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EDITORIAL

Welcome to the premiere adition of Warpstone, a fanzine dedicated to
Warhaminer Fantasy Role-playing (WFRP). Do we really nced i WFRP
fanzine? 1 hear you cry and yes | believe we do. With the re-emergence
of the game under the banner of Hogshead publishing, now seems the
best time to release one.

“ven with the continued growth of the Internet replacing many of
the functions of fanzines and traditional magazines there are still many
(including me) with no easy access to the technology and so | hope
Warpstone can act as a forum for debate and the communication of ideas.
As a player/GM of WEFRP | enjoy reading of the latest ideas for the game
of my choice outside the understandably limited confines of news stand
magazines.

All the signs indicate that WERP has a boght future in front of it
with good sales in the ULS. as well as the general upturn in the gaming
industry riding on the back of collectible card games. The UK now has
two good independent gaming magazines in the shops (Valkrniye and
Arcane) and Virgin games are committed to the countrywide expansion
of their gaming departments. It is also worth remembering that there is a
potentially huge market which consists of players and ex-players of
Games Workshop's products who are familiar with the Warhammer
world and mught be convinced to try Role-playing to war gaming
occasionally (its cheaper).

Also worth mentioning 15 the Journal Interactive Fantasy (also
published by Hogshead), a forum for deas and discussions on the all
aspects of role-playing, gaming and beyond, While it does not always hit
the mark, opinions are always expressed intelligently and with compe-
lence, the articles never bore. | can't recommend this highly enough.

Submissions Policy

IT you have any ideas, articles or points o make please communi-
cate them to us at the address inside the front cover. If possible please
include your text on a disk (ASCI] format if possible). This will be
returned if required.

If you wish to submit artwork, it must be no bigger than A4

again please state if you would like it returmned.
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A Brief History of WFRP

Back in 1986, Games Workshop heralded the arrival of its new(and last)
roleplaying game with a pullout in its monthly magazine White Dwarf
and which promised a world of danger, chaos, corruption and adventure.
By and large it duly delivered becoming the first of the 'dark fantasy'
RPG's..

While the rules were descended from the D&D family line,
simplicity and flexibility were the names of the game with emphasis on
keeping it all flowing. The rules contained plenty of innovative ideas
and took the best parts of other games as influences, it is a system were
combat is dangerous, insanity always around the next comer and in
which careers and skills offers a multitude of advancements. Sometimes
the rules are a bit clumsy but all in all they helped shape a unique system
but WEFRP inherently contained the potential to be more than any of its
predecessors.

WEFRP was one of the first RPG's in which the world setting was
vitally important to the game as a whole and yet did not
have an established literary world to base the founda-
tions. The game set out to create unique atmosphere and
tone that would stand out from the crowd. (the game did
_, retain a flavour of Tolkien). Taking a late medieval/early
. renaissance Europe as the tapestry from which to

embroider its tales of chaos and heroism but includ-

ing a welcome dose of humour, the 2001 inspired 'last

words' line from Empire in flames was a groan induc-
ing classic.

...~ Rules and scenarios followed, with honours
gk 0 going to the 'Encmy Within' campaign. Excel-
~5-.. lent support was also provided by White
"7 Dwarf magazine and its best articles are now

to be found in Apocrypha Now (some of which
~"  was earlier collected under the Restless Dead
(GW)).

As with the unseen changes in the
Empire, decisions were




being taken behind the closed portals of Games Workshop for WFRP
was the last Salvo from the "old GW". It was a slow but sure end as Space
Marines boarded the good ship WFRP from the cruiser HMS Profit and
finally in 1992 placed in hibernation sending it on a long voyage.

There has been much griping about GW, it methods and motives ,
some of these well justified. However they left behind, to my mind, the
best fantasy RPG to date and to players it looked as if that was that.

Come 1995, rumours from the front reported that the previously
unknown Hogshead Publishing had taken over the WFRP licence from
GW and were committed to reviving the game and carrying it forward,
publishing new material along side the old. First impressions show they
are enthusiastic about the task ahead and we look forward to releases of
both WFRP and their original products with interest.

However, in ten years the world of Role-playing has changed
dramatically, revolutionised by White Wolf's storytelling system and
collectible card games (Magic et al). So does WEFRP still cut the
mustard? To some degree this is purely academic as long as people are
still enjoying the game but launching the game as new 1s a different
matter. However WEFRP was always ahead of its tuime and still remains
unigue 1n flavour and highly playable in a myriad of styles,
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REVIEWS

Warhammer Fantasy Rele Play Rulebeok - Hogshead Publishing

As your reading this I will trust you will know what to expect. Little has
changed since Games Workshop's version although Hogshead seem to have
amended the few errors present in the original pressing and they have also
included a newly designed character sheet.

However would this not have been a good time to revise the rules and
released it as a second addition. There are rules published since that would
have fitted comfortably into the main body of the text and other parts that
could have generally tidied. An Index would also have been nice.

The only possible emission [ have noticed to date is that Hogshead
have chosen not to include the skill Sense Magical Alarm which had been
included in a White Dwarf Errata article. 1 include it here out of interest;
Sense Magical Alarm: Characters are able to sense when an object or an area
is protected by the spell Magic Alarm. A successful Int test is necessary (0
detect the alarm. Two yard radius. You cannot disarm the spell.

Enemy Withi/Shadows ever Bofenhagen - Hogshead Publishing

Again, few changes and the book remains useful with rules for herbs, details
on Sigmar etc. and Shadow over Bofenhagen is a fine adventure to start the
epic Enemy Within campaign. For those of you who already own the book
there is no reason 10 buy it again but if you don't it comes well recom-
mended.

The only fault I have is with $.0.B. is the ending, in that the long
term effects of failure are not mentioned and in this case is very important,
the writers giving only short term guidelines. It seem as if these were only
put in as a after thought with the assumption that the party cannot possibly
fail. Personally when running the adventure I ended up with the failure
situation after an exchange at the climax of S.0.B. along the lines of..

GM: Ahead are X etc. etc. (I'm giving nothing away). Reana
takes x damage.

Reana: Down to one wound!!! This is too dangerous, I'm off.

Rest of party: Vi ¥ L

Reana: Byeee!

Olver: If she's going I'm off to.

Grimflet: Soaml.

Silas: Me to.

Ablas: Wait (or me.
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Enemy: Ha! Ha! Ha!

I would liked to included some guidetines for the effects of failure but
fecl it would give the ending away to potential players and so I not willing
to de this. Maybe Hogshead can add an extra page to Death on the Reik.

Apocrypha Now - Hogshead publishing

Apoathecary Now is a collection of writings mostly collected fram White
Dwarf and Flame Publication’s Warhammer Companion which | have not
seen.

There is a wide range of material here including a number of shon
adventures and scenario ideas which can be vsed to fill out areas between
campaign pivot points. Among these are new careers, skills and rule
changes.

The articles on Nobles, Racial Psychology and Fate Points are all
enjoyable and capable of adding something extra 10 your game. New
careers | can take or leave (especially the Elven Wardancer) and the
combat rules are worth incorporating (except maybe the Effective Initia-
tive rule: too much hassle). I also like the firearms feature which does not
fall into the all to easy trap of making them over powerful.

While I don't mind pages of magic item descriptions | don’t like
the idea they should be rolled for randomly. Magic Items should be very
rarely used making them all the more interesting when discovered. It
should be always be “Arrrgh, a ring of fireballs.” as opposed to “Yawn,
not another ring of fireballs.” Rarity is a good rule to apply to everything
from monsters to saving the world.

Overall, if you do not own the original articles this 1s a very good
buy. Some of the articles and both scenarios have appeared in the Games
Waorkshop release ‘The Restless Dead’{1989).

Dying Of The Light - Hogshead publishing

The first original Hogshead WFRP product is a complete scenario braken
down in chapters each penned by a different writer. Overall the book's
style in both content and appearance remains similar to GW's original
modules.

The Dying of the Light concerns the adventurers search for an
artefact known as the ‘Moons Egg' in order to save Marienburg from
destruction. The quest is a race against time with encounters ranging from
highly interesting with diplomacy and thought as the only ways to solve
them te outright hack n’slay.
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Bar a couple of quibbles which I will come to
later there is a lot I like about this module.
Overall the NPC’s are well written and manage
to avoid stereotypes, there is a good use made of
a previously underused creature as wcll as treat-
ing an old standby in a different way. Two new
Orders are also described, both of which are
interesting and well thought out. A couple of
moral dilemmas are also thrown in among a
number of excelient set-pieces.

Now to the quibbles. The players are left
with very little freedom but are forced along in
one direction. Now while this is generally exceptionable due 10 the style
of The Dying of the Light there are a couple of points on which players
cannot deviate and if they do the plot will completely unravel. The
adventure is also so self contained that a number of the NPC's and orders
are unusable in future adventures.

The Dying of the Light nine adventures/chapters need to be run
back to back which does give the GM some respite from writing but with
a bit of work the adventure could be turned into a longer turn campaign
sacrificing some of the urgency it generates but making it a fully rounded
story.

This is a good effort from Hogshead and bodes well for the future,
especially considering the range of writers who they gathered. There may
well be future comment on this product once I have actually run it but at
present it does not fit into my campaign.

Hogwash - Hogshead publishing

A free Newsletter/Fanzine from the Hogshead. The first issue contains
release details and dates for upcoming Warhammer products as well as
other Hogshead products and is a good, if brief read. Pick this up from
any good games shop or write the following address to be added to the
mailing list. Write to - Hogwash, Hogshead Publishing, 2%a, Abbeville
Road, London, SW4 9LA

Yalkriye - Volume 1 Issue 10

Returning after a break of some months, Valkriye is promising a regular

service from now on. Bar some reviews on WFRP products there is
(Continued on page 47)
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ARCHIVE

Listings of the various skills, careers and other assorted items that appear
for Warhammer RP. [ may include them as part of a larger Index at some
future point in time. Some spells and creatures have not been included as
these tend 10 be scenario specific and if mentioned may give plavers

clues.

SKILLS

Call Animal*
Court Intrigue*
Distract*
Dynastic Knowledge*
Influence*
Intimidate*
Scholarship*
Stewardship*
Transfix*
Warchant*
Whirling Death*

CREATURES
Gnomes*
Clan Scruten (Skaven clan)***

GODS
Adamnan-Lord of the Drxnce*
Horned Rat - Skaven God**

Kamos-Lord of Beasts (Aspect of Taal?) *

Khome - Chaos God**
Nurgle - Chaos God**

Ringil-Gnome Gods of Smiths and Jesters*

Sigmar- Empire**
Stannesh - Chaos God**
Tzeentch - Chaos God**

*Apocrypha Now

*+Linemy Within

SPELLS

Pool Power**

Various Battle Magic + Druidic
spells***

CAREERS
Beastfriend, Elvene
Dwarf Loremastere

Jestere
Nobles Rank 1-5+

DISORDERS
Delusion*

DRUGS/HERBS
Alfunas**

Earth Root**
Faxtoryll=*
Gesundheit**
NightShade**
Ranalds Delight*
Salwort**
Sigmafoil**
Speckled Rustwort**
Spiderleaf**
Tarrabeth**
Valerian**

s*+*Restless Dead
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THE TRAVELLERS TALE

Joseph Ganard swore (0 hinsell and drew his cloak tighter to peutect himsell {iom the wind and rain
thanking Ulric that his wife had bought him such a finc ganment. He stared muserably dowa at the "The
Marsh Gas and Quicksand', his fuvourite watering hole and wishwed he was there insicad of macching up
and down this same piece of wall. Tonight would have bocn a goad night ta, not only had a new batch of
ale amrived from Gurthurst but 1wo strangers had amived just before the gates had been closed and Otio had
said they hind promused o tell slosies for their keep.

