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Welcome to the Warhammer Companion, the first in a semi-reg-
ular serles of journals devoted to Warhammer Fantasy Roleplay.
It's also subtitled a ‘grimoire of arcane knowledge for WFRP'. And
with good reason: there's lots of the stuff (n i!

In the following pages you'll find four stand-alone adventures that
you can use as part of your own campalgn, two new character
careers, new rules for magic items and spells, new weapons (includ-
ing, by popular request, new firearms rules) and a new system for
armour damage. Plus a special section devoted 1o Jack Yoevil's
Warhammer novel. Drachenfels (and keep an eye out for the forth-
coming Castle Drachenfels adventure setting). Phew! Of course,
as is usual with all WFRP campaigns, the GM's word is law - but
we think you'll find that everything here has its place in a good
campaign.

Finally, If there's something that you really want to see in a future
Companion or something ihat you liked in this one - write and let
us know! But remember: if you want a reply enclose an SSAE or
IRC.

B Mike Brunton & Graeme Davis
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This short article adds two new
kinds of Chaos Familiar — usable
only in WFRP - to those published
in Slaves to Darkness. When a
Chaos Sorcerer gains a Familiar,
roll on the Familiar Type Table.

Familiar of Service

A Familiar of Service is generally
a mindless automaton, capable of
carrying out any set of instruc-
tions to the letter. It has no
decision-making capacity, and
will grind to a halt if presented
with a choice, remaining station-
ary and inactive for D6 turns
before it can be persuaded to
accept new orders, so instructions
must be phrased very precisely,
with no conditional orders and no
chance of ambiguity.

This type of Familiar is normally
used for repetitive menial tasks
and for carrying equipment; it is
immensely strong, but will not
fight under any circumstances -
not even in self-defence. If the
same Familiar is granted a second
time, it gains a bottomless pocket
—an opening in its body or clothing
in which it can store any object
which is not more than 1 foot by
6 inches in its dimensions.

Familiars of Service normally take
the form of small humanoids.

If a Familiar of Service is killed, its
master's 8§ is halved, rounding
fractions up.

Familiar of Sense

A Familiar of Sense enhances one
of its master's senses. The Chaos
Sorcerer gains the ability to see
through the Familiar's eyes, hear
through its ears. or smell through
its nose, wherever it may be. He
must simply stand still and con-
centrate for one round.

To determine the nature of a
Familiar of Sense, roll a D6:

D6 Roll Sense
1-2 Sight
3-4 Hearing
5-6 Smell

If this a Familiar of Sense is grani-
ed a second time, the existing
Familiar gains the ability to pass
on another sense to its master. If
a Familiar of the same sense is
granted twice. the Sorcerer gains
an enhancement skill - eg Acute
Hearing, Excellent Vision - while
using the Familiar's senses. You'll
have to design an Acute Sense of
Smell skill for yourself!

Familiarsof Sense may take a vari-
ety of forms, from small humanoid
creatures to disembodied floating
eyeballs, ears or noses.

If a Familiar of Sense is killed, its
master loses the sense associated
with it: eg, if a Familiar of Sight
dies, its master becomes blind.
The sense will be restored if the
spellcaster gains another Familiar
of the same type.

Familiar Type Table
D100 roll by Chaos God Familiar
Nurgle Slaanesh Tzeentch
01-20 01-10 01-20 Combat*
21-25 11-15 21-30 Magic - focus*
26-35 16-25 31-45 Magic - power*
36-45 26-35 46-60 Magic - spell®
46-55 36-45 61-75 Magic - storage*
56-75 46-75 76-85 Sense
76-00 76-00 86-00 Service
Familiar of Sense
M WS BS S§ T W I A Dx Id Ist CI WP Fe
1 4 H 4 3 5 60 1 UGB 9 B 49 43 5
Familiar of Service
M WS BS S T W I A Dx Id Jst CI WP Fe
i 0 0 10 3 S5 60 2 & 8 6 8 8 0
* Other Familiars are as detailed in Slaves to Darkness.
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SEASON

“Sigmar’s spirit! 'Ey, there’s an old man
over ‘erel”

“Poor soul There is nothing to be done
here. He is beyond even Shallya’s heal-
ing hand.”

“Ere, look’t those wounds - looks like
wolves got an ‘old of 'im. An’ look at the
plants round ‘im - all dead! That ain’t
natural at all. I don’t much like this place
— too much o’ Mérr's work round ‘ere!”

