudly call for the Ciry Wartch;
after all, they've done nothing wrong, Faustman then sends his
Fingers {sce page 244) after the PCs.

— THE WINE TASTING FRSTIVAL OF AVERHEIM —

he rich fields of Averland have produced abundant

harvests of fine grapes for untold generations. Indeed,
winemaking has been a part of the Empire’s culture since its
very foundztion. One of the reasons why the many tribes of
Men wished to abandon their nomadic lifeseyles was o grow
harvests in relatively seable conditions, and grapes have always
been a popular crop in the southern reaches of the land thac
is now the Empire. For many centuries; wine was exclusively
a luxury of the nable born, as it took a grea deal of manual
effort to produce 1 worthwhile drink. When Sigmar crushed
the Greenskin hordes at the batle of Black Fire Pass it wasn® ale
that he drank at the victory celebration, it was wine. Averland
legend holds Siggurd, their provinees legendary founder, shared
his favourite personal vintage with Sigmar on thar day, and the
nobles of Averland have always been keen on the subject,

Professional winemaking in the Empire, antil the Great War
Against Chaos, was almost exclusively the province of clergy
who produced vintages at their various southern monasteries.
While many small villages produced wine, the majority only
made ¢nough for local consumpeion. The Moot, of caurse, has
always been a source of a large variety of hearry wines suitable
for 4 number of different occasions, as the Halflings were

* some of the first to produce a type of sweet dessert wine called
Sherry, though many Estalians claim they took the idea from
them.

In the aftermath of the Grear War, after Magnus the Pious had
taken the throne, Grand Theogonist Ansgar. whose name is
still blessed and praised by wine aficionades o this day, came

to power. A the time, the common folk of the Empire mostly
drank beer and ale; as good wine was relatively expensive and
hard to come by. Ansgar thoughr it was 2 moreal sin that more
of Sigmir’s people couldn’t drink the libation chat he had
favoured in life. The Grand Theogonist turned to the Engineer’s
Guild for help in creating simple wine presses that could evenly
erush grapes, as he disdained maditional feot stomping methods
for-being unclean. He declared ic was a sinto store wine in
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Fram the moment Pie Week begins, every NPC Halfling
that the characters encounter or eyén see will either l
be holding a pie, eating & pie, preparing’a pie or any
‘combination of all three states, When speaking as a Halfling
(during Pie Week, frequently ralk as if your mourh was full,
pausing oceasionally to gulp and speak clearly. As amusing as
this may sound, a key plot peint hinges on it: a Halfling that
| doesnl care abour pieis crazy: Like, for instarice, Clempo, If -
_you happen to have a PC. . Halfling, hed best folfow suir, or
he'll be ar 2 Hard (~2096) on all Fellowship Tests involving |
other Hﬂlﬂmgs The following pie chart helps derermine
what sort of pie a Halfling may be involved with. Note that
~the chare is not; in fact; a Pie Chare but a charrabour pies.

Pie Typc

2 hnmcemear

4 er & Mint

(& Musl-umus & erbs

5 Becf & Beer
10 S.u-mc Sorrof Cream




an animal’s skin, demanding wooden casks or glass bottles
bie used instead, as they didn't influence the Havour. Ansgar’s
maodifications made winemaking a mare precise and unihed
practice, thus resulting in more consistent vintages,

As the methods used to produce wine continued to increase
its-quality; 2 number of other factors aided in bringing wing
casting into fashion. Suggestions from the Diwarfs yielded
improvements in glassmaking, which produced stronger bordes
that were more suitable for both storage and transport. Cork

was found o be the perfect bottle stopper, and shipments from
Estalia soon regularly made their way to Aveiland's vineyards.
The Elecror Counts of Averland made a point of celebrating
their province’s higritage every year by holding a lavish festival
to celebrate each year's vintage. While wine remains relatively
expensive in the Empire; it is'still @ seplewithin everpone’s
reach but e miost desticure, This is especially tne at the Wine
Tasting Festival, 45 Avertand's wine vendors were, rraditionally,
reimbursed by the ruling Count ro/lower the price. Since
hosting the Festival is scen as a sign of legitimacy for ruling
Averand, the various noble family clhimants to the throne

haveall donared o the Yinmer's Guild and made cereain that

CYCrYyoIc knows aboue their contributions.

“The Wine Tasting Festival has now been going on annually for
well over a century. Many merchants in the Old World make a
point of being in Averhein sometime berween the second and

fifth day of Harvest-Tide, the waditional days of the festival.

It is a lavish bur surprisingly subdued celebration, as outright

drunkenness is heavily frowned upon. After all, celebranes
the Festival are supposed to be tasting and comparing various
vintages, whereas drunkards prety much don’t care what is in
theiz rankards, Iris also one of those rare dimes when nobles
direcely rub elbows with commuoners specifically ro converse
with them and wax philosophical over the merits and flaws of
different wines, Indeed, in Averheim, even the lowliest peasant
will have 2n opinion on the year’s newest vinrages. This will
be somewhat disconcerting for outsiders, as even though the
festivalgoers are nominally speaking Reikspiel, the PCs may
not have the faintest idea what theyre saying. See Averland
Winespeak on page 233 for more details.

A panel of experts, which rradidionally includes the Elecror
Count, the Master of Ceremonies, and Averland’s Lecror, judges
cach years offerings. This year, however, political tension has
caused a change. The noble Familics deaded they needed an
absolutely impartial individual to take the Count’s traditional

role. After some drawn-our wrangling, they sertled on Brew

Master Cranneg Norgrimson; a deeply respected and locally
beloved Dwarf vinter reniowned for both his honesty and his
strange un-Diwarfish preference forwine overale and beer. Most
vears, Norgrimson would have a vintage of his own entered ar
the Festival, buthe has but recently returned from fighting in
the north. The judges wander throughour the Festival sampling
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various wines and comparing notes with orie another between
the second and fourth day, declaring the winning vintages on
the evening of the fourth so that the winning vintners can bask
in:the glory all day on the fifth. The three prizes given each year
are Best White, Best Red, and Best at Festival.

The Festival centres in the Plenzerplatz and stretches throughout
Averheim. Wine stalls line the strects, radiating outward in a
large spiral. A number of vendors sell various sorts of food,
though whatever they primarily sell, almase all of them also sell
some sort of pie. The traditional hawking of wares that goes

on at most Empire festivals is especially toned down. The Cicy
Watch encourages such stalls to be moved ro the very outskires.
of the Wine Tasting Festival or, better yer, aver to the fields of
the tent city:

GETTING THE PARTY STARTED

“The Festival officially begins early on the morning of the second
day. This year’s Master of Ceremonies, Bertold Stadel. stands
atop.a small platform in the Plenzerplacz, while the surrounding
crowd sgares chanting, “Worm! Worm! Worm! Worm!” People
Lhmllghmu Averheim take up the chant, and wherever the PCs
are, all the civizensand visitors in the know around thern will
likewise take up the chant till Avetheim is roaring with it, A
“worm” or "steel worm” is a corkscrew. A gold-plared corkscrew,
which tradition holds is the same one that has been used since
the very firar Festival, i bmug}lt to Bertold on avelver suchion.
With a practiced Aourish, he uses it to open up a bottle of last
years' Best ar Festival, a strong red called Gewiirzeraminek 21,
With its uncorking, the stalls throughout the city open for
business, and the Festival truly begins.

WINE TASTING 101

The PCs are abourt 1o find themiselves ax a total loss becanse

the wine culture of the Averheim Wine Tasting Festival is vase,
subtle; and snobby. The ignorant are disdained for their lack

of knowledge, though few can be bothered to acrually reach
them whar they need to know, as everyone is too busy enjoying
the new vineages. All Fellowship-based Tests are Hard (-20%)
until 2 given character manages to figure out how ro speak
when asked for his opinions on a given vintage, which he most
certainly will be. Desperate PCs who are tired of everyone
ignoring them can hire a local expert to help them our. Thiswill
set them back around 3 s a day (ics a seller’s marker), bug as long
as they have this expert nearby during conversation. they only
suffer a Challenging (~10%) penalty. Alchough. it will probably
be far more entertaining to make them suffer until chey figure
out how to fake it

How 10 Taste WINE

The hrseand most commeon mistake: wine tasting isn't just
about the taste. A PC that gulps his wine before considering it
will immediately be snubbed as an caf from that point on in any

given conversation by any onlookers. Remarkably clear glasses
sit on the stalls throughour the city. Drinkers are expected to
serurn: their glass to the seall from which it came, unless they
have cheir own, which many connoisseurs do,

A wine raster first considers the appearance of the wine, then
its:-aroma, and finally its caste. The tasting portion is broken
into three phases: the Ateack, the Follow Through, and the
Finish. A wines appearance varies by age and grape: “Reds”
acrually range from deep purple 1 near-black burgundy,
whereas “whites” vary from bright greén to mid-tone brown.
The majority of the grapes grown in Averland lead to white
wines, though there are a few vineyards erying experiments
with reds. Wine leaves a tint on the glass called a “rim” that
helps determine its age, and drinkers swirl their glasses abour,
considering the wine’s "lcgh'." Wine scents vary remendousty,
from flowery hints to subtle chocolare underrones. Wine thac
smiells foul, rhﬂugh, invariably is.

‘The Artack is the initial impact of the wine on the senses. A
strong Atsick is greatly preferred ro a feeble one. The Follow
Through is the wine’s actual gaste and how it sits on’ the palare.
‘The Finishis the aftertaste or the effects the wine has that
linger on its drinker. The various terms are discussed using
many of the same terms one would use for describing a bout

of swordplay, and unenlightened listeners thar stumble onto a
wine tasting conversation are apt to think that a grear barele is
being discussed. The Fﬂ“fm-'ihg terms and phrases are all likely
to crop up during the Festival. Many, but not all, are used while
discussing a wine's taste—note that a few of them are confusing
or are completely contradictory to what they sound like they'd
mean.

AVERIAND WINESPEAK

Abgang: The toul impact of a wine, including its effect on the
stomach and potential hangover to follow,

Attractive: The wster liked ic despite flaws. A complement to
cheap wines and an insult to expensive ones.

Brilliant: An exceedingly clear wine. Generally a bad sign in
whires and an excellent sign in reds.

Burly: A strong flavour, usually said in a positive way.

Charming: Doesn't meet expectations.

Corked: This wine's stopper went bad, and it asres like wet
wood niulch.

Deep: Many, layered Bavours, a good sign.

Direct: High alcohol content. This wine will get vou smashed
quickly.

Easy: Simple bur readily appreciable.

Fat: Fills the mouth readily bur lacks finesse. Just okay.

Harsh: Powerful, rough taste. Age will make it acceprable; bur
don't bother to wair for it

Round: Like Fat. only far more positive.

Stern: Hard on the rongue,




i ——— e ——

|

“Ansgar would approve.” One of the highest compliments a
connoisseur will offer a wine. This wine is sécond o none.

“Fit for the Emperors table.” A fine vintage but one likely to
be priced way beyond what most could afford.

“Perhaps it needs 1o breathe move. " A suggestion that a wine

be left our in order to increase its Havour. Generally an
insult,

|
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A Cloak-wordry offering. T would enly use this wine as# |
cloth dye. It's lousy.

“Fetcir mea worm, " | intend toopen this botle and drink a W
lot of ir.

“Now thats a Mousillow vintage.” Revolting and likely to
cause plazue, Indicates a horrble wine bur i always spoken
cheerfully.

oy g

Supple: Not quite strong enough. Bends around the tongue
instead of engaging it. '

Toothsome: A reference o the fact thar you almost have o chew
this wine before swallowing it. Not a good sign. unless the
speaker is a Dwarf.

Wacky (Short for Jabberwocky): A near poisonous wine thar

should be avoided acall costs.