The first of the nwn was obviousty u wiuTiof, a two handed sword slung 2uross his back was
wom comfonably bul Ui second was oddes. Hiz face was heavily scarmed and the eyes wakhed like a
hawk bul Joseph could not help but stare at the two stumps where his hands should be but  yet e wore
waows and in the packing he could nuke cul the shape of a sword and shield, He had guided the hovse
by using hic knees and togeiher they dismounted and entered the Inn

The wind and rain caused the Inns shuticrs to naitle but except for the slurp of the fine new ale

anct tankasd on wood  there were few soumds in the Tnn as the stranger spoke. The first of the men had
spoken for two bours the audience listening in rapture at the tule of lvoism and danger mnong e dark of
the Engures forestx. Some of Uw wwasfolk had locked wormied when Klaus the bacman has asked Uw
handless truvella w wll them how he lost his anns but he wak no offence and told his slory.
“Ten years ago you would have found us ighting with the Dwarfs ot Khazak Durin, & sisall setUement in
U mountaing 1 the west were we had gone 1o help an oid Iiend. We were on Patrel with our friend Dol
Am'Guillan und twe others of his Dwarven Brethiren, whose names escape me at present when we were
ambushed by a ruiding pasty. Now reaember the Tunnels of the Dwarfs are dark and clausicophobic,
whare somctinies a foouful] eshous for nubes and other ¢imes nut at all. The creatures seenied 10 conw vul
of nowhere emerging from the walls, a score and a half of goblins led by an ogre whosc head was thal of a
devil und inn hig hands he held a blade fully twelve hands long. loeged from a chaos fire and crafted by evil
incamatians.

*"Now Tunbel fighling i% a unigue method way of fighting, iU's dark, weapon swing has o be
modified constandy und your feet are forever being Lripped by dead bodies and equipnient not to mention
the blowd, This fight wus no different, Goblins crowded the winnci stoppang their leadet coming through
but as onc of the Dwarfs slippead and fell our line faltered aod 1 pushed through to close the gap. This was
my undoing for as the Dwarf fought his way upright 1 found mysell alone with the Ogrs-crearure beaning
down on me, | had found nothing like it and moments laer | stood sisning at the two halves of my swaord
before he swung again cutting buth my hands off, ~

The speakee winced as if in pain and stood and walked away fromn the fire, his friend continued
the story and the sudienve focused their alleation v hiny

“The Gohling were [ar from besken and as a surprised Gotdin head fell o the ground
encouraged by my blade | saw Ans stuing W his kaces, blood pouring from the stups of hig anws. The
ceature mude ready 10 plunge the sword through his hean and then fresn nowhere Dot A’ Guillan
Llannched himself in the things body, blood and steel everywhere. ] was distractod and when T nexi looked
they bodi lay on the ground unmoving. The Goblins couted and in seconds there was silenoe broken only
by my heavy bicatliing und the dripping of blood. One of dwe Dwarfs had served as a Fhysicians apprentice
in Talabheim and saved Arig's life although Dol was dead. We retumed to the town, were Dol was
buried and 3 feast held in his honour while we waited 10 sce if Ans would survive, Weeks later we set oul
for bome for Ais wished 1o retum to his fanmuly, He betieved his life was over, it only w Lell stories of his
piast while find by others but as we sadd our godbyes a Dwarven Lond stepped forward with 1wo gifts in
his arms and knecling down he unisolled the cloak holding them,™

“And [ was whole agiin.” The crowd twned to Aris and saw that he held a shield and sword
built into the two leather lace up sheaths that covered bis anm but he had the look of the warrios. *The
Lords anisans had produced two false amns for me so that | could fight aguin. While you may pity me il
matters act for in combart | truly live again and | am twe cqjual of any man & creature and <hiaos has onc
more waImior 1o congquer.™

See Page 39 for Prosthetics article
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THE USUAL SUSPECTS

The usual suspects will be a regular column profiling different Non Player
Characters that can be slotted in an session at short notice.

Sard -Skaven Hunter
“I fight Evil with Evil"*

Physically Sard appearance is that of a half-elf except stockier and taller
(6'3") than usual. His clothing and annour is simple and dark except for a
highly stylised golden brooch. His temperament is cold, laconic and stern
expect for those with whom he truly knows and trusts and those who come
into this category are few.

Sard has no idea of his parcntage and was raised by the famed Dwarf
Anon Bum, who taught Sard everything he knew before they argued over
Burn's refusal 1o divulge the identity of his parents due to an oath he had
sworn to that affect. They have not seen each other singe,

In time he fell in with a party of adventurers and for ten years they
became his family uniil the group was hired to find Skavenblight and find it
they did, however the Skaven also found them. As they fought Skaven
mages called for Sards capture and he was the last to fall.

He spent over ten years in a Skaven jail seeing only the Grey Seers
who tortured and experimented on him. Once after being tortured within a
moments reach of death he remembered seeing the over eager torturer killed
personally by one of the Thirteen Lords of Decay. He became a shadow of
his former self and the Seers guard lapsed enough for him to escape,
although it took him a year to travel to the surface. Sard has never found out
why the higher echelons of Skaven society were so interested in him.

Sard is now an expert on and Skaven and their culture as well
knowing most of Skavenblights layout. He is convinced the followers of the
Horned Rat are the greatest threat to the Old World. They in turn fear him
and hate him.

His activity in Skavenblight is made possible by his unnatural ability
to operate underground with 95% invisibility, e has also developed a
poison which is fatal to Skaven. (Skavenbane One Dose = Deatly))

Wherever there is Skaven there is a possibility that Sard will be

watching and waiting to strike. He s potentially a powertul ally but his
trust needs 10 be cultivated for he does not sutfer fools gladly.

* Tacky, (vercun s
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However Sard is only one man and there are few that even believe in Skaven
and fewer that believe in them as anything other than a sub-species of
beastman. He should not be used as a rent-a- NPC but a skilled, knowledge
and powerful individual who will use the party for his own ends and
certainly will ncver owe anything o anyone.

Sard believes that his methods approach evil and sometimes there is
little that separates him from the Skaven. When Sard has time to dwell on
this and the belief that he alone holds back the Horned rats tide, he
sometimes sends Sard descends the blackest of depressions where he can
withdraw for days. This is actually an illness caused by his ordeal which has
also left him prone to Nightmares

MIWSIBS[S|T|W]| I |[A[Dex| Ld | Int { WP | CI | Fel
5| 71| 52 6] 5| 13] 75| 3] 61| 44/ 63| 58/ 78 40

Skills: Ambidextrous, Read/Write, Dodge Blow, Acute Hearing, Scale Sheer
Surface, Excellent Vision, Night Vision (100’) Sing, Speak
Languages- Queekish, Dark Tongue, Old Worlder, Dwarf, Gobli-
noid, Animal Care, Animal Training, Dodge Blow, Etiquette, Her-
aldry, Ride-Horse, Strike Mighty Blow, Orientation, Strike to Injure,
Strike to Stun, Disarm, Ride-Horse, S.L.- Battle Tongue, S.W. - All,
Concealment - Rural:Urban, Prepare Poisons, Shadowing, Silent
Move- Rural;Urban,

Items: Chain (1AP), Sword *Astari (Bite of the Shadow)” (Minor death rune

v's Skaven), Left hand dagger, Brooch (His parents)

Notes: 95% Silent/ Invisible while underground, 2 Dodge blows per round.

Lu "Knuckles" Gatter - *“Mr. Fixit"

Known as knuckles for constantly cracking of his fingers, Lu Gatter is a man
of considerable personality and contacts. He can be used in any city in the
old world where the law is reasonably in control allowing him to find a niche
to ply his trade.

Lu's ‘job’ i the as a middleman for what ever anybody wants from
assassination to document forgery. He knows anyone and everyone and once
he is convinced of a patron can pay he finds the best people for the job. He
can act as an ideal entrance to any adventure,

Adorned in large amounts of cheap gold jewellery and the latest
fashions, Lu is an easily recognisable figure never seen out in public without
his discreet (but not too discreet) bodyguard. He is well known
among both the law and criminal fraternities and both leave him
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well alone due to a mixture of well placed bribes and powertful friends. Lu
is cocky, proud, generous and egotistical but while he will brag about
himself and his deeds he will never ever mention names or specifics
priding himself on being honourable. He is famed locally for having a
“silver tongue”.

Lu grew up in the cities peorest district and spent years as a clipper
and then a fence for a local gang before fate played a hand. A local noble
came to pawn some family artefacts bemoaning the fact he was owed
money by a couple of gamblers known for their dishonesty and violence.
Lu arranged a fee and contacted an old friend to put the squeeze on the
debtors and since then he hasn’t lcoked back.

He has no closc friends as he trusts no one and any morals
concerning his Business have long since gone. However he is forever in
company listening to gossip and making acquaintance. He will often buy
groups of struggling adventurers dinner and drinks for the night just in
case one day they can return the favour. He is always paid and always
pays good money.

M|IWS|BS|S|T{W] I |A|Dex| Ld | Int | WP| Cl | Fel
4] 39| 50{ 3 8 54) 1| 41| 28] 33| 43| 37| 47

bt

Careers: ex Thief (clipper), Fence

Skills: Blather, Public Speaking, Palm Object, Concealment Urban, S.L.
- Thieves Tongue, S.S.- Thieves Signs, Silent Move Rural:Urban,
Evaluate, Magical Sense, Super Numerate

ltems: 50 GC’s worth of jewellery, 70 GC's cash. Throwing knifes

RECOMMENDED
LA REINE MARGOT
(Dir: Patrice Chereau, France 1995)

La Reine Margot (The Queen Margot) concemns events leading up o and resulting
from the Saint Bartholomew's Day massacre of 1572, where the Huguenots (French Protes-
tants) where killed by rampaging Roman Catholics in the streets of Paris. Although this is
central point of the film the main story concerns Margot and her political marriage and the
subsequent intrigues in the French court. The film stars Isabelle Adjam, Daniel Autew! and
Jean-Hughes Anglade and is subtitled.

For GM's looking to run a campaign based in Royal Courts this gives excellent ideas
for subterfuge and intrigue not W mention plenty of scope for Noble NPC's, Everyone is a
pawn in someone else’s game and Death 1s a viable option, Should also give fresh ideas on
blood feuds and religious bigotry. Players with Noble character s may also find a few hints on
playing their blue blooded alter ego’s
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PERSECUTION - A Short Scenario

Miserable creatures, thrown for a moment on the surface of this little pile of mud, is it decreed
that one half of the flock should be the persecutor of the other? Is it for you mankind, to
pronounce an what is good and what is evil?

Marquis de Sadce, 1782

Fear 18 our greatest weapon,
Fire our chasen tool,
Witch-hunter General Mikhal Reeves

This is a short scenario that can be placed on any road journey without to
much effort. How you run Persecution depends on the kind of campaign
you run, the attitude to Mutants, powers of Witch hunters etc. As always
feel free to make any changes when you run it. All details on NPC's can be
found at the end.

PLAYERS SHOULD STOP READING HERE!

Introduction

Mayor Dodem Jenson and Josef Fedris are afraid. Both of them for
different rcasons and one is ready to rid himself of his fear by any means
possible.

Jenson is Mayor of the town of Rodenstein, a small man leading a
small town, populated by superstitious citizens. Jenson is afraid because
he is a mutant, an offence punishable by death in Rodenstein however
because his mutation is hidden he survives from day to day slowly
becoming more and more paranoid.