“Wait! He still lives!”

This is designed a diversion for a group of adventurers
who are travelling through a forested region far from
the nearest town. We have used Kurtwallen, a village
of hunters and trappers located some 40 miles north
of Salzenmund. The adventurers find a dying Cleric
of Taal, and uncover signs of wolves acting against
their natures. Something is amiss...

“HEY, WHAT'S THAT
OVER THERE?””

The dying Cleric lies not far from the roadside or river-
bank. The vegetation around and beneath him is
strangely withered, as if all the goodness had been
sucked from it, and how he can survive with such
terrible wounds is a mystery. Before expiring, he
gasps out a few words about wolves and some mys-
terious threat — enough to intrigue the adventurers,
but not enough to give them any firm information.
Here are a few ways to draw attention to the dying
Cleric:

Moaning and Groaning: Obvious, but effective. The
adventurers hear the moans of the dying Cleric, lying
off to the side of the road.

“Wolves... Kurtwallen...
Taal’s will... Beware the...”

Destroy...

“Wrong - 'e WAS alive. Now then, what's
‘e got in 'is pockets? Anythin’ good?
Something's got to pay for the funeral!”

“Your humour is misplaced. If we are to
show respect for this soul we must look
into these animals that concerned him

SO.

“Now, 'ow did I know you were goin’ to
say that?”

A Wicked Wind: A particularly strong gust of wind,
sent by Taal himself, whips down on the adventurers.
Followers of Taal or characters with Theology skill
recognize the source of the wind on a successful Int
test. The wind may be strong enough to force the
adventurers to take shelter in the woods near the
body, it might drive their boat to the riverbank at the
convenient spot, or it might simply blow a hat over

to the body.

The Mourners: Sensing Taal'’s presence in the Cleric,
forest animals accumulate around the body. Perhaps
the adventurers come across a few animals on their
way to pay their last respects — a fox and a rabbit,
perhaps — making their way earnestly to the body,
their usual relationships forgotten for the moment.
This is sure to attract curious characters, particu-
larly Rangers.

Mind Your Head: A short but vicious thunderstorm
blows up. Lightning crashes down right beside one
of the adventuerers’ horses, which bolts into the for-
est. The rider has a disagreement with a low branch
and lands next to the body of the Cleric. The character
should be shaken but not badly hurt - 1 Wound max-
imum - and his horse should be easy to recover.

Some adventurers may choose to avoid the whole
business. Fine. But remember, Taal has a personal
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stake in this and may drop a few subtle hints - a
storm, horses inexplicably going lame near the village
and just as mysteriously recovering once the busi-
ness has been altended to, and so on.

OF WOLVES AND
WICKEDNESS

Two hundred years ago during the last Incursion of
Chaos, this area was overrun by monslrosities and
abominations beyond imagining. Among the Chaos
hordes was a band of Werewolves — not the usual
Werecreatures, but foul things who owed their muta-
ble shapes to Tzeenich, the Changer of the Ways.

They howled around the very gales of Middenheim.

but when The Empire rallied fo the cail of Magnus
the Pious they were thrown back into the forest, and
finally hunted down by the Templars of the White
Woll for their blasphemous forms. The site of (he
band's defeat — now its grave-sile - has become a
focus of Chaotic power.

In keeping with the subtle ways of Tzeenich, the site's
evil nalure is not immediately apparent. A clearing
in the forest, lhe graveyard seems perfeclly idyllic —
maybe too much so. Regardless of surrcunding
weather, the sun always shines (here. Birds alwavs
chirp (though none can be seen - a successiul I lest
is needed to notice this) and winds never rise bevon4
a slight breeze. Anyone erit2iing the clearirg viho
makes a surressful Coslicst iDaemon Lore+10) sens-

es some inexolicable feelir.g of dread. The only
concrele sign of Tzeentch's influence was a wrought-
iron mask embedded face-up in the earth at the
centre of the clearing - human on the left side and
lupine on the right, this mask belonged to the leader
of the Werewoll band.

For decades the clearing remained undisturbed, save
by Tzeentch's followers wha would occasionally take
refuge there. A litile over a year ago. however, that
changed. Abrave group ofhunters and trappers came
from Salzenmund to colonise the forest and establish
a fur trade In the North. By chance, their settlement
of Kurlwallen was only about efght miles from
Tzeenich's clearing. Beastmen attacked the village
but were repulsed. It was then that Tzeentch laid a
more subtle plan to protect the corrupt sanctity of
the burial-place.

