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EDITORIAL B}! ]ohn Foody

So finally, it is here. The second edition of WFRP is
the most important release for the game since The
Enemy Within. Not only is it a new set of rules, it is
also a statement of intent for how Black Industries
and Green Ronin envision the background. Afier all,
it is the background that draws most players to
WERP.

This issue we bring you a comprehensive review and
other opinions on WFRP2. By now, most of you will
have your hands on a copy and have made up your
own minds. We have tried to bring you a range of
opinions on this important release. However, they are
only first impressions and may, of course, change
over time as the game is played and developed.

The release of WFRP2 seems to have been very
successful. Certainly Internet RPG discussion groups
are alive with WFRP talk. It is clear that many ex-
WEFRP players are excitedly getting involved again.
There seem to be few new players involved but it is
early days yet.

Talking of forums, last issue I noted that the Black
Industries forums hadn’t really taken off yet. As soon
as we went to print, I was proved wrong. Their
forums have definitely become the focus for the
WFRP community.

Anecdotal evidence shows that many players of the
first edition dislike the direction of the second. Many
of these are players who have been fundamental in
keeping the profile of the game high since the days of
Flame Publications. If these players are lost, then the
new edition loses a valuable resource. However, it is
also an opportunity for new creative voices to step up
and develop the world further. Certainly this does
seem to be happening. For their part, Black
Industries and Green Ronin have to support and
develop this.

You won't find a review of the scenario book
Plundered Vaults in this issue. This is due to the
problems Amazon (and others) have had in getting
this and other WFRP2 books out. Black Industries
has said this is beyond its control. Whoever’s fault it
is, it seems a very strange situation, not to mention
frustrating for those suffering. On the other hand,
Black Industries has received praise from many for
sorting out other problems players have had on this
front. Of course, | hope that many of you will be
supporting your local game stores.

Finally, regular readers will have noticed the price
increase this issue. This is largely to cover the
increase in pages to 80 this issue and 96 for issue 25.
Next issue will be something special. Coming soon,
as they say...
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REVIEWS

WARHAMMER FANTASY ROLEPLAY: SECOND EDITION
By Chris Pramas

Published by Black Industrics

Reviewed by James Walkerdine, Robin Low. John Foody. Wim van
Gruisen & Francois Dubé.

Expectations

James Walkerdine: The
Warhammer world has
changed and I appreciated
that any new edition would
have to be brought into line
with Games Workshop’s
current setting. I was
curious to see whether the
designers could do this
whilst maintaining the old
feel. I also value a good set
of simple balanced rules.
B To me rules are there to
ensure everything is fair, to
carefully balance success
and failure, and to cover
the common situations that
can arise in a game. I’'m not a great believer in house rulings, so it was
important that any changes to the rules felt logical, were consistent,
and above all worked.

Wim van Gruisen: When the WFRP1 rulebook was published, the
game was still looking for a voice of its own; that voice was found
with the supplements, especially with the TEW campaign. My hope
for WFRP2 was that the new game would continue from there, from
the whole body of reference built up in those supplements and by the
work of the WFRP community, instead of re-inventing the wheel.
Frank Dube: My greatest hope was to receive a new set of optimised
rules to replace the house rules that were needed to patch many
weaknesses in the WFRP1 rules. | wanted those rules to stay simple
while being more efficient and believable. 1 also wanted WFRP2 to
be in line with WFB6 allowing easier use of both systems in the same
campaigns.

I feared we would see really complex game mechanics that would

be bad for roleplaying and storytelling. I also feared getting a divine
magic system that would give too much room for divine actions,
somehow reducing the feeling of fighting against all the odds. I also
feared the designers would not change enough rules and background
just to please old WFRP fans.
John Foody: I had two hopes for WFRP2. Firstly, I wanted improved
rules, but ones which still evoked the setting as well as the originals
did. No RPG can be perfect - what you want is a spirit, style and
template to allow you to enjoy the game, whichever way you choose
to play. Secondly, I hoped the background would be more The Enemy
Within than Warhammer Fantasy Battle.

Presentation

JW: Initial impressions of WFRP2 were positive. It is full colour,
hardback and crammed full of text. Compared to WFRP1, however, it
is thinner and this shows in places; some chapters feel a little too
brief. The artwork is impressive although it does illustrate the change

of feel within the Warhammer world. The new cover gives the
impression of a far more heroic setting.

WvG: The book looks stunning: full colour book, lavishly decorated
with illustrations, filled to the brim with text.

FD: One of the primary functions of a rulebook is to inspire. In
WFRP2, the art is simply great! Inside, as you let your eyes run through
the pages, the colours and images are just perfect.

JFF: The 256 page rulebook is well laid out, neat and clear, with a lot
of text squeezed in. The art is a mixed bunch. Some is good; the
career pictures being particularly strong. However, some illustrations
are amongst the worst in WFRP. Others are competent fantasy art,
but have nothing particularly representative of WFRP.

Chapter I: Introduction

WvG: Chapter 1 begins with an intro story. WFRP2 is set in the Empire
after the Storm of Chaos, and by Sigmar, you shall know it! The story
shows an adventuring party that gets in one monster fight after another.
A *“grim and perilous” world indeed. This chapter for me sets the very
wrong tone of what WFRP is about.

FD: The introduction sets the mood of this grim world of perilous
adventure. It starts with an inspiring short story written by Dan Abnett
(Gaunt’s Ghosts) in the ruins of Wolfenburg (Ostland) giving us the
mood of the Warhammer world after the Storm of Chaos (a war that
destroyed part of the Empire).

Chapter II: Character Creation
JW: This chapter is certainly one of the best in the book. Character
creation is essentially the same as in the first edition.

After rolling Characteristics and a Career, the chapter then focuses
on ways to flesh out your character. This includes ten questions a
player should think about, as well as a selection of background tables
to roll on. Compared to most roleplaying games, what is provided
here is actually quite good.

WvG: We can choose a Human, Dwarf, EIf or Halfling PC, but non-
human races have been significantly toned down (or toned up, in the
case of Halflings) from WFRP1, bringing their Characteristics closer
to Humans. The book gives background and tips on roleplaying these
races.

FD: There is now only one random table for the starting careers. |
found the character creation process good compared to other game
systems where creating a character can be a painful and slow process
especially when you are new to the game.

Character Creation has a number of small improvements, just
enough to provide a stronger system while keeping simplicity. Among
the few changes from WFRP1, the Characteristics Leadership and
Cool have gone, Initiative is replaced by Agility, and the profile is
now on two lines (Main and Secondary Profile).

A weakness | see is the sentence: *“All Player Characters have one
thing in common: they are adventurers.” This is often the case, but is
not the only way to play the game! In city adventures, all the PCs can
have real jobs and still face extraordinary events once in a while without
being adventurers.

JFF: The name generator is a waste of space and there are no surnames
suggested. There seems to be a fondness for tables. We have a Weight
table when we could have ‘Dwarf: 1d100+90 Ibs,” for example. One
interesting table is for Star Signs and the associated sayings. This is

Warpstone
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the first of a number of places where the Old World is brought to life
through the rules.

Chapter III: Carcers

JW: The career structure has always been one of the distinguishing
characteristics of WFRP. Thankfully this hasn’t changed in the new
edition. There is still a long list of Basic and Advanced Careers with
entries and exits linking them together. In general these careers suit
the new setting, which depending on your perspective may be a good
or bad thing. I would have liked to see more non-combat careers.

A good feature is that character development has been slowed. This

was a real problem in WFRP1, with characters quickly becoming
powerful and easily overcoming challenges. Thankfully this has been
addressed and career changes should be less common. However, I
would have liked rules enabling characters to stay in the same career
on a long term basis.
WvG: Quite a number of WFRP1 careers have vanished. In total
some thirty basic and advanced careers from WFRP1 do not appear
in the second edition anymore. Some of them have been amassed in
“container careers”; herdsmen, rustlers and other outdoor folk are
now gathered in the new ‘peasant’ career, for example. The exception
is the warrior career class, of which almost no career is lost — even
though there is not so much difference between soldier, mercenary
and marine, for instance. All together the number of combat-oriented
careers has increased significantly. I guess that the world has become
more “grim and perilous”.

The lost careers have been replaced with new ones. A number of
these are rather peculiar; I suspect they have come from battle-oriented
Games Workshop games - the Kislevite Kossar, for example. Despite
this there is a wide career choice, especially in Advanced Careers
where we now find interesting careers like Master Thief and Politician.

One thing that should be mentioned is the balancing of Basic

Careers. Every career now has about nine advances and twelve skills.
There are no weak or strong careers anymore. This has probably been
done so players start on an equal footing, but it takes away a lot of the
charm of the old edition.
FD: It offers most of the old Basic Careers from WFRP1, sometimes
grouping similar careers into one template, which is a good thing,
and offering us many new interesting careers like Envoy, Hedge
Wizard, Kislevite Kossar, Crime Lord, Guild Master, Politician and
Steward. These help fill in some of the gaps in the Warhammer World.
JFF: It is clear from the trappings that firearms are more prevalent.
However, the prices do not reflect this. Some Basic Careers, especially
those with firearms, start with a hugely expensive set of trappings. A
Roadwarden gets near 600 gc worth of equipment; more than the
yearly income of a noble. One oddity in the trappings is that everyone
starts with 2D10 ge. It would have been better to have varied this
based on career.

Chapter IV: Skills & Taleats

WvG: Skills are stackable; you can get a skill a second or third time
in order to get a +10 or +20 on skill tests. One must switch careers to
do so. However, it would have been nice to be able to create
experienced thieves, mercenaries, and so on, without having to move
them to other careers.

The combination of basic skills, advanced skills and talents works
well. Where WFRP1 had different resolution mechanics for many
skills, we now have a clear, uniform system that works the same way
for all skills and talents. It is a definite improvement.

FD: Characteristics now advance in steps of 5% instead of 10%. This
is an interesting way to create more diversity within careers without
the need for huge characteristic advances. Sadly, WFRP2 still proposes
many very high advances (up to +40%), further increased by skill

mastery and talents. This will lead to some ultra-powerful advanced
characters.

Another change in WFRP2 is the language spoken by people in the

Old World. Old Worlder is gone. Now every nation has its own
language and there are different levels of language mastery. This
creates interesting challenges for PCs travelling the world.
JFF: The chapter is clearly laid out and simple to follow. Night Vision
hasn’t been sorted out from WFRPI, so your friendly Skaven still
need torches to get around their tunnels. There are also monster-only
talents, such as Undead. This sounds odd at first, but makes a lot of
sense. Forming part of the creature profile, it is a simple way of
representing which rules affect it.

Chapter V: Equipment

JW: Thankfully, WFRP2 has followed on from the first and provides
adetailed chapter on equipment. This covers the key areas (weapons,
armour, transport, food, clothing, services, etc) and is certainly
sufficient for the majority of games.

My only gripe is the chapter also contains rules embedded within
it. For example, rules for drinking and for illumination are hidden
within. Furthermore there are additional combat rules (eg. weapon
qualities), which are introduced before the combat chapter! If I wanted
to find rules for drinking, the equipment chapter wouldn’t be the first
place I'd look.

The rules for weapon qualities bring a new dimension to the game,
and make weapons more than just a set of different damage ratings.
WvG: Special attention should be given to the slang, colloquialisms,
and so on (a Gold Crown is called a ‘Karl’ in everyday language,
after the guy whose head is on most of them), which detail helps to
make the world more believable.

FD: Together with an up-dated list of prices, WFRP2 details the effect
of craftsmanship on the items. For instance, a sword of the best
craftsmanship costs 100 ge, gives +5% to Weapon Skill and is 10%
lighter, while one of poor craftsmanship costs 5 gc and gives -5% to
Weapon Skill.

Cllzp‘ttr VI: Combat, Dlmse
& Movement
JW: The bulk of WFRP2
combat remains unchanged from
WFRP1. The same routine of
rolling to hit, calculating
damage, determining hit
location, receiving critical hits,
etc, still exists. All this is good
as I think it worked well in
WFRP1. The main change is in
round structure. In WFRP2 a
player’s turn is divided into
Actions, either one full action,
or two half actions (there are also
free actions). The rules provide
alist of the different Actions: for
example, an attack is a half
action, running is a full action.
Actions mean that combat has
now become very tactical and
consequently less flexible.
Actions also lead to some
illogical or inconsistent
situations. Some notable ones
include:
e “If an attack only costs a half
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action, why can’t I make two attacks (two half actions)?”

e “My Attack Characteristic is one - I can move (half action) and
attack once (half action). My Attack Characteristic is three - I can
still only move (half action) and attack once (half action). My increased
Attack characteristic only seems of benefit when I am standing still.”