His fear slipped into terror with the news that two witch hunters
were approaching Rodenstein, travelling from town to town rooting out
those practising the black arts and those bearing the marks of chaos.
Jenson believes that the two Witch hunters will spot him for what he is
and burn him,

Together with his right hand man Stod, he has hatched a plot to
show he is anti-mutant, timing a burning of a mutant with the arrival of
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the Witch hunters. His Victim is Stanlisa Fedris, eight year daughter of
the town crier Josef , one of the most liked members of the town as well
as one of the biggest critics of both Jenson and Stod.

Stod has kidnapped Stanlisa and hidden her away awaiting the
Witch hunters appearance. Her father meanwhile has exhausted his at-
tempts to convince the Mayor to free her and has set out to the find some
mercenaries to rescue her. Josef has travelled to the Moon and Comet
roadside Inn to await his only hope.

On the Road

Burnt Stakes

The party are heading towards <party's destination> travelling through the
forests of the Empire. It has been raining steadily for two days and
everyone is miserable and damp when there is a break in the trees on the
left of the road where the ruins of a cottage now stand. The building is
burnt out, its roof or windows. Outside the front of the building stands a
stake with a burnt corpse manacled to it.

There is nothing of value surviving in the cottage although if the
ashes around the stake are searched the bones of a cat can be found as
well as a charred necklace of Solkan around the corpses neck and a gold
ring (60GC) . The old woman (Mrs. Desdt) who lies burnt was convicted
by the witch hunters and disd moments before the rains began. Mrs Besdt
was the widow of an adventurer who had left her a magic ring on his death
bed, which although it contained only one fireball it was this she used on
a group of orcs who attacked her as an easy target and from then on she
was left alone as being dangerous.

Burnt Steaks at the Moon and Comet

Through the easing rain you see can see the roadside inn situated at the
top of the fork in the road. from the outside it looks no different from a
hundred other inns you have visited. As you approach the building you
see two arrows on each corner off a wall, one pointing to <party’s
destination> the other to Rodenstein, Qver the entrance hangs a newly
painted sign "The Moon and Comet'.

The Moon and Comet is a Inn constantly full of farmers and traders
passing through, staying in its two large dormitories. The establishment is
run by Helena Klinton and ber son and two daughters, the other staff
being Ran, a Elf who does the cooking and Reece a bouncer/stable boy.

The atmosphere is pleasant and the food good (if a little over
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cooked) and the locals are talkative after a couple of drinks, although they
will give threatening/unusual behaviour the cold shgulder.

Conversation in the inn centres around the passing through of the
two witch hunters two nights previously and the burning of Mrs. Desdt
along the lines of "She always seemed like such a nice old lady, you never
can tell, can you?” and "I heard her cat was a evil forest spirit.” etc.

As the party are about (o retire to bed or leave, they are approached
by Josef Fedris who offers to buy them a drink. He wailts for the drinks and
then begins to talk. "My name is Josef Fedris and I am from Rodenstein
ten miles up the road. I come 1o you on my knees to beg your help. My
daughter Stanlisa has been kidnapped and sentenced to death, please help
me rescue her. I have a purse containing a 50GC's as a deposit for your
help and there is more."

The total amount of gold he offers should be enough to interest
your party. Josef will tell everything he knows (i.e. Mayor is going to burn
his daughter in two days time) and that the only reason he can think off for
the mayor's action is due to his speaking out against his policies. He
believes it will be better for the party to behave as if they don't know him
s0 as not to alert the Mayor and warns them against crossing Stod.

Scenario Timeline
Day 1 Afternoon  Burnt cottage
Dusk Arrive at the Moon and Comet
Day 2 Moming Arrive at Rodenstein (possibly?).
Mayor giving anti-mutant speech.
Day 3 Dawn Witch hunters arrive.
Stanlisa burnt (possibly?).

Raodenstein

Rodenstein is a small market town (pop. 600) which serves as a centre of
commerce for surrounding farmers and woodcutters. The town is run by a
council of twelve voted for by the towns professional citizens and who
then vote for a mayor who heads the council. The council have powers to
hire a Watch captain who is in charge of two sergeants and twenty men
(eight part time),

The people are friendly but suspicious of magic users etc. and
afraid of the depravations of chaos even though few have experience of it,
believing and exaggerating stories. The population generally trust the
council although are becoming fed up with the mayor, mainly due to the
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excesses of Stod and his men. Stod holds the rank of Watch Captain (after
the mysterious disappearance of the last incumbent) and his men are treated
as honorary Sergeants. This situation has resulted in bad feeling between
Stod's men and the Watch.

Everyone knows Stanlisa is to be burnt and most are very disquicted
but afraid to do anything about it, scared of being accused of being a coven
member. Most inhabitants also know of her minor deformity and everyone
(except the watch) believe the girl is being kept at the jail.

I am one, you are a thousand,
Yet you fear me,
Persecule me,
I have done no harm,
No ¢rime, no blasphemy,
Fear fuels this bumning fire,
Bums away miy differences,
Until 1 am ashes and dirt,
And in 2 thousand vears you will be the same,
Hans Ashford’s last words on the stake,

Arrival at Rodenstein

The toll to enter Rodenstein is one shilling per leg (includes horses).
Two members of the watch are on duty here and will happily give
directions to The Elector's Proxy.

As they make there way to the Inn at the town square, they see a
hundred people gathered around a lectern on which the mayor is finishing a
fervent anti-mutant speech. To one side stands a stake covered surrounded
by logs covered with water proof sheets, two guards stand in front of him,

When in Rodenstein
The armival of the party in town will not go unnoticed and Stod will
order Sgt. Dapps and Smelly Ivan to find out the reason for the visit. Dapps
will take two men along and if the party are generally pleasant they will
find him good humoured and possibly a useful friend, lvan will keep quiet.
If the party start asking too many questions two things will happen.
Stod will get the watch to arrest them and Josef Fedris for incitement to riot
(Sgt Dapps will try to warn them if they were friendly previously but
generally it shouldn’t be to difficult to escape). The second is that eventu-
ally a local will point them in the direction of Irvine Braggs the mayor's old
partner in the merchant trade.
Irvine Braggs is a bitter old man ruined by the Mayor when
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conned in a business deal but he could never prove this. Irvine belicves that
the Mayor is trying to hide something and that Stod has a large amount of
influence over the mayor. If asked were the girl might be he points out that
the mayor owns a number of properties around the town and keeps the
deeds in his study desk.

At the Mayors house

The Mayors house is empty between eight and six when he is at the
town hall. From six to ten he, two guards (Gilbert & Larson), a cook and a
butler are present. Over night he sleeps upstairs and the guards downstairs
(usually playing cards until late).

‘The property deeds are keep in a locked drawer in the study as Irvine
said. The deeds show The Elector's Proxy, two shops (Millers and armoury),
moneylenders and lastly a tailors. Written on a sheet of paper signed by the
mayor is a order for Two reinforced doors (with hatches), six wall hung
manacles, cooking utensils, piping and stove.’ It is dated two months ago.

All the properties are normal, they happily pay over a set fee
(reasonable) to the Mayor each month, except the tailors which lies de-
serted.

The Tailors

Any passer by can tell the party it has been empty for over a year
since Mr Milner died. Inside all the equipment, piles of fabric and Mr
Milner’s personal effects lie rotting. The stairs to the basement have been
made impassable filled with rocks and tar and the trapdoor leans against a
wall. Once the mats have been pulled up this is very obvious.

When Mr Milner died, the Mayor sealed up the basement and then
built an entrance from the sewer and fortified it as a prison. The builder who
put it together went home to Nuln and the local Rat catcher was paid for his
silence (not to many people speak to him anyway). This is were the girl is
being kept.

Unless they decide to wait to ambush them on the way to the burning
then the party will probably attack the prison.

The Sewers

Rodenstein sewers are very easy to explore with only four passages
(in a cross shape) that are man sized (those over 6 feet tall suffer a -10WS
and -20 Dodge blow) if forced to fight in them. The sewers are also
very smelly once you are inside, they are also filled with smoke from

Warpstone - Issue One



the guards stove.

The arca should not be to hard to find and from under ten feet
away the door is very obvious. It is made of wood, reinforced with iron
(T4 W8) and has a small hatch at eye level. To one side is the smoke pipe
for the stove and if this is blocked will fill the room with smoke although
Stod will believe the worst and extinguish the fire.

1. Smelly Ivan and Fargo live here and the place is a tip filled with half
caten food, in one comner sits half full barrel of ale in which a dead rat
floats. The room also contains two bunks, a stove and a table for playing
cards. Both men sleep (badly) in their armour and one always remains
inside to open the door. Stod can often be found here playing cards and
keeping them in line.
2. Cell. This cell contains only Stanlisa chained by one hand to a wall, half
starved and hiding a fork under her leg waiting for the moment to be
unchained. She will attack anyone, including those who say they are
i Continued on puge 31)
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INDEX

Full Index to the WERP rule book (Hogsheads version). Besigned to be
uscd as a pull out if required. If you the GW rulebook it will give a
general guide to the information's location. Any mistakes, additions cte.
may be included in a future issuc.

Absent Mindedncss 56

Ambidextrous 46

Accelerate Recovery  See Surpery Ambush 116
Acconunndation  Purchase of 267 Amnesia 84
Temporary 293 Amoeba 231
Acrobatics 46 Amphishaena 23]
Acling 46 Amputated Limbs 130
Actions 116 Amulets, Magic 183
Acule Hearing 46 Animal Aversion 138
Adder Rood 85 Animzl Care 96

Additional Damage 122
Additional Skills 19
Advance Scheme, New 92
Advanced Careers 94, 354

Animal Mastery 180
Animal Training 46
Animate Sword 158
Animate Tree |81

Advances 90 Animate Water 170
Buying 92 Animosity 84
Free 19 Tests 67
Rateof 91 Annihilale Undecad 177
Scheme 19 Anorexia 84
Age 15 Apuccinis (Mountains) 270
Agitator 21 344 Araby 261
Apgoraphobia 84 Arcane Language 47
Albien  26] Arianka 200
Alchemist 94 334 Amour 121 295
Alchemists 137 141 Armour 133
Alchemists Apprentice 21 344 Leather 122
Alcoholism 84 Magic 184

Monsters 214
Alignment |5 89

Amwour and Encumbrance 75
Amrow Invulnerability 138

Changing 90
Restriclions 93
Tests 65

Alipnment Change 84
Allergy 87 138
Alluminas 210
Aldorf 285
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Amow, Magic 184

At 47
Artillerist 94 354
Astillery 129

Artisan 95 355
Employment as 68
Artisans Apprentice 21 344




Assassin @ 95 335
Assault of Stones 166
Assume |llusionary Appearance
Astronomy 47
Asylums  §7

Atacks 13

Aura of Invulnerability 159
Aura of Protection 156
Aura of Resistance 155
Baalrukh 255
Badlands 271
Ballistic Skill 13

Banish Clemental 168
Banish lllusion 172
Bargain 67

Basic Tests 64

Basic Wage Levels 297
Basilisk 231

Bat, Giant & Mormal 231
Batle Magic Skills 155
Battle Rules 213
Bawd 22 345

Bear 232
Beast of Nurgle 318
Beastbane 81-89
Beastman, Chaos 216
Become Cthareal 169
Beetle, Gianl 232
Bepgar 22 345

Begging 47
Belief 193
Bestiary 213

Bewilder Foe 172
Bilbali 273

Bind Demon 162
Binding Demons 161
Bison  See Herd Animal
Biting Fingemails 87
Black Lotus 85