Elght months ago one of the trappers, Boris Jager,
decided that he could no longer live within the walls
of the growing village. The influence of Tzeentch was
behind his decision, changing his mind by subile
degrees to turn his understandable love of the forest
into an averslon to Human sociely. Dangerous as the
forest was. Jager would not be dissuaded. and built
himself a cabin in the woods about two miles from
the grave-site. The latent power of this site permeated
the hunter, and he became Increasingly mutable to
the Changer's will. Now, he is a Werewoll not unlike
those who perished here two centuries ago, and he
is dedicated to protecting their linal resting-place as
a sanctuary of Chaos.

Using a newly-found power to control the wolves of
the forest, Jager established a reign of terror which
has lasted for three months. At first, the villagers took
to the forest with torches, crossbows and dogs to
hunt the wolves down, because this looked like the
work of no more than a normal wolf pack. Their
searching was in vain, and the attacks became more
frequent and more terrible.

The villagers never siray far [rom the village in day-
light, and stay behind locked gaies and doors at
night. Only when food runs short do they brave the
woods; most of livestock has already been slaugh-
tered. Trapping is at a standstlill - too many have set
out of a morning to tend their traps and failed to
reiurn. Only stubbornness and a refusal to be the
firsi Lo leave keeps the villagers in Kurtwallen.

Naturally, the villagers wonder howJager, in his iso-
fated cabin, has so far escaped the wolves. He hangs
wolfsbane on his door and claims it scares the wolves
away, “and they've been at my door many a time” bul
villagers have continued to die despite being garland-
ed with the herb. The reclusive Jager Is viewed with
awe for his conlinued, solitary survival. He comes
into Kurtwallen from time to time to sell pelts, and
has even brought food to the beleaguered viliage. As
well as deflecling any possible suspicion, Jager’s vis-
itsto Kurtwallen allow hirn to assess the effecliveness
of his ierrar camozig aad plan his next moves.

Until recently, Sager's plans have heen working. Five
days ago, hcwever. an adventurous young villager
namned Gregor decided that something had to be
donc. He secretly set ouit one night to trap the walves,
hoping to win Lhe adoration of his people. By some
chance he avolded detection by Jager and the wolves,
and happened upon the clearing of the burial-site.
He failed Lo sense the evil of the place, but found the
half-buried mask and took it back to Kurtwallen. So
far, he has told no-one of this: “Maybe I can sell it.

Then I can afford to travel io Altdorf where the rivers

run gold! They say all adventures begin there! Before

fong, the name of Gregor the Bold will be known as

far as Salzenmund!”

Though the mask symbolizes corruption and Chaags,
It is not magical and has no evil powers in itself. Jager
immediately discovered the theft of the mask and
knew the villagers were responsible. This delllement
of his sanctuary must be avenged!

The morning after the theft of the mask, a Cleric of
Taal came to the village. He had sensed the corrup-
tion of the lorest, and knew the rumours ol the
unseen wolves that killed for pleasure and never ate
what they killed. Clearly, this was against nature,
and should be investigated.

Jager had heard of the Cleric's presence, and
assumed that it washewho had desecrated the clear-
ing and stolen the mask. His wolves inflicted terrible
wounds on the Cleric, but Taal would not release him
Into Morr’'s realm, sacrificing the life-force of the
plants on which he lay to keep his servant allve until
some other means could be found of dealing with the
situation. And at this point, who should stumble
across the cleric but our gallant adventurers...
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Unknown to the adventurers. they are seen with the
Cleric by one of Jager’s wolves. Since the Cleric wasn't
carrying the mask, Jager assumes he has told them
where il is hidden. He is desperate (o recover the
missing relic, and realises that killing the adventur-
ers won't gain him the information he needs.

WHAT NOW?

Surrounding the body are a number of wolf tracks.
They can be followed by a character with Follow Trail
skill, but break up as the wolves dispersed in various
directions after the attack, according to Jager's
orders. Some particularly large tracks can be followed
for a short distance, in the direction of the village,
before they disappear. This was Jager, who resumed
his Human form and went toward the village before
returning to his cabin. A skilled hunter, he was able
to cover his trail.

The adventurers may decide to follow a random set
of wolf prints, but it doesn't do them any good. They
may even catch up with the wolf, but it certainly can't
(and won't) tell them anything. The obvious course
is to visit Kurtwallen.