A lot of these problems are caused by the fact that Attacks and

actions try to co-exist. Three attacks in two half actions requires a bit
of rule fiddling!
WvG: Each round a character can choose between about twenty
actions, basic and advanced, some which take half a round, others the
whole round. Add to this different weapon qualities and we get a very
tactical system. A game within the game.

Fortune Points are new. [ like the concept. They make Fate Points

more than just extra lives, but providing a role during play. Fortune
Points also show that PCs are blessed by the gods in ways other than
those extra lives. The concept is cool. The actual mechanics are a bit
disappointing. There is clear delineation of when and how they can
be used (mainly in combat) where a more freeform approach would
have been better.
FD: WFRP2 brings us closer to tabletop games and the D20 system
with regard to how rounds are divided and how movement is controlled
during combat. We still have the critical hit tables with some interesting
results like the ‘damage to armour’ indicating a need for repairs.

Some more examples to make things really clear for GMs and
players would have been great. Still, I definitely prefer these new
combat rules over those of WFRP1.

Chapter VII: Magic
JW: The magic system has been given a complete work over. Gone
are magic points, replaced by a spell failure risk, similar to systems
such as Deadlands. The need to learn each spell has been replaced by
the learning of complete spell lists. The basic ideas for WFRP2 magic
are very good and help create a fun mechanic with an element of risk
thrown in. In some ways, however, it perhaps doesn’t go far enough.
I would have liked an increased risk from casting spells. A lot of
the Tzeentch’s Curse effects seem very minor, and the chances of
rolling on the harsher tables are quite remote. My own experiences of
running the game is the risk isn’t high enough to stop over-casting.
The spells themselves certainly feel different to those in WFRP1,
but I think this reflects the change in setting.

WvG: I quite like the principle by which spell casting is limited without
artificial means like magic points or ‘fire-and-forget’ mechanisms.
Each time a wizard wants to cast a spell, he must consider whether it
is worth the risk. Nice idea. However, in practice I feel it doesn’t
work like that. Tzeentch’s Curse sounds dangerous, but only becomes
so when triples or quadruples are rolled. The effects for doubles are
more annoying than dangerous.

FD: There are many interesting and simple rules for casting: while
wearing armour, while using protective circles, adding spell ingredients
or using the Channelling skill before the casting. There is now no
limit to the number of spells that can be cast during a day, except for
the risk of bad side effects.

WFRP2 makes a wonderfully good job of introducing a new game
mechanic that is stronger and more interesting while keeping
mechanics simple and fast.

Chapter VIII: Religion & Belicf

JW: A lot more information about the different deities, religious
festivals, cults, etc, has been provided. Overall this is a thorough
chapter adding a lot of flavour to the Warhammer World. Particularly
nice touches are the acts of contrition and rites of passage. My one
quibble is with the chapter’s structure - it would have been better if

the section on Gods and the section on Religious Orders were
combined. It feels like there is a degree of repetition.

WvG: One of the more outstanding chapters. It discusses the human
gods of the Warhammer World (or at least those venerated in the
Empire), as well as a section on folk worship, where rites of passage
(birthdays, marriage and such) and yearly celebrations and festivals
are described. This is very good stuff, giving a view of the everyday
life of someone living in the Empire.

Non-human deities get short shrift, though, with less than a page
reserved for the gods of the Elves, Dwarfs and Halflings together.
The biggest shock to WFRP1 players is the discontinuity between the
two versions. This is most obvious in the treatment of the Old Faith,
which seems to have disappeared.

JFF: One major loss is the disappearance of Khaine, outside a brief
Elf-related mention. Khaine was the only real Evil god WFRP had
and as Morr’s brother sat in an interesting theological position.

Chapter IX: The Game Master

JW: This chapter discusses two important topics; Fate Points and
insanity. Fate points are essentially unchanged from WFRP1. Insanities
have been given more of a worldly feel, with names such as The
Glorious Corruption. One thing I miss from WFRP1 is a breakdown
of the stages a character goes through when they gain an insanity. As
it stands I can easily envision a player making their character totally
change their personality in an instant, whereas I feel the slow, gradual
change of WFRP1 works better.

I have major issues with the notion of Witchsight that is introduced
here. If a wizard can see magic auras it means he will always be able
to see other wizards. Just imagine trying to play Shadows over
Bagenhafen with a party containing a wizard. I'm not convinced the
idea of Witchsight and its consequences have been fully thought out.

FD: The disorders are more oriented towards roleplaying and go far
beyond modifiers to the Characteristic profiles. Many of these disorders
will be a challenge to roleplay.

The Game Master chapter is a fine addition to the rulebook. WFRP
is very different from many other games on the market and must be
played differently by the GM and the players. This chapter gives useful
advice to help new GMs running in the Warhammer World.

Chapter X: The Empire

JW: In WFRP2, background has taken a lesser role, with both this
chapter and the bestiary chapter seeming sparse. This chapter provides
a brief history of the Empire, its neighbours and its enemies. Many
veteran players will find the setting has changed. Clearly there will be
some who are not happy with the changes, and I admit I don’t like
some of them. However we now have the luxury of two versions of
the Warhammer World to use.

WvG: What is mainly missed here are suggestions for roleplaying
adventures and roleplaying hooks, things that were present in WFRP1.
It is inexcusable that Marienburg, the greatest port city in the Old
World, is hardly mentioned. While a two-page map of the Old World
is provided, it is badly laid out, with most of the important information
and much of the Empire falling into the seam between the two pages.
FD: The chapter is well written, starting with the story of Sigmar
before moving to the description of the provinces and politics of the
Empire. I believe the chapter gives a comprehensive update of the
new background for the Empire and its neighbours. However, the
chapter does not give enough information for GMs to actually play in
these (including the Empire) without creating their own material.

Chapter XI: The Bestiary
JW: One problem with WFRP1 was creature characteristics and how
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they compared with PC characteristics. This stemmed from the fact
that the percentile characteristic system was built around PC races
rather than the creatures. This meant that for really powerful creatures
the characteristics became ridiculous. For example, Dwarfs could
become as strong as Dragons. Unfortunately the same problem still
exists in WFRP2.

The bestiary chapter also contains creature careers and a selection

of NPC templates. The creature careers are an excellent idea and
allow different ‘levels’ of creature to be developed.
WvG: Only barely sufficient for an RPG, this chapter’s main function
is to make the buyer aware that he should buy the Bestiary supplement
as well if he wants to use monsters or run more than just simplistic
wilderness adventures.

The monster careers are nice touches; the Brute, Sneak and Chief
careers, which have characteristic advance schemes and skills and
talents, can be added to any monster. Profiles of common inhabitants
of the Old World - beggars, gamblers, sell-swords, town guards and
seven more - are easy to use and can be inserted quickly into a scenario.
FD: For me, this small bestiary is just perfect. I prefer to have rules
and beasts in separate books. Also worth mentioning is the really
good improvement of beasts through the addition of skills and talents.

JFF: Despite the scarcity of creatures there are a number of signs
that the approach to creatures has changed for the better. Having skills
and talents for creatures is an improvement. It makes clear what
creatures can and can’t do and rounds them out, making them easier
to customise.

Chapter XII: Through the Drakwald

JW: This introductory scenario helps players get a feeling for the
world, and acts as a precursor to the Paths of the Damned campaign.
The adventure is good, although it didn’t grip me as much as the
Oldenhaller Contract in WFRP1; perhaps it lacked a horror element.
Interestingly it tries to deal with the Witchsight problem, with one
NPC in the adventure having mastered the art of hiding their aura
from others. Clearly this will be an art that all magic using NPCs will
learn!

WvG: This is the kind of adventure where the actions of the PCs
hardly affect the scenario; they may just as well sit by the side and eat
popcorn, for that won’t change much of what will happen. The less
said about it, the better.

FD: Through the Drakwald is a simple and well written scenario,
perfect for getting familiar with the game mechanics and the new
background at the same time. The context of refugees getting together
after the war to travel to a safer place is perfect to bring together
different characters with potentially very different backgrounds and
careers. Still, I did not like the main plot or the background of the
main major NPC.

The Rest

RL: The character sheet is appalling. A pointless mannequin
surrounded by minute numbers is terrible design. The text is
ridiculously small (and my eyesight is excellent). What is needed isa
stripped-down, single-sided character sheet specifically for game-time
that only carries the essential information needed to keep the game
flowing. In the middle of a session players only need a Current Profile.
Skills only need the single number that must be rolled under. A
character sheet should be like a good CV. Text should be large and
uncluttered, with relevant details visible at a glance on a single side
of paper.

WvG: We also have an advertisement and this shows a final lay-out
flaw; the templates are printed on the back of the last index page, so
they cannot be cut out without destroying the index. I cannot help but

wonder why those templates were not put on the back of the
advertisement.

Conclusion

JW: My problem is that rather than bringing the two settings together,
the WFRP1 setting has essentially been discarded. I would have liked
some bridges built between the two settings - admittedly this might
have been an impossible task.

So what has changed? The most noticeable thing to me is it has
become much more heroically dark; it’s almost as if things have been
purposely exaggerated. On the whole the magic mechanic is an
improvement. Tzeentch’s Curse is a good idea.

There is no denying that WFRP2 is a good attempt at modernising
WFRP. However, my personal opinion is it won’t go down in history
as a fantastic RPG system - to me it’s good, but it could have been
better and it feels like a wasted opportunity - some bits just don’t
seem to work that well.

I also find the tone for which WFRP was known has been lost in

WFRP2. Saying that, it is early days and future supplements may help
to bring back the essence of what I see to be WFRP.
WvG: WFRP2 is an improvement over WFRP1. Mechanics have been
updated and streamlined, faults with the original have been removed.
The system is recognisably the old system, but streamlined and with
snags removed. WFRP2 only uses d10 and d100 rolls.

It is not all positive, however; discontinuities with the WFRP1
background and the stress on grim and perilous combat are annoying
or worse. Magic is based on an interesting idea, but the mechanics
have holes. Also, since the background comes forward in many of the
rules, the new world of Warhammer forces itself into your game.

One final mention of sloppy design is that the book is not self-
contained or complete. We have Troll Slayers and Giant Slayers, but
the bestiary doesn’t contain Trolls or Giants. We have Vampire Hunters,
but no Vampires. Characters like Seamen and Marines can come from
“the great port of Marienburg” and even have knowledge of the place
and the surrounding Wasteland, but those places don’t even get two
lines of description. The designers promised the rulebook would be
complete (especially the bestiary and the Empire chapters), but it isn’t.
You will need supplements. And, as a lot of people have already
remarked, it is likely that one of the best supplements is already on
your bookshelf: your copy of WFRP1.

FD: WFRP2 does an amazing job to build a game that is complete,
strong and simple. The careers, the skills, the combat mechanics and
the magic system are all wonderful improvements that will work side
by side with the new background to give us amazing gaming sessions.

I believe WFRP2 has all it takes to stand tall in the RPG world and

be a serious alternative to D20.
JFF: I remain unsure about the new rulebook. Some rules have
improved from WFRP1, but flaws remain. This is an acceptable update
of the WFRP1 rules, but the feel and background of the game is worse.
There appears to be a simplification of the world and a firm move
towards a more heroic game. It isn’t Warhammer Fantasy Battle, but
it is a step closer. The game is much more combat orientated, from
careers to artwork. Chaos and the supernatural are much more prevalent
now. In some ways this is good, as it recognises the fact these things
affect the world. In other ways, it just means the game is awash with
these elements and they become the focus of the game.

There are some excellent bits of background in this book. These
are usually in the sidebars of articles, and give an insight into the Old
World. Sadly, there are not enough of these.

...and the rest
The full reviews are available in full at the Warpstone website.
Check it out at www.warpstone.darcore.net.
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The Loathsome Ratmen
By Mitchel Scanlon

Published by The Black Library
Reviewed by John Foody

“A horror greater than all the
¢ beasts and hordes of Chaos
combined.”

The Loathsome Ratmen and all
their Vile Kin, to give its full title,
is a background book for the
Skaven and, like the recent Liber
Chaotica books, comes without
any rules. Like the Liber Chaotica
books it looks good, with some
well-chosen, excellent
; atmospheric art. It is an
” improvement over the earlier
“ books as the layout is much more
elegant. Some of the material in The Loathsome Ratmen is taken
from previous Games Workshop releases.

Skaven are perhaps WFRP players’ favourite monster. Existing
in a hidden underworld, they plot and scheme to destroy the world
of men in the name of their god, the Horned Rat. In Warhammer
Fantasy Battle they are amongst the most popular armies and a
frequent presence in Black Library fiction. Arguably their
portrayal in the Battle game and the Warhammer fiction makes
them too visible, too mundane.