Dlack Plague 83
Blackroot  #1-84

Blast 139
Blather 47
Blessing 193

Blinding Flash 166
Bloodsedge 233
Blowpipes 127

Bluff 67
Blunderbuss 128
Boar 233

Boat Building 47

172

Boaunan 22 345
Boats 290
Body Arcas and Armour 121
Bodyguard 23 345
Bog Octopus 233
Bolas 28
Bolt Thrower 120
Bomb 127
Misfires 129
Bombard 129
Booby Traps 79
Boots, Magic 184
Bordeleaux 278
Border Princes 271
Bounty Hunter 23 345
Breathe Fire 169
Breathe Underwater 167
Bretonnia 273

Brewing 47
Brbe 67
Bribery 47
Bridges 289
Bronne 275

Broken Limbs 130

Buildings 76
Damage from falling 77
Deswoying 77

Buildings of the Old World 328

Burglar 40 352

Busk 67

Cadaverous Appearance 138

Camouflage lllusion 172

Camp-fires 76

Candles 76

Carver- Academics 18

Career - Rangers |8

Carcer - Rogues  LE

Carcer - Warriors 18

Carcer Classes - Academics 16

Career Classes - Rangers 16

Career Classes - Rogues 16

Career Classes - Wammiors 16

Carcers Breaking 92

Changing 92

Listof 21

Magician 136

No Scheme 92

od 92
Canuvorous Snapper 233
Carpentry 48

Carion 248
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Carvying equipment 296
Canwpgraphy 48

Cast Spetls 48 140 149
Cat, Wild 234

Catatonia &4

Cause Animasity 155

Cause Cowardly Flight 158
Cause Fear 158

Cause Fire 167

Cause Frenzy 157

Cause Halred 157

Cause Instability 138

Cause Panic 157

Cause Rain 168

Cause Swpidity 159
Cautious Rate 73
Chameleoleech 234
Champions and Heroes 214
Change Allegiance 160
Chaos 90

Chaos Beastman 216

Chaos Gods 195

Chaos Wastes 261

Chaos, Encroachment of 268
Chaps, Rule of 263

Chaos, Warrior off 229
Character Advancement and Ex-

perience 90
Characler Sheet 365
Example 59

Characleristics, Increasing 91
Charping "7

Being Charged 117
Charlalan 96 335
Charm 48
Chann Animal 48
Chemisiny 4R
Chimera 234
Clap of Thunder 168
Clausyophobia R4 B3
Clerics 96 150-151 356

Advance Table 150

Climate, Old World 270
Climb 735

Clipper 40 352

Cloak Activity 172

Clone Image 172

Clothing 293
Cloud of Smoke 167
Clown 4%

Coaches, Carts & Wapgons 289
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Coaching lans 287 328

Coaclunan

23 345

Coats of Arms, Empire 281
Coingge 292

Combat |

Comedian
Concealmen
Coikealmen

15

Fleeing 119

Melee 125

Mounicd 125
Non-Humanoid Opponents 125

Procedure 118. 126

Urnarmed I §9

Winning and Losing 119
48

t Rural 48

t Urban 49

Confound Foe 173

Constriction

See Monster Anacks

Construet 68

Consume Alcohol 49
Consumer Guide 292
Contenls 6
Contortionist 49

& A Coatrol Undead 176

Controlling Undead 175
Cook 49
Cool 13

Counterfeiter 96 336

Cowvone
Create Bog

275
181

Create Quichsand 169
Create Scared Grove 181
Creating Characlers 14

Credils 5
Critical Hits

Crossbow

Cxperienced 92
Profiles 14
Also see NPC's

122
Chan 1322
[fYecls 122-124
127

Crossbow Pistol 127
Crumble Stone 169

Cryptograph

y 49

Cure Discase 49
Cure Light Injury 155

Cure Paison
Cure Severe

$:11]
Wound 160

Curing Disorders 87

Currency Forgery 297

Curse 153

Curse of Arrow Altraction 159




Curse of Death 178
Damage, Additional 122
Dance 49

Dark Elves  See EIf
Dark Lands 261
Dawnstones 190

Decomipose 181

Delouse 180

Demagogue 96 356

Dematenalistion 166

Dewmentia 85

Demi-Humans  |n Old World
In Empire 284

Demon Lore 49
Dewon, Greater 255
Demon, Lesser 257
Demonbane  81-87
Demanic Bargains 161
Demonic Portal 163
Demonic Servant 257
Demonologist 145 363
Demonologists 160
Demonology, Penalties 138
Demons 255
Depression 86
Destroy lllusions 174
Destroy Undead 176
Dexterity 13
Difficult Ground 74
Dirach  Ses Fimir
Dire Woll 247
Disabilities 138
Offsetting 140
Disarm 49
Disease  81-82
Common Diseases 82
Contracting 82

Tests 68
Disfigurement 138
Disguise 50
Dizlocated Limbs 130
Disorders 83

Curing 87

Miwr 86

Dispel Aura 159
Dispel Demon Horde
Dispel Elementals 170
Dispel Greater Demon 165
Dispel Lesser Demon

Dispelling Demons

271

165

162

161

Dispelling llusions 171
Divining 50
Dodge Blow 50
Dog, War 234
Doors 77
Bursting through 116
Moving Through 79
Secret 79
Doppleganger 235
Dowsing 50
Draft Horses 239
Dragon 235
Dragon Turtle 235
Drive Can 50
Drug Addiction 85
Drug Treatment 87
Druid 24 345
Druidic Priest 97 356
Druidic Priest Spells 178
Druidic Priesis  151-152
Advance Table 152
Alsa see Old Faith
Druids  See Druidic Priests
Duellist 97 356
Dust Storm |69
Dwarfs 216 284
Development of 266
Seltlements 288
Dwellings, Costs 298
Eagle 236
Elemental Spells 166
Elementalist 146 363
Elementals 254
Ell 217
ElfBow 27
Elf Kingdams 261
Elfbane 31-83
Elk  See Herd Animal
Lives 284
Developnentof 264
Tree Settlements 287
Embeczler 40 352
Embezeling 50
Empire. The 281
Map 282
Employment 68
Enchant Weapon 160
Cnchanted Rope 185
Locounter Tests 111

Eoncumbrance 75 293-29¢
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Values 75 Attacks From 126

Alsa see Goods and Services Follow Trail $S1
Engineer 24 50 345 Food and drink  see Subsistence
Enteftainer 25 Foolpad 26 346
Employmentas 68 346 Forests  Shadows 383
Erengad 279 Reikwald 383
Escapology 50 Forger 98 356
Lsmeralda  20% Forgery, Currency 297
Estalian Kingdoms 277 Foul Air 170
Estimate 68 Foxes  See Small Animal
Ethereal Undead 252 Free Lance 98 357
Etiquette 50 Frenzied Attack 51
Evade Magic Alann 199 Freney 68
Evaluale 50 Frenzy 85
Evil 89 Frogs Sce Small Animal
Excellent Vision 50 Fungus and Mould 237
Exciseman 26 346 Gamble 51
Experience for Spells 93 Gumbler 27 346
Experience Poinls 90 Gambling 69

Spending 91
Experienced Characters, Creat-
ing 92
Eaplorer 97 1356
Extend Controt 177
Extinguish Fire 168

Game Hunting 51

Game Tine 72

Gameckeeper 27 346
Gamemaster, The 63

Gaze Attacks  Sce [Monster Attacks
Gem Culting 51

Fall 75 s Geography, Old World 270
Tests 68 Ghost 252

Familiars 207 Ghosily Appearance 173

Far East 261 Ghoul 248

Fanustead, Typical 332 Giant  22¢

Fate Points 15 72 Giant Animal Mastery 120

Fear 68 Giant Slayer 99 337

Fear of Darkness  See Scotophobia Giflof Tonguess 153

Fellowship 13 Gisoureux. 276

Fen Worm 237 Glowing Light 153

Fence 98 356 Glutony 85

Fimir 218 Grome 220

Fimm  See Fimir Goblin 220

Fire 80 Goblins, Lesser  See Goblin
Extinguishing 30 Gods Chaos 195

Fire Ball (55 Dwarf 208

Fire Laling 5! LIif 208

Fish 51 Halfling 209

Fisherman 26 346 Of Baule 202

Flame Sheet 169 Of Chaos 210

Flatwuable Targels 80 Of Death 197

Flee S| Of Healing 200

Fleeing Cambat 119 OfHearth 209

Fleet Fooled 51 Of Home 209

Flight 156 Of Justice 204

Flying Creatures 76 215 OfLaw 210
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Of Lcaming 284
Of Mercy 200
Of Mimng 208
Of Murder 205
Of Mature 201
Of Scas 196
Of Song 20K
Of Thieves 198
Of Tricksters 198
Of war 198
Of wWild Places 201
Of Wine 208
Of winter 202
Of Wolwes 202
Quilawed 193
Skaven 226

Gold Worm 237

Good 89

Goods and Services 292

Gossip 69

Grave Robber 27 346

Graveroot 81-90

Greal Woll 247

Grey Mountains 270

GriilTon 238

Grimoires 185

Grunghi 208
Gunner 99 357
Haggle 51

Hail Storm 180

Halfling 221 284
Development o 266
Settlements 288

Hatlucinate 173

Hammerhand 156

Hand of Death 176

Hand of Dust 177

Hand of Fire 167

Harpy 238
Hatred 69 85
Hesdaches 87

Heal Animal 180
Heal Severe Wound ~ See Surgety
Heal Wounds 51
Healing 194
Healing Times 130
Heavily Wounded Characters 130
Hedge of Thovns |70
Heraldn  $2
Herb Lore  S2
Herbalist 28 346

Herd Animal 238
Herdsman 28 347
Hcroes, and Champions 214
Heroic Idiocy 85
Hide &9
High Elves  Sce EIf
Highwavman 99 357
HippoprilY 239
Hirelings 297

Generating 298
Hiring Characiers 297
History 52

of the Empire 284

of the World 263
Hit Locations 17
Hit Modifiers 118
Hobgoblin 221
Hold Flight 157
Homed Rat, The  See Skaven
Horse 239
Household ltems 296
Human 222
Humanity, Rise of 267
Humanoid Creatures 216
Hunter 28 347
Hydra 239
Hypnolise 52
Hypnotisma 69
Hypootist 29 347
Identify Magical Antifact 32
Identify Plant 52
Identify Undead 52
lllumination 296
Illusion of Darkness |74
Itusion of Mighty Appearance 174
llusianary Army 174
IHusionary Buildings 173
lllusionary Enemy 173
Ulusionary Woods 173
lllusionist 147 364
Ilusionist Spelis 171
lmumunity from Poison 156
Inununity To Disease 52
Immunity to Poison 52
lmprovised 127
Incendiaries 128
Infected Wounds 83

from mvonsters 215
Ingredicits 135
Initiate 29 347
Initizning Hand 1o Hand Combat = 17
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Initiative 13 116
Insanities  See Disorders
Insanity 81 83
[nsanity Points, Gaining 83
Instability 215
Intelligence 13
Inicrrogation 69
ntroversion 85
lrrana Mountains 276
Items 293.297
Jabberwock 240
Jailer 29 347
Javelin 127

Jest 52

Jewels of Power 185

Judicial Champion 100 357

Juggle 52

Jump 70 75
Khaine 205
Khome 209
Kislev 278
Kislev (City) 279
Kleptomania 85
L'Anguille 275
Labourer 30

Employment as 68 347

Ladders 75

Lamps 76
Languages 291
Languages, Secret and Arcane
Lanlems 76
Lashworm 240
Lasso 127

Law 52 89
Lawyer 100 357
Leadership 13
leap 70 75
Leather Armour 122
Leech, Monstrous 240