A SMALL SAMPLING OF THIS
YEAR’s VINTAGES

Many wines are named for the town or region from which they
originate, though naming them afrer their vineyard or brew
master is-also quite common: There are around 80 wines of
various types and qualities at the Festival this year.

Grenzstadter

A local offering, this deep Averland wine has become famous
throughout the Empire and is extremely popular in Marfenburg,
Grenzstadter is a golden white that carries the faintest hint of
apple along wirh a subrde earthy underrone, Tv always ferches a
high price, not just for its popularity; but because it is famous
for causing litde to no hangover effects.

Bilbali

A dark red named for the great city in northern Estalia where it
was first made, Bilbali is aged 10 years in massive wooden vats
placed in caves along the Grear Ocean: The resulting distine
combination of woedy flavour tinged with the faineest hint of
sea spray results in a very direct, stern wine that is extremely
papular with soldiers and sailors both.

A Moot wine produced by the Whistler clan, this rosy whice
has a subtle Havour reminiscent.of flowers with a faint taste

of mint. All Whistler wines are exclusively pressed by the feer
of the Whistler Halflings and their relatives instead of any
machine, a fact they're extremely proud of. Coreespondingly, a
fair number of wine connoisseurs won't touch the stuff, which
is-a shame as this wine is a delightful round offering, not unlike
the Whistlers themselves. Whistler children hand paint all the
bordes, covering them in Howers and various creatures they've
heand described in the stories of the Big Folk.

Gewi incl

The tollow up ta last vear's champion, Gewiirzrraminel: 22 is
an extremely sweet red wine that doesn't overwhelm the tongue.
All the locals hope this year's offering is not up to last year's
excellence as it comes from Stirfand, their northern ncightmur
and rival province,

Loningbruck “Ruby”

Loningbruck is 2 popular cheap Averland wing, though whether
it is popular for its taste or price is somewhar debatable. While
Loningbruck is actually a white wine, ies distince red colour,
trom which its nickname comes, is the resule of trace amounts
of Averland longhorn cartle bloed added to the fermencarion
vats from which it springs.

Aulenbacher

Marked with the twin-railed comer of Sigmar, this straw-
coloured vintage comes fram a small vingyard mun b}' Sigmariee
morks at the foot of the Black Mounrains: le'san inexpensive
wine, popiilar with burghersand merchants: Regular drinkers
ypicalliinsist thar only glasses marked with one of Sigmar’s
symbeols be used when drinking Aulenbacher, as ic brings forth
its inner richness.

HAPPENINGS AT THE FESTIVAL

While che PCy are engaged in an investigation, the armosphere
of the Wine Tasting Festival should be hard to resist, especially
since everyone they speak to will probably be enjoving
themselves. PCs without a wine glass in their hand will
continually have one thrust upon them. Remember 1o utilize
the cffeces of the Alcohol rable on page 115 of the core book:

IF your PCs stubbornly retuse ro drink, have them starr making
Willpower Tests every hour or so, starting with Easy (+20%),
but getting progressively harderas time goes by, All of Averheim

is celebrating, and it is really hard not o join in.

The local nobles and some of the wealthier merchants have
subsidized all of the wines being offered ar the Festival;
Correspondingly, a number of stalls have the names of their
sponsors listed on them, and ir's considered good form o drink




to their health, The cheaper wines sell for a mere Lpwipa
glass, whereas all but the rarest go for but a single Schilling.
(Now you know why people come so far for the Festival.)

Or Dwarrs AND GRAGRINT

A small street on the northern side of the ciry has banners
marked with Khazalid runes. and sealls found throughour the
rest of the city are markedly absent. The majority of the Dwarfs
in Averheim can be found here during the Festival. Dwarfs, on
the whole, prefer their ales and beers to wine and frequently
commient on the generally weak Aavour thar most wines offer,
Any PCs that stop here will be invired o partake of a “real
drink.” What sorr of drink? Gragrint—the only drink being
offered ar the sralls on this road.

So whar's Gragrin®? A fow centurics ago, a Dwarf brew miaster
named Elmador Rorckson who was visidng a Human vineyard,
smelled someching delighehul coming from a vaz thar had
been pur aside, When asking about it, he was rold thar it

was the |t'avin§5 of the grapes: seems, pits. partial vines; and
eventually the juiceless husks: “Well whar are you going to do
with'ic?” he inguired. “Throw it away,” was the response he
received. Scandalized, Elmador made arrangements o rake
the leavings away for further fermentation, After a few yeirs
of experimenting, he perfected his new drink, which he ealled;
in typical literal Dwarf fashion, “Gragring,” which roughly
trarislares from Khazalid as "Lefrovers.”

Gragrint is not technically a wine; its a spirit, and a strong ong
at thae, bur no Averlander likes to argue with the Dwarfs, and
they've never tried to enter any Gragrint brews into the Festval's
wine contest; so they're allowed ro display without incidene.
Thisyear, they're quictly proud that one of their own, Brew
Master Cranneg Norgrimson, has been picked s one of this
years judges, even if it is just to judze weak grape juice, As it is,
Norgrimson frequently comes by to drink a cup of Gragrin ro
clear his palare before heading back our to judge other vintages.

‘The Dwarks here have never heéard of Humans sponaneously
combusting before now and declare any rumours thar it has
happened in the pase absurd.

Tue PreNZERPLATZ DisPLAY

At the centre of the Plenzerplitz rises thie Pillar of Skulls, a vast
column of Ore skulls marking the point where the infamous
Ore Warlord Gorbad Ironclaw’s anmy was turned back several
centuries ago. For the Festival, a circular wooden platform

has been erected around it; and a number of the nables and
merchants that paid for portions of the Festival can be found
here, drinking and accepting the thanks of passers-by. Sigmar's
Lecror Kurt Algiesson will certainly be here, as will che Tron
Countess, Marlene von Alpraum, See the Motable Persons
section for further derails. There are 2 number of bottles of
famous and infamous vintages an display here, which can be
bought for exorbitant sums if one has the means. Two examples:

Manann’s Own

A legendary vintage, brewed by the renowned hermit

Gotthold Koch from grapes only to be found in a field he
prepared high in the Grey Mountains. Supposedly, che grapes
were never exposed to the light of the sun; they were cultured
in a shuttered field and reared enrely by Morrslich's ligh.
Manann's Own is rumoured to have a near ghostly bouquer;
the wine supposedly almost evaporates on the rongue, leaving
only the delightful breath of its passage: A single bottle goes
for over 500 g

Annaliese
This wine is.on display mainly so people can shudder ac it
Cultivated in Sylvania, it supposedly comes from a small
vineyard that dwells under the shadow of the World's Edge
Mountains. Rumour holds that it is turned once every
Hexensnachr for a decade and tended by a vinmer who is ene
of the Restless Dead. It is whispered to have a aste like bumning
cinnamon with 2 distinctly iron finish. A bottle goes for around
40 ge, but few dire to buy it,

DRUNKEN STUMBLINGS

The ﬁc:ilnw'lng randem events are a few examples of whar the

PCs may come across as they roam the Festival thronged streeis
of Averheim.




A massive fight breaks out between rival glass blowing factions.
The areument beging with some swearing fervently that only
long stemmed glasses properly carrv the taste of wine. while the
other side declares thar you absolurely reguire a round ed cup
to enjoy 4 rounded tste. Characters can support either faction
or just try to stay out of the way. Note both sides go to heroic
efforts to not break any glass, which lead o various goblets
beirig swept up and used as imprompeu shields. After a fesw
minutes, 2 ity Warch patrol will show up. cruncheons ac the
ready, to restore order. One of the Witch at least will be heard
to mutter, “Fuery year, the same damn thing.”

The Noble’s Round

The Baron Kastor Leitdorf and his nephew Raimund offer o
buy the crowd near them a round of a particular expensive-but-
norable wine. The characters can partake if they wish and ger
achanice tw talk with both mien, a conversation that may stand
them well in the immediate Ruture. {See A Fiery Sunrise on
page 237)

The Halfling Disputation

A group of Halflings sit abour in 4 square, pie in one hand,
wine in the other, energetically debating in high excited voices
the merits of appropriate foot techniques in regard to grape
crushing. The three recognized mechods are the trod, the scomp,
and the jump. all of which have their proponents. The rod is 4
leisurely measured pace over the grapes, the stomp is a reperitive
motion in a single var, and the jump consists of continuous
plunges into big vars. The only thing they all agree on is that the
jump is the most fun bur perhaps nor the most effective,

But it Tastes So Good!

Stalls throughour the Festival sell pies, fruits, sweetmears, and
pastries with prices typically ranging from 1 pro 1 5 Cne
particular stall, though, is in cahoots with the nearby wine
vendors. All of them have vintages that make one exceedingly
hungry. The cooks have various wonderful smells wafting from
their stall 1o-suck in the unwary and offer a wide variety of pies
for 3 peach. Any characters that are:ata point where they have
to make Toughness Tests 1o stay sober must make an Average
Willpower Test or buy one of these “delicions” pies, which do,
indeed, vaste really, really soad ar the tinve. Characrers that partake
must succeed at an Easy (#209%) Toughness Test or develop the
Galloping Trots from page 136 of the WERP core rulehook.

Gargle versus Spit

Two noblemen square off in whit laoks like a formal duel,
swords at the ready. When the PCs ask bysranders whar is going
on. theyll state that the two men have come to blows over
which wine tasting method is more becoming of a gencleman.
One favours spitting after-a swish through the mouth, which
the ather says is wasteful, whereas the other claims that a good
g:l_rgl.e is the way, which the larrer fAnds 'n:vulting, 'I'l'ic:,r’x'\::
decided o hght till first blood ro seede the marcer.

The Blind Taste Test

‘Thie PCy are invited to participarc in a rare blind aste rest.
Fora mere 5 g they will be allowed to sample three excellent
vinmges and then give an opinion an which was the best, which
the dealers will durifully record for further use. In realivy; all
three cups will hold the same cheap wine with some dubious
ingredients thrown in to Havour them.

— EnTER THE HALFLING —

5 sun sets on the third night, sereams echo down the streets

of Averheim along with cries of “nather Burning!"and
"Sigiar Save Us!"along with a variery of expletves. The PCs
will likely race rowards the scene of the immolation, which,
sinee they will be going against the crowds who will all be
running away, will require somie effort. Common methods
include a successful Strength Test to shove people aside, an
Intimidation Test to frighten others out of the way, or an Easy
{+20%) Seale Sheer Surfaces Test followed by several Routine
(+10%) Agility Tests to race across the rooftops of the ity

A gruesome sight greets their efforts. The owisted burning

body of a warrior clad in chain‘mail lies ac the cenrre of a

smiall square, surrounded by flames thae ficker and dance
averthe ground. As the PCs arrive; the Hames Hare bright
purple, seemingly completely unnatural. The warriors chain

has partially melted from the heas his face and lips are:an
unidentifiable ruin, Those standing arourd the body stare down
ar it in- muce horror, sonie making the Sign of the Comer,

All the PCs should make 2 Challenging (~10%) Pereeption
Test as they gaze about at the scene. Any PC thar specifically
states something along the lines of, T niot locking at the man;
Dint lovking avound for @ Halfling, " getsa +20% bonus 1o his

or her Perceprion Test, Successful characters will see several
Halflinigs, but one in particular stares at the body with a
disturbing expression close to a rapture—one degree of success
or more will also show he doesn'e have a pie of any kind.