WFRP never really used the Skaven in the official material
and Hogshead’s long promised sourcebook never saw the light
of day. WFRP fan material has used the Skaven more, most
notably Garett Lepper’s The Book of the Rat.

Nearly all the background and fiction failed to really get to
grips with the central problem of portraying the Skaven. That is,
how to talk about them and use them without destroying the
mystery and secrecy that surrounds them.

When I came to The Loathsome Ratmen, 1 hoped it would be
more than just a tally of Skaven troops. Would it help in using
the Skaven in WFRP?

As with the Liber Chaotica series, The Loathsome Ratmen is
written from the point-of-view of an Old Worlder, this time written
200 years before the Warhammer setting. The “author” is a veteran
soldier, trying to warn the world of man of the threat it faces
from the Skaven.

The first part looks at the origin of the Ratmen, discussing
various theories including whether they evolved from man or
rat. This is followed by details on their appearance, use of
Warpstone and just why the Skaven act as they do. Part two
concerns Skaven society, from the Homed Rat down to slaves.
On the way it looks at the various clans that dominate their society
and those few that rule it. It does well in bringing to life the
internecine warfare that dominates Skaven society.

Next comes background on the different ways the Skaven wage
war, from mobbing with slaves to the famed Clan Eshin assassins.
There are even details on two new diseases, allegedly created by
Clan Pestilens. This section ends with a look at those that help
and serve the Ratmen; sadly, it is rather brief.

The final part looks at the history of the Skaven from the

recorded mention in a poem named The Doom of Kavzar
(included in full) to Mordheim and beyond. Special mention is
given to Miragliano, where they recognise the threat of the
Skaven, detailing the measures they take to combat them.

Finally, the book ends on a call to arms, pleading with mankind
to unite against the Skaven: “Let us go to war”. There is also a
in-game bibliography, which in itself is useful background for
GMs.

The Loathsome Ratmen, understandably perhaps, does fail to
deal with the conflict between background and game. We are
told the world must wake to the threat of the Skaven - unknown
to the common man. However, we are then told again and again
of armies and invasions throughout history where they have been
seen by thousands. The two points of view visibly conflict.

From a WFRP perspective I would like to have seen more in
depth material, particularly more on their human servants in the
0Old World. However, there are plenty of ideas here for GMs,
whether using the Skaven directly or having them firmly in the
background.

The Loathsome Ratmen is a success. Well written, it is an
enjoyable read and gives a good summary and introduction to
the Skaven. It has lots of nice touches and I particularly liked the
footnotes and picture captions. The Loathsome Ratmen is the
kind of book Black Library do best: atmospheric and fun. Less
useful if you have other Skaven sourcebooks already, but for
those who want further detail on the Skaven, The Loathsome
Ratmen is recommended.

Blood on the Reik

By David Gallagher, Matt Ralphs & John Blanche
Published by Black Library

Reviewed by John Foody

In the style of
recent  Black
Library releases
Blood on the Reik
purports to be a
publication of the
Old World. It is
the sketchbook
and part memoir
of Tobias
Helmgrat, an
Imperial who has travelled The Empire and beyond. However,
although it is subtitled “A Journey Through the Old World,” the
focus is really The Empire with only a cursory glance elsewhere.

A hundred or so pages long, the book is designed as a
sketchbook with its faux leather cover and parchment pages.
Inside are over 250 concept sketches and twelve colour pictures,
accompanied by text and captions describing what is being shown.

The bulk of the book shows us the citizenry of the Empire, as
well as various street furniture, such as roadside shrines and public
torture devices. These pictures by David Gallagher really bring
the population of The Empire to life, from beggars to wizards.
Even the more high fantasy characters are given a gritty, dirty
feel. Each picture has various captions highlighting points of
interest. So for a street vendor we are told he has an untrustworthy
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face and a bunch of suspicious looking rats hanging from his
belt. The font on these captions does get a little tiresome after a
while.

There is a less realistic feel than I would have liked, but overall

it works well except where some elements of the pictures are a

little silly. Skulls are everywhere and the number of characters
wearing candles implies wooden buildings must have high
ceilings. There is also an odd lack of religious imagery across
many pictures - the graveyard has barely a symbol of Morr in
sight.

The supporting text is also good although less convincing
alongside the John Blanche colour plates which don’t really add
much to the book.

After the Imperial pictures, there are sketches of a few creatures
and monsters. These work well (bar the stupid squigs) and they
fit nicely into the overall feel of the background. Of these the
Beastmen, Treemen and Basilisk were my favourites. Slightly
out of place are pictures of Arabyan characters - their inclusion
is odd here as no other county is described. However, they do
raise the question of whether Arabyan material is on the way.

Blood on the Reik is a good, enjoyable sourcebook for the
Empire. It shows many of the common people that make up the
population alongside more exotic characters. I found myself
considering parts of the background afresh, especially the
Empire’s apparent obsession with death.

I recommend the book, assuming you are happy to spend £15
on mostly pictures, for some good background and ideas on the
Empire, a country that this book helps bring to life.

Liber Fantica: Volumes 1 & 2
Reviewed by Simon Dennett

Have you ever tried to review
Dofizme 1 a supplement that is
completely free, composed
entirely of optional additions
and written by unpaid fans as
a favour to the WFRP
community? It’s not an easy
task! To be critical feels
rather churlish and self-
aggrandising - like being
offered a box of assorted
chocolates, only to smack
them out of the offerer’s
hand, tell him that they’re
mostly disgusting and then
look around to see who was
watching. So it was very
fortunate that Liber Fanatica is excellent - offering useful and
inspiring ideas to augment WFRP2 with very little that is surplus
to requirements.

Liber Fanatica is a two-volume collection of rules and articles
for WFRP2, available for download online. The first volume
“The Character Compendium” is largely compiled to provide
players with additional inspiration for fleshing out their PC and
further career information. The second volume is entitled “The
Perilous Arts” and concemns itself with additional combat and
spell mechanics. Both are the work of a group of writers who
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first became acquainted during the playtesting of WFRP2,
compiling some of their suggestions and additions for the game
that didn’t see print. Edited by Wim van Gruisen (Volume 1)
and James Walkerdine (Volume 2), both volumes were launched
simultaneously with WFRP2 to great response online.

Visually, the documents are yet another example of fan work
that looks almost professional. The choice of artwork is inspired
- especially the cover to the Character Compendium, which
features a sketch of a crowd of various unsavoury and grotesque
individuals reminiscent of Brueghel.

Broadly speaking, the contents of both volumes fall into three
types - rules that bring back old mechanics (such as ‘lost’
careers), rules that add depth to the current game and completely
new ideas. Some rules were clearly excluded from WFRP2 for
good reason, so there was a risk that Liber Fanatica would bring
them back because the authors just can't let go. Fortunately,
this is not the case and most additions are well-considered and
worthwhile.

The Character Compendium is the better of the two volumes,
primarily because it is packed with content that will inspire both
players and GMs to create memorable characters. Furthermore,
it is just as useful for wide-eyed WFRP virgins as for leathery
old WFRP1 veterans.

The first three articles are concerned with fleshing out PCs
and NPCs. So we have a neat little article in “Ten Questions -
Expanded” which prompts players to think deeper about their
PCs’ background and ties them deeper into the world - it should
be especially useful for players who are new to roleplaying.
Along similar lines is “Character Motivations,” a structured
approach to giving your PC reasons for doing what he or she
does. As a list of suggestions it works well, although it may be
a little too formal for some styles of play. GMs will have to be
careful that it does not encourage black-and-white absolutist
roleplaying to which WFRP can easily become prone. Some
may choose to view motivations as a more sophisticated
replacement for alignment, which would be entirely appropriate.

The jewel in the Liber Fanatica crown is the “Character
Backgrounds” article. A simple premise (replacing WFRP1’s
character classes) leads to a wealth of possibilities for players
and GMs alike. By reflecting the Empire setting, Wim has created
ten character origins (such as ‘Waterline’ or “Mercantile’) that
will get players thinking about their PC before they even roll
for a starting career. Each consists of a brief overview, suggested
trappings, religious tendencies and tables of sorted skills, talents
and careers. This is the perfect example of what Liber Fanatica
can do - simple rules that don’t need to be remembered every
session, don’t add needless complexity but do suggest countless
ideas for play.

The majority of the remaining articles in the Character
Compendium concern themselves with careers. “Career
Guidance” deals with that hoary old issue of whether Hans the
smuggler gave up dealing in illicit goods when he became an
adventurer or whether he continues to practice his ‘profession’
in between sloshing around sewers and flying about on griffons.
Most GMs and players will work out a pragmatic compromise,
but the article suggests some decent ways to resolve the
(perceived) conflict and use starting careers and career changes
as adventure hooks. This is followed by a brief and stimulating
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article on “Psychotic Careers” (i.e. those that represent a mindset
rather than a trade or profession).

In my opinion, the careers section of the new rulebook is mostly
great (if a little combat obsessed...), but there were some odd
omissions, such as the absence of ‘Beggar’. The “Lost Careers”
article reinstates those perfectly adequately, although the author
was a little overeager to state that Druids and Seers are
‘impossible’ in the new edition background - a recent White
Dwarf article (also available at http://uk. games-workshop.com/
warhammer/religion/1/) suggests otherwise.

The final article will have the most immediate application for
those of us who want to convert existing WFRP1 PCs to the
new edition. With a little fudging, the guidelines here will allow
fairly straightforward adaptation of well-loved characters for
the new rules.

The “Perilous Arts” volume consists principally of articles
for GM use, with the emphasis on those moving from WFRPI.
The first chapter is concerned with combat and the first two
articles focus on almost diametrically opposed approaches to
roleplaying fights. “Narrative Combat” provokes the imagination
into creating more dynamic and creative scuffles, encouraging
GMs to run them as an exercise in storytelling where the dice
are used only to help advance the action and resolve success.
This would work best for smaller parties and looks easy to adapt
to individual styles of play. The second article is something of
a curate’s egg, presenting an alternative combat system to
WFRP2. It borrows a little from both editions of the game, but
doesn’t seem to reduce complexity or improve the flow of the
game markedly. I ran a few ‘dry runs’ of both approaches and
couldn’t see a clear advantage of the proposed alternative.
However, | have never been particularly concerned with combat
rules (making me poorly qualified to review these!) and I'm
sure that some GMs will prefer the different actions and
mechanics suggested here.

The final combat article concerns itself with damage and
healing. There is a great set of ideas around combatants passing
out from particularly severe blows, which was something that
was badly needed in WFRP1, where a protracted “slug away
until someone loses a limb/head or runs off” exchange was all
too common. This is followed by a welcome return and
refinement of elements of the healing rules from the first edition,
addressing some of the more... ahem... eccentric rules in WFRP2.

The second chapter is concerned with spells and spellcasting.
The “Corruption” article provides an optional mechanic for
representing the risky nature of magic in the Warhammer world.
Corruption points are an unobtrusive and colourful idea, which
would work well if kept hidden from the player as they are
acquired. The author could have tied them into the existing
Tzeentch’s Curse mechanic and the dice pool. The article revises
the casting rules to fit corruption points, and seems to be
superfluous and less elegant than a fully-integrated approach to
the new magic rules. At the end of the article is a helpful
suggestion for learning spells which limits the bizarre open-
ended approach to spell knowledge for Lores in WFRP2.

“Perilous Arts” ends with a considerable undertaking to
convert spells from WFRP1. This will prove invaluable when
using older adventures with the new edition, but it’s also a great
way to expand magic while we wait for the new Realms of Sorcery.

Most of the recommendations for where each spell fits into the
new categorisation seem appropriate and reasonable. This section
requires the original spell references (for ingredients and full
descriptions), but it’s another useful tool for WFRP1 GMs looking
to change editions.

Overall, Liber Fanatica represents an excellent (and free!)
selection of suggestions and optional rules - a remarkable
achievement given that both volumes were released alongside
WFRP2. There’re tonnes of ideas for many different types of
GM, as well as a decent amount of material for players. There
was always a risk that a release like this could have become
bogged down by an anti-WFRP2 agenda - lead more by a desire
to prove that WFRP1 was superior than to help GMs of the new
game. This is certainly not the case and you get the impression
that the authors are embracing the new edition with open minds.
As such, it would be a shame if Liber Fanatica was only
downloaded by veteran WFRP GMs rather than those who are
newer to the game.

Details on Liber Fanatica can be found on page 10.

WFRP Character Pack
By Chris Pramas

Published by Black Industrics
Reviewed by John Foody

Character packs are often seen as
a moneymaking exercise,
offering little real substance.
However, there is no reason why
they cannot be worthwhile. What
can make these products
B interesting for many are the
extras.