HUNTING THE
HUNTER

At some point during their trek through the wilder-
ness, the adventurers come across a man stalking a
deer. This is Adolf Jager, a local trapper. Learning
about the adventurers’ presence, he has arranged for
them to find him so that he may join their investiga-
tion and get his hands on the mask or find out where
they have hidden it. By letting them ‘find' him he
hopes todeflect any obviously unjustified suspicions
the adventurers may form.

The adventurers may try to avoid Jager. In that case
the deer is startled by their movements and Adolf
becomes ‘aware’ of their presence. The adventurers
may also approach Jager openly. If the players still
aren't sure what to do, you can move things along by
suggesting that the group isn't sure where
Kuriwallen is, and this man assuredly would.

If Jager's quarry is frightened off by the adventurers,
he plays the irate hunter, and angrily demands to
know what they think they are doing in the woods.
After a briel conversation, he will offer to escort the
adventurers to Kurtwallen - “I've a string of traps
hereabouts and I don't wan't to find any Jolks’ toes
lyin’ about.” If the adventurers tell Jager about the
Cleric, he feigns shock: “Taal have mercy on us all!
'E only blessed me th' other day - said Taal was
smilin’ on me since I don't trap or hunt more'n I need
to survive. We all warned him not togo into th' woods,
but 'e was set on it, an’ this is 'ow it tumns out!”

Either way, Jager wants to ingratiate himself with
the party so they trust him with more information.
If they are still suspicious of him, he might save them
from a charging bear or some other natural hazard
on the way lo the village.

KURTWALLEN

The village of Kurtwallen, present population 37, is
as shown on the map. Though the village bas no inn,
the adventurers can stay in the luft over the stables.
Any characterwho insisis on spending nights outside
the village constantly sees shadows moving out of the
corner of his eye, and hears the baying of wolves in
the distance. If that doesn't scare him back into the
village, Jager may leave his wolves with orders to kill
the character if he cannot be there to command them
personally.

Rumours

While the adventurers are in and around the village
they will be searching for clues that might lead them
to the whereabouts of the wolf pack. Here's a short
list of rumours the villagers relate: some are true,
some are exaggerated, and some are pure fantasy.

1. Middle-Aged Father of Six: “The youngest
Werner of the three was out playin’ one moming close
to the woodyard. A ‘orrible beast jumped from the
woods and grabbed 'im up! If nIdidn’t have the other
two Werners I'd be most upset.”

2. Animal Herder: “Fer about a year now I bin losin’
‘ead. Demn blasted wolves (spits) bin snatchin' ‘em
from right under me nose! Der not even afeared to
break in the pen at night!”

3. Roadwarden: “There’'ve been men sent into the
Jorest. They either find nothing or don’t come out at
all. Just last month I found a body outside the village
here. He'd been bit by wolves, that was clear enough.
Funny thing is, I found one set of prints - big ones -
that stayed clear of the kill. Never seen the like."”

The Howling Season — 7
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4. Trapper: “Earlier in th’ season I was chased by a
bunch o’them. Comin’ ‘'ome late from settin’ the traps.
You could 'ear 'em 'owlin’ first. Course I started run-
nin'! Could feel 'em breathin’ on the back a'my neck!
Barely made it indoors a’fore they was jumpin’ all
over an’ yelpin’ fer blood!”

Events

As well as rumours and enquiries, there are a few
things that can happen to help things along, without
giving (he adventurers just wailing for the wolves to
come {o them. Here are a couple of kleas:

Cry Wolf

A boy comes running through the streets yelling “The
wolves! The wolves are coming!™ His large Reikland
Shepherd Daog runs through the gates afier him,
barking exciledly. Behind him. heading towards the
gale. arc three grey, lour-footed shapes, emitting
blood-curdling howls. The villagers run in all direc-
tions in a blind panic, screaming lor the adventurers
to save them.

The boy and seme {riends are playing a prank. The
‘wolves' are actually three other boys, down on all
fours and with stolen woll-pelts draped over them.
Give each character an Int test, applying the follow-
ing cumulative modifiers:

+10
+10
+10
+10
+10
+10
+20

Ranger

EIf

Hunter

Druidic Priest (with wolf familiar)
Cleric/Initiate/devout follower of Taal or Ulric
EIlf Beastfriend

Player states character is looking at ‘wolves’

Characlers who pass the tesit will see through the
childish deceptlion. However. in the panic and con-
[usion there is a chance ihat people will simply attack
the supposed wolves, which would be unfortitnate.
The ruse will be exposed when the lirst atlack sirikes
home, however, and lurther aliacks can be called .