As the Hames swiftly die down, the Halfiing, whose name is
Clempo Butteburr, notices any PC looking directly it him.
Orherwise, helll slip off underected. A Search Test of the body
and the surrounds will reveal salepetre (see Odetre Riechaud’s
testmony on page 229). The PCs have litdle time however
before the Ciry Watch comes on the scene and shoos enlookers
away

If seen, Clempo flips the PCs a rude gesture and runs for ir.
He is fairly quick, and his'small stcure lets him plunge easily
through the crowd, whereas the PCs, unless any of them are also




Halflings, is likely ro be slowed in the press of the crowd. Ler
the PCs chase him for a bir, uneil he dives down a barrel-lined
dead end. When several of the PCs have managed 1o catch up,
Clempo appears from behind a large barrel ar the end of the
blocked off allewway with a burning torch held in his hand.

“Lies! Al lest 15w blasphemy. A Blaspheny! You think
ies all e, dant your DONTT YOU? Well youe wrong.
The inner ﬁlt‘ 15 dres Tt berass niotE N fm{}-_ﬁmm' 1]
seourge, o cleanse. [t doesn’t burn trus. [t doesnt burn ar
gl t"'rrr.rjtﬂk: wirll "

Then, with a grim smile; he drops the torch. The PCs will probably
noice, 48 the liv torch plummets rowards a line of gunpewder
poured along the cobblesrones, thar they are seanding in an-alley
filled with barrels. All PCs should make a Challenging (-10%)
Agility Test to dive our of the alley. Eailuie subjects them o'z
Damage 4 Impace hit from the exploding barrels Clempe presared
in advanice 1o aid in his ger away: They must then make 2 Routine

(+10%) Agility Test or Catch on Fire.

surviving PCs thar stick around o expilain cheir actions will
have 1o talk to the City Warch who, regardless of how good

the PCs’ story is, will almost inevitably take them to cheir
Caprain (page 242). The PCs doubiless hear several city factions
immediately claimed the credic for killing the arsonist.

— A FIERY SUNRISE —

arly the following morning; on the fourth day of Harvese-

Tide, all kinds of umours Ry abour rown, but the one that
will definitely carch the PCs' attention is that 2 noble caught
fire late in the night (after the arsonist was killed) and survived!
A Challenging (—10%) Gossip Test reveals the identity of the
miraculous survivor as Raimund Leitdord, whom the PCs may
passibly have mer ar the Festival.

Depending on' their previdus actions and contacts, the PCs

may or may not be able to easily find where Raimund is staving.
If forced to resort to steer rumours, 2 Hard (=20%) Gossip
Test places him in an exclusive inn in the Merchants quarser
called ‘The Rivers Secrer. Either .‘ﬂdﬁmﬂx:rg Or @ mesage from
Bruckerr could also provide this informarion. Gerting in to see
Baimund will require either a combination of Hard (=20%)
Charm or Blather Tests, some provable skill in the healing arts,
or disc[:‘:-s'l:'lg their letter from ?\'1;L5‘_{i.\n'r Rane,

Raimund i in a privare suite on the second Hoor, surrounded by
heavily armed and armoured guardsmen. He looks remarkably well
for-a mian that was recently saved from a fiery death. If Raimund
has met the characters before, he'll smile and remark upan his
pleasure ar renewing the acquaintance, Any POC with Wicchsighr
will see all the colours of magic swiring about Raimund in

faster and faster patterns, which may cause them to hurry the

conversation along. His story is fairly straightforward.

1 was watking along the bank of the river, drinking
this delightful liivie offéring from Tilea, a fairly robust red
e Lrecall wiien had the moss curiouws experience, Jt was
woell past dark, buit 1 swwear §conld suddenly elearly see the
farbank. I laoked into town and saw these briliiant colows
whirling throwgh the streets and into posises. Then, loiking
daron, I saw the colours pooling in my chest. [ looked ar vy
Tuind, and-it began burning with a bine lght, but | feli
mo pain. | turned ey g, admiving i¢ and the nexe thing
1 knere { was cold and spitting ot viver waten. A growp of
militiamen rackied me into the-viver, [gather, Siont lads.”

Raimund knows lictle ¢lse on the subject, though if asked if he
ever drinks ar the Uprighe Pig hell wink and say, "On ocpasion.
The PCs will-have l']l'll}' a shore time o question himy before he
says, “Gentlernen, I still feel giddy from all this excitement, perbaps
fater?” his retainers will then usher chem out which is good, as
he s abour o explode,

The PCs gee no more than a block away when a brilliang ball

ot white-blue lighe wipes our the greater portion of The River's
Secret in‘a single, silent deronarion of mystic encrgy. It takes out 2
perfect sphere, leaving smooth curves in walls of the surrounding
buildings. Vacating the area will doubtless seem prudent.
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he PCs may very well bea linde shocked ar recent

developmenis. They'll probably go lecking for a'drink,
which is exwermely easy to find, as grim happenings of nog, the
Wine Tasting Festival keeps going. While the PCs are having
a drink, a wiry licdle man sidles up o theni without acrually
looking at them and says. "Good morrow, Gents. My employer
ol fike to fenie if you dot swould be interested in fust wihats
been going on arotind these parts.” Queéstions along the lines of
Whos your employer? " bring the reply, “One who knotws abour
_}lu‘.."a'. '
Whatever the PCs response, the licde man says: * The Maids
Fancy at-noon. Wikt have you got to lase; really?” He swifily
departs, casily getting lost in the crowd. The Maid's Fanicy is
a small tavern on the souch side of town, near the southern
gare, Ies a quier linde ban well away from the cencre of the
Festival. When the PCs come in, the bareender nods o them
and swings his head with a glance rowardsa small room o the
rear of the tvern. The room iswindowless with aseries of chairs
and a slight man with a well-trimmed black goaree siving with
his back cowards the far wall, “Genelemen, " he says, gesturing

rowsrds the chairs, “Sit or stand as you prefer.” He sweeples his
fingers rogether ard begins:

“My employer has been following your investigution
with sovne drerest, Wish ohis mtorning’s everir, be believes
‘o wenld be more prepared to hear what be has'to
sty He panses waiting for a sign of agreement from the
PCs. "My employers name is Albreohs Swearmonger, a
brsinersman whe, from time to time, invests in different
vertures, Severad years age, & man named Ductoy
Wirldemar Diyaupniy approached hiny avd bis former
business associate, Faustman, with a project that the
Dactar believed wonld allw an individual voacquire
the...gife...of magic. Doctor Draupnirs projece didnt
i ot Tl s Intetided. orar les, fpteite @5 1 s
deserilied to M. Swearpnger. He objected but found
his farmer paremer most adéaomant that the new conre of
Dactor Draupnir’ discovery would profit them boti far
mare-Mr. Swearmonger regrets bis involvement in the
m:‘:’rmzﬁz}fr aned rj’f:fzr{'y awrchies o e the wihole wmatter
resolved. Would you be inverested in assisting?”

The man with the goatee studies the PCs and carefully listens ro
their responses before slowly nodding. He's had them warched
for days and already has a good idea of their characters, bur he's
a shownian gt heare, Reaching up, he pulls off the goates and

! !
tgs the Wit fram his head. n.'wntil';l_ij x,‘fu.\'J-L‘l'npi‘.'e‘d red hair
and he says, “Creselemen, fin Albrecih Swearmonger, And Tin very
pleased to make your acouaintances.”

Swearmonger describes what he knows of the Fire Wine, stagng
that he doesn't know why some pepple blow up and some only
immolare; He tells them abour the loony, Fwald, buc he doesn't
know why cither he or Raimund Leirdorf detonited. Ifany of the
PLs have consumed the Fire Wine, he shakes his-head and faly
states, “You dikely hirve-buet three or fowr days aemost. Your only hope
is Dhvepaien, b Eagstman sever lets onet af fris sight these days,”

“Chur veal problem, Sirs, is Faustman intends ro seif
the dammable brew to the Bighest bidder tonight ar a
special sale that he his orchestraied. While the city i
distrceest with this yeur's wingers; the Fist will frold his
dwetian. Eis customers'are alf very dangerons peaple, and
shngs [zt somiesihat mdical propesal for yow. [ want
st ta elp me prove e Fire Wine iva boax, . and 1
it you to Lill e

He grins widely. Swearmoniger suspecrs a number of the hidders
attending the auction #re o powerful orwell connecred
politically to oy 1o kill himtand the PCs. especially since the
city daesn’t even have an Elector Countito back up its authoriny
1o dispense justice. He also feels ics unlikely thac the bidders
would simply walk away from the opporwunities the Fire Wine




represents, 1f, however; they think the Fire Wine i 2 con and
they've been duped. the rables could tarn in his favour,

Swearmonger’s plan is to slip into the riverside warchouse
whete the auction will be held, decrying his partner's complicit
villainy. The PCswill then storm in with wharever allies they
can muster, pretend to kill Swearmonger with stage weapons;
and then produce their letter from the Imperial College and
declare Faustmian the Fist a fraud wanted by the Wizards' Guild.
What can possibly go wrong!

The PCs may decide that they don't trust Swearmonger in the
least (wise of them, really); but in this case, he’s relling a farge
portion of the ruth as he knows i, and the plan he presents
daes have a marginal chance of warking, He will cerrainly

be epen to PC suggestions. Ultimately, he wants to stop the
horrors he knows that he is partially responsible for, and he's
prepared o do whatever it takes to do so. Removing his old
business parcner is just 2 bonus,

— THE BRUTAL FivisH —

he bidders are assembled in Faustman’s warchouse an

hour after sunser, ready 1o begin their anction. A few of
Faustman’s guards are, and always have been, in Swearmonger's
pay waiting for the time ta act, or in this case, simply not act
and let whar will happen, happen.

Depending on the PCE actions they may or may not have allies
to assist them. Their best bet would be to approach Capain
Joerg Bruckert for help, in which case; they'll have two squads
of his best men 1o back them up. Alternacively, Leopold
Schnozberg might show up with-a few stour lads in row,

Faustman’s warehouse is a large dockside building, well away
Fromi the city cencre. A small collecrion of plush chairs has
been ser up in the midst of an otherwise clear Aoor, Faustnin,
Draupnir, and a number of chugs equal to the PCs' forces plus
four more are scarcered abour the room, not-to mention the
bidders and their troops.

The PCs are to meet Swearmanger just after sunset to coordinate
their atmcks: Presuming everything poes smoothly, Swearmonger,
followed shordy by the PCs will seroll in justas Faustman says,
Do [ have a bidder?”

Swearmonger cries out. The PCs prerend to cur him down

and vell their accusations. Several guests wirn sharp eves

on Faustman at accusations of a hoax, Someone vells out
“Swearmonger is Frustman’ oid partner!” Pandemonium ensues,

Cry Havoc!

So what could happen: All sorts of fun. The bidders go berserk:
siee their entries below to determine how they might respond.
‘The Baron “revealing” himselfin particular will cause a minor
shockwave in the midst of the fight. Any PC that drank Fire
Wine will doubrless want to ger a hold of the feeing Docror
Draupnir. Faustman and his Fingers wade in, determined w
kill the PCs. Twe rounds in, Clempo shows up. hurling naphtha
dlistillaces at any arger thar strikes his Fancy, though he will
definitely wy o hic Draupnir,

Just how spectacular the fight gets is up to you and your PCs.
Note the crowds of Averheimy should starr cheering acan
appropriate and climactic moment during the fighe. (Best ar
Festival was just announced over ar the Plenzerplace—to the

surprise.of all, the Whistlerstook ic) I the fight goes against
him, Faustman will acempt to escape and bandage his wounds,
plotting revenge for another day. The bidders. other than the
Lamb, cannor afford 10 be caprured and will evenwually oy o
fight their way clear. The PCs, if they have any sorts of brains
ar all; will swiftly realize thar they are hopelessly ourclassed by a
numberof the combaranes invelved and will do their best just
to survive till the fight winds down,

BIDDERS ALL
THE Lame, VEscio MATALLA

Vescio Maralla is 4 feared and respecred mergenary captain,
widehy famed for his efficient Tilean mercenary band, the Pale-
Bue-Hale Company. Vescio is called “The Lamb” because heisa
narural albino, and Tileans rend to have a grim sense of humour
abour such things, Vescio 15 anything buc a lamb in combar, His
mercenaries daub their armour off grey-white in honour of their
caprain. Maealla is @ widely famed wine conngoisseur in soldier
circles, and-he has mainly come vo Averheim for the Festival;
getting his hands on the Fire Wine, whose authenticity he finds
suspect, would just be a bonus, Maralla will immediately side
with the PCs if they seem to be legitimare and if the Ciry Warch
i5 backing them up as he frequently works for the Empire.
Presuming he survives the fight, which is likely, he'll claim he
didn’t know that “Fire Wine” was illegal.