Lesser Goblins  See Goblin
Liadriel 208
Liches 249

Lifein Dcath 177
Lightening Bolt 157
Lightening Reflexes 52
Lightly Wounded Characters
Linguistics 52

Lip Reading 53

Listen 70

Livestoch, Costs 296
Lizardbane 81-86
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129

Lizardman 222
Lochhouses 287
Long Bow 127

Loyalty 70
Luccini 279
Luck 583
Lusiria 261

Mabrothrax 257
Madmans Cap 85
Mages  See Wizards
Magic 70 133
Levels 133
Magic Alarm 153
Magic Bridge 159
Magic Flame 153
Magic liems 183
Destroying 183
ldentifving 183
Randomy (83
Spells Stored 183
Magic Light 167
Magic Lock 153
Magic Points 19 133
Recovering 124
Cleric 149
Magic Tests 135
Magical Awareness 53
Magical Sense 53
Magritta 278
Malal 209
Manann 196
Manbane  81-82
Manic 85
Manic depressive 85
Manticore 241
Manufacture Drugs 53
Manufacture Magic ltems 53
Manufacture Potions 53
Manufacture Scrolls 3
Mardagg 258
Marienburg 281
Marine 30 347
Marksmanship 53
Marsh Lighis 153
Marshlight 252
Meargh  See Fimir
Medical Attention 30
Megalomania 85
Mercenary 30 347
Mercenary Captain 101 358
Mercenary Sergeant 101 358




Merchant 101 3358
Metallurgy 53
Middenhzim 285
Militiaman 31 347
Mime 53
Mimic 53
Miming 54
Minotaur 224
Minstrel 31 347
Miraglino 280
Misfires 129
Missile Fire 126
Extreme Range 129
Procedure 126 Sharpshoating
129 Missile Weapon Chart 128
Monster Atlacks 215

Mwr 197
Mother-Goddess  see Rhya
Mould  See Fungus and mould

Mountains  Pale Sisters 274
Mounted Combat 125
Moussillon 276
Move Object 168
Movement 13 73
Allowance 74
Moving 73
Mules 239
Muleskinner 31 348
Mumny 250
Musical Instruments 296
Musicianship 54
Mutatiois ~ See Chaos Beasiman
Mymmidia 198
Mystic Mist (57
Narcissism 87
Navigator 102 338
Necromancers |48 364
Necromancy, Penalties 138
Necromatic Spells 173
Neutral 89
New Coast 262
New Waorld 262
Night Vision  S4 1S
Nightmares 87
Nightshade 83
Noble 32 348
Non Player Characters 110
Generating 111
Noh-Humanoid Opponents 125
Normal Bow 127
Norsca 262

Northemn Steppes 262
NPC's 110
Generating 111
Nuln 285
Numismatics 34
Nurgle 209
Beastof 318
Nurgles Rot 318
QObserve 70
Obstacles 74
Ogre 224
Oil, Burning 80
Old Faith, The 206
Old World 261 270
Map 272
Pictorial Map 8
®ldenhaller Conteact 301

Open 154
Oracles and Other Marvels 194
Orc 224
Black 225

Half Caste 225
Orientation 54
Onters  See Small Aniinal
Outlaw 32 348
Outlaw Chief 102 358
QOuitrider 33 348
Owl, Giant and Normal 241
Oxleafl 85
Pack Welf 247
Patm Object 54
Palmistry 54

Palsy 139
Parravon 276
Pamying 118

Part Water 168
Pathological Lying 86

Pedlar 33 348

Pegasus M1

Personal Equipraent 296
Petty Magic 153
Pharmacist 33 349
Phobia 86

Physician 182 359
Physicians Stodemt 34 349
Pick Lock S4 70

Piek magic Lock 199

Pick Pocket (SKkill) 54 71
Pickpocket (Career) 40 352
Pilot 34 349

Pistol 128
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Pit Fighter 34 349

Plot 107

Poison 8l
Adminisiering 81
Effects 81
Manufacturing &1
Obtaining 81
Prepare 55
Recovering irom  §2
Tests 71 81

Ponies 239

Potions 136

Power Levels 134
Increasing 134

Praag 279

Prayer 193

Prepare Poisons 55

Priests  See Clerics

Problem Solving 71

Produce Small Creature 154

Profiles 14

Prenc and Static Tasgets 118

Prospecior 35 349

Prolagonist 35 349

Prolection from Rain 154

Public Speaking 33

Quenelles 277

Rabbits  See Small Animal

Race, Tests  Tests 65

Racial Abilities
Dwarfs 15
Halfling 15
Human 14

Wood Elves |5
Racketeer (03 359
Raconteur 33 349
Raise Dead 178
Ranald 1938
Rat 242
Rat Catcher 36 350
Ravens See¢ Small Animal

Razordill 242
Reaclion 71
Read/Write 55

Reading and Writing Equipment 296
Red Pox 83
Reinforce Door 154
Religion & Belief 193

Pepular Altitudes 193
Recmas 230
Remove Curse 154

Repeating Crossbew 127

Resist Fire 168

Rhya 205

Ride 35

Rings, Magic 187

Risk 71

River Aver 283
Brienne 274
Grismarie 274
Lynsk 278
Morceaux 274
Ois 274
Reik 283
Sannez 274
Sol 283
Stir 283
Talabec 28]
Urskoy 273

River Lore 5§

Rivers and Canals 330

Road Wardens 239

2 Roads 239

Roadwarden 36 350

Ropes 75

Rouwnds 16

Row 33

Run Rate 73

Rune Lore 55

Rune Masiery 55

Runes 190

Runner 36 350

Rustler 37 350

Sailing  $5

Sand Clam 243
Sapper 103 359
Sartesa 280

Scale Sheer Surface 55
Scenarios, Designing — 107-110
Schizophrenia 86
Scholar 103 359
Scorpion, Giant 243
Scolophwbia 85
Scout 14 359
Scribe 37 350
Scroll Lere 55
Scrolls, Magic 187
Sea Captain 104 360
Sea Clves  See EIf
Trading Communitics 288

Also see Martenburg

Sca fdate 104 361
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Seaman 37 330
Search 71
Rapid 69
Secret Doors and Panels 79
Secrel Language 55
Secret Signs 56
Seductivn 36
Seer 1% 351
Servant 38
Employment as 63
Set Broken/Dislocated Limbs
Set Trap 56
Settlement Patterns 2806
Severely Wounded Characters
Shadowing 56
Shaking 87
Shallyva 200
Shapachange 180
Sharpshooting 129
Shearl  See Fimir
Short Bow 127
Shrines 193
Sigmar tHeldenhammer
Silent Move Rural 56
Silent Move Urban 36
Sing 56
Sixth Sense 36
Skaven 226
Skelton 230
Skill Chans
Rangers 17
Rogue 17
Warriors 17

351
See Surpen

130

206

Academic 17

Skilled Hirelings 297
Skills 45
Listing 45
New 92
Non-Career 93
Random 46

Skin Complait 87

Slann, Decline of 264
Slann, Fallof 263
Slaver 105 360
Sleep 154

Sling 127

Small Animal 244
Smash 157

Smithing 56
Smuggler 38 351
Snakes, Giant & Normal
Sneak 71

245

Snotlings 228
Soldier 39 351
Solkan 209

Sounds  I55
South Lands 262
Speak Additienal Language 56

Spear 127
Specialist Weapns 56 126
Spectre 253

Spell/Test Enhancements 135

Spellcasters 133

Spells 134
Casting 134
Enhancing 135
In Magic ltems 183

Leaming (36
Magic Point Cost |35
Maximum number 137

Maximum num-

ber(Clerics) 149
Source of
‘Targeting

™ Types 134

~ Spider, Gianl 245

Spot Trap 57

Spread Insanity 165

Spy 105 360

Squire 39 351

Squirrels  See Small Anima)

SwT-Sling 127

Stammer 87

Stand Still 160

Standard Rate 73

Static Targets  See Prone and Static Targets

Steal Mind 156

Swals  See Small Animal

Swone Thrower 129

Stoneworking 57

Stop Demonic Instability 162

Stop Instability 177

Stop Wound Loss  See Surgery

Story Telling 57

Sireet fighter 57

Strength 13

Strength Loss 139

Strength of Combat 156

Strength of Mind 160

Strike Mighty Blow 57

Strike 10 Injure 57

Sirikc to Stun 57

Strongman 57

t37
136
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Stwudent 39 351 Tests 64

Swns 125 Againsl Non-% Characteristics 65
Swpidity 71 Alignment 65
Subsistence 293 Basic 61

Sudden Death Critical Hit System 124 Combined 64
Summwon Demon Horde 165 linprovising 65
Summon Elemental 170 Race €5

Summon Llemental Horde 171 Stapdard 66

Summon Encrgy 162 Thealogy 58

Summon Great Power 165 Thiel 40 352

Summon Greater Deimon 165 Thralls  See Fimir

Summon Guardian 162 Throwing Knife 127

Summon Lesser Demons 163 Tilean Cily States 279

Summon Magical Aid 163 Time and Mation 72

Summon Skeleton Champioa 176 Unitsof 73
Summon Skeleton Horde 178 Tiwe Line for the Known World 269
Summon Skeleton MajorHero 178 Timetables, Coach 289

Summon Skeleton Minor Here 177 Te Hit Modifiers  LI8

Summon Skeletons 176 Melee 126
Summon Steed 162 Alse see
Summon Swarm 17! VeaponsiMedifiers)
Summon Total Power 165 Tobaro 280

Toll Gates 2839 330
Tollkeeper 41 352
Tomb Robber 41 352

Summoning Demons |60
Successive 161
Summoning Elementais 166

Summoning Fower 161 Tomb Rt 33
Surnmoning Undead 175 Tools 296
Sunworm 245 Torwre S8
Super Numerate 57 Torurer 106 361
Supplics See Goods and Services Total Control 178
Surgery 57 116 Toughness |3

Curing Disorders 87 Toughness Loss 139
Surprise 116 Tracks 239
Swarm 245 Trader 41 352
Swim 58 Transfer Aura 159

Tests 74 Transformation 139
Taal 201 Transport, Costs ~ Vehicles 296
Taillor 5B Riding Anirmals 296
Talabheim 286 Also see Travel costs
Talking in Sleep 87 Transport, Modes of 260
Talking to Sell 87 Trapper 42 353
Tall Oppanenis 125 Trappings 18
Tangletham 180 Additional 19
Tap Carthpower 18] Traps 79
Targeteer 105 361 Typical 80
Tarpeling Spetls 136 Travel Costs 297
Tasks 64 Travel inthe Old World 289
Teleport 175 Overland 289
Templar 106 361 Water 290
Terwnal bleeding 130 Treasure Random 189
Terror 72 Table 110
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Values 110 Modifiers 120

Treat Amputation  See Surgeny Werecreatures 246
Treat Heavy Wounds  See Surpers wWFB 213

I'reeman 228 Wight 253

I'rick Reading 38 Willpower 13

Troglodyte 228 Wwind Blast 156

Iroll 228 Wind of Ocath 178

I'roll Slayer #2353 Wit 58

I'rollbane  E1-RS Witch-hunter 106 361
ITuefeil  81-88 Wither Vegetation 168
lunne) Fighter 42 353 Wizards 107 363
Tunnel Thecugh Stone 171 Wizards 137

Ulnic 202 Specialist 138 142
Unarmed Combat 119 Wizards Apprentice 43 353
Undead 248 Wolves 247

Understand Language 72 Wood Elvez  See EIf
Unicom 245 Woodsman 43 353
Universal Confusion 174 World Guide 261

Unpleasant Qdour 139
Ungkilled Hirelings 297

Worlds Edge Mountains 270
Worms Fen 237

Vampire 250 Gold 237
Vanish 174 Lash 240
Vencration of Chaos Geds 195 Sun 245

Qutlawed Gods 195
Venom  Blade 81

Wound Infection 83
Wound Loss 139

Animal 82 : Wounds 13
Ventriloquism 58 Wounds and Recovery 129
Vercna 204 Wraith 253
Very Resilient 58 Wrathofthe Gods 194
Very Strong 5% Wrestling 38
Village, Typical 333 Wyvern 247
Vision 76 Zero Level Characteristics 14
Viydagg 258 Zoats 248
Walk on Water 167 Zombic 251
Wall Shaker 171 Zone of Cold 155
Walls, Hacking 77 Zone of Demonic Nullification 163
Wandering Creatures 109 111 Zone of Demonic Protcction 162

Encounter Tests 111 Zone of Hiding 167
Reactions 112 Zone of Life 176
Wands 188 Zonc of Purity 181
War Dog 235 Zone of Sanctuary 158
War-horse  See Horse Zone of Silence 155
Warhammer Battle 213 Zone of Steadfasiness 158
Warpstone  see Shaven Zone of Warmth 135

Warrior Of Chaos 229
Wasieland 280
Way Temples 287 332
Wayside Shrine 331
Weapon Skill 13
Weapons 119 295
Magic 189

Warpsione - Issue Oae



(Cominiied from page 18]
going to help her.