For the sake of the story, no boy should be perma-
nently injured. Reduce the effects of any Critical Hils
if necessary. Parents of wounded children might well
want o lynch the adventurers, but the village elder
eslablishes order, realising that they are not al lauit.
Still, wounding children Inflicts a -30% Fel modifier
on further dealings with the villagers.

The boy who runs through town warning of walves
is Gregor, lhe possessor of lhe mask - although the
advenlurers have no way of knowing at this stage.
Afler the incident he feels ashamed ol himself, real-
ising that he's not yet ready to be an adventurer or
aman. This shame will prompt him to turn the mask
over tothe adventurers near the end of the adventure.

Son Of The Wolf

The village idiot seems like a typical - well, village
idiol. Little cloes anyone suspect that he was once an
Initiate of Ulrle, from Middenhelm. Showing cow-
ardice in the face of a challenge to arms, the Initiate
was striken mad by Ulric and driven from the city.

i 4 Twn W:ll. #
- (8 bigh Tmbe)

He stumbled upon the village about three months
ago, two weeks before the wolf attacks began.

More out of half-remembered habit than actual rev-
erence, the idiot secretly maintains a small shrine to
Ulric in the woods. He's stupid, but sly enough to
avoid the wolves. At night one of the adventurers
spots the idiot skulking into the woods. Anyone can
follow him to the shrine, which he defends with his
life. The nature of the shrine is recognized on a suc-
cessful Int test. Followers of Ulric as well as Initiates
and Clerics of any sort recognise it immediately.

Whether the idiot is tied to the wolf attacks is unclear.
He can’t give any coherent information, but it should
become apparent that he's innocent.

For one thing. he is subjecl to terror of woives and
any mention of them will make him cringe in fear.
This is partly a result of his being punished by Ulric,
although he can't remember his past. He just knows
that wolves are very, very angry with him, Il's clear
that he's not feigning this lerror, so he can hardly be
the evil power behind the wolves.

Secondly, he has a small brand in his forehead, in
the shape of a wolf's head; this will be lound if the
adventurers hold him down and look through his
filthy matted hair, or some violent motion {such as
turning to run) might reveal it to any character who
makes a successful I test (Excellent Vision +10). A
successful Int test (Theology +10, Initiate of Ulric
+10, Cleric of Ulric +10 per level) reveals that this
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brand shows that the man was once expelled from
the priesthood of Ulric for some crime. If he has had
anything to do with wolves or they with him, it would
have been a long time ago, for no wolf will come near
a man accursed of Ulric.

The villagers, however, assume the worst and want
to string the idiot up. The adventurers can let them,
or try to stop the lynching. The village Elder is a fol-
lower of Ulric and can be persuaded of the idiot's
innocence by proof of his past priesthood.

This is a small red herring, designed to keep the
adventurers busy as they try to piece the facts togeth-
er. Even if the adventurers realise that the idiot can't
be controlling the wolves, they might assume that the
wolf attacks are a curse inflicted on him by Ulric, fol-
lowing him around wherever he goes. They should
soon realise that this is wrong, though - the idiot has
never been near any wolf attack, and very few of those
who have died had ever so much as said good morn-
ing to him. Still, {f Jager {s with the adventurers. he
will try to convince them that the idiot is jinxed, just
to throw them off the scent.

A Wolf in Lamb’s Clothing

While the adventurers are wandering around the
countryside with Jager, they will have a number of
opportunities to see through his disguise. Most of
these consist of subtle observations, and in them-
selves they are not conclusive evidence that Jager is
a Werecreature, but they may certainly arouse sus-
picion. Some or all of these hints may be dropped
after the adventurers learn to accept and trust Jager.
Don’t make too much of them - just let the adven-
turers notice and make up their own minds.

1. Passing a man butchering a pig in the village,
the adventurers notice Jager licking his lips. It
could be simply that he's hungry, but there's a
strange light in his eyes...

2.  Walking through the village, the group passes
a wolf pelt hanging on a wall to dry. On a suc-
cessful I test, it will be seen that Jager's jaw
clenches, as do his fists. The sight seems to
upset him. If he is questioned, he will respond:
“Killin’ these wolves just makes 'em more mad.
Wolves is vengeful like that!” A Ranger who
makes an Int test realizes this is not true, but
this might be no more than a piece of folklore.