The Lamb, Vescio Maralla

Career: Captain {ex-Mercenary, ex-Sergeant)
Race: Human

Main Profile

WS | BS 5 T Ag | Int | WP | Fel

3% | 47% | 51% | 37% | 55% | 45% | 48% | 47%

A W 5B | TB M |[Mag | IP FP
3 I8 5 5 L 0 4 ]

Skills: Academic Knowledge (Straregy! Tacrics) +10%,
Command +10%, Common Knowledge (Empire, Estalia,




Ogres, Tilea), Dodge Blow +20%, Gamble; Gozsip #1109,

Hagzle, Inrimidate, Terception, Read/MWrite, Ride, Search;

Secrer Language (Baule Tongue) +10%, Speak Language

(Reikspiel, Tilean),. Swim

Talents: Disarm, Lightming Parry, Menacing, Quick Dieaw,
Seasoned Traveller, Sixth Sense, Specialisse Weapon Group
{Two-handed Weapons), Street Fighting, Strike Mighry
Blow, Strike ro Stun, Warrior Borm

Armour: Medium Armour (Full Mail Armour)

Armour Points: Head 3, Arms 3, Body 3, Leps 3

Weapons: Best ﬂraﬁsmaushlp Grear Weapon (Fvo-Handed
Sword)

Trappings: Hooded cloak

TuE VaMPIRE, BARON APOSTAL PIRON

Baron Apastal Piron is a petey Sylvanian nobleman with sharp
ambitions to match his incisors. Piron isa Vampire of the Von
Carstein line who has tied for several centuries to find new and
unusual ways of removing his more irksome brethren that they
won' see coming. Seeing as Vampires have seen just about every
old form of death there is the Baron feels justified in thinking
that this new so-called Fire Wine might do the trick. He hasn't
decided whether he'll mix it with bload frst orjust gera
suitable candidage slupp}* drunk wich-it before presenting them,
along with their presumably ainted bleod, as a gift to one of his
“undesirable” relatives, Piron quy expects o walk away from
the auction with the Fire Wine: Indeed: had someone else won
it, he would've eventually seized it regardiess. The revelation thar
the Fire Wine is 2 ke automarically includes the notion that
someone thought they could deceive him. This will nor please
the Baron and he will take his anger out on the surrounding
crowd.

The Vampire, Baron Apostal Piron

Race: Vampire

WS Fel

Ine

Mag | 1P
2 21 (¢ 6} G I 4] 0

EP

Skills: Academic Knowledge (Genealogy/Heraldry, History,
Mecromaniy), Charm +10%, Channelling, Commarnd
+10%, Common Knowledge (Border Princes, Empire,
Estalia), Dedge Blow, Evaluare, Gassip 1086, Intimidare,
Magical Sense, Perception, Ride, Scale Sheer Surface,
Search, Shadowing, Speak Arcane Language (Magicl),
Speak Language (Classical, Reikspizl, Sylvanian), Torrure

Talents: Dark Magic, Disarm, Frightening, Keen Senses; Master
Orator, Natural Weapons, Night Vision, Perry Magic
{Arcane), Public Speaking, Schemer, Specialist Weapon

>
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Group: (Fencing, Parrying), Undead
Special Ruoles:

» Blood Drain: IFhe inflices ac least 1 Wound on an
enemy while grappling, thie victim loses 1d10% from
his Strength Characreristic as well, 1f the victim survives
the encounter, 1% of the losty Strength returns each
hiour.

Maturid Neerornencer: The Baron can ¢ontrol Undead in
the same way Necromancers do (see WERP, page 161),
Fass for Human: The Baron can pass for Human if
need be, rerrzcring fangs and claws and softening his
features. When in-this form, the Baron looses the
Frightening Talent. He can switch back as a free action.
Tramsfixing Guze: The Baron can immiebilize opponents
with nothing more than his gaze. He can'use this
ability againss a single opponent within 6 yards (3
squares); this is.a half action. The targer can resist with
a successtul Will Power Test. Githerwise; the victim

is transfixed and considered helpless for 1 round.

The Baron can maintain the effect each round with
another half action. The victim is nort allowed further
Will Power Tests if the Baron chooses to maintain his
transhxing gaze.

Vawmpires Crrse: The Baron cannor cross running

-
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water except over a bridge. He shows no reficction in
a mirror, He muse zlso drink several pines of blood
every day or lose 10% from all Characteristics in the
Main Profile [thoughall loses are repained as soon as
feeding takes place). While in direcr sunlight, the Baron
halves all Characreristics {rounded down) and suffers
1 Wound (regardless of Toughness Bonus or Armour
Points) per minute of exposure,

Armour: Mediom Armour (Full Mail Armiour)

Armour Points: Head 3, Arms 3, Body 3. Legs 3

Weapons: Claws, Fangs, Rapier, Main Gauche

Trappings: Purse with 200 pc

THE FanaTic, ALETTE ULRICSDOTTIR

Alette Ulricsdottir is a loyal follower of Ulric. The word *loyal”
grossly understates her fervour. Even “fanaric” s somiewhar dull
when compared againse the eaging fires that burn within her,
She feels her fellows are Bir two tolerant of the blasphemous
worship of the usurper, Sigmar, and takes the whole situation
very persarally Aletze wants the Fire Wine so she can “share”
it wirh a large congregation of Sigmarirte followers ata service
presided over by the Arch-Lector himself While Alette is aware
char use of the Fire Wine wonldn’ sericely be in keeping with
Ulric’s teachings, she feels che fire aspece of che deaths would
be symbolic of his ever-burning hearth fires and; therefore,
justified.

The Fanaric, Alerze Ulricsdortir

Career: Flagellant (ex-Zealor)
Race: Human
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45% | 23% | 419% | 50% | 32% | 27% | 509 | 509
A W 5B TB M Mag 1P FP
2 16 2] [ 3 0 2 0

Skills: Academic Knowledge (Theology) +109%, Charm +1 0%,
Common Knowledge (Empire), Gossip, Heal, Intimidate,
ReadNWrite, Speak Language (Reikspiel)

Talents: Coolheaded, Fearless; Fleer Foored, Hardy, Public
Speaking, Specialist Weapon Group (Flail), Strike Mighty
Blow, Suave

Insanity: Protane Persecutions (Devout Sigmarites)

Armour: Mone

Armour Points: Head 0, Arms 0, Body 0, Legs 0

Weapons: Hail

Trappings: Religious S5ymbol [Ulric), Religious Relic

Lackey HoRDES

All of the bidders and Fagsrman have l,u.uky].'s with them
proportionate to the allies the PCs |11;1n-,1g¢_'d 0e) -.\-r:mgh- for
themselves. The Lamb has a few of the lads from his Pale-Bur-Hale
company, the Baron has some naturally pale Sylvanian wretches,

Ulricsdoteir has some strapping northernets with her and the Fist
has a large number of thugs. The lackeys serve more to add to the
overall fight ambiance, not specific {ha[icngus far the PCs,

THE AFTERMATH

How the Finish went down will; of course, strongly influence
the atrermath. Presuming the PCs more-or-less criumph (thar
isy survive), they will ind thar there are only three bordes of
thie Fire Wine present—hich the PCs will ebviously wish to
get their hands on as proof for Rone and the Imperial Wizard
College thar they succeeded in their assignment, Swearmonger
will stand up, dust himself off, and congratulate the PCs on
their “performance” regardless. of how it wenr. In the feture, the
PCs will have a fairly useful ally in Averland, as Swearmonger
swittly rises o prominence in Fausmman’s absence,

If they already had an agreement with the City Watch, Captain
Bruckert !1:{5&;1”}' lers them go cheirown way with minimal
k‘.‘ipl'ﬂ!‘lﬂlii]flﬁ. He will, however, insist [|'|i::: leave town within a
day or two, no more, If not, they'll have a fair bit of explaining
to do when the Warch shows up ar thie corpse-serewn warchouse
and starts asking questions, thar is, if they are stll around w

answer them,

IF Doeror Draupnir is alive. he can be persuaded to discuss
what he knows of his-creation. The Reld thar produced the Fire
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Wine is utcerly corrupt and no healthy plant will ever sprour
from ies seil. He knows that Fausemian had ac least one more
bottle of the wine beyond the three in the warehouse, but he
has no idea where it is. Draupnir is prety mucha dead man, as
Swearmonger will kill him if the Watch doesnt. Hopefully, the
PCs journey to Muln will be a pleasant ang,

THE FIRE WINE

The Fire Wine is stored insslender lead boreles and castes a

bic like icy lemonade with a slight earchy undercone. It hasa
sparkling afiertaste not unlike champagne. Anyone thar drinks a
single cup of it that is neither insane, a Wizard, or has Magister
relations within two generations will immalate in three days

There is no way to survive such an inner fire. OFf course; if a
characrer drinks 2 whale borcle, the damn stuff works, Such a
character can move into either the Hedge Wizard or Apprentice
Wizard careers for 100 xp. regardless of their actual career

exits. Halflings and Dwarfs are notaffecred by the wine. Those
belonging 1o the other categories have mystic cnergy build up
insides themselvés that must be bled off. Those without the
requisire magic skills eventually explode into a J0-fout diamerer
ball that destroys everything around them (or sucks itinto the
Realm of Chaos if you prefer). Wizards have a trickier time of
it—the next 10 spells thar a Wizard casts after they consume
Fire Wine, regardless of how much or how lictle, muse have two
extra die rolled for them thar do ot add ro the'casting rogal,
but do count against the Chaos Manifestation charts.

— NOTABLE PERSONS —

_JOERG BRUCKERT,
Tue CapTAIN OF THE WATCH

Caprain Joerg Bruckertis 2 good man in a bad position. Heis
naminally in charge of keeping order in Averheim in the name
of the Elector Count—the problem being, of course, that there
is no Elector Count av present to keep order in the name of.
The lack of a central autherity has lead to a grear deal of unrest.
with the nobles carefully dodging his requests, the merchanss
ignoring'a numbier of their rightful raxes, and the thieves
growing ever bolder. Bruckert can't anger any of the noble
factions oo much, as one of them is bound to produce a ruling
Count. As representarives of an actual, legitimate authoriry in
the Empire; even if it 15 run by Wizards, Bruckerr is prepared 1o
let the PCs ger away with a hell of a lot on two conditions:

One, the PCs nead o' resalve this "ire business” quickly and
depare town immediarely after; ewo, hie and his men get the
majority of the credit, which will stand him in good stead with
the furure Elector Count.

OF course, if the PCs are brought before him without disclosing
who they are, it will be a different marrer, As “wandering
rrouhlemakers” he doesn’t have a lor of sympathy for them
causing him yer more aggravation, A license to pracrice magic
from the Imperial College of Wizards will give him pause,
though—and he'll demand the PCs tell him who they are, lest
they spend the nexe few harvests in jail.