The WFRP Character Pack
comes in three parts. The main
bulk is made up of 50 character
sheets as per the design in the
main rules. There is also a
sixteen-page booklet containing
various tables and summaries. First though, we start with the
wraparound cover (terribly thin paper), which shows “Character
Portraits”. These are taken directly from Blood on the Reik and
are a useful addition to the background atmosphere. However, as
they are available elsewhere in greater numbers and come with
no supporting text they are not really a reason to buy.

The final part of the pack is a sixteen-page booklet. This starts
with a character generation summary which could help speed
up character generation. However you will still need the main
rules. There are then six pages of names for Imperials, Dwarfs,
Elves and Halflings. The names are a useful addition but perhaps
presenting them in random generation tables is a waste of space.
One of the more interesting tables is the Foretelling of Doom.
This could be a great idea, but here is just a lost opportunity.
This should have been in the Game Master s Pack, supported
by an article giving Game Masters advice on how the Dooms
could be incorporated in the game. Here, players could have
been given advice on how to roleplay them. Personal Heraldry
is similarly underdeveloped.

We are also presented with random tables for Human
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birthplaces. This is okay, but works against the main rule tables.
Here you can only come from a population centre larger than a
village, something that was covered in the main rules. The spell
lists and Action summaries are more useful.

If you want anything more than the character sheets, then this
is not worth purchasing. It offers little value. Where it is good,
it could have been improved with a little more thought. Much
of this material should have been available as initial support on
the Black Industries website. Certainly, Black Industries have
rather cynically pushed players towards this pack by not making
a character sheet available as a PDF.

In short, avoid.

WFRP Game Master's Pack
By Alfred Nufiez Jr & Chris Pramas
Published by Black Industrics
Reviewed by Robin Low

The Game Master s Pack for

WEFRP has three components:

a cover sheet, a four-panel

GM screen and a 31 page
black and white booklet.

®  The glossy cover sheet is a

the WFRP2 rulebook’s cover.
¥ On the reverse is a
black, grey and white map of
the Old World, including
Albion, showing terrain
features, political boundaries
¥ and settlements. The text is
small and a little crowded; it
is reasonably clear but don’t expect to find places in a hurry. The
paper is very thin, but the right size to laminate easily.

The GM screen is unusual as it is landscape rather than portrait;
that is, each panel rests on its longest edge. The GM can see
dice rolls made in front of it without stretching so far, but it
requires space to open properly. On the players’ side, the two
central panels show the WFRP2 rulebook’s cover, with smaller
pictures from recent WFRP2 publications. The outermost panels
depict engraved-style flavour text with the twin-tailed comet of
Sigmar below. The card is rather thin, but it stays upright.

The GM'’s side of the screen is covered with black and white
tables. There is a lot of information and the text is very small.
For me, there is much wasted space. Take the fourth panel as an
example: Illumination is a matter of common sense; Combat
Movement is on character sheets and can be prepared for NPCs;
Local/Overland Movement depends on terrain, plot and the GM;
Test Difficulties are supremely simple to remember. Remove
these tables and the others on this panel could be doubled in
size: Combat Difficulty, which has examples with the modifiers,
would be easier to read.

There is also bad design. Again with panel four as the example,
the Actions by Type table could have easily contained the Basic
and Advanced Action table - a simple (A) or (B) after each
action would have done the trick. Similarly, the Test Difficulty
table is already within the Combat Difficulty table!

With fifteen minutes thought, seven tables are reduced to three.

The extra space could be used to give more detail on how various
Actions work- it’s great knowing a character can take the half-
action Feint, but if the GM must look in the rulebook for an
explanation nothing has been gained. Alternatively, there would
be room for the almost essential Critical Hits table, which
unbelievably has been left off.

The problem any GM screen designer has is different GMs
want different things. Some do want details of weapon
characteristics, but I record details on individual NPC sheets.
However, focusing on trivia like Illumination ranges encourages
GMs, especially novices, to think that minor rules matter, when
they don’t. Worrying about this stuff slows down play and ruins
atmosphere.

There is a compromise. Lose the purposeless pictures on the
players’ side and replace with attractively bordered panels
containing player information, such as Combat Summary with
explanations of Actions. Some duplication is fine: if GMs don’t
have to keep answering players’ questions, time and atmosphere
will be saved. By spreading and sharing information fonts can
be enlarged, practical detail added and time wasted answering
questions reduced.

Faults with this GM screen are not unique to this type of
product, but I would have liked Green Ronin/Black Industries
to avoid the usual approach of sticking a load of pictures on one
side and a load of tables on the other. It’s not without use, but
little effort or thought has gone into its design.

The booklet contains a scenario and a section entitled Buildings
of the Old World, a straight, but valuable lift from WFRP1. It
concludes with: an NPC record sheet (four NPCs to a page,
summarising basic details); a Combat Tracker (record name,
current wounds and notes for twelve combatants, with a table
for recording initiative order); summaries of Necromancy and
Chaos Lores (side effects are described in detail, but spells just
get Casting Number and Time, so you still need the rulebook
for effects); equipment tables from the rulebook. This latter stuff
is filler: it should be online as pdf files.

The scenario, Pretty Things, is written by Alfred J, Nunez, Jr.
(regular Warpstone contributor and author of Dwarfs: Stone and
Steel) and is thirteen pages long, with four pre-generated
characters taking another two. It is a good introductory scenario
for new characters, GMs and players alike, combining on-the-
road, rescue and safe delivery plot elements. It is linear, but
with options; clever players might even avoid combat. New GMs
get a simple but eventful game to run; experienced GMs will be
able to develop its potential for atmosphere, roleplay and action.
Depending how they play it, PCs could end up with two future
foes. Furthermore, the ending hints strongly at local political
skulduggery that GMs can exploit. No reference is made to the
Storm of Chaos. The art is attractive and simple, and there is a
map of part of the Talabecland-Stirland border.

Overall, the WFRP Game Master s Pack is expensive, but no
more so than similar products. However, the key selling point is
the scenario. It reads well but could have been longer if six and a
half pages of filler had been left out. Some GMs will regularly
use the screen, but the lazy design is irritating. The Old World
Bestiary is a standard product type, but with an original
approach; it’s a shame the GM screen couldn’t have been as
innovative,
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Black Industries will be appearing at Origins this
year and Games Day (25th September,
Birmingham NEA). They have also said they will
be at Gencon US, although no games have been
announced as yet.
Forthcoming releases we know about are Old
World Armoury (June 2005), Sigmar s Heirs (July 2005), and
Paths of the Damned: Spires of Altdorf (August 2005), which is
the second part of the Paths of the Damned campaign. Realms of
Sorcery appears to be due in January 2006. Black Industries is
also releasing a pair of WFRP Dice Bags. Also check out Black
Industries’ website for increasing amounts of fan-produced
WFRP2 material including creatures from the first edition and
new careers, the Gong Farmer and Executioner among them.
As we went to press Black Industries announced it will be
producing a DC Superheroes RPG game.

Black Industries.

Alfred Nuiiez Jr Scenarios

In addition to writing Dwarfs: Stone and Steel and numerous
Warpstone articles, Alfred has written and run many WFRP
convention scenarios. These, including the excellent Wirch-
Hunter Cometh (co-written with Tim Eccles), are available on
his website www.madalfred darcore.net.

Dwarf Women Have Beards Too
WFRP Fanzine - Issuc 3
Reviewed by Clive Oldficld

A few copies of a free fanzine arrived at Warpstone. Labeled
issue 3, this should beg the
question what happened to issues
1 and 2? But somehow it is hard
to believe a word one reads here.

It is styled as a typical fanzine:
A4 sheets folded and stapled
together. There are two sheets and
therefore eight pages. The cover
promises an exclusive, ‘I was a
playtest w***e!” I've been trying
to work out what the three
asterisks might stand for, but I was
one too, I imagine. Anyone
wishing to read the exclusive is
directed to ‘Page 9.’

The fanzine is funny and has some very funny bifs. It seems
like a throwback to the golden age of crappy fanzines,
unashamedly so. There is a ‘spot the cultist’ competition, new
background tables and a brand new career, Godslayer.

There is also a review of Warpstone 22; in case you think this
might be mutual backslapping it includes, ‘Inside they still carry
on with the same drivel. Foody and the others completely miss
the point of what WFRP is about.’

It took a bit of effort to actually work out if this thing is for sale
and how to get hold of it, but we think you can request your free
copy by emailing:

FrankieAndBeastie@hotmail.com.

I highly recommend it.

EXCLUSIVE
1 was 2

playtest w"::ﬂ-ry Issue 3
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BRIEF REVIEWS AND NEWS FROM THE WORLD OF WARHAMMER

Carnel

Issue 30 of the fanzine Carnel is out now. This and the last few issues have been excellent.
Issue 28 was dedicated to Lustria, containing background (to be concluded in issue 31)
and a scenario. Subscriptions (6 issues) are UK: £10, Everywhere Else £17. Write to
Robert Rees, 10a Eldon Grove, London, NW3 5PT or visit carnel sdf-eu.org/carnel.

Flagship

Issue 113 of Flagship is out now. Issue 112 contained an article by John Foody looking at
WFRP and an interesting article by Robert Rees (based on his booklet) about starting
your own zine. For more details on Flagship check out www.flagshipmagazine.com.

The Warpstone Website

There have been some recent excellent additions to the Warpstone site. We are pleased to
present two German WFRP scenarios from Karl-Heinz Zapf. Then we have all the articles
from Tim Eccle’s fanzine The Origin of Tree Worship. This is a wide-ranging and very
useful source of WFRP articles, under appreciated when first published. Check them out!

Warpstone Charity Auction
The e-bay auction for Warpstone issue 23 proofs were sold for £63.50. This was donated
to the Tsunami disaster appeal fund. Many thanks to the winner for his generosity.

Bretonnia Project

Check out the Bretonnia Project. It focuses on a non-Arthurian background for Bretonnia
in keeping with the description in the WFRP1 rulebook. It is a dark swashbuckling setting
based on renaissance France. After some time in hibernation, the writers have decided to
launch new websites in 2005. Since the release of the free Bretonnia Sourcebook in 2003,
they have been working mainly on play-aids and a collection of inspiration material for
the Bretonnia Sourcebook. Bretonnia Project is a reasonably active Intemet project, which
is open to contributions. Check out Bretonnia Project [English] www.warhammer.net/
bretonnia/ or Bretonnie-jdr [French] http:/malpy.free. fr/bretonnie/ or contact project co-
ordinator Peter Butterworth on wfrp.bretonnia@laposte.net

Timcon III
The third Timcon held in London in March 2005 was a success. All the games received
enthusiastic reviews. Sadly, this could well be the last Timcon and will be a sad loss.

Liber Fanatica - Fan-Made Compendiums for WFRP2

The Liber Fanatica books (reviewed this issue) are the work of WFRP fanatics who
playtested the WFRP2 rules and came up with ideas that didn’t find their way into the
official material. In Liber Fanatica I — The Player Compendium there is material on how
to flesh out your character with background and motivation, articles on enhancing the
roleplaying of careers, and notes on how to convert characters from WFRP1 to the new
rules. Liber Fanatica Il — The Perilous Arts is packed with articles on two of the most
dangerous aspects of WFRP, magic and combat, including alternative rules for both and
notes on how to use WFRP1 spells with the new rules.

In the forthcoming Liber Fanatica Il — Game Master 5 Guide there will be; Articles on
various aspects of running WFRP, a GM s toolbox, including the means to instantly flesh-
out NPCs, and a generator for quickly coming up with books to be found (and perhaps
feared) by your players and Appendices, intended to inspire GMs with various ways of
playing WFRP, including a comprehensive presentation of PbEMs, and a look at designing
convention scenarios.

The Liber Fantica books can be found at a number of websites. Check out page 7 and
the Warpstone site for links to these.

Chaos - North Lands: Le Grimoire Issue 20

The latest issue of the French fanzine contains information on History of Chaos, the
gate of Tannhauser, realms of Chaos, De Beastiis Chaotis bestiary, Realm of Kislev
(Erengrad and Praag city description) and hobgoblins description. It also includes
descriptions of Malal and Arianka, Norsca description, how to create a Norsc
(werewolf) character, new careers, monsters of the sea of Claws and a scenario to end
the French campaign Pour la Gloire d'Ulric. Contributors include Alfred Nunez,
Antony Ragan, Russ Nicholson and Gary Chalk. This will be the last ever issue of Le
Grimoire. More details at www.legrimoire.net.