3. If the adventurers ever visit Jager's cabin (a
sparsely-furnished one-room affair. There is
nothing of obvious value but a pouch of 38 GC
{s hidden under a floorboard), anyone who
cares to look will find that there are no wolf
pelts around. If no-one specifically looks at the
pelts, give everyone and I test (Hunters/
Trappers +10) to notice this. Jagerexplains that
he’'s afraid of killing a wolfin case the pack takes
revenge. Again, Rangers may see the falsehood
of this statement on a successful Int test. It
might be no more than another piece of folklore,
although whether a seasoned trapper would
believe in such stories is another matter.

You might like to step up the clues as the adventurers
spend more and more time with Jager:

4. Someone might notice that his teeth are unusu-
ally sharp, or that his tongue s unusually long
- not to the point of mutation, of course, but
strange all the same.

5.  Characters with Animal Care skill might notice
Jager's body odour - now, no-one in this part
of the world exactly smells like a bed of roses,
butJager has a dislinctive aroma, vaguely rem-
iniscent of a dog that's just come in from the
rain. Of course, he does handle an awful lot of
animal skins.

6. Something startles or annoys Jager, and he
turns round with a distinctly canine growl deep
in his throat - well, it's not as if he actually
barked, is 1t?

7. Just after sunset, the adventurers are walking
through the village with Jager. His eyes seem
to reflect the torchlight as he turns to speak -
just like the eyes of a great cat or a wol/...

8. Ifyouneed to be particularly obvious, you could
have Jager leaving wolf-like footprints even
though he's wearing boots. Or he could cast a
shadow with a.wolf's head.

It's up to you how far you go with dishing out these
clues, but try to avoid giving the adventurers too
much information on a silver salver. It takes a lot of
the challenge out of the investigation if Jager sud-
denly acquires a large, flashing neon sign reading “I
am a Werewol[™. s
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Barking Up the Wrong Tree

It could well be that the adventurers and Jager will
spend a lot of lime together, with the adventurers
looking for some kind of clue about the wolf attacks
and Jager trying lo steer them off the scent. This is
all very entertaining up to a point, but the adventur-
ers {and the players) could become dispirited if they
spend tco much time and effort without ever feeling
that they're getting somewhere.

In addition to this, Jager is only hanging around with
them in the hope that they'll reveal something about
the whereabouts of the mask - which they never will
because they know nothing about it. So Jager's
patience is going to give oul sooner or later, as well.
Besides which, if the adventurers continue to snoop
around [or too long, Jager might not be able to pre-
vent them from discovering the burial site.

The timing of this next phase of the adventure is up
to you. Keep an eye on your players, and watch for
signs of them gelting reslive. Then give them one last
red herring belore Jager reveals his true colours.

We Want Information...

Jager makes his move when he and the adventurers
are next in an isolated area, deep In the forest. He
willtry to lead them into such a situatjon if necessary.
Jager seems to be In good unusually good spirits,
and is whistling tunelessly as they make their way

through the forest. Elves and characters with Acute
Hearing will find this noise especially uncomfortable,
as there are some excruciating notes just al the upper
end of the normal Human hearing range.

Under cover of his merry whistling, Jager is signalling
to his wolf pack, calling them in for an attack. The
wolves' approaching howls are heard almos{ imme-
diately. The party will probably assume a delensive
position, preparing for attack. Jager also does so, fac-
ing into the forest, away from the adventurers. The
howling of the wolves comes from all directions, and
the occaslonal brief movement or the glint of an eye
can be seen in the underbrush.

The party Is surrounded, but the wolves show o slgn
olattacking. They show no slgn of going away. either,
There is a slight pause once everyone has bunched
logether. readied weapons. and done whatever else
they want to do.

Then, Jager spins round to face the adventurers. He
has changed to woll-man form, and he snarls “Where
is the mask?" The adventurers, of course, don't have
the faintest idea what he's talking aboul. Any char-
acter who fails a Cl tesl (modified by up to +/-20
according to how suspicious that character has been
of Jager so far} will blurt out “What mask?" or "I don't
know!” before he can stop himself.

If the adventurers admit they know nothing, refuse
to lalk, or come up with a blulf that is transparently
lame, Jager loses patience.
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“Very well,” he snarls, “You have chosen your fate.”
Then he throws back his head and gives vent to a
bloodcurling howl. The wolves charge into the attack,
and Jager transforms into full wolf form. He must
make a ClI test for frenzy immediately; if he fails he
will join in the fray, otherwise he will stand off and
let his wolves do the work.