Joerg Bruckert

Career: Captain (ex-Warchnan, ex-Sergeant)
Race: Human

W5 | BS 5 T Ag | Inc | WP | Fel
570 | 43% | 50% | 499% | 46% | 54% | 48% | 62%

Secondary Profile

A W | SB | TB | M | Mag| IP FP
& 19 5 4 4 0 0 0

Skills: Academic Knowledge (Law), Academic Knowledge
(Strategy/Tactics) +10%, Command +10%, Common
Knowledge (Border Princes, Empire +20%), Dodge Blow
+20%; Follow Trail, Gossip +20%, Intimidate +10%,
Percepion, Read/Wrice, Search, Secrer Language (Barte
Tonguc), Speak Language {Reilepiel, Tilean), Swim

Talents: Acute Hearing, Coclheaded, Disarm, Lightning Parry,
Menacing, Savwy, Spedalist Weapon Group (Parrying),
Street Fighting, Strike Mighty Blow, Strike ro Stun, Very
Strong, Wrestling

Armour: Light Armour (Leather Juck & Leggings)

Armour Points: Head 0, Arms 1, Body 1, Legs |

Weapons: Hand Weapon (Sword), Main Gauche and a

Crossbow
Trappings: 5 bolts, various legal paperwork, purse with 10 g¢,
quiver

THe City WATCH

The City Watch of Averheim is in as nearly a tough a position as
their Caprain. The people of Averland know there is no Elector
Count to back up their authority—making both the thieves and
the merchants particularly bold. A number of watchmen, seeing
which way the wind was blowing, have gone on the rake with
one, ar more, of the various factions running Averheim, The
Whtch has all but abandoned enforcement of a number of laws,
particularly those regarding tolls, fees, and smuggling. They
concentrate on stopping particulary violenr erimes; but:the
biold can get away with just about anything else.

Typical Warchman

Career: Warchman (ex-5Soldier)
Race: Humiin
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Skills: Academic Knowledge (Law). Comman Knowledge
(the Empire), Dodge Blow. Follow Trail, Gossip
£109%, Intimidare, Percéption, Search, Speak Language
{Reikspiel)

Talents: Coolheaded, Disarm, Savvy, Serike Mighty Blow, Strike
to Stun; Very Resilient

Armour: Light Armour (Leather Jack)

Armour Points: Head 0, Arms 1, Body 1, Legs

Weapons: Hand Weapon (Cudgel) and Dagger

Trappings: Lantern and Pole, Uniform

CLEMPO BUTTLEBURR,
Pyromaniac AT LArGE

Clempo was once an Engineer’s assistant with a penchant to

see the world bevond the Moot. He saw fir more than he ever
counted on. The terrors of war and the hordes of the north
unhinged Clempo's mind. After secing one oo many creatures
of Chaos set to flame, he came to undeérstand chat all foul things
had to be burned away, as that was the only true way 1o deanse
them. He also lost the ability o distinguish fair from foul.
Clempo has an intimare understanding of fire, and a number

of his naphtha concoctions are particularly volarile, Since the
bire Wine doesn't acually starr narural fires, he considers it an
abomination. Clempo is short, even for a Halfling, and he lacks
the ponderous gurt his race is famous for. His unblinking green
eyes, though, hint at the mad Firebug within.

Clempo Buttleburr

Career: Engineer (ex-Student)
Race: Halfling
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Skills: Academic Knowledge (Engineering, Genealogy/
Heraldry), Academic Knowledge (Science) +101%,
Common Knowledge (Dwarfs, Halflings), Consume
Alcohol, Gessip +10%., Perception +10%, Read/Wrire,
Search, Speak Language (Classical, Halfling), Speak
Language (Reiksplel) + 10%, Trade (Earmer, Gunsmith)

Talents: Etiquetre, Fleer Footed, Nighr Vision, Resistnce to
Chaos, Savvy, Specialist Weapon Group (Gunpowder,
Sling); Super Numerate

Insanity: Firchug

Armour: None

Armour Points: Head 0, Arms 0, Body 0, Legs O

Weapons: Two Pistols with ammunition enough to fire each 8
times, a satchel of naphtha distillases in clay pots

Trappings: Bortle of wine, Bags filled with gunpowder, Engineer’s
Kit {Clempo's napheha distillates can be thrown four yards,
They canse Damage 3 hits, and thiose seruck must make a
successful Agiliey Test or carch on Fire.)

FausT™MaN THE FisT

A young Karl Folker learned early on that only the strong could
geanywhere in the world. The sixch child of an Averlander
farming family, Karl warched his Eamily work themselves to
dearth for liccle to no return. A che ageof 12, he made his way
ta Averheim where he joined the fist Thieves' Guild thar would
have him. His willingness to commit any act, no mareer how
unsavoury, swifely drew the actention of his superiors, Some of
them, concerned by his ruthlessness, rried to have him remaoved.
Their bones lie ar the borcom of the Aver, but they did teach
him the value of caution. Faustman is a sturdy-looking brute

in his mid-forties. His hair is streaked with iron grey, and his
countenance is never withour a calculating look, Over the
wears, his bace, handz, 2nd arms have acquired o m}-riad af sears,
which he doesn't bother ro conceal as he believes, correctly, thar
they readily show his willingness to take matters inco his own
hands if need be.

Faustman the Fist

Career: Crime Lord (ex-Thug, ex-Rackereer, ex-Fence)
Race: Human
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Skills: Commind, Common Knowledge (the Empire) +10%,
Consume Aleohol, Dodge Blow +20%, Evaluare +20%,
Gamble, Gossip +10%, Haggle, Intimidate +20%,
Perception +10%, Secrer Language (Thieves Tongue),
Secret Signs (Thiet); Shadowing, Sleighe of Hand, Speak
Language (Reikspiel), Torrure

Talents: Coolheaded, Dealmaker, Disarm, Hardy, Menacing,
Public Speiking, Quick Draw, Resistance to Poison,
Schemer, Specialist Weapon Group (Parrying), Street
Fighting, Streerwise, Strike Mighor Blow, Strike ro Injure,
Strike to Swun, Super Numerate, Very Resilient




Armour Points: Head 0, Acms 1, Body 1, Legs ()
Weapons: Best Crafismanship Hand Weapon (Sword), Sword-
breaker

Trappings: 30 o
THE Fist’s FINGERS

Fauscman used to have x number of particularly effecrive agents
and assassins at his disposal, the: majority of which have been
co-opred or killed by Swearmonger's effores. His infamous
Fingers, though, remain fiercely loyal. The Fingers consist of

a pair of identical rwins named Tobtas and Ernst Gomst and 2
third ran nramed Gore Krause with such similar featares 1o
the vwing thiat he looks like he could be their brother, All chree
men shave cheir heads and wear similar clothing to enhance the
effect. They are all dhree uuerly devoted to Faustman and obey
his orders withour question. The PCs miay have to fight one or
more of the Fingers several times during chis adventure. [ndevd,
the GM may wish to have some grim fun by having them hght
the Fingers onc at a time, perhaps thinking chey've “killed him®
only ta have ro fight “him” again,

i sovle Finoer

Career; Thug
Race: Human

Main Profile
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Skills: Common Knowledge (Empire), Consume Akeohol,
Dodge Blow, Gamble, Gossip, Intimidare, Secret
Language {Thieves’ Tongue), Speak Language (Reikspiel)

Talents: Disarm, Hardy, Lightning Reflexes, Quick Draw, Serike
tor Injure; Serike vo Stun, Warrior Born, Wrestling

Armour: Medium Armour (Mail Shirr and Leather Jack)

Armour Points: Head 0, Arms 1. Body 3, Legs 0

Weapons: Hand Weapon (Mace); Knuckle-dusters

Trappings: Hooded cloaks, Identical Clothing

Doctor WALDEMAR DRAUPNIR

Doctor Draupnir is a wretched, broken man, one whe suceesded
in his life’s work only to fail at the momenct of his triumph. How
sof The Fire Wine wont work on poor Waldemar—it doesn't
work on Mutangs, which hes becore afier his long-rerm exposure
10 Warpstone, though there is no immediare ourward sign of chis.
The Doctor appears to be a bookish sare in his 40s with slightly
greving skin and a haunted look.

Doctor Waldemar Draupnir

Career: Scholar (ex-Swdent ex-Physician)
Race: Human/Murant

Main Profile
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Skills: Academic Knowledge (Aswronomy, Engineering,
Magic), Academic Knowledge (Science) +20%; Charm,
Commeon Knowledge (Empire +10%, Tilea, the
Wasteland), Consume Alcohol, Evaluare, Gossip, Heal
+10%, Search, Perception +20%, Prepare Poison, Read/
Wiite +20%, Speak Language (Classical) +20%, Speak
Language (Arabic, Khemrian, Reikspiel, Tilean), Trade
(Apothecary)

Talents: Coolheaded, Etiqueree, Linguistics, Resistance to
Disease, Resistance to Magic, Savvy, Seasoned Traveller,
Strike to Stun, Suave; Surgery

Special Rules:

Chans Murarion Leathery Skin (The Diocror’s skin isa distince
shade of grey. If cut, an Easy (+20%) Perception Test
reveals his blood is mixed with lead?)

Armour: Nonge

Armanr Points: Head 0, Arms 0, Body 0, Legs 0

Wedpons: Dagger

Trappings: Three Healing Draughts, Trade Tools (Medical
Instruments), Bag of various herbs

ALBRECHT SWEARMONGER

The mian now known as Albrecht Swearmonger was born
in Marienburg 40 some vears ago. Berween then and now
lie more cons, swindles, forrunes won, loves lost, riches
squandered, and names discarded then “Albrecht” can possibly
remember. Albrecht is a slight man of indeterminaze age in
appearance; at least, thar’s what he seems o look like. It's
difficulr t say with certainty. The only thing that any of
Swearmonger's emplayees know to be absolurely true abiout
their boss is chat he is a cunning man who misses lintle, and
he's a loyal follower of Ranald—all ¢lse about him seems
subjeer to change.

Albrechr Swearmonger

Career: Crime Lord (ex-Rogue, ex-Charlaran, ex-Car Burglar)
Race: Human

Main Profile
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Skills: Blarher +10%, Charm +20%, Comnvand, Common
Knowledge (Bretonnia, the Empire), Concealment,
Disguise, Dodge Blow, Evaluate +20%, Gamble, Gossip
+20%, Haggle +10%. Perceprion +20%, Performer
{Actor), Pick Lock; Scale Sheer Surface, Search + 10%;
Secrer Language (Thieves' Tongue), Secret Signs (Thief),

Silent Move, Sleight of Hand, Speak Language (Breron},
Speak Language (Reikspiel) +10%

Talents: Alley Car, Dealmaker, Flee!, Luck, Mimic, Public
Speaking, Resistance ro Poison, Savvy, Schemer, Seasoned
Traveller, Sixch Sense, Soreer Fghting, Streetwise, Traphinder

Armour: Leacher Jack

Armour Points: Head 0, Arms 1, Body [, Legs 0

Weapons: Best Craftsmanship Dagger

Trappings: Several sets of clothing, 1 set of Best Craftsmanship
clothing, disguise kit, one dose of Chimera Spitde, 10 ge
and 20 s

— NOTEWORTHY AVERLANDERS —

The Iron Countess Marlene von Alptraum

‘The head of the Alptraums is Countess Marlene, 2 woman who
was liverally raised from birth 1o rule Avedand, Her mother, the
former Grand Countess of Averland, Ludmila von Alprraum,
was generally a well-regarded nuler ungil her absolutely ruthless
and brial suppression of the onee free-chartered own Streissen
during a bread riot. Even though Ludmilss actions were
technically legal by Empire law, Count Marius Leitdorf, despite
his many “eccentricities” of characrer, muanaged, ironically
enough, to make her and her family look unstable, thus enabling
him 1o take over Averland with her passing, Now that Mariusis
two yeats in his grave, Ludmilds daughrer has carefully. positioned
herself and her family to.once again rise ro the power she helieves
is rightfully theirs. Marlene von Alptraum is no fawning lady

of the court; since an early age, she has regularly participated

in driving the Alprraums’ cattle ro marker. At fifty-seven years

of age, she is deadly accurate with a pistol from horseback and
has regularly shown steadfast courage in hghting off marauding
Ores and wolf-riding Goblin raiders, causing both admirers and
enemics o name her the Iron Counress.