THEYRE NOT JUST SHAVEN SKAVEN
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SPEAK LANGUAGE (VARIOUS)

A look at the companies translating WFRP2

Recently Black Industries announced that WFRP2 would be
translated and released in five countries. The companies (and
countries) were announced as Copernicus Corporation in Poland,
Nexus Editrice in Italy, Darwin Project in France, Feder & Schwert
in Germany and Edge Entertainment in Spain. We thought we would
have a look at these companies and find out how popular WFRP is
in each country.

At the time of writing, the release schedule for the translations is
unknown. Each of the companies will work to their own schedule.
In addition to translating work produced by Green Ronin, each of
the companies will be able to produce some original material. Simon
Butler at Black Industries said this is limited to their own “scenarios
and supplementary information” although “everything has to be
approved by us.” However, they will not be able to produce “hard
background.”

Black Industries is currently in discussions for licences in Japan,
Russia and Portugal, although these are not the limit. Simon says,
“If anyone comes up with a workable solution from anywhere else,
we’ll listen.”

FRANCE

By yd Lanz

Warhammer may not be the most popular game in France, but it
still contends solidly with heavyweights such as AD&D, Call of
Cthulhu and Vampire. Jeux Descartes translated all the books of
the first edition without missing a single one (something they did
not do for, say, Shadowrun), and they used to be the biggest French
publisher. They also published a scenario by a French author, Pour
la Gloire d'Ulric (For the Glory of Ulric). That was to be the first
of a whole campaign, but the best-laid plans of Skaven and men,
as they say...

Le Grimoire, the main French fanzine for WFRP, has been around
for decades, which is enough of an indication of the following for
the game.

Darwin Project is a games and magazine publisher based in Paris,
active in the gaming press for ten years. They publish five different
magazines: Fantasy.RPG, MaNiaK, Lotus Noir, Duel Masters and
Codex Arcanum. MaNiaK is centred on younger kids’ games such
as Yu-Gi-Oh. They also cover manga and comic topics. Lotus Noir
is, as its title implies (French for Black Lotus), all about Collectible
Card Games while Duel Masters is dedicated to the card game of
the same name. Codex Arcanum is about fantasy miniatures. They
are also involved in Picto Mag, a general information magazine
focused on the view of the hearing-impaired on the world and
culture. Last but certainly not least, the astutely named
Fantasy.RPG, whose first cover sports the same Slayer who appears
on the WFRP2 rulebook cover, takes the place recently vacated by
the Darwin Project’s Backstab, a good, old-fashioned roleplaying
game magazine that had been around since around 1996. It promises
to have a WFRP scenario every two months alongside other
material.

Aside from that bustling activity, they also publish the P’tit Jeux
line, games that fit in your pocket. (Well, in my big waist pocket
anyway.) These are fast, simple and brightly coloured (not to

mention, in the case of the game Sillage, directly linked with a
successful quality comic book, and soon to be followed by two
other great names, Thorgal and Kookaburra), making them easy
to present to non-hardcore gamers, while still interesting to
dedicated players.

GERMANY

By Alexander Kurtzahn

Before the recent announcement that Feder & Schwert would be
translating the second edition, the status of Warhammer Fantasy
Roleplay could be simply described as non-existent in Germany.

WEFRP has not really been available in German. There was a
German version between 1997 and 1999, translated by Schwarzes
Einhorn (Black Unicorn), but it was not really supported by Games
Workshop and their stores. Schwarzes Einhorn translated the
rulebook, The Enemy Within, Shadows Over Bdgenhafen, Death
on the Reik and Power behind the Throne. 1 haven’t heard of
Schwarzes Einhorn since. Only one WFRP fanzine was published
in Germany; this only lasted three or four issues. There is currently
a small community of WFRP players in Germany who publish
material, mostly on the Internet, but this includes Karl-Heinz Kapf™s
printed scenarios [some are available for download at the Warpstone
website — Ed].

It seems less than five hundred copies of WFRP were sold in
Germany compared to over 15,000 D&D 3E and Shadowrun, with
Call of Cthulhu, Midgard and Vampire: The Masquerade close
behind. Smaller games such as Cyberpunk, Earthdawn, Paranoia
and Magus (Mage) have sold ten times as many.

Therefore, as you can imagine, nobody is really waiting
desperately for WFRP2. However, Feder & Schwert is very well
known and has been very successful in the past; for example, it
translated and published all the White Wolf games. The company
seems to be doing well. One of the main factors for this is the high
quality of Feder & Schwert products. Feder & Schwert is planning
the release of four to six WFRP products per year so WFRP should
get a massive boost in Germany.

ITALY

By Max Ribaric

The first Italian edition of WFRP came to light in June 1994, soon
followed by a GM screen and I nemico dentro (The Enemy Within).
During recent years all The Enemy Within campaign was translated
into Italian together with the supplement/companion Compendium
(sort of Apocrypha Now with a mix of old articles from White
Dwarf and other places).

This January (2005) I Regni della Magia (Realm of Sorcery)
finally arrived, together with a reissue of the WFRP1 rulebook,
this time in soft cover.

The name of the Italian edition, Martelli da Guerra, is a bit
horrible! The company stated this change was made as Games
Workshop wanted to separate the roleplaying game from the
wargame (still called Warhammer) to avoid confusion. Martelli da
Guerra literally means Hammers of War. For some people this name
sounds odd because when it came out in Italy there was a big
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political scandal and one famous politician (from the now defunct
Italian Socialist Party — P.S.1.) involved in the process was Claudio
Martelli. Thus at the time there were all kinds of jokes made.

The translation of WFRP1 was quite good, but what I really
dislike is the general layout, which is far less powerful than the
original. Some pictures are missing altogether, and while the
drawings by Paolo Parente are beautiful they lack the real
Warhammer feel.

Nexus Editrice, which is producing the Italian edition of WFRP2,
was born around ten years ago and were behind the now defunct
Kaos, at the time of one of the biggest national game magazines
here in Italy. It printed the Italian editions of various roleplaying
games (Killer, Shadowrun, Toon, Macho Women with Guns and
French RPG Simulacres), boardgames (Doom for example), comics,
a couple of miniatures series (especially the old glorious Atlantic
from the late *70s), and books (including Warhammer novels such
as Ignorant Armies). It also developed original games such as Ken
il guerriero (an RPG from the Japanese anime Hokuto No Ken).

POLAND

By Radck Drozadalski

Polish players will soon have a chance to enjoy WFRP2 in their
native language. The company producing this translation,
Copernicus Corporation, has been present in the Polish market for
quite some time. It released a Polish edition of Cyberpunk 2020 in
1996, followed by a number of supplements. Nowadays, it is
releasing Black Library books from the Warhammer and WH40K
universes.

The first edition of Warhammer was released in late 1994 by the
first Polish RPG company MAG. It was the first foreign roleplaying
game translated into Polish. No one really anticipated how popular
this game would become, and how much the fan base would grow.
MAG followed its release of the core book with two supplements
a year later: the Character Pack and Lichemaster. Since then, all
of the Flame Publications and Games Workshop supplements have
hit the Polish market. MAG lost its publishing license around the
time Hogshead rose to power in the UK.

It could easily be said Warhammer nursed and raised a whole
second generation of Polish roleplayers (the first generation played
with imported games). WFRP was the first and only complete Polish
language RPG available at the time. Almost immediately after its
release Warhammer became a cult game; everyone loved it and
played it. This game really allowed the Polish RPG community to
grow. Its biggest selling points was that it was in Polish and very
reasonably priced; true of all the MAG Warhammer releases.

MAG supported the game in its own RPG magazine, Magia i
Miecz (Sword & Sorcery), which lasted for 103 issues. The
magazine had its own WFRP column, Zmagania z Chaosem
(Struggle against Chaos). The first articles were translations of
White Dwarf articles, but with the growth of the community, the
first Polish authors began to be featured.

After its release, two unofficial Polish supplements were
published. The first of them appeared in the seventh issue of the
RPG magazine Labirynt. This 128-page book, Guide to the Old
World, focused on describing lands beyond the boundaries of the
Empire and on The Empire itself. The second and more important
release was the excellent Wladca Zimy (Lord of Winter), by Portal
publishing. Lord of Winter was 202 pages long and featured the
biggest names in the Polish WFRP community. In this massive
campaign the players took up the roles of a small company of
soldiers stationed on the eastern reaches of the Empire, facing the

threat of a massive Orc invasion. The book featured detailed
information on life as a soldier in the Empire’s army, new rules
and careers, and a whole chapter on winter magic. This campaign
was highly praised among fans, but sales weren’t as high as the
publisher expected.

Throughout all those years many WFRP fanzines were published.
The most important was Goniec Imperialny (Imperial Courier),
which lasted four issues. All of the major Polish RPG portals have
pages and forums dedicated to WFRP, and by the numbers of posts
there, we can be assured that the new edition of the game will
remain one of the most popular games in the Polish market.

SPAIN

By Enaid in WFRP Forums

WFRP2 is going to be released in Spanish by Edge Entertainment,
a publishing company based in southern Spain. Edge has earned a
good reputation both in the quality of its products and its
translations, at the same time boasting a fringe or trendy approach
to its lines. They have published the Spanish versions of a handful
of d20 settings (Conan RPG and Iron Kingdoms to mention but
two) along with a dozen or so other lines, ranging from Over the
Edge and Unknown Armies to Dreampod 9°s Heavy Gear and Tribe
8. It is worth mentioning Feng Shui, Hogshead’s New Style range
and Hero Quest (Glorantha’s new incarnation) to get a picture of a
preference for innovation and generally being unconcerned by the
big names. Actually, Warhammer Fantasy Roleplay is arguably
their highest profile license up to now.

WFRP has not enjoyed the same level of popularity in Spain as
it has in other European countries. Until relatively recently WFRP
was not even translated. It has had an audience since the mid-
Eighties; the prestige of Games Workshop coupled with the
excellent The Enemy Within campaign gave it a permanent shelf-
slot in the imports section of any good games store. Although the
English language RPGs coexisted with the Spanish language ones,
and a couple of modules appeared here and there in the Spanish
RPG magazines, as more and more games got Spanish versions
WEFRP largely vanished from the public view.

Some time after that, Games Workshop opened an office in
Spain exposing thousands to the Warhammer phenomenon, and
for the first time the Warhammer world spoke Spanish officially.
Later on, a big general publisher, very strong in fantasy, decided to
translate Black Library’s Warhammer novels. Just two years before,
an RPG publisher acquired the licence for WFRP, the core rulebook
going on sale in 1998. The Spanish translation of WFRP1 happened
in the Hogshead era and all WFRP material of that era has been
made available in Spanish. Despite that, the Spanish version did
not bring about a noticeable dedicated Spanish speaking WFRP
community. The fact that so much material is available in Spanish
indicates a certain acceptance of the game, but the belatedness of
the Spanish version as compared to the original release, the
perceptible gap between WFRP1, WFB and the Black Library
novels currently available in Spain and the not very well regarded
translation might explain the relatively low number of Spanish
players engaged in this roleplaying game.

Edge Entertainment might be able to give the game a better place
in the Spanish speaking world and reinvigorate it, not only because
WFRP2 will be seen as more suitable to the GW/Warhammer world
as it now stands, but because the company is likely to live up to its
reputation in translation quality and product support. Let us hope
for a brighter life (granted — grim, as well) for WFRP in these
southern lands.
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THE WARPSTONE INTERVIEW

Black Industrics Head Simon Butler Answers the Questions

Which element of WFRP2 are you proudest?

That’s a really difficult question! Each of the people involved would
give youa different answer. From the Black Industries side of things,
we’re really pleased with the way the game has been so well
received by the fans. We knew there were lots of people out there
who had played WFRP in the past, but we were totally unprepared
for how strong the positive response was going to be. From events
to forums to emails and letters, we’ve had so many people
contacting us and talking about how exciting they found the new
edition; really, we couldn’t have dreamed it would go this well.
Ultimately, it doesn’t matter that we're really pleased with the look
of the book, or the humour, or the evocation of everyday life or
whatever, what matters is that people like it, and they’re out there
playing it. That’s what we’re proud of.

Is there any part of the game that you are unhappy with?

For a variety of reasons, we ended up with some typos in the first
couple of titles. If I could go back and fix anything, that would be
it. Beyond that I'm extremely proud of WFRP2, and think we got
it pretty much spot on.

What challenges did Storm of Chaos bring?

We had to make sure all our writers were well up on the events,
then we had to encourage them to imagine what this huge event
would do to people on an everyday level. What does war do to a
country? How will it affect people? Trade? Politics? How will
people react to such an overt Chaotic threat? Will they become
more devout or will they despair? Really, it’s such a complex thing
in its own right, let alone set against the complicated backdrop of
the Empire. Graeme Davis did a great job on the setting section of
Ashes of Middenheim and I think the real challenge is making sure
we live up to that level of writing in the rest of our books.