Battle!

The number of wolves is up to you. Assess the party's
combat strength roughly, and give them enough
wolves to make for a very hard [ight — say two wolves
for each Warrior, Ranger or Wizard. one or two for
each Rogue according to how good he is in a fight,
and one for each non-spellcasting academic. The
wolves attack from all directions, and fight until
reduced to zero Wounds or forced to leave combat by
a critical hit, magic or psychology rules. If Jager is
killed, his control over the wolves comes to an end,
and they immediately break off the attack and flee.

If all the adventurers are killed or incapacitated.
Jager leaves the area with his wolves, leaving them
for dead. Fate Points can be expended in the normal
way, and lucky survivors can recover in the forest
and strike back at Jager, or go to Kurtwallen for heal-
ing (there Is a Herbalist in the village). Unless the
adventurers are sure to cover up their return to the
village, word quickly spreads that they're still alive.
Before long Jager finds out and tries to finish what
he started, waiting for the adventurers to venture
beyond the village walls.

No, Really...

No villager is going to believe the adventurers if they
claim that Adolf Jager is a Werewolf. Jager knows
this — indeed, he's spent a lot of {ime and effort in
building up his cover. The adventurers will suffer a
-30 Fel modifier to any tests involved in trying to con-
vince the villagers that Jager is a Werewolf. If the
adventurers press the point they will be thrown out
of the village and into the forest, where Jager and his
wolves are waiting. The only way to convince the vil-
lagers of Jager's nature is to make him change form
in public.

Suspicious Minds

It's possible that the adventurers may attack Jager
before he's ready to reveal his true form. If this occurs
in the wilds, Jager summons his wolves and trans-
forms on their arrival. If in the village, he looks to the
villagers for help — remember, they think he's a hero
- but if the adventurers press their attack he may
have no choice but to summon the wolves to help,
which he will do by howling. The pack comes to his
rescue in D3 turns. Whether the villagers help fight
the wolves is up to the GM. They're tough people, but
they have been reduced to near-hysteria by the wolf
attacks.

If Jager is exposed but somehow survives, he goes
into hiding in the forest. He's still bound to the grave-

site, so he can't wander far. If a manhunt (wolfhunt?)
ensues, Jager makes his last stand at the grave site
where his predecessors died.

THE MASK

A short time after Jager is exposed as a Werewolf,
Gregor - the boy who played the cry-wolf trick —
shamefully approaches them, clutching something
wrapped up in sacking. He holds it out to one of the
adventurers.

“I found this in the forest - it's what gave me the idea
toplay that bad joke. I don't deserve to have it. Maybe
you can use it to rescue orphans or something. I'm
still too young to be like you, but... someday I'll be
old enough and I'll be known throughout the land!”

If asked, Gregor will willingly lead the adventurers to
the clearing where he found the mask.

IfJager is still alive at this point, the adventurers can
use the mask to force a change from him. Jager is
obsessed by the need to recover the mask, and every
round that it's in his sight but not in his possession
he must make a Cl test to avoid transforming. If he
gets hold of the mask at any time. he will run of into
the forest at top speed, with the mask in his hand
(or jaws!), desperale to return it to its original place.
In his hurry he neglects to cover his tracks, and he
can be trailed to the burial site easily (+15 to relevant
tests by characters with Follow Trail skill).

THE CLEANSING

With the mask in their possession, the adventurers
automatically recognise the corruption inherent in
the clearing. The only way to eliminate that corruption
is through a proper burial ceremony performed by a
Cleric of Mérr. Digging in the clearing quickly exposes
the skeletons buried there. An Initiate or Cleric of Mérr
immediately realizes that a burial ceremony is needed
to cleanse the site; other characters realise this on a
successful Int test. The ceremony is the only way to
break Tzeentch's grip on the clearing.

EXPERIENCE

Experience point awards are as follows:
20-40 for good role-playing.
10 for not harming the boys. If any boy is
harmed, all the adventurers lose 30 points.
10 for dealing with the idiot.
10 for keeping the villagers from lynching the

idiot.

20 to the character seeing through Jager's dis-
guise.

60 for defeating Jager.

40 for defeating or freeing the wolves from
Jager's control.