Well aware of the impaortance of appearances, she has made certain
to very publicly fund large portions of the Wine Tasting Festival.
Depending on who, if any, your characters are working for and if
they make their identities public, Countess Marlene may wish to
have a word with them abour their intentions while in Avedand.

Baron Kastor eitdorf

While the Leiedorf family nominally controls Averheim, their
real power base stems from their rich holdings in both Sereissen
and Wuppertal. The Leitdorfs, however, cannot agree on wht
colour the sky is, much less how to proceed in trying to reclim
the Elector Counwship. Multiple factions splic the family, cach
vying for some internal candidare or anather. Most observers
agree that Baron Kastor Leirdorf, a man very much cut from the
same cloth s his illustrious lare uncle Marius, is the Leiedor!

to watch. A master swordsman and skilled orator, Kastor rarely
fails to turn any given situation to his advantage. In the case of
the Wine Tasting Festival, he merely wishes to enjoy himself, as
well as keep an eye on the Alprraums. Kastor walks about the
Festival with his retinue, occasionally buying rounds of wines he

favolrs for the surrounding crowd. This, obviously, makes him

fairly popular.

I £CTOL H“n M'giﬂﬂﬂ
Ivis asad face that the majority of the Culy of Sigmar's Lectors
in Averland can accurarely be described as fax, lazy; and corrupt.
While Leetor Kurt Algirsson is indeed a plump mian, few accuse
him of corruption, and none of laziness. Algirsson regularly
travels the roads of Averland, secing o the needs of his Hock.
He is well aware that the majority, of Averlanders hold Taal

and Rhya higher in their hearts than Sigmar. Nevertheless; he

is still welcomed wherever he goes, due in no small part to his
willingness to pitch in and help with the harvest.

Lecror Algirsson is one of the only influential people in Averland
whe isn't leoking to tum the recent, strange series of rerrible fiery
deaths to his advantage: he wants the deaths stopped, he wants

4 suirable explanation, and if there are any guilty parries to be
punished, he wants their heads impaled on pikes. Depending on
how vour PCs became: involved in A Brital Finiihy, they could
possibly be working direcdy for the Lector, in which case they'll
find him to be a seemingly jovial priest, with an inner core of
pure iron, The good Lector is a very large man, with a girth that
miore than vaguely resembles a large beer keg, He is in his carly
forties and regularly shaves his scalp. He frequently smiles, but the
observant will notice that his eurward mirth seldom reaches his
intense blue eves. He likes to joke his warhammer 15 more suftable
for tapping in spigots than caving in heads, bur the many norches
dhown its well-worn handle say otherwise.

If characrers have been sent t talk tw Algirsson by cult authorities,
hell question them in a private study. Questions like, “Dio you act
in defence of Sigmar's peaple, or have you raken on this charge to
further your own reputations?” are typical of what he asks. Once
satisfied with the tharacrers answers, Algirsson will nod once;
decisively and say, “So be i. " Surprisingly nimble for such a large
man, he'll step across the oo to a book-laden desk and sweep up
a sheer of parchment, which he thruses rowards yvour PCs, “Here,
This ester bears my seal ind the anthority to work in Sigmar’s name.
Be cantious with it and do not produce it withowt canse, for as many
doos as it will apen, it will certainly cloce others:” Algirsson will
expect progress reports every few days.




| Career: Journeyman Wizard (ex-Apprentice Wizard)
| Race: Human
|
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Skills; Academic Knowledge (Magic) #10%, Academic Knowledge
(Science), Channelling +10%, Common Knowledg: (the
Empire), Gossip, Magical Sense, Perception, ReadMirite,
Search, Speak Arcane Language {Magick), Speak Language
{Classical), Speak Eanguage (Rekspicl)

Talents: .'\-.::]'l.yri{: Attunement, Arcane Lore {any oncli ¢ “oolheaded,
Lesser Magic (any owol, Mediration, Perry Magic {Arcane),
SavKy, Suave

Armonr: Nonie

Armour Points: Head 0, Arms 0, Bady 0, Legs 0

Weapons: Quarcerstal]

Trappings: Backpack, Good Ceaftsmanship Clothing, Pewier Cutlery,
Grrimoire, Princed Book, Pewier Tankaed, Wiriting Kit, 9o

You ZFeW up in a poor village in esiem Stirkend where you weould have
spent all the days of your like, i ror for a wandering “scholar” wha
saw the spark of myatic power within you. He arranged for you to'be
apprenticed 1o the Infperial Colleges of Magic where you excelled at
vour lessons, After years of study, you were caper 1o take your skills
out inte the Empire where you thought you could 'do some good. Twoe
years, one fanaric cult;, and a few almost-pyres bcer, you've lost most
of the illusions of vouryouth. Despice nuany sethacks, you mamaged

to help @ number of your fellow citizens from the shadows and thus a5
a Journeyman Wizard, youve aligned yourself wich the Wind of Ulgun
and the Lore of Shadew,

UDO ERPLEDOFF

Careers Merenary [ex-Fieldwarden]
Race: Halfling

Ag Inc | WP Fel

Starting

219 | 38% | 18% |

23% | 459 | 359 | 25% | 400

| |Ad =
| +£10% | +10%

,

ra
'T = |rmff':°f ==

i
L v
+ 3% rs'-!ﬂ U.| 2 ]';ll‘!'r_u

Crarrent

25% | 25%

Stconrary PROFLE

Starting
Bl N

Advance

T e

Current

Skills: Academie Knowledge (Genealogy/Hesldry). Common
Knowledge (the Empire), Common Knowledge (Halflings).
Common Knowledee (Tilex), Cancealment, Dadge Blow,
Follow Trail, Gamble, Gassip, Ourdoor Survival, Perceprion,
Ride, Search, Silenit Move, Speak Eanguage (Halffing), Speak
Language (Reikspiel), Trade (Cook)

Talents: Marksman, Might Vision, Quick Deaw, Rapid Reload,
Resistanics 1o Chans, Savey. Sharpshooter, Specialise Weapon
Croup {Siing]

Armour: Medium Armodr (Learher Jack, Mail Shirt)

Armour Points: Head 0, Armis 1, Body 3, Legs'0h

Weeapons: Crosshow with 10 bolts, Hand Weapon (5word), Knuckle-
dusters, Shield

Trappings: Backpack; Gond Crafrsmanship Clothing, Pewrer Cutlery,
Healing Draughe, Lamp; Lamp O, Spade; Pony with Saddle
and Harness; Pewter Tankard. 6 gv

You grew up in the Moo, bur from an early age, the Elders shook

their heads as they warched youcharge past.and they-deelared, “1ha
one’s gor wandering feet!” Years of fighting the walking dead. while
originally exciving, evenmally proved somewhat dull and repetitive. The
Elders were proved rizhtas the open road irrgsistibly called you off w0
adventutes far from home: The Last fow yearshave seen you in and out
of meany tight spots. To your own surprise, vou've found deae you have
quite - walent for killing, You're sull nor certain how comfreble you
feel abaut that—abrief vigit home may be just what the heart ordered,

. L ——————— R |




Career: Barber Surgeon (ex-Inidae) Sl Acadeniic Knm-\-'ll.-d.gc ':'E'Iis:crry}, Academic Knowledge I
Race: Human i-Jhmlﬂgy]. Charm, Common Knnchdg{e {the Empirch,
Dirive, Gossip, Haggle, Heal + 1006, Perception, Read MWrite,
Speak Lanpuage (Classical), Speak Language (Reikspiel), Teade

(Apothecary)

- Talents: Coolheaded, Lighting Refleses, Public Speaking, Resistnce |
Starting o Diseaze, Suave, Surgeny; Very Resilient |
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youth, your deting parenrs denied you mothing, Your elder brathers

Starting viere expected to ake over the family business and join the miliciry,

respectively. In wien, your dury was to join the priesthood, It didn’t
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Career: Thief (ex-Servant) Skills: Blarher, Charm, Common Knowledge (the Empire),
Race: Human Concealment; Dodge Blow, Evaluare, Gossip, Haggle,

Perceprion, Pick Lock, Search, Secrer Language { Thisves’
Tongue), Silent Move; Sleight of Hand, Speak Langnage
( Reikspiel), Trade {Coak)

Talents: Excellent Vision, Fleel, Hardy, Lightning Reflexes, Strecrwise;

Starting Suave |

: 3 ; e e o 7 Armour: Light Armour (Leather ferkin)
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rrent picks, 10 Yards of Rope
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You prew up in Alrdorfaca busting savern, deciding it an early ape
that pulling lagerand avoiding dranken geoping was no way 1o go
through fife, Afrer learning all thar your simple upbrnging had o
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DESIGNERSS)INOTES:LTHE{CUR SE{OFCHATS!

few mionths ago, while wurking ourt the derails foran upcoming sourcebook, Kare Flack mentioned to me thar

Warhammer books covering Chaos in its various forms have a history of driving writers. editors, and developers mad.
These books chew up writers and leave them as shuddering heaps of gibbering flesh. In short, people tend ro leave these
projects a bit shell shocked. Of course, being no stranger to the weird, the evil, and the perverse, | scoffed ar the ominous
words, and assured Kare that Pve stared into the abyss of massive projects before and no licde book about Chaos would
unravel me.

Months pass and other projects, such as Forges af Nuln, came to the fore and the conversation with Kate faded into the dim
corners of my litrle artic. And then, Chris Pramas, my boss, recruited me to help in the final stages in wrapping this project.
Being a loyal minion, I readily agreed, bur there, amidst the cobwebs of my mind, Kares dire warning rang. Sill, Tignored it
and ser abour to finish this tome. Oh the hubris!

It's important to note that I had & two week window for finishing the manuscript and following on its heels was Gen Con
Indy; casily the largest gaming convention in the Unired States. To make matters worse, [ was due to leave my office for five
of these days for a brief trip south. So time was critical. But me being me, nothing is impossible, right?

Well, files started drifting in and as | opened them, I realized that this wauld be a bigger job than | had initially thoughe.
Naturally, I knew that Magic in the Old World has long been 4 tricly subject, and this book needed ro marry the ideas of the
first edition to the evolved conceprs of the current incarnation of the Warhammer world, Tricky indeed. The design ream did
an éxcellent job, bur even still, there were facets of subject that had o be reconciled, many of which were contained in a fairly
extensive comments file. This monolichic decument highlighred the necessary changes that needed ro be miade to ensure
Realms of Sorcery fully reflected the marure of the Old World as it stands today. And so ie fell to me to make certain these
changes were made.

Work began. I laboriously went through each line, replaced tables; modificd ecxce, and added other sections. We shot

each revised file back ro the editorand then proofreader to ensure last minute changes didn't result in dreaded typos or
contradictions certain to creare endless debate amongst diehard fans. Kara Hamilton and Secotr Neese both went above and
beyond the call of duty, moving through these files more than once. After 80 hours of computer time later in just 2 handful
of days, | left and punted the manuseripe back to Chris so work could continue while | was away.

When 1 reruirned, we had mare official changes, more tweaks, and more nips and nucks to make. And through it all, we stared
down the barrel of a more than imminent deadline. Arcists leftin mid-project, requiring Hal Mangeld to scramble to find
new ones. Files exchanged hands more times than I'm comforrable to recount here, but in the end, it seemed this beasc would
be born into the world, slick with the blood and sweat of those who pulled it through.