Generally seen as one of the weaker WFRP scenarios, the
inclusion of Haunting Horror in Plundered Vaults was a
surprising one. Why was it chosen?

Plundered Vaults was designed to be a cross section of various
playing styles. A new GM can quickly get a good idea of the range
of adventures that WFRP can support, whilst also being helped
through the process of learning how to run games, catering to their
group’s preferences and so on. Haunting Horror is an example of
a certain style of adventure; it may not be to everyone’s taste, but
we don’t see it as our role to judge how people want to play the
game.

Why did you choose to rewrite aspects of the older scenarios
in Plundered Vaults? Why did you not use the original artwork?
The older adventures were retouched for a variety of reasons. Some
of it was rules based, some of it was to ‘refresh’ the adventure for
older players who might have been through the adventure before,
some of it was due to changes in the background, others to do with
our guidelines on our depiction of violence.

We chose to re-illustrate the older adventures for a variety of reasons
as well. We wanted to make it clear that this was a WFRP2 book,

with an updated style that was a fair representation of what the
other books in the line would look like. We wanted to ensure the
images in the book were clean and clear. Some of the old
illustrations have physically not aged well and we didn’t want to
produce a book of fuzzy scans and mouldering edges.

Early on we were told that the rulebook would have everything
needed to play the game. However, this is not the case, especially
with a reduced bestiary. Why was this decision made? Do you
find it surprising that players have already started to release
house rules and variants?

I don’t think that’s true. The rulebook does contain everything you
need to play the game. With the benefit of hindsight, I might be
tempted to include Vampires and Giants in the bestiary for the
sake of completeness on the Slayer careers. But beyond that, I
think we got the balance about right.

As to whether [ find it surprising that people are writing their own
material for WFRP, of course not. They do for every other RPG,
why should ours be any different?

Will there be any WFRP tie-in with the forthcoming Lustria
WFB campaign?

I doubt it. We had discussed putting together some sort of “Wrath
of God” affair that would have seen parties faced with perilous sea
journeys, rats, pirates, scabies et al, but in the end it just felt like
too much of a jolt. Dragging characters half way around the world
when they were still finding their feet just seemed a wee bit harsh.

Given the success (both gaming and commercially) of the use
of figures in D&D, the fact that GW is principally a miniatures
company, and the presentation within the rulebook, can we
expect a range of official figures in the near future?

There are no plans for WFRP miniatures in the near future. Our
job right now is to look after WFRP, supporting it with lots of
great books, event presence and encouraging the fan community.
We want to put 100% of our time into that. Whilst the idea of a
range of suitably grubby peasants, thieves and n’er-do-wells is
attractive, not everyone who plays Fantasy Roleplay is into using
miniatures. It’s much better for the game to make sure we spend
our time writing books that appeal to a wide selection of the fans,
books about magic, Chaos, countries and monsters, sort of ‘the
greatest amount of perilous to the greatest amount of people.’

Realms of Sorcery and Realms of Chaos aside, what is the most
exciting material on the horizon for WFRP?

It’s difficult to say for sure, as we literally have around sixteen
titles in various stages of development at present. Of my own
personal favourites, we’ve just finished some preliminary briefing
work on some Skaven related books, which look fantastic. Also
the books we have coming out in the slightly nearer future on
Bretonnia and Mousillon look blindingly good. Slightly closer,
Sigmar 5 Heirs, a 128 page background book for the Empire written
by Anthony Ragan is superb, as is the Old World Armoury, and
Karak Azgal.
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CROSSING THE LYNSK

The River Lynsk By Tim Eccles

There are a number of contradictory sources on Kislev,
including WFRP itself, Something Rotten in Kislev, many
Games Workshop Warhammer Fantasy Battle tomes and
countless fan materials. Whatever the effects on an
individual game of each different source, Kislev serves
two basic uses. The first is as a region for adventuring
(and as a distinct entity very different from The Emplre)
and the second is as a border marcher
region - most obviously as the

first line of defence against

Chaos but also for the

usual border
squabbles.  This
article intends to

examine the second of
these functions for
Kislev, and in particular
its nominal northern
border along the River
Lynsk.

Rather than simply
drone on about the
contradictions, errors and
plain nonsense, my own
campaigns necessitated my
doing a lot of work on Kislev
when the campaign moved
northwards. What follows is my
view on the River Lynsk. I think it
is useful for two important reasons
for campaigns. Firstly, like all march
and border regions, it offers scope for
adventures to be placed in the less
regulated and policed regions of the
world. Secondly, the Lynsk is effectively
the border between the ‘safe’ Old World and
the unsafe or, worse, actually Chaotic, Old
World. To this end, most people would
recognise its importance and at least have some notion of
the Lynsk. Thus, it can also be used as colour for any
adventure in the form of rumours, fables, political
arguments or simple news items.
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The River
The River Lynsk is the traditional primary line of defence
for Kislev from invasion from the north. It protects the

heartland of The Dobryion and has always served the nation
well. Garrisoning small trading posts along the river is also
economically efficient, since it allows the government to
use low quality garrison soldiers and a small number of
elite cavalry and river patrols to guard the length of the
river. These posts and garrisons are officially termed in
the Classical tongue oppida
and are theoretically placed
equidistant, or at key points,
along the southern riverbank.
In reality, the survey done at
the time of their creation
was flawed and a number
have also been deserted
for economic reasons.
The reality of the
defences is very
different from those on
the strategic maps in
Kislev, but no one
underestimates their
importance to the defence
of Imperial Kislev.
Bolgasgrad forms one
such bastion in this line of
defence (though its
portrayal in Something
Rotten in Kislev belies this).
The Lynsk also separates the
traditional Motherland from the
Trans-Lynsk colonies, now being
evacuated in the face of increased
raiding from the north in order to
defend the far easier Lynsk. For these
socio-economic reasons, the River Lynsk
is firmly held by all Kislevans to be an
immensely important political and religious
feature. Oaths are frequently sworn upon the river
as a means of underlining gravity and a number of local
deities and minor spirits are associated with the river.
Major natural features of the Lynsk, for defensive
purposes, are that it rarely freezes, is wide and is generally
fast flowing. This makes crossing difficult except at bridges
- and the Kislevans are not so foolish as to build any! The
fact that bridges are expensive to build and even more costly
to maintain has nothing to do with the matter at all. No,
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Kislevan homeland security staff have calculated (using
the most efficient cost benefit analysis) that bridges are a
bad idea. On the few occasions that the Lynsk has frozen,
catastrophe has followed - most notably in 2302 and the
Battle of the Frozen Lynsk, which heralded the
commencement of what the Kislevans call the Great
Patriotic Chaos War. Many theologians believe that only
supernatural power can actually freeze the river, and many
Kislevans regard it as a defeat of the deity that resides within
the river. Certainly, as can be seen on the map in Warpstone
19, the winter ice mark along the Sea of Claws must come
many miles south to affect the river.

The primary man-made defence of the River Lynsk is a
series of fortifications along the southern bank, supported
by patrols. However, constructed defences also defend both
the river itself and the southern bank. The bank is heavily
overgrown with a tough, wiry thorn bush that is encouraged
to grow and (officially) supplemented with dry hedge too,
whilst the river is heavily staked in places. Of course, over
two centuries of relative peace the military need for the
defences has apparently waned, but they also serve an
economic purpose. Passage across and along the river is
very difficult without guidance, particularly for river traffic.

Therefore, the river remains defended by a series of pits,
stakes, mines and the like along many stretches, continually
altered and repaired, which require an authorised pilot to
direct boats through - for substantial fees of course! This
has hampered trade along the river, but the Erengrad nexus
ensures that sufficient money is sent south by merchants
who recognise that the speed and safety of the river is worth
the extra charge.

The north bank is sparsely settled to a distance of about
150 miles from Erengrad. Nearer the city, and the protection
of Castle Alexandrov and the Ever Victorious Army, a
number of settlements exist. These are small villages,
surrounded by maintained wooden palisades and ditches.
Walls are patrolled and entry is via a drawbridge raised
every night or on the approach of any group. Along the
bank itself, a village is to be found approximately every
eighteen miles apart, just about the maximum daily
marching distance for foot travellers. Other villages can
be found to the north as are some individual homesteads,
but these are usually tower structures, clearly built for
defence and sited on some source of wealth. The region is
quite wealthy, which is the only reason why it is settled.
Agriculture is surprisingly productive, but forestry, furs,
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fishing, hunting and honey are the region’s main exports.
Rock salt has been found in quantities but is too plentiful
in the south to be economic, except very close to the
merchants at Erengrad, who use it as ballast and commodity.
Open cast mining for tin, coal, lead, silver and other metals
remains the primary export for a number of business
interests, who have been granted Protectorate jurisdiction
of parts of the north. Locals might even profit from localised
monster attacks as official bounties are paid upon such
creatures.

The regions to the north are controlled either by these
Protectorates or through Voivodates. These are set up as
tsarist vassals ruled directly by a voivode (governor). The
Trans-Lynsk colonies are thus either titled along the lines
of North Lynsk Mining Company Protectorate or the
Voivodate of Sibyria.

Oppida

These villages operate subsistence economies and have
little surplus or trade. Their purpose is simply to be self-
sufficient border posts. Their only source of income is
taxation on trade and travellers. This usually involves the
boats that use them as safe places to spend the night, but
the occasional traveller or convoy still travels to (or more
usually from) the Trans-Lynsk. Those who live here are
frequently retired soldiers and their families are offered a
land grant or descendants of invaders from Norsca.
Kislevan-Norscans are predominant here; they comprise
almost all of the military and non-peasant inhabitants.
Further north has historically been more popular, but recent
events have led to an influx of refugees. Fortunately, the
Lynsk is traditionally an unpopular place to live and these
newcomers are welcomed for their skills and hard work.
Government appointees, usually military commanders, rule
the oppida. Oppida is the official term for these settlements,
based upon a Classical word, which Kislevan generals feel
they ought to use. Locals refer to these settlements in Slavic
as Zveda.

The primary feature to note about the settlements is that
the buildings are almost universally made of wood. Walls
are made of either hewn logs (planed on one side) or planks.
These are then filled in to keep out draughts and painted.
Floors are usually solid packed earth covered with moss,
but might be of wood. Roofs are made of turf. Palisades
and defensive ditches surround the villages, though they
are often not well maintained. Buildings are often equally
poorly maintained, although once inside are reasonably
comfortable. The typical peasant dwelling is a single room
dominated by a hearth, which has no chimney or flue.
Whilst this helps keep the heat in, it also causes a very
heavy atmosphere that many non-Kislevans will struggle
to cope with. Most houses have a small corer devoted to
the owner’s deities and visitors are expected to offer some

form of devotion upon entering. Communal facilities
provide ovens, storage facilities and the like. Wealthier
villagers might have two or three rooms for some privacy,
but even the local (and poorer) nobility will have little more
than this. Domestic animals live inside the houses. Most
houses have gardens of some description, fenced off (to
keep animals out) from the otherwise muddy and filthy
ground that acts as paths between the houses. Sometimes
stepping stones are to be found allowing one to step above
the refuse, but even where these exist, stones are missing
more than present. The stench is noisome. Some details
can be found in Something Rotten in Kislev [page 16].
Oppida are frequently in two parts, the main village being
‘safely’ settled on the southern bank of the river, whilst a
fortified strongpoint is located on the northern bank. This
is because oppida operate ferries across the river for
travellers and traders, and need to defend them from seizure.
Visitors entering villages are liable for tolls and approval
of their warrants to travel. Official regulations upon tariffs,
taxes, weapon permits and the like are all readily negotiable,
but locals are wary of strangers given their precarious
location. They have little interest in the world to the south,
which is seen as remote, but are hungry for news from the
north or along the Lynsk axis. Oppida fly flags to denote
their allegiance to Imperial Kislev and any local nobility.
What follows is a brief description of the river as travelled

Summary Timetable
Place Mile:s from  Miles from
previous Erengrad
Nieszawa — 18
Czorn 18 36
Tuchola 18 54
Schonsze 18 72
Eczbor 18 90
Leszken 18 108
Ostrody 36 144
Rogowic 18 162
Koniecpole 18 180
Tezew 36 216
Jydske 20 236
Pomezenia 70 306
Bolgasgrad 70 376
Stettin 70 446
Starogrod 70 516
Praag 70 586
It should be noted that all distances are taken from
official records. It is perfectly obvious that in reality,
villages are not exactly eighteen miles apart. However,
according to official records, they are!
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by someone foolish enough to cross Kislev from Erengrad
to Praag along the Lynsk by foot. This assumes an eighteen
mile average journey, the nominal marching distance for
armies. This shows the military design of the Lynsk
settlements when they were originally developed. Sensible
travellers utilising river transport will find distances easier
to cover.