The Witch hunters Tactics

The Witch hunters normal tactic is to arrive in town and after riding
round the inside of the wall | they take up residence in the inn. A few hours
later the third member of their team arrives and listens to the gossip (i.e. |
bet there after so and so. etc.} and then pass this information to the Witch
hunters.

Execution Day and Conclusion

The events of execution moming depend largely on the actions of
the party but the most likely possibilities are below.

On the moming that Stanlisa is due to be burnt the witch hunters
will arrive with the dawn (for effect). A crowd will already have gathered
and the mayor will pass the time waiting for Stanlisa to be brought by
Stod, Ivan and Fargo by giving a rant against the evil and corruption of
mutants.

If she has been rescued and the snmayor is unaware, the Witch
hunters will look on amused as he becomes more embarrassed and wild,
accusing everyone of hiding her and plotting against him, but the Witch
hunters will begin to sense his fear, even as he orders the Watch to search
Rodenstein.

If he does knew he will have the watch searching the town for her
and 'the chaos worshipers who rescued her'.

In either case Josef will plead with the party to escort his daughter
to her aunt Matilda in <party’s destination>. If this is accomplished
before the Wiltch hunters arrive, they will not be actively followed al-
though Santana and Strauss will make a inental note.

If she is not rescued she will be taken out and burnt, with a failed
attempt by her father to rescue her and the Witch hunters will be satisfied
that the Mayor is active in rooting out chaos in Rodenstein. If the party
has been captured they too will be burnt, unless they can convince the
Witch hunters they were pawns in Josef Fedris' “evil plot”, or can
convince Sergeant Dapps to set them free.

[f the Mayor is revealed to the Witch hunters as a mutant, Stanlisa
will be spared as the Witch hunters will be glad (o burn such a prominent
citizen.
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Experience points

The following are guidelines, adjust as you require.
10-40 Role-playing etc.

10-40 Rescuing Stanlisa (Includes finding the basement)
40 Revealing the mayor as a mutant

THE CAST

Dodem Jenson - Mayor

Dodem is aged 45 and is fat, opulent and paranoid. He also has the
mutation of having an eye in his chest and as he becomes more frightened
of being discovered he attempts to control everything around him. As Stod
is the only one who knows his secret, he has plans to dispose of him, but
cannot because he still relies on him heavily as well as being very scared of
him.

MIWSIBS|S[T|W]|1]|A|Dex| Ld | Int | Cl | WP | Fel
4| 28] 31| 3] 3] 6| 43| 1| 28] 46| 42| 30| 24| 4l
Skills: Evaluate, Public Speaking, Haggle, Numismatics, Law, D. Blow

[tems: Knife, Chain of Office (30GC’s), Layers of Heavy clothes, SOGC’s
Note". Mutant, Always has Gilbert and Larson with him.

Stod - Captain of the Waltch

Stod is a man of evil, ruthless temperament not to
mention a murderer and rapist. He spent years
travelling the world as a solider of fortune but after
a near fatal wounding he decided to retire from
warfare and took with him his four loyalist com-
panions. In time he was hired by Dodem as a
bodyguard but gradually took on more responsibil-
ity until he discovered the mayor's secret. From
that point he started to demand more and more
from him.

M|WS|BS|S|T|W|I1 |A|Dex|Ld | Int | Cl |WP| Fel
3] 61| 50{ 5] 4| 10| 54| 3| 43| 51| 43| 39| 56| 46

Careers: Mercenary, Mercenary Sergeant,

Skills: As Careers, Luck
[tems: Bastard Sword, Sleeved Chain Coat,
Notes: Walks with a limp
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Smelly Ivan, Fargo, Gilbert and Larson

Stod's companions are completely loyal to him and each other, despite their
frequently violent quarrels. Anyone outside their group is treated with
complete disdain and animosity. Ivan got his nickname after falling in the
sewer and not worrying to much about cleaning himself.

MIWS|IBS|S|ITIW| I |A[{Dex| Ld | Int | Cl | WP| Fel
4 45| 40| 4| 4| 8| 45| 2| 44| 24| 29| 24| 33| 27

Skills: Disarm, Dodge Blow, 8MB, Ride, Consuime Alcohol, Gambling
Items: Swords, (Shields if expecting a fight),Sleeved Chain Coat,

Sergeant Dapps and the Watch

Sergeant Wapps has spent thirty years on the watch and is liked and
respected by the whole town even the minimal criminal element as he
always tries to be fair. The town has always valued the watch and they are
well equipped. Dapps was disappointed not to be promoted to Captain, and
genuinely believes that Stod is the wrong man for the job.

M|WS|BS|S|T|W|I |A|Dex| Ld | Int | ClI | WP | Fel
4] 48| 39| 4| 4| 8| 47| 2| 40| 38| 42| 36| 36| 44
Sergeant Dapps

Skills: Dodge Blow, SMB, Strike to Stun

Items: Matil Shirt, Sword, Pot Helm
The Watch

M|IWS|BS|S|T|WII |A|Dex| Ld | Int | Cl | WP]| Fel
4] 43| 35| 3] 3] 7] 35 1] 35 30f 30] 30] 30 30

Skills, Strike to Stun, SMB
Ttems: Mail Shirt, Sword, Knife

Josef Fedris - Town crier

Fedris is a contemporary of Dapps and like him is highly respected by the
townspeople. Stanlisa is his joy and since his wife's death his focus in life.
He is more than willing to lay his life on the line for her.

MIWS|BS|S|T|W| I |A|Dex| Ld | Int | WP | Cl | Fel
4] 40| 25| 3| 3| 7| 41] 1] 32] 25/ 35| 30] 30{ 35

Skills: Law, Public Speaking, Cook
Items: Bell, Uniform, Brooch (2GC's) with picture of his late wife
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Stanlisa

Stanlisa is a strong willed young girl (12) although she has suffered some
abuse in her life due to having a hump on her back. Her hump is the reason
that the Mayor has picked on her although it is not a mutation. However if
you wish to make it a iutation feel free, a embryonic pair of wings maybe.

MIWS | BS|S|ITIWI| I |A|Dex| Ld | Int | WP| Cl | Fel
3| 16f 20| 2| 2| 4| 30{ 1] 23] 201 271 26] 24 30

Santana and Strauss - Witch hunters

These two witch hunters (followers of Solkan)
have been travelling together for over ten years
and their partnership is starting to fragment.
While Santana is still fanatical in his beliefs,
o Olrauss's faith is slightly starting to waiver. Re-
® cently his dreams have been of the Dark City (see
article on page 35).

Santana - Found comfort in Solkan after spending
his teenage years as a pit-fighter.

M|IWS|BS|S|[T|{W| T |A|Dex| Ld | Int | WP| Cl | Fel
4] 64| 54| 5] 5| 14 62 3| 43| 35] 39| 69| 42| 3l

Carecrs: Pit-Fighter, Judicial Champion, Witch-hunter

Skills: Disarm, Dodge Blow, S.W.- Most, SMB, Strike to Injure, Public
Speaking, Silent Move Rural:Urban, Sixth sense, Theology, Luck

ltems: | pt chain, Breastplate, Knights Helm, sword, shield, 1-H Flail

Notes: Very large scar across skull

Strauss - As the youngest son of a poor noble he was sent to the ncarest

temple and here he becamme indoctrinated to the ways of Solkan. Although

usually a quiet reserved individual he felt constrained by temple life and

left to pursue the career of Witch-hunter.

M|WS|BS|S|T|W|1|A|Dex| Ld | Int | WP| CI | Fel
4] S3| 48| 4] 5] 11 52 1| 34/ 37| 39| 34| 54| 36

Careers: Initiate, Cleric Lvl 1, Witch hunter

Skills: Read/Write, Scroll Lore, S.L. Classical, Theology, A .L.-Magick, C.
S.-Clerical 1, Meditate, Public Speaking, Law, S.W. Lasso, SMB, D. B.
Magic Points: 10 Spells: Strength of Combat, Cure Light Injury

Items: Shield, Sword, Chain (1AP), Breastplate, Greaves
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Order of the Dark City

This article briefly and loosely describes an order of knights, individuals
of which can be used in any campaign. I have kept the details sparse
providing information known only to the Orders members.

Kuspen Denris stood up to address his fellow knights, his fuce
warmed by the huge fire which burnt at the centre of the ring of his
thirty three brethren.

“I welcome you all to the tenth gathering of the Order of the Dark
City and especially those that join us for the first time. | hope that
some of us have found some clues that will lead us to the end of
our giest.”

This article describes an Order of knights who travel the old
world in a quest for a goal which none of them know for certain is truly
obtainable. To all intents and purposes they are grail knights searching
for something physical but which is also a spiritual quest for personal
attainment,

The Order of the Dark City is a collection of, at present, thirty
nine knights who have dedicated their lives to searching for a lost set of
ruins known only as the Dark City. The Order was founded twenty years
ago by Kaspen Denris, two years after @ reunion with his old friend Cotol
Capper when they discovered they had both received the same dream.

"The first of our new brethren is Slia von Wittenstein and she will
tell of her dream, for a further clue may be contained there in.”

In the dream the dreamer stands on a ledge at the side of a vast
cavern which strelches into the distant darkness. Along the cavern floor
lie the ruins of a thousand buildings covered in a layer of black soot,
statues lie broken in plazas and what may once have been gardens. In the
streets lie the mummified bodies of men, women and children and
somcthing else humanoid but unfamiliar all caught in the throes of an
early death. Each is curled into a foetal position as if trying to protect
themselves in some pre-natal memory frem the horror that overtook
them .

Staring out into this destruction the dreamer scnses a change in
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the dead silence, a distant rumble carried on a wind which grows slowly
stronger stirring the dark soot into the air, cracks appear in the roof of the
cavern and momentarily the watcher believes they can see the city as it
truly stood, but only long enough to grasp the magnificence and the power
that once resided there.

Rocks begin to fall further aggravating the dust, now dancing in
the daylight shining through the cracks in the ceiling. For a second the
collapse stops, silence reigns and in the rubble the dreamer is sure he can
sce shadows moving, coming closer. The dreamer is suddenly forced to
cover their ears as a single crack rips open the roof echoing throughout
the cavern. The rest of the ceiling falls to the ground in one huge piece
and as it falls, a city is seen on top of the rock. A moment later this is
recognisable as Altdorf (others have seen Middenheim, Nuln and Talab-
heim) before it shatters on impact, glass and stone fragments cut painfully
into the dreamer’s skin and blood begins to flow down their face.