But no, the Ruinous Powers are fickle masters. Not content with the daily offerings we made to Teeentch, they rewarded

our unholy devation by smiting my computer. The Sunday before [ left for Indianapolis, I was in the middle of reviewing
more text when [ discovered my printer had failed. No surprise really; the printer was almost 8 years old. So I went our and
bought a new ane, Thinking my woes at an end, I returned to work and made a great deal of progress thar night. By the next
morning, the sky was bloody and I swear T heard Khorne's mad laughter. The computer was dead. Nothing I did, including
a fleeting thoughe of mouth-to-mouth, saved it. Sweating, on the verge of panic and  heart arradk, 1 took the machine wa
local repair shop, where I was told they could save it, no problem. But as fate would have it. a half hour later. not only had
some foul Daemon devoured two of my fans it also infesred the power supply, and melted the motherboard. 1 was doomed.
Chaos killed my compurer!

Obviously: this story has'a happy ending; you're holding this book after all, but the road was long, hard and very expensive
{for me at least). And I'm happy to say thar I recovered the files (on dise and in email) and we were able, up to the very last
minute, to get this book to the printer, From this experience, I've learned an important lesson: the Dark Gods have a long
reach indeed. Se. while | work on the blasphemous Tame of Corruprion, tucking a newfound rentacle behind my left ear, I'll
be sure to never, ever, forget how insidious the Ruinous Powers actually are,

—Robere . Selwalb
August 30, 2005




DESIGNERYSINOTES %
PPAGUESI AN JANDJAUTOMOBILES

Whilt Sigrar’ Hetrs was being edited, I decided thar [ had to ger away from work for a little while or my head was going
to explode. It had been years since I'd taken an acwual vacarion, since there’s always more work to be done when you
run your own business. After a solid year of working nearly every day, T knew I needed a break though: Particularly because
Realms of Sorcery was coming up next and it was going to be the biggest WERP project since the core rulebook.

Sa while Marijan and Jeff were doing the initial drafts of their sections, I flew from Seantle o the Fast Coast. 1 had a prery
simple plan: spend a few days in Massachuseus seeing friends and family and then head down to my old New York City
stomping grounds. That weekend was supposed to see a reunion of my college game group, ar least those members still in the
NYC area. The trip was undermined before I even left chough, as an impending deadline and a problem manuscript meant I
had to take a project with me for furcher development. The first few days of my “vacation” | ended up working on my mom’s
computer 1o finish that up. During that time I also got word that a friend's grandfather had died and this was going to affect
the planned weekend reunion:

Nonetheless, I'stayed with my plan and hopped on a bus to NYC a few days later. The four hour ride turned into an eight
and half hour odyssey, as accidents, traffic, and a clueless driver all combined to rob me of a whole afternoon in the Big
Apple. Then the reunion was scuctled and shordly thereafier [ got sick. And not just any sick, but Nurgle plague sick. Oh, it
was delightful. I rried ro soldier chrough it, playing a miniatures game with my hosc 4s I shivered and sweated, but it was hard
to enjoy myself. The next day | checked into an “Old World” hotel in Manhattan. The shoe-boxed sized room T could have
lived with if it had had its own bathroom, but no. Here I'm puking sick and 1 have to leave my room every time the plague
lays me low. Fanestic. Despite all that, [ do manage to ger together with anather old friend that évening ac Veselka on the
Lawer East Side. The nexe day T was scheduled to fly home, which was a relief. At least | could be sick in my own bed.

I woke up the next morning to find it was snowing, I took the subway to JFK airport immediarely to see if L could carch
an earlier flight. There wasnt one but they said my flight was still scheduled ro depart on time. Looking out the giant
windows of the rerminal, 1 found this idea dubious but hunkered down o wair. The hours ticked by and my fight got
slowly pushed back. one haur ar a ime. Ae 7 that evening they cancelled it entirely. | had to recurn the next day ar 7 am
for a differenc flight. What 1 did until then was my own problem. Naturally by this point the airport hotels were full, so 1
bowed o the inevitable and just stayed in the terminal. Those giant glass windows made it Chaos Whaste cold, and 1 lay on
the Aoor, feverish and shivering in my p-coat, all night long, Seventeen hours after I gor to the airpor, | finally got on a
plane for home.

Worst, Vacarion, Ever.

I¢’s safe vo say thar I did not ger the mental recharge | needed from this experience, so 1 did not start into Realwis of Sorcery

in the best state. And big projects with multiple authors and multiple points of view are never easy in any case. Thankfully,
Lat least knew whar I wanted out of this book. I knew it could not simply be 2 big book of new spells and game mechanics.
Thar can work for some games, but nor WFRP. This book needed to delve deep into magic in the Warhammer World and in
particular the Colleges of Magic. It needed to 0oze with Havor and give you a real understanding of the power and the peril
of the Winds of Magic. At the same time it had to expand our the rules from the core book and give wizards more options. It
was an ambitious plan, ro be sure, butan achievable ane.

[ wont lic to you; it was a slog. Av times it scemed we wrestled the power of Chaos made manifest, Buc stowly: it all came
together. Each member of the Creative Team made valuable contributions and Kare Flack from BI made sure at every stage
that it had the proper Warhammer feel. The result is the tome you hold in your hands. We can only hope that that which did
not kill us made the game stronger and wonder what fresh challenges the Chaos-ridden Tome of Carruption will bring us.

—Chris Priamas
August 31, 2005




I@
B@m@m

| TaBrE AP—1: ExpANDED MINOR CHA05 MANIFESTATION

Roll Result

Fumblehand: A randomly selected item you are holding or carrying Hics 1d10 yards (1d10/2 squares) in a random direction,

Aethyric Shocks 'Hw'ma_gic'a}-emtgjt_mursmg through you causes you to lose | Wound regardless of Toughness bonus or
TN,

Mental Block: You channel oo much' energy. Your Magic Characteristic is reduced by 1 for 1d10 minutes.

Intestinal Rﬁhellinn:-i‘our bayeels move pncmtrﬂ&iﬂh!}’,.;ﬂiﬁﬁg.i}qtﬁ your clothing and pride.

k _ 8 Fluid Transformation: All 1iquids bnyuurp:mn—q!'mﬂudmgqulmgmdlmm—{umm brine,

ﬁmnm;datlun aEEhﬁm: Roll twice mare on l:l:ruable ‘ﬂm Em roll wwhar happms now. Thc &ummi rell {whmh d:.e GM
should make in secret) defines what will :rummmm]ly happen the nest time you cast a spell, in addition to any other effeets
! Tm:mchs_Cu:sc will: hrmg if you roll doubles, miples, or qu;dmpfmf

98-00 Unluckyh Roll on Table AP-2; Expanded Major Cliabs Manifestation nstead:




T

21-24  Channel Conflagration: The channels of magic in your bc:cdy are set ab]:w_- by coursing maglc ‘r_'nu suFFer a~1 penalty to
ever}fc-tmngdmyou rollin ﬂ'n:next 1d10 hours.

Rag Doll: You spunmnmy fiy chrough the air 1
suffering 2 Damage 2 hit.

Tongue-twisted Chaﬁs eneray i “nfusm your m::-uth anythmg you say for the next 1d10 minuges comes ouras gnhﬁ:mh
rnndermg spellcasting i :In‘J.PQEIsI b durmg that time.

Craven Familiar: A Dacoon Imp (sec WFRP page229) appears from the Actbyr and atacks you next round.

61-64  Undone: Every tie, clasp, and fastener of every type o your body flies violently open. Beles come unidane, potiches fly open,
boots come unlaced, and so on.

G972 Aathyﬁc Atrar.k: Magtm! - energy bums thmugh oL cami'ng FOU [0 Jw.- 1d10 Wounds regardless of Toughness Bonus or

ATMOUL

Mindnumb: You channel wo much magical energy. Your Magic Chatacterissic is reduced by 1 for 24 Hours.

mnﬁﬁutqd RDH again on I.hl.$ mblt. Your lest Imng reiam‘c I[;m oﬂ'spn ngs s:bll.ng. or parent, mlmd;.ped in thatorder,
cinﬁenm hemg dﬂ‘imd l:y_ prmdm:ry w0 Jn::u in sge} i ﬁ‘femﬂ‘wrcmlung eﬁecs, regardless of how &r away h.E,IS

91=92 Store uf Chaos: Roll twice more on this table. Thefirst roll is whar happens now. The second roll (which the GM should
make in secret) defines whar will automatically happen the next time you cast a spell, in addition to any other effects
1 m:mchs Clurse wﬂl Bnng if you roll ;h:au bles, mpics ar qua‘d.tup]h

Tru:k of Fam Roll on Tablt AP-3: Caus:mphm Chapa Mam&smunn :m:.g.'a:i.




” 55 Tasre AP-3: ExpanDED CATASTROPHIC CHAOS MANIFESTATION

Roll  Result

0610 ‘The Withering Eye: Chitos ehergy wracks your body, debilitating your constitution. Your Toughness Characteristic is reduced
by 20%% for Td10 hours.

pefied: Your mind regresses o pratect you froma worse fare, Your lmdhgmm haracteristic is reduced hy 20% for 1d10 hours.

2528 ﬁ:;h}rnc Assaules The Winds of Magic lash out av you. You suffer a Cm:ml Hit to a random Eucar::m Roll 1d10 o determing:

; Albino Affliction: Your skin and hair are bleached usterly white by roiling Chaos.

4144 Mindeaten: Your ability 1o use mag:i: is hurneti our of you. Your M&glc C.l'iﬂ.[‘ﬂ:“.ﬂs'.-.ﬂ is reduced to 0, For each full 24 hours: : 1
thiat passes, it increass’ b}r 1 until it recurns o full <t{cng:h; :

49-52  Uninvited Company: You are attacked by & number of Lesser Dizemons (see WERP, page 229) equal to your Magic
Chachr;sm, rht':p’ appcar from the -’mhyr within 12 yar _' {6 squam} uf}nau

e e —

55-65 Dn:muuh: Cnntrm‘l’nu suEr.-r 1d10 wunds{,:e:ga.dlcss pFTuughne.ss Eu'ﬁmnnd m‘rnnm‘.ll 4 & ayo-inch Cﬁm rune hu:ns-
its way onto a random part of your body: Should you ever eollect 13 of these, they, will spell bt a coneract char sugmyour soul 1
:w.'a} o aRumﬂus Power (GM's discretion). Rx-ma-.ral -of the branded skin will make no difference w thr COTTRCL

\ 9-71  Lineage Concluded: The infection of Chaos renders you stérile or barren.

5= Spasmodic Pawxym \'uur entire body convilses vinlently as the pure stuff 6f Chiaos courses aver you: you bite off your
:mgu:: ‘:ou bcmme very difficule to unf["&smndmdmﬁier-ﬁ toall Caehng Rolls until you are somehow healed.

Wil Pmm- Test or mﬁ'éra Cham Mutation {see WERP page 229, or the Old Warld Bestiary,

B1-83 Mummngai. You musrtnah:-&
pﬂge ?3]

F n:nr, considered'in Ilm: arder,

§7-89 Iﬁnﬁfﬂ}cud Roll again on this table. Your dosest living rebarive (an offspring, sibling, o
Yelosencss” bcing d-:lmed lzryprmlmll}f Ty Ou | magef&g.u&rs the mﬂ:mgaﬂiﬁc; regrd,

Hm:rd uf Chaos: Rbll rwice mate on this table, The fis roll is what happens now. The second roll (which the GM should
make in secret) defines whar will auromarically happen the next time you castaspell, in addition toany.other effects Treentch's
Curse will bring if you m!] doubles, rnpi&s or quadmples.