Erengrad to Bolgasgrad

The journey from Erengrad to Bolgasgrad is about 350
miles following the winding course of the River Lynsk. A
traveller can reasonably expect to cover about eighteen
miles per day, which coincidentally happens to be the
approximate distance between villages along the route.
Oppida settlements are about 70 miles apart. The first leg
of the journey is the 70 miles (four days) to Schonsze.
This involves spending the nights in the villages of
Nieszawa, Czorn and Tuchola. This region of the Trans-
Lynsk is reasonably prosperous. Schonsze is the nominal
supply centre for Stepin Rasin and the Ever Victorious
Army, which is the sole Kislevan field army operating in
the north. Unlike other oppida villages there is no ferry
here and boats individually cross south to north. The intent
is clear; the EVA is to be prevented from ‘tactical
withdrawal’ south of the Lynsk. The village is also
something of a refugee clearance centre, and is struggling
to cope. Crime is rife and life is cheap, though the local
garrison manages to control the worst of the violence. In
part this is because the other point of note for the village is
that there are a dozen Ogres within the garrison. These are
Janissaries bought from the Chancellor of Ostermark and
are respected members of the community. They will be
pleased to hear any news from The Empire if visitors are
from the south.

Continuing on the journey, the next two nights are spent
in the villages of Eczbor and Leszken. This stretch of the
Lynsk very rapidly becomes less populated and by Leszken,
signs of agriculture are very localised. Beyond Leszken,
there are almost no signs of habitation and the third night
out from Schonsze (the seventh in total out of Erengrad)
there is no village to offer shelter. The next day’s travel
will reach Ostrody.

Continuing from Ostrody, the first night can be spent at
the village of Rogowic and the second at Koniecpole. Both
these are essentially mining compounds. Neither has the
typical village structure, but both sprawl along large cuts
in the ground, where open cast mining is carried out. Each
has a small wooden citadel built upon a mound of
compacted spoil for defence. Both communities are warm
and open, and glad to receive visitors. Both are raucous
places, whose inhabitants work hard and play hard. The
third night out of Ostrody (eleventh from Erengrad) the
traveller must once again camp out in the open, as the next

day sees them arrive at Tcezew, an oppida. From here to
Bolgasgrad, travellers will meet only two further
settlements, the oppida of Jydske and Pomezenia.
Pomezenia styles itself the regional capital. This is untrue
as there is no such administrative region here. However, it
is certainly the pivotal Lynsk defence for the Imperial Kislev
military. An impressive wooden fortress lies on the southern
bank of the Lynsk, including piled strongpoints in the river
itself. The Great Bulwark lies on the north side of the River
Lynsk. Pomezenia is also the centre for land trading routes,
particularly since the North Lynsk Mining Company must
transport its product by road from the east (as described
below). Its main gate on the outer side bears a plaque above,
carved in Slavic; “Confederated States of Imperial Kislev”.
On the inner side, the plaque reads “Confederacy of
Kislevan States”. The message is clear; those entering the
Dobryion are joining ‘Imperial Kislev’, but the north is
held much more tenuously.

The Bolgasgrad Principality will not welcome visitors.
The town has already apparently destroyed its docking and
other facilities. This is clearly an excuse to avoid having to
resolve the Something Rotten in Kislev situation and to
explain some of the apparent inconsistencies with the town
as presented (such as the lack of docks). The authorities of
Pomezenia can explain that visitors will not be welcome
in Bolgasgrad, whose ruler has become increasingly
peculiar in recent years. However, he pays taxes and the
government has therefore overlooked the apparently
irrational behaviour. Ships also avoid stopping there,
particularly as now there are no docks. No one can explain
how the town continues to survive, given its lack of
interaction with the prosperous Lynsk trade route. Things
will be brought to a head since the North Lynsk Mining
Company is making a formal petition of complaint about
the loss of the Bolgasgrad docking facilities, which force
the company to transport its ore by cart to Pomezenia. At
the least, they are proposing the construction of a new
settlement on the north bank, outside the suzerainty of the
Principality of Bolgasgrad. The lands of the North Lynsk
Mining Company Protectorate, a quasi-state under Tsarist
licence, are located to the north. It consists of three small
mining settlements, Nordrog, Adelsfeld and Ammatus.
The mines produce copper, iron, nickel, zinc and some tin.

Bolgasgrad to Praag

Habitation is minimal as the
traveller continues eastwards.
The oppida of Stettin
offers some protection
and is likely to
welcome
travellers,
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assuming that they do not appear too disreputable or
numerous. Further east, Starogrod is a settlement under
permanent siege. The ferry has been terminated for
approximately twenty years after the northern defences were
overrun by local chaotics. Starogrod seems to be used by
local chaos groups as a testing ground, as there has been
little serious attempt to take the southern fortress. Attacks
generally consist of a rush at the walls, ‘how long can I
stand in front of the walls without being hit by a missile’
and similar fun games. For shipping using the river, this
section is extremely dangerous. Ships can be very lucky
and see no enemies or just as easily run into a powerful
force, in which case they are probably sunk. A rapid pace
to the Kingdom of Praag is heartily recommended. Here
King Zoltan of Praag rules a rather paranoid kingdom,
dependent upon support from Kislev and the south to
maintain itself and the eastern Lynsk defences and with
limited trade opportunities. The Wheatland Colonies were
at one time the lifeblood of the region, but over the last 50
years trade has slowed down. No word has been heard from
the Colonies in the last twelve months and escorted convoys
have not been heard from. No one now travels to the east.

SCENARIO

Migrating Marauders

The principle of the River Lynsk and its defensive line is,
of course, to prevent invasion. But, when is an invasion
not an invasion? One interesting aspect not previously
covered in WFRP is that of migration. Supposing a group
of people wished to enter the nation as immigrants? And
supposing these people were “a band of Chaos Marauders™?
This adventure is a diplomatic tangle and consists of the
PCs negotiating between an under-strength oppida garrison
under orders to prevent ‘chaos invaders’ crossing the Lynsk
and a clan from the north, pushed out of their lands by
other forces.

A camp, consisting of tents, horses and carts, surrounds
the oppida’s (select to fit the campaign) fortified ferry
terminal. Outlying scouts see the PCs’ approach and a group
of horsemen will await them on the outskirts of the camp.
Seven riders will slowly approach with both hands raised
in a gesture of peace (although PCs can take this as surrender
if they so wish). Four males are bearded, a younger man is
clean-shaven, as are two females (unsurprisingly). The
youngest will speak to the PCs in broken Old Worlder.

The tribe consists of a people who might be described as
‘westerners’ rather than the more typical Kislevan or Norse.
All have long dark hair, the men are bearded, except for
youths - who must undergo a rite of passage before growing
a beard. Women are equals in all things, and actually
outnumber male warriors in this group. They are expert
light horse soldiers relying primarily upon the bow, which

they can fire in a 360° arc from horseback, to keep foes at
a distance. Their bow is a short recurved composite bow
of horn, wood and sinew with a sinew string. Other favoured
weapons include hammer, lance and javelin. Their bow
and quiver is held in a single case (goryton), usually highly
decorated. Armour is horn or iron, but some of the elders
have theirs decorated with gold. Shields are rarer, of
(variously) wicker or iron. They tend to be rectangular with
a contracted middle (almost like a figure ‘8”). They dress
ostentatiously and love fine colours and gaudy decorations.
The group is extremely colourful since most of their wealth
is portable, in the form of personal adornment and
decoration of their raiment, horse trapping and weaponry.
They wear wrap-over tunics and baggy trousers, brightly
dyed (purple, red, green, blue, white) and embroidered or
sewn with precious metal plates. Clothes are of silk, leather,
felt, wool and linen with coats of fur or lined with ermine
and sable. Geometrically patterned cloth is also used. These
are currently, however, somewhat dusty and travel stained
- not helped by the fact that these people do not wash for
religious reasons! Zoomorphic and swirling patterns are
tattooed on their limbs, whilst everything is adorned with
gold. They refer to themselves as the Sakae-Kalim and will
not give a tribal name associated with the Chaos Marauders
in Hordes of Chaos (if the GM has the GW Army Book)
- not that PCs should know them anyway! Male names
include Pazyruk, Aripharnes, Rumo, Geilimar and Zazo.
Female names include Thurima and Sisyrama.

The Marauders require passage southwards and to be
allowed to settle behind the safety of the Lynsk. This has
clearly caused consternation in the oppida settlement whose
commander, Evgenia Lychenko, has little authority and less
ability. She has refused the Marauders permission to cross
the Lynsk outright and sent messengers to the other outposts
for help (which she will not receive) and to Kislev (where
any help will be too late and too little). The Imperial
Kislevans are in a very difficult position since it is unclear
if the oppida could prevent the tribe crossing the river as
they are under standing orders to do. They currently prefer
to cower behind their walls and hope the problem goes
away. The oppida is here to prevent invasion by enemies
of the state. Chaos Marauders clearly fall into this category.
The commander has no authority to authorise land grants
to aliens, nor any land under her ownership. She believes
that it is easier to defend the walls and protect the status
quo than attempt a more radical, and uncertain, solution.

The tribe’s position is quite clear. They wish to move
south and are quite prepared to swear fealty to Tsar Radii
Bokha. They seek protection from other northern migrating
tribes (and this will hopefully cause real concerns about a
possible future invasion). They will reject outright any
suggestions that they are chaotics. They will claim that they
are ‘good tribesmen’ and that they have always followed
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the ‘true gods’ - or more accurately their patron goddess,
whom they call Amex, and the tribal spirit, Aeryn. To this
end they can produce a variety of iconography in the form
of banners, symbols and three portable shrines. This will
not necessarily help their argument, as PC clerics will not
recognise it. For those with an appropriate skill, two runes
are also featured. They are High EIf runes of Quyl-Isha
(sorrow, mercy, endurance, mourning for lost children, the
tears of Isha) and Ceyl (law, order, justice, passion, the
sword that draws blood). When asked why they are escaping
south, they will say that the northerly tribes are moving
south and have forced them to migrate by strength of
numbers.

Interrogating prisoners that they captured, these men
claimed that they were fleeing a god that names itself Ahti,
arisen from the depths of the ice pack. They are reluctant

will eventually be willing to agree to some form of
inspection if this assures them the right to settle. The tribe
does have some mutants in their number, though mutations
are very minor and generally beneficial (since the others
died en route). However, they will clearly try to evade
attempts to find these individuals. The most obvious trick
is that their most beautiful females will present themselves
for inspection (since most of the Kislevans are males) and
attempt to undermine the rigour of any inspection. If a
random sample is chosen, the tribe will attempt to replace
mutants selected with others. Even if a mutant is inspected,
the mutations are minor and will need careful spotting and
might be explained as natural (inasmuch as Chaos features
are not normally natural!).

Particular solutions are best played out within the
particular campaign. However, the most obvious is that

to discuss the north and are
vehement in their denials of being
Chaos Marauders. They believe
that the lands here are the lands of
their ancestors, but that they were
betrayed millennia ago by the god -_
Suka-Kalim and his people. They | . &g
know nothing of the god, except q-,_f _
that he is an infernal creature of =
fire. They are simply returning '
home, where they wish to fight for |
Tsar Bokha against his enemiesand |
live under his wise and beneficent
rule. Life is hard where they have
come from, relying upon the

]

b

hunting of wild animals and
gathering natural crops that grow
in abundance in some regions.
Obviously, these regions are the
home of the most powerful tribes
who are a constant source of raiding
and warfare. Further interrogation '
will likely yield little. They are
understandably wary about
admitting to knowledge of what -
here - is forbidden knowledge.
They will repeat that they are
opponents of the forces of Chaos,

particularly those of their
neighbours.
These deities they will

(reluctantly) name as Tuluk, Insane
Gotd and Dim Ponn. They know
very little of any of the practices of
their followers and care less. They
will strongly oppose proposals to
inspect them for signs of Chaos, but
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the one’s needs serve the other’s. The oppida is under-
garrisoned and of very low morale. They have little support
from the centre and lack workers for the land that they do
own. Any PCs with relevant military and agriculture skills
can see this on the most cursory visit. The tribe is more
than happy to work for their land and are very capable
fighters. Whilst not much use at garrison duties or farming,
they can provide patrols north of the river, strong mobile
reserve forces to chase raiders away and are generally keen.
They also have a higher proportion of females to males,
whilst the garrison is almost completely male. Provided
the tribe’s women are not seen as either whores or mothers,
but equal members of the community, they are not averse
to settling down. The primary problems are linguistic and
cultural. The tribe are not used to urban life and the
Kislevans inherently distrust Marauders. Whilst the village
commander has no authority to grant land rights, she is
equally under instruction to defend the village and patrol
this area of the Lynsk. It is very unlikely that anyone in
Kislev will even notice the extra population!