As the dust clears no sign remains of the city but at the centre of its
impact can be seen the bloodied figures of a dwarf and a wolf. The
shadows seen before now start 1o show themselves, evil, hooded figures
poisoned blades held out before them. They clamber silently over the
stones in three lines forming a triangle around the two figures, who know
the fight can only have one ending. The dreamer awakes and one thing
remains certain, the evil creatures have come home and everything is at an
end.

The last of the game was eaten and the bones blackened in the
fire. Passing his hip flask to Cotol, Kuspen bought the meeting
hack 1o order. "Let us now speak of new signs and progress.”

Denris and Capper both came to the conclusion that they had been
chosen to find the Dark City and protect it against the 'hooded evil.’ They
set out together and searched through the libraries and universities for any
references to their dream but could find none even amongst the obscurest
volumes and most eccentric scholars.

In a Inn outside Altdorf they dejectedly came to the conclusion
they had wasted the last two years in a fruitless search and agreed to go
their own ways come tomorrow. As there horses blew clouds in the
morning chill they shook hands and promised to meet again when the
words 'l to have seen the dark city and the corpse of the Empire upon it.’

gave them the hope they have not since lost.
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The speaker was Jiza Stries a notonious and feared slaver on the
Tilean coast working out of Sartosa, Stories and songs of her had long
circulated around the Old World used by travellers as currency for a nights
bed and bowl of soup. She had received the dream of the Dark City five
times over three years and had handed her three ships over to her second
(who she expected to have to fight on her retun) and headed to her
homeland of the Empire.

They spent the day talking and it was here the Order was born
although Jiza refused o join (she has only attended the second gathering).
They also agreed en the rules of the order;

— There is no hierarchy, all members are equal although Kaspen
Denris is seen by most as the spirttual leader.

® Anyone who has had the dream and is cotmmnitted to the search
for the Dark City can join.

® A meecting is to be held every two years (17th Vorgeheim) 1o

discuss developments although it is net compulsory to attend. It
is held in a forest clearing outside Altdorf.

Dopar Joseph stood and began to speuk, ‘I have sad news to speak.
Our brother Gergor Tours was killed two moons ago in the forest
outside Bofenhagen. The Roud warden I spoke to said they had no
idea whe the killers were but he suspected beastmen or mutanis as
nothing hud been stolen and there were signs of torture.’

The order’s members are all warriors that have had years of experience in
fighting chaos, and they include ex-witch hunters and templars in their
ranks (Jiza Stries seems to be the odd one out). All have a primary loyalty
to the Order and a sense of fanaticism that tends to make others uncom-
fortable. Each member is on their third career at least and most are over
forty years of age. They have a wide range of contacts and a few enemies
around the Empire.

Members of the Order trave! around talking to remote scholars,
listening 10 local tales and generally trying to discover any clue to the city,
They are not adverse to travelling with ethers if they are going in the same
direction and will happily join a party on a quest if there is a chance of
finding a source of undiscovered information.
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Kuspen Denris stood to close the meeting, saddened that once more
no real lead had been found. The sun had begun 1o rise over the
trees and the fire was low when the stranger stepped front the tree
line and strode forward ignoring the mass drawing of swords. He
stopped a foot from the nearest blade and pulied back his hood, 1o
reveal a handsome hulf-etven face.
“My name is Sard* and I have come to speak. I knew your brother
Kaspen Denris and | knew he spoke of me before his death.”
The others turned to Kaspen and then most sheathed their
weapons.
"Speak then Sard."”
“Two fragments of information is all I have for you and I leave it
up to you what you make of themn. These are garnered from my last
Jjourney into Skavenblight.” Looking into their faces he could tell
that even among these travelled men and women there was a
mixture of dishelief and fear at the accursed name. "The Thirteen
lords of Decay have a secret body of knowledge that is hidden
from all, even their Grey Seers, but among them is talk of a place
they call Sp'ss'darg. There is no direct transiation for this but it
means Sp'scar's Home, Sp'scar's Median and Sp'scar’s Stone.
Sp'cars is a forbidden word outside the priesthood and they speak
of it with a reverence close to that of the Horned Rat. It is possible
your city and Sp'ss'darg are one and the same"
The Order was stunned, this was important news but there was
maore 1o Come.
“There is one other thing. Your Order's name has been mentioned
among the Grey Seers who have sent members of Clan Eshin to
search for you. My information is that they have already killed
one of your number and ! can rell you from experience, he won't
be the last.”

RECOMMENDED

THE GORMENGHAST TRILOGY by MERYN PEAKE (Tilus Groan, Gomwaghast und Titus Alone)
Meryn Peake’s Gothic Fantasy story is based around the casile Gormenghast and it's inhabitants, The
whole story is really contained in the tirst two books, which are exvellent (Titus Alenc is really a scparate
entity and was uncompleted M the e of Meryn Peake's death).

For Warthwmmer player and GM's they are worth reading for the gencral stmosphere which is
very simalar to that of the Old World and there is plenty of ideas here especially for characters. T would
say that Castle Wittingsiein from Death on the Reik was heavily inspired on Gonikenghast.

Waspsicer - [15uc One



PROSTHETICS

This article gives some details of prosthetics in the Warhammer world. It
is an unofficial sequel to the rules for surgery which are contained in the
article ‘Is there a Doctor in the House® by Andy Warwick which appears
in Aproycha Now. | have based the details on our own history during the
renaissance period with changes where appropriate.

prosahet-ic (pros-thét'ik) adjective

1. Scovng as of relating (0 a prosthesis.

2. Of or relatin g te prostlictics.
— pros-thet'i-cal |y adverb

pros-thet-jes (peos-Uhvde'Iks) noun {used with a sing. verb)
The branch of medicine o surgery that deals with the production and application of artificial body purts,
— prusiibe-Gst (prostihl-tist) noun

peosthe:-sis (privs-thi'sis) noun
plural pros-Ussses (-s8z)

1. An artiticial devive used to replace a missing body part, such as a limb, a wwth, an eye, or a hean
valve.
2 Replacenent of a missing body part with such a device.

|Greek, addition, from prostithenas. 10 add = pras-, pros- + nthenii, to put. |

The Amencan Heritage Dictionary of the English Language.
Prosthetics in our world
The first mention of false limbs are to be found in ancient Hindu texts and
Irish Legends which speak of Kings and Queens with false hands. While
the Hindu texts give details of nose replacements, the Irish texts are
vaguer and possibly only embtellishments as part of the story.

Not looking at the most basic level of prosthetics (i.e. Peg legs,
Hooks etc.) the next stage of development comes in the middle ages with
advances for knights and other soldiers (those most likely to lose limbs,
especially later once gunpowder came into use). Rich knights would have
their replacement limbs built into their suits of armour while foot soldiers
would have far more basic items.

The renaissance period moved the development of prosthetics
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forward and from this period came some of the greatest pieces of prosthe-
sis however many ef these were unique, unsurpassed for two hundred
years.

Present day prosthetics cover almost every possible aspect of limb
loss and these parts can copy almost as wide a range of movements while
looking like its intended part.

Limb Loss - A summary of effects

When a body part effects are left up to the GM to impose, Table A
gives a summary of these effects. All these are open to change especially
on characteristics such as Fellowship where it really depends on who you
are dealing with but those with lost limbs are generally stereotyped as
either ex-soldiers/adventurers or beggars {sometimes one and the same).

The WS and BS figures act as a guide to those attempting to use
and manufacture prosthetics limbs. Obviously a character with no hand
cannot use a sword but if they use a hook then they would only suffer the
-20 penalty the hook brings. Common sense is the main guide here.

The figures in Table A below replace the adjustments on page 87 of
Apocrypha Now applying to those without a prosthetic.

TABLE A
M| WS BS w I Dex Fel Encum
Penalty
Legs  |Above knee -2* <20 -100
Kelow Knee -2° -20 -100
At Knee -2° -20 =100
At Pelvis -2* -l -30 -150
Foot -2 -15 -100
Arms |Finger(s) -leak| -leak
Hand -20£!  -40E!
Below Elhow -30£) -60£ 204
Complete Arm -70L] -100€ -30%
Face |Eye -20 -15
Nose -20
Teeth -2d6
Ears -200% -1d6+1

*Movement rates for ranming are calculaed at -3. Characiers with false legs will aleo
tire quicker during moveiment.
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# Balance tests

%Litect only it bearing 15 losL.

& Thuinb counts as -6WS, When four figures have been lost, count as lost hand.
£ Also add penalty for using wrong hand if applicable.

!'Can sl use shields, (not bucklers)

Purchase and Manufacture

I have categorised the prosthetics into five levels depending on their
complexity and therefere their availability and cost (Table B). Technically
each required replacement can be from any level, for example if a character
loses his foot the options are from Level 1 (Crutch} to Level 4 (Articulated
leg) via Peg Leg's and others.

Prosthetics manufacturers cannot generally be classified as such. They
are usually a mixture of surgeons, carpenters or blacksmiths sometimes only
ever making one limb. The most successful of these have knowledge of all
three skills,

TABLE B

Level 1 2 3 4 5

Availability Very Average  Rare Unique Unique
Cosnnem (Magric)

Cust 0-2GC's 112-5GC's 10GC"s+ 500GC" 3+ wa

(approx.)

Example Crutch Hook ~ Sulid limbs Flexible Log

A level 3 prosthetics can take an hour to make while a level 4 piece
could take up to a year to finish, Level four pieces are generally a mixture of
materials (Leather, wood and Iron) and have a limited life span (although this
may as long as ten years)

In some of the largest cities with well funded universities there can be
found those that have dedicated their research to the development of false
limbs. These individuals will take some finding as they are usually only
recognised as Physicians and Scholars (See page 46 for NPC).

Combat
Those using false limbs will need to observe a couple of points when
they enter combat. Each limb should be given a Toughness and Wounds
rating and the Hit location figures should be amended. For example someone
with a peg leg is going to have a Hit Location of 91-95 Leg, 96-08 Peg leg.
For exainple, if a limb 1s lost in Combat then again common sense is
your best guide. If a false leg is knocked off during combat then a
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dexterity roll at -20 should be made, if failed the character falls to the
ground and if failed by more than 30 than the character is stunned for 104
rounds. Optionally have the character make a balance test cach time they
are wounded in combat.

If a glass eye is destroyed a +1 sudden death roll should be made
due to the fact it is dangerous to have shards of glass in your head.