Acceptance of Fate 142
Acthyric Reservoir (Familiar) 191
Albrecht Helseher 97
Albrecht Swearmonger 244
Alette Ulricsdottir 240
All-Kaowing Serpent 80
All-Secing Mirrors 203
Amber Brotherhood 119-122
Apprentices 121
College Groundsand Buildings: 121
Draties & Contracts 120
Menmality 121
Amber Magic 119
Amethyst Magic 111
Amethyst Order 110=116
Apprentices 113

College Grounds and Buildings 114
Duaties & Contracts
Mengality 113
Amulet of Thrice-Blessed Copper 204

Ancient Library, The 86-87
Apprentices 73-74
Apprentice Runesmith (career) 216
Agshy 34, 116
Aqgshy’s Aegis 145
Arcane Marks 175-178
Amber Wizard 175
Amethyst Wizard 176
Bright Wizard 176
Ceelesrial Wirarc 176
‘Gold Wizard 178
Hieropham T
Jade Wizard 177
Shadow Wizard 178
Armour of Lead 159
Arrows of Potency 204
Azyr 32, 106
B
Balthasar Gelt 9596
Banish 156
Baron Apostal Piron 240
Baron Kastor Leitdorf 245
Bat 189
Bartle Wizards 6769
Bewilder 162
Birdspeak 149
Black Magisters 6E-—69
Black Skull of the Caliph 204
Blinding Ligh t 156
Blue Wind 32

Boar’s Musk 198

Boiling Blood 145
Boon of Hysh 156
Boots of Bovva 204
Breach the Unknown 159
Breathe Fire 145
Bright Magic : 116
Bright Order 116-119
Apprentices 15
College Grounds and Buildings
117-119
Duties & Contracts 116
Menrality 116-117
Brown Wind 34
Burning Shadows 162
Burning Vengeance 146

113 c

Calm the Wild Beast 139
Car 189
Cauterize 146
Celestial College 106-110

Apprentices 108

College Grounds and Buildings 108

Duties & Contraces 1657

Mentalicy 108
Celestial Magic 106
Chamon 33,89
Channelpath Potion 198
Charm of Hotek 204
Choleric 146
City Watch 242
Clarity 156
Claws of Fury 139
Cleansing Glow 156
Clear Sky 149
Clempo Buttleburr 243
Cloak Activity 162
Conflagration of Doom 146
Consuming Wrath 146
Countess Marlene von Alptraum 245
Cowering Beasts 139
Crow’s Feast 159
Crown of Fire 147
Cruelty’s Desserts 140
Cure Blight 153
Curse 149
Curse of Rust 159
Curse of Thorns 153
Curtain of Flame 147

Daemonbane 156
Daemonologists 129-130
Dark Hounds 80
Dark Magic 37-39
Dazh's Flint 204
Dazzling Brightness 157
Death’s Door 142
Death’s Messenger 142
Death’s Release 142
Deathsight 143
Debauch’s Friend 198
Detlef Johannson 134
Docror Waldemar Draupnir 244
Doomfire Ring 205
Doppelganger 163
Draught of Lizard Limbs 198
Draught of Power 199
Diread Aspect 163
R

Eagle 189
Earth Blood 153
Earth Gate 153
Elf Charm 205
Elven Cloak 205
Enchant Item 159
Exiles 70-71
Eyes of Truth 157
Eye of the Beholder 163
B

Fate of Doom 149
Father of Thorns 153
Fat of the Land 153
Fault of Form 159
Fauschlag Ring 205
Faustman the Fist 243
Ferment 153
Ferret 190
Fiery Blast 147
Final Words 143
Finding Divination 149
Fires of U'Zhul 148
Fire Ball 148
Fire Wine 242
First Portent of Amul 150
Fist’s Fingers 244
Flaming Sword of Rhuin 148
Flashcook 148
Flesh of Clay 153
Fool’s Gold 160




Form of the Puissant Steed 140

Form of the Raging Bear 140
Form of the Ravening Wolf 140
Form of the Soaring Raven 140
Fortune’s Renewal 150
Frog 190
@
Geyser 153
Ghur 34,119
Ghyran 33,98
Ged's Spit 199
Golden Order 89-98
Apprentces 93
College Grounds and Buildings 34-95
Duties & Contracts o2
Menralioy 93
Gold Magic 89
Gotthilf Puchta 96
Green Wind 33
Grey Magic 103
Grey Osder 103-106
Apprentices 105
College Grounds and Buildings 105
Duries & Contracts 105104
Mentality 105
Grey Wind 36
Grief's End 14
Griffon Claw 205
Guard of Steel 160
H
Hair Tonic 199
Handmaidens 80
Healing of Hysh 157
Hearts of Fire 148
Hedge Wizards 125-126
Helstrum’s Staff 205
Hierophants 84
High Magic 37
Hysh 32,81
I
l-bane 157
Hluminate the Edifice 157
[fusion . 163
Imperial Colleges 81-122
Imperial Magisters o068

Inescapable Bindings of Dury 168

Inextinguishable Flame 148
Inscription 160
Inspiration 157

Jade College 95-102
Apprentices 1060
College Grounds and Buildings 101
Pruries & Contracts 99
Meriealiny 100

Jade Magic 98

Janna Eberhauer 98

Joerg Bruckert 242

Journeyman Runesmith (career) 216

Journeyman Wizards T7-78

Justice 69

K

Knocks of the Departed 143

L

Law of Age 160

Law of Form 160

Law of Gold 160

Law of Logic 160

Leaf Fall 154

Leatherbane 140

Lector Kurt Algirsson 245

Lens on the Sky 150

Life’s End 143

Light's Demand 158

Lightning Bolt 150

Lightning Storm 150

Light of Purity 158

Limbwither 143

Link of Psyche (Familiar) 191

Lizard 190

Lord Magisters 79

Lore of Beasts 138-141

Lore of Death 141-144

Lore of Fire 145-149

Lore of Life 152-156

Lore of Light 156-159

Lore of Meral 159-162

Lore of Shadow 162=166

Lore of the Heavens 149-152

Lucidity Tonic 199

Lucky Charm (familiar) 191

M

Magic Focus (familiar) 191

Magic Power (familiar) 191

Magisters 78-79

Magister Aponymous Rone 222

Maid’s Charm 205

Master’s Touch (Familiar) 191

Master’s Voice

Master’s Voice (Familiar)
Master Runesmith (career)
Master Rune (ralent)
Master Rune of Adamant

Master Rune of Alaric the Mad

Master Rune of Balance
Master Rune of Breaking
Master Rune of Dismay
Master Rune of Flight
Master Rune of Gromril
Master Rune of Kingship

Master Rune of Skalf Blackhammer213
Master Rune of Snorri Spangelhelm213

140
191
217
211
211
212
212
212
212
212
212
212

Master Rune of Spellbinding 213
Master Rune of Spite 213
Master Rune of Swiftness 213
Mindhole 164
Mockery of Death 164
Monkey 190
Mutable Visage 164
N
Necromancers 130
Nectar of Beanty 199
0
Omen 150
Orb of Ghrond 206
Order of Light 81-89
Apprentices B4-B5
Phuries & Coniracts R3
Mentality B4
4
Pacification 69-70
Pall of Darkness 164
Pillar of Radiance 158
Polish, Clean, and Gleam 151
Patency Dranght 199
Pation of Comeliness 200
Potion of Pain Denied 200
Potion of Perceptive Clarity 200
Potion of Teeth 200
Power Stones 206
Premonition 151
Project Spirit 151
Purple Wind 37
Qhaysh 37




Shadowcloak

) §

Radiant Gaze 158
Radiant Sentinel 158
Radiant Weapon 158
Raphael Julevno 110
Reaping of the Pus Blooms 169
Reaping Scythe 144
Red Wind 34
Reiner Starke 106
Religion 71=72
Repugnant Transformation 141
Rigidity of Body and Mind 160
River's Whisper 154
Rabin 190
Rotwyrms 80
Ruin and Destruction 148
Rule of Form 210
Rule of Mastery 211
Rule of Pride 211
Rule of Three 210
Rule of Time 211
Runecraft (skill) 211
Runefangs 206
Runelord (career) 217
Rune (talent) 211
Rune of Cleaving 213
Rune of Fate 213
Rune of Fire 213
Rune of Fartitude 214
Rune of Fury 214
Rune of Grudges 214
Runeof Iron 214
Rune of Luck 214
Rune of Might 214
Rune of Resistance 214
Rune of Shielding 214
Rune of Speed 215
Rune of Spellbreaking 215
Rune of Spelleating 215
Rune of Stone 215
Rune of Striking 215
Rune of the Furnace 214
Rune of Warding 215
s =

Screaming Lord Reichthard 70
Scrivener’s Candle 207
Scroll of the Fifth Lore 207
Second Portent of Amul 151
Secret Rune 161
Seekers of Truth and Justice 133
Setanta Lobas 121-122

164

Shadowsteed 164
Shadow Knives 164
Shadow of Death 164
Shield of Aqshy 148
Shimmtring Cloak 158
Shroud of Invisibility 165
Shyish 37,110
Signs in the Stars 151
Silver Arrows of Arha 161
Silver Seal 207
Skull Charm 207
Slimming Liquor 200
Snake 190
Speak Arcane Language (Arcane
Drwarf) 211
Spring Bloom 154
Squirrel 190
Starshine 151
Steal Life 144
Stoke the Forge 161
Storm of Chaos 122-123
Substance of Shadow 165
Summer Heat 154
Swift Passing 144
Sword of Battle 207
Sword of Justice 207
T
Take No Heed 166
Tale of Metal 161
Talisman of Ulric 207
Taste of Fire 149
Templars of Sigmar 133
The Animus Imprisoned 142
The Beast Broken 138
The Beast Made Well 138
The Beast Unleashed 138
The Boar’s Hide 138
The Body Gilded 166
The Dance Without End 167
The Icy Grip of Death 143

The Impossible March of the Damned

Soldier 168
The Ox Stands 140
The Power of Teutch 158
The Rite of Barren Blood 169
The Talking Beast 141
The Wilds Undisturbed 155
The Winter's Long Slumber 141
Third Portent of Amul 152
Throttling 166
Thyrus Gormann 119
Tide of Years 144
Toad 190

Tochter Grunfeld 102
Tomb Robber’s Curse 144
Tower of Hoeth 36
Track’s Tale Told 154
Transformation of Meral 162

Transmutation of the Unstable Mind
162

Tree-dweller’s Step 155
Trees’ Rustle 155
Trial and Error 162
Tzeentch’s Curse 179-181
U

Ulgn 36, 103
Universal Confusion 166
Y

Van Horstmann 88-89
Verspasian Kant 87-88
Vescio Matalla 239
Viggo Hexensohn 115-116
Vital Growth 155
Voice of Reason (familiar) 191
Volans 89
w

Wandering Magisters 70-71
Ward Against Abomination 144
Warlocks 129-130
Warlock (career) 131
Weasel 190
Whispering Darkness B0
White Magic 81
White Wind 32
Wind Blast 152
Wind of Death 144
Wings of Heaven 152
Wings of the Falcon 141
Winter Frost 155
Witchcraft (talent) 128
Witches 127-129
Witch {carcer) 131
Witch Honters 130-135

Wizards and Alchemists Guild 96

Wood Shape 156
Yellow Wind 33
Youths Bane 144




[F YOu ENJOYED WARHAMMER FANTASY ROLEPLAY,
WHY NOT CHECK OUT THESE OTHER WARHAMMER PRODUCTS?
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THE TABLETOP GAME OF FANTASY BATTLES ;g
a ,

MUSTER YOUR ARMIES AND PREPARE FOR BATTLE IN WARCRY, THE COLLECTIBLE CARD
GAME OF DARK FANTASY BATTLES FROM SABERTOOTH GAMES

WAW. SABERTOOTHGAMES. COM

ARTEFACTS, REPLICAS, BADGES, ART PRINTS AND MUCH, MUCH MORE...
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WWW. WARPARTEFACTS.COM
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