This adventure is based upon Hordes of Chaos, the Games
Workshop Warhammer Fantasy Battle army book. It offers
some intriguing hints that not all those who worship Chaos
are actually chaotic. Given the power of Chaos in the north,
such inhabitants are given a clear message - submit or die.
However, acknowledging Chaos deities as the bullies on
the block is one of those nice grey areas in which WFRP
excels. Perhaps one tribe elects to migrate south and west,
rather than submit.

ADVENTURE HOOKS

Restless Ancient: The lands of the North Lynsk Mining
Company Protectorate, a quasi-state under Tsarist licence
to a Marienburg venture company, consist of three small
mining settlements: Nordrog, Adelsfeld and Ammatus. The
mines produce copper, iron, nickel, zinc and some tin.
Adriaan Remeeus, the Marienburg agent for the
Protectorate, needs professional troubleshooters to solve a
problem; the dead have risen in Ammatas! Remeeus
explains the problem as one of labour relations. The
Gospodar (slave) miners are to blame, though he is not too
sure how they raised the dead. The mines introduced the
new Protectorate Working Regulations Directive on the
advice of a firm of engineering consultants, Andersen de
Zout. Remeeus cannot explain why the slaves objected to
the new procedures - since they did gain rest time from
them - but they began a stealthy campaign to undermine
the operation of the mine. Canaries were freed, lights went
out, rails were bent over a period of a couple of weeks.
Then swarms of beetles began to attack the engineers,
obviously controlled by a Gospodar hedge wizard hiding
amongst the slaves. Most of the miners (slaves and

engineers) began to hear knocking sounds; some claimed
to see a creature emerge from the rock. Mysterious pockets
of gas appeared as if by magic and exploded upon contact
with the lantern lights. Minor rockfalls began to occur,
becoming steadily worse. The miners refused to return to
the mines, until the ringleaders were hanged and they were
whipped into submission. And then the dead arose, though
Remeeus will be loathe to admit that they just dump the
dead in a pit on level four of the mine.

The cause of the problem is the local spirit within the
mine, who has become incensed at the lack of respect shown
by the miners. The new working regulations removed
devotional places and miners were granted rest breaks
instead of their morning devotions. Obviously once his
services are restored, the spirit will once again be placated
- although he might also demand restitution.

Siege: The oppida are walled forts placed to protect the
borders of Kislev. There is scope for many different groups
to be discovered outside the walls by travellers. Most
obvious, and least interesting, is a Chaos warband
attempting to burn and loot or to cross the river.
Alternatively, deserters from the Ever Victorious Army
might be attempting to flee south. Perhaps more interesting
is the secret of Starograd. Why do Chaos forces continually
attack the place and in such a casual manner?
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Conclusions

In my view the River Lynsk is a primary part of the Kislevan
national identity, providing cheap transport for trade and
defence against invasion. All Kislevans should respect it.
Imperial Kislev without the Lynsk is simply not tenable.
From this perspective, it is readily apparent that I cannot
accept the Bolgasgrad described within Something Rotten
in Kislev. The fact that Imperial Kislev allows such an
important town to be seized by the total antithesis of
everything that the lawful religions proclaim — by Chaos
and necromancy - seems impossible. Even if we ignore the
religious teachings of Ulric and Mérr on the undead, which
is unlikely in the heartland of the nation, it simply does not
make sense from a trade or defence perspective. Give up
the Lynsk to petty breakaway nobility, never mind Chaos
and heretic necromancers, and the Kislevan State simply
collapses. I have fudged the Bolgasgrad issue within the
text above to allow individual GMs to choose their own

course. After all, this is WFRP. Just because losing
Bolgasgrad is impossible for the Kislevan state this does
not mean that it has not happened!

Equally, some campaigns might focus on the
disintegration of Kislev as a more visible part of the rise of
Chaos. Even the most optimistic Kislevan could accept
that the Tsar might be unable to control border boyars, but
to not even attempt to regain control would be the end of
an Imperial Kislev. In any event, this article intended simply
to offer some background thoughts on the region. The Lynsk
is a symbol to the entire nation and has always formed the
first serious line of defence against invasion from the north.
I am in no way suggesting that any of these states or towns
is particularly loyal to the Tsar. It is important that Kislev
remains a weak state, but at the same time, the apparent
normality of the region is politically necessary, and also
allows a framework for PCs to once again find themselves
embroiled in the machinations of the enemy within.

7~

WFRP rulebook itself offers the basic overview on Kislev,
which should be our starting point for all things Kislevan as
it sets a good mood for the region. I prefer this to some of the
detail in other products.

Something Rotten in Kislev contradicts itself and everything
else, but is still the core WFRP book on the region.

Hordes of Chaos is Games Workshops’s Warhammer Army
book and offers a lot of useful colour. It introduces the idea
that in the north, ‘Chaos’ worship might be simple pragmatics
rather than true faith. This is a nice touch for a mass battle
game.

White Dwarf 288 contains a Kislev supplement that explains
Games Workshops’s current views on the region. Their
intention is to remove the purely real-world history and
ancient spirits and to ‘modernise’ the region, principally so
that they can produce Renaissance Polish figures. Some
promising ideas are found here, though the quality is
noticeably inconsistent.

Chaos Dwarfs is an out-of-print Warhammer book, but is
still readily obtainable from the usual second-hand sources.
It is of marginal use, being a collection of reprints from White
Dwarf articles it represents a shift in the nature of the Chaos
Dwarfs.

Warpstone 19 includes a useful article on the Sea of Claws,
which offers additional material on the western part of the
region discussed in the article.

Strike to Stun: The WFRP website at www.strike-to-stun.com
offers various ideas about Kislev. This is always a good
starting point for any online investigation.

GURPS Russia is a generic FRP examination of Russia.
Given its inherent limitations it is very good and worth
purchasing to add extra flesh to your Kislev.

Citadel Journal 2 (first series; 1985) contains a scenario
including Dolgans and a centaur ‘wise man’ (of good

SOURCES FOR KISLEV

alignment), whilst Citadel Journal 14-15 (second series)
includes a two-part Kislev army list. Neither are really worth
buying at collector’s prices for the material is now very dated
compared to current Games Workshop thinking upon the
region. However, I like the original intention on centaurs
and Farside examined here. The Kislev army list is mostly
subsumed by the recent GW list in White Dwarf 288.
Slayer’s Guide series by Mongoose cover Hobgoblins and
Centaurs for generic D20 RPGs.

Inferno 6: Offers a very good story and artwork by Ralph
Horsley concerning the Chaos Incursion of 2302, includ-
ing the Battle of the Frozen Lynsk.

Osprey Men-at-Arms books cover a whole range of real
world armies, including those of Poland, Muscovy and other
eastern European nations. Others cover various ‘horsemen’
cultures including Scyths, Huns, Mongols and the like. They
are worth a look for extra (military) detail in a single point
of reference.

Wargames Foundry produce suitable figures from their
historical ranges (designed by the Perry twins too) for those
wishing to utilise miniatures to add further to the Kislevan
feel. Citadel’s reecent figures are excellent, but larger and
more expensive. Wargames Foundry offer more variety to
the ‘Cossack’ and ‘Polish’ style of Citadel figures, including
Huns and Scythians, Renaissance Polish, Muscovy and
similar styles of figure (including Mongols and Koreans) -
all perfect for Kislevan armies. Care is needed with the scales
of these figures - some will fit with Citadel, others will not.
Check out www.theminiaturespage.com or www.sfsfw as a
starting point. There are far too many manufacturers to
comprehensively cover here. My favourites include Redoubt,
Warrior, Old Glory, Essex and Front Rank (no
Renaissance, but some very nice Citadel-compatible baggage
carts and the like).
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By Sven Gerkens

Hedge wizardry, sometimes known as
witchcraft, is highly illegal in the
Empire. Many Hedge Wizards are
hunted down and executed by Witch
Hunters. Others go to the Colleges of
Magic or become Priests. Still, there _
are some who go another way. By trial /]
and error they develop their strange ‘A
abilities and grow in power. They are often known as
village healers or wise ones; in Norsca they are also
called shamans. Witches (many are female, but not
all) often live alone in remote places, although some
live near or even in a small village. They are often
sought out by peasants (and the occasional landlord)
for potions, charms or magical aid, and are often
respected or feared. Although some Witches are evil
characters who use their knowledge to gain power
and wealth most just want to make a living or aid
those in need.
Notes: A Witch can learn to use Dark Magic to fuel
her spells, but if she does rules for both the talents
Hedge Magic and Dark Magic must be used. Witches
play a very dangerous game with the forces of beyond.
They can also learn Petty Divine spells, but in this
case use the rules for Tzeentch’s Curse instead of
Wrath of the Gods, because Witches are not Priests
even if some claim so. Career Exits: Barber-Surgeon, Charlatan, Journeyma

Witch and Master Witch can only be entered by a ‘Wizard, Master Witch, Outlaw, Scholar, Death at the
character with no formalised magical training. Stake

MASTER WITCH

The magic Witches wield often wracks their bodies and minds, but sometimes
they manage to master their abilities and grow in power. If they live long
enough to reach such a level they are often called Master Witches or Great
Shamans. Of all human magic-users who have never learned a formalized
style of magic in a college or a temple this is the highest degree of power they
can reach. It may be possible that in the times before Teclis founded the eight
schools of magic this was the most common way of human spellcasting. Even
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Skills: Channelling, Charm or Intimidate, Common
Knowledge (any one) or Gossip, Common Knowledg
(any one), Heal or Hypnotism, Magical Sense, Outdo
Survival or Speak Language (any one), Perception or
Search, Any three of: Evaluate, Haggle, Prepare
Poisons, Trade (Apothecary), Trade (Herbalism),
Charm Animal, Sleight of Hand, Performer (Palm
Reader)

Talents: Aethyric Attunement or Dark Magic,
Dealmaker or Menacing, Flee! or Rover, Lesser Magi
{any one) or Petty Magic (any one), Lesser Magic (an
o), Resistance to Disease or Resistance to Poison,
ory Resilient or Sixth Sense

Trappings: A set of bone dice, Antitoxin Kit, Healing
Draught, Hood, Mandrake Root, Deck of Cards,
Wicked Long Knife, Dark Sense of Humour

Career Entries: Hedge Wizard
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a Master Witch cannot attune herself to one of the eight magic colours Skills: Channelling, Charm or Intimidate, Common

without help. By invoking the ruinous powers and listening to the inhuman Knowledge (any one) or Gossip, Heal or Hypnotism,
whispers of nameless things on moonless nights, they learn the dark ritualistic Magical Sense, Perception or Search, Speak Arcane
language of Daemons, though they may learn it from another Master Witch. Language (Daemonic) or Speak Language (any one), Am
They know many small spells, charms and cantrips, but they still do not have three of: Evaluate, Prepare Poisons, Trade (Apothecary),
a Wizard’s magical might. Like Wizards they often become very strange and Trade (Herbalism), Animal Training, Charm Animal,
perceive the world in quite a different manner. Many peasants and even some Outdoor Survival

noble lords seek out a Master Witch for advice and it is rumoured that some . )

Master Witches even became pert of Nobles® courts. Talents: Aethyric Attunement or Dark Magic, Fast Hands or

Mighty Missile, Fearless or Sixth Sense, Lesser Magic

(any one) or Petty Magic (any one), Lesser Magic (any

two), Meditation or Schemer, Strong-Minded or Hardy,
Unsettling or Menacing

Note: If a Master Witch learns the Arcane Language (Daemonic) skill, she
must also know and use the Dark Magic Talent. This means she still has to
use one extra die, but only follows the rules for Dark Magic. The chances of
evoking Tzeentch’s Curse are still high, but the chance to cast a spell

properly is much higher. Using Dark Magic and Arcane Language (Dae- Trappings: A Set of Bone Dice, Antitoxin Kit, Healing
monic) together will not expose a Master Witch to additional side effects Poultice, Hood, Lucky Charm (usually a dead animal’s
unless she uses a Dark Lore. paw, like that of a rabbit), Deck of Cards, Small Animal
The Arcane Language (Daemonic) also allows a Master Witch to learn (usually a black cat or a crow), Wicked Long Knife,
rituals, but she must either know how to read and write, or she must learn the Strange but important-looking item with no real purpose

ritual from another Master Witch (paying 100 Experience Points in addition
to the normal costs to learn the ritual p