REPLACEMENT LIMBES - Examples

ARMS

Hook - (Level 2, @4GC’s)

Made famous by Captain Hook in J.M. Barrie’s Peter Pan, the Hook is
designed to replace a missing hand (or a hand with no fingers). Usually
made with a stee] hook held by a leather holder filled with a softer material
(i.e. fur) and attached by leather straps to the forearm. Some have been
known to have the hook drilled directly into the stump. Hooks can be used
as an attacking weapon but they are more often used to parry. (Encum 10
[+10.TH 0,D -2, P +20)

Solid Arms and Hands (Level 3 10GC's+)

Solid arms and hands are generally pre-built from wood although some-
times from metal and then custom fitted. By simply wearing long sleeves
and gloves the wearer can make their disability almost invisible. The arm
can be used fer simple tasks which do not require much effort although
those with only hand or below anm replacements can open door handles(if
not to stiff) etc. (Wood: 12 W3 Metal: TS W7)

Horseman's Arm (Level 4 120GC’s+)

The Horseman’s arm is a weapon designed to enable riders to control their
horse or use a shield. only being designed for use in battles as it is
unwieldy. The arm can be used by those with any level of missing arm,
although those with no shoulder should suffer a disadvantage. The arm is
made of metal and completely enclose any remaining arm and both
shoulders where it is also fastened by leather straps around the body. The
arm hangs down past the knee and at the end is attached a mace head or
blade. (T6 W10 Encum 2801 -30, TH %20, D +2, P0)

A variable of the Horseman's arm is attaching a shield which gives the
wearer 1 AP on each location except the arm and leg opposite to the
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side the shield is worn (i.e. if worn on the nght anm then the left arm and
left leg do not gain | AP)

Sword Arm (Level 3 100CGc's)

Similar 10 1the Horseman's arm thes is sword attached to sheath secured o
the arm. The blade is actually built into a metal casing which is secured
by lenther straps. Wearing the sword arm is obviously going 1o be an
unreasonable prospect in population centres and “Drop your weapons
your surrounded by fifty crossbow men.” situations should be avoided. A
forearm version will obviously have a lot more flexibility than a upper
arm attachment. Lower Arm:(T3 W3 Encum 15010, TH +10,D 0, P +10)
Upper Amm: (T3 W3 Encum 2001-10, THO, D 0, P -20)

Again a shield can be attached instead but only as a below arm replace-
ment. (T4 W3 Encum 190)

Iron Hand (Level 4 1000Gc¢'s)

Gotz von Berclichengen (1480-1562) was a notorious German free-
booter who lost his lower arm during a siege. He was unhappy with the
first replacement which could only have been described as a claw (Level
3 20GC’'s Encum 30 T2 W2 [-20, TH +10, D -1, P -20 Will generally
prove distasteful to a population in fear of chaos). Golz replaced this with
a elegant articulated model made of Iron with fixed thumbs, flexible
fingers, ratchet locking and adjustable wrist. All these features had to be
operated by the other hand but he used it to continue his career and his
fame as Gotz ‘The Iron Hand' stories spread across Europe.

Baz’agars Vengeance- (Level S Price n/a)

An ancient arm made of a unknown bronze like material inscribed with a
lost Arabic language and Magick symbols of Death and battle, its origins
lost in time. The arm radiates Magic and to those attuned to such , evil
and chaos. The arm is spoken of in many legends and generally in tales of
The Wandering Cleric, which speaks of an immortal cloaked man.
However this is a composite of all the owners of the arm each of which
possessed the arm for a limited period of time before being driven insane.
The arms properties are (T6 W50 Immune to fire Regenerates at | W/rd |
+10, TH+20, D+1, P +10). Once worn the wearer cannot remove it and
becomes driven by a desire to search for something unknown and
becomes subject to frenzy. Each time the wearer kills they must make a
Cool test or gain an Insanity point. The last stories of The Wander-

ing Cleric sighted him in the Border Princes leaving a trail of dead

Warpstone - lasue One



behind.

LEGS

Crutch (Level 1 10 Shillings or Free if you DIY)

While not strictly a prosthetic limb 1 have mentioned it here because those
that lose a leg will probably end up using it at some point. It can be used
as a weapon using the same stats as a Quartersiaff with an additional
-10WS if character is attempting to balance at the same time. Those with
a crutch will most almost always bc seen as poor and possibly diseased,
while some will take the view that they are obvious target’s for abuse.
Remember using a crutch will fully occupy a arm. Increases Movement
rate by |. (Purchased er Carpentry skill used T2 W3 otherwise T1 W2)

Peg Leg (Level 2 @2GC)

Vitali wrote “(Peg Legs are the)} Prostheses of the peasants and poor™ and
therefore in both our world and Warhammer's they are most common.
Made from wood they consist the of the peg and a base for the stump
which is again attached by lcather straps. Increase movement rate by 1
and reduces Initiative modifier by 10 also reduces Balance tests by -1@
unless a crutch is also used. (T'1 W2)

Solid Legs and Feet (Level 3 10GC+)

Solid woeden legs are custom carved and can be used to replace any level
of missing leg. The advantage of a solid leg is that clothing and shoes can
be worn as normal and with a foot or below knee replacement only a little
stiffness can be discerned. A knee, above knee or full leg replacement
will force the owner to walk with a noticeable limp although again this
may be only be seen as a lame leg. Fool or Below knee replacement
increase movement by 1 and Int by 10 while above knee adds one to
movement although character cannol move at the running rate.(T2 W5)

Verduin - (Level 4 350Gc¢ s/ S0Gc’s maintenance per year)

I have named this after the first owner of the above knee prosthelic
(1696). It has made of a Leather socket with hinged steel sides attached
by a thigh corset. (Encum 280 Movement and Movement allowance -1,
Int -10)

Homburg's foot - (Level 708Gc’s /78Gc s maintenance per year)
Again | have named this after the real world owner of such a limb
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(Prince of Hornburg (1633-1788), whose leg was left dangling by a
single tendon which he severed himself). The limb is a metre long
wetghs over SKg and consists of two wooden sheaths, held together by
bone glue and two wooden dowels with a spring (0 hold the foot at the
correct angle. These are anatomically placed and built so that at both
joints move correctly. Running modifier at - 1M

FACE

Nose (Level 4 @60GC's)

As mentioned above ancient Hindu texis describe the process of replac-
ing noses but until relatively recently this knowledge was lost. However
in the Old World there are those that can perform such an operation.
Cartilage is taken from the leg and covered with skin taken from the
forehead. A surgery roll with a -20 modifier needs 1o made to success-
fully complete the operation. Success leaves only a +15 modifier to Fel,
Failure gives a further -5 Fel while failure by ower 30 gives -20
Fellowship and 1D2 Insanity points.

Glass Eye (Level 2 approx. 5GC's)

If a character loses an eye he must use a glass eye or wear an eye patch
to protect it from infection. Glass cyes loek effective from a distance
although they move slightly it will never lcok natural. Glass eyes must
be regularly cleaned.

Teeth (Levels 2-4 Costs variable)

False teeth are made from a variety of materials frem wood to animal
horn. Lower level false teeth are probably going to be purely functional,
being both uncomfortable and unusual looking, Level 4 teeth will be
titted and adjusted until they comforiable and if made of expensive horn
whiter than the originals. All false teeth must be cleaned (Fel -10 if not)
and replaced regularly.

Hopefully this article has given you some ideas far the using prosthetics
in your game. Always remember that a false limb should never be better
than the original limb and that players and situations will forever cause
you to make decisions on their use. IFor example, these using the Follow
trail skill always be able to tell if it has been made by someone with a
false leg and secret compartments in limbs cost extra and weaken the
limb.
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Dr Prosther

The most famous of the Empire’s prosthetics researchers is Dr Prosther
of Nuln university. the name is known amongst large numbers of the
Empires medical community and is famous amongst Nuln's academic
community. Very few people have actually met him but papers on his
research are posted with impressive regularity.

Prosther is a brilliant man constantly rescarching new avenues to
take prosthetics down. He is also a regular builder of false limbs but
unless he is doing so to test a new invention he will be doing it
begrudgingly and only for funds.

Prosther started out as an apprentice to a necromancer isolated in
the Grey Mountains and as his training continued he started to suffer the
consequences. His left hand withered to uselessness and he developed a
sleeping sickness which meant he was awake for only five hours a day.
He was also becoming disillusioned with necromancy and one day he
escaped to Nuln where he impressed the medical establishment with his
knowledge of anatomy.

Soon he was addicied to Ranalds Delight which allowed him 1o
work twenty four hours a day, six days a week and at the same time he
grew self-conscious of his hand, withdrawing to the sanctity of his
studies. He also remains scared that witch-hunters would reveal him as
a former Necromancer.

His orders and day to day activity are carried out by his assistant
Hodo. Those that wish to use his services will have to go through Hodo,
proving they can pay. Dr. Prosther will then decide if he needs the
maney and if he can spare the time. If he agrees to take the case he will
then invite the individual to a consultation,

Prosther tends to make most people (and patients) nervous as he
is constantly on edge, occasionally descending into paranoia and
explaining none of his procedures treating patients as non-entities. Also
he regularly can be seen taking doses of Ranalds Delight*.

His sparse living quarters adjoin his workshop which is a chaotic
collection of tools, workbenches and matenals. False limbs in various
stages of completion hang from the ceiling so that visitors are required
to weave their way between them. The smell of boiling glue pervades
the whole area.

Hodo also lives here and spends his few free hours drinking in
the nearby tavern “The Spilt Pear’ with his friends, of whom most are

local apprentices.
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MIWS|BS|S|IT|W]| 1 |A|Dex| Ld | It | C1 | WP Fel
4] 25| 33[ 3] 3] 7] as| 1] 35| 26] e8] 24] 35| 27

Careers: Wizards Apprentice, Wizard Lvl 1, Necromancer Lyl 1, Physi-
cian’s Student, Physician
Age:69
Skills: Read/ Write, Super Numerate, Scroll Lore, S.L.- Classical, Cure
Disease, Heal Wounds, Manufacture Drugs, Prepare Poison,
AL.- Magick:Necromancy, Cast Spells-Petty
Magic:Necromantic Lvl 1'Baule Magic Lvl 1, Identfy Un-
dead, Identty Plams, Magic Sense, Rune Lore, Heal Wounds,
Manufacture drugs, Prepare Poisons, Surgery
Spells: Curse, Produce Small Creature, Zone of Cold, Steal Mind,
Immunity from Poison, Zone of Life Magic Points: 18
Disabilities: Cadervous Appearance(Stage 2), Sleeping Sickness, With-
ered Left Hand
Insanity’s: Drug Addiction, Introversion, Talking to Self

*Apocrypha Now page 83

REVIEWS(Cortinued from page 7}

nothing instantly useful in this issue but all the articles are well writien
and cover a good range of subjects. Their news and reviews sections are
very good but the the typeface on the letters page is truly herrible.

Arcane - Issue 4

Arcane lakes a broader look at the gaming world publishing no system
specific articles and only one pusedo-scenario every month. Again filled
with up to the date ncws, good articles (I especially liked Lee
Brimmicombe-Wood's feature on acting in Roleplaying) and reviews.

Both Valriyke and Arcane are good and well worth reading and should be
supported. Too many good magazine's have gone under in the past.

NEXT ISSUE: WARHAMMER ON THE INTERNET
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LETTERS/FORUM

THE ALTDORF UNIVERSITY
DENRATING COCIETY

HOSTED B PROFESSOR HANS von MoeRy

AU WELCOME - LIEAPONS AND SPEWL
COMPONENTS TO BE LEFT AT TUE DOOR.

EnTey =5 SUiLLNGS

This is an open forum for discussing opinions on various Warhammer
related topics, All opinions and points of views are welcome, Each 1s-
suc a numbcr of points will be raised and hopcfully will be responded
to. Every RPG group has a different method of playing and no answer
is wrong or right, so get writing with your views or qucstions to be
poked and probed.

The (irst issucs to be thrown to the jabberwock are;

Should Fate points be keep secret from the players, controlled
solcly by the GM? How much would this affect a players sac-
tions?

Are Trollslayers good player careers or are they too psychetic if
played properly?

P - —
o -

THE NULN COURIER SERVICE

Do you have any opinions or comments that you would like to raise.
Arc Hogshead doing a good job? Is Warpstone for that matter? Does
Warhammer have a future in the Roleplaying world or does it deserve

to be sucked dry by the new breed of game (Vampire, Cyberpunk ct
al.)?
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NEXT ISSUE!

“Santana’s Gaze”

TEMPLARS

BELIEF AND FAITH
WFRP ON THE INTERNET
SCENARIO

& MORE