50 for the character suggesting a proper burial

ceremony to lift the curse of the clearing.
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Taal's Reward

If the adventurers are able to avenge the Cleric's
death, break Jager's grip over the wolves, and lift the
curse on the clearing, Taal granis them an automatic
blessing. Forone month, they are immune to poisons,
enjoy comforiable weather according 1o the season,
and are never bothered by predatory animais.

PROFILES

Profiles are only given for the key characiers in this
adventure, and Il could be thal you will need to gen-
erate profiles for the villagers. According to the level
of detail you need, you can approach this in one of
three ways.

The simplest is to treat all the villagers as standard
Humans from the Bestiary. addIng skllls as you think
appropriate. If you need more detall, you could bor-
row ‘standard’ villagers from the Profiles section of
another WFRP adventure book - Lichemaster and
Ghostwood are particularly useful in this respect.
Alternatively, you might generale a seleclion of
Hunters, Herdsmen., Trappers and the like from
scratch.

Adolf Jager - Trapper, Werewolf

Playing the trapper, Jager has brown hair and beard,
stoops slighlly, walks with a llmp “Forgot where my
trap was - heh, heh.” He Is Invariably dressed in furs.
Throwing off his disguise, he stands over six feet and
demonstrates woll-llke qualitles: his snout pro-
trudes, his body hair grows and turns grey, his eyes
gleam with a yellow light, and terrible fangs extend
beyond his upper lip.

MWSBS S T W I A DexLd Int CLWPFel
4 47 41 4 5 957 1 37 75 43 40 33 30

Skills: Concealment Rural; Follow Trail: Orieniation;
Row; Secret Language - Ranger: Secrel Signs -
Woodman's; Set Trap: Silent Move Rural: Spot Trap.

Possessions: Furs (0/1 AP, body); crossbow and
ammunition; hand axe; 3 animal traps; 12 GC, 16/5.

In wolf form, Jager has the following profile:

MWSBS S W I ADexLd Int CLWPFel
9 50 0 4 4172 - 75 43 4033 -

Notes: Jager has the ability to summon wolves from
miles around and can control their actions at will.
He's subject to frenzy, and while frenzied he must
make a WP test each round or adopt wolf form;
returning to Human form requires a successful WP
test when frenzy has ended.

The Wolves

MWSBS S T W I ADtxLd IntCLWPFel
933 0 22 5301 - 101014 14 -

Special Rules: bite atlacks, with a 20% chance of
causing infected wounds. Fear fire.

Child Pranksters: Gregor & Friends

MWSBS S T W I A DexLd Int CL WPFel
32035 2 2 5381 33 19 2929 29 29

Possessions: Wolf hides (0/1AP, all locations).

L]
Gregor's Dog
MWSBS S T W I A DexLd IntCLWPFel
6 41 0 2 2 2301 - 43 14 43 43 -

Special Rules: subject to hatred of any creature
which has harmed or attempted to harm Gregor in

the last ten minutes, otherwise slobbers over every-_
body and anybody. Bite attack. Fears fire.

The Idiot

MWSBS S T W I A DexLd IntCL WPFel
4 3320 3 4 6331 29 1515101515

Possessions: Club.
Disorders: Amnesia; Dementia (see WFRP rulebook).

[ Ken Cliffe

12
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Make my day...

In the WFRP rules, there are two personal
firearms listed, the blunderbus and the pis-
tol. Both do the same amount of damage,
although ranges and load/fire times are dif-
ferent. This was never indended to be more
than a nod of the head towards the possi-
bility of firearms, and is adequate for basic
games. However, there was a surprising
range of firearms available in our world
when it was at the same level of technology
as the Warhammer world, and in this article
we cover a few new firearm types, as well
aslooking more closely at the firearms rules
in the rulebook.

Range & Strength
Modifiers

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

Inthe Revised Firearms Chart, ranges are given just as on
the Missile Weapon Chart on p128 of the WFRP rulebook.
But here, each range number is followed by a second num-
ber. This is the effective strength (ES) of the weapon at
that range.

Cost, Availability &
Encumbrance

Allfirearms are very rare, but some of these weapons may
be rarer than others. Certainly, PCs will aimost never see
a Jezail on open sale, and then the vendor will get every
penny he can for it... Although all other firearms are
classed as very rare, some are rarer than others.
Arquebuses and duelling pistols are comparatively com-
mon, being only slightly rarer than ordinary pistols and
blunderbuses. Swivel guns are a little rarer still, but may
be found sometimes. The others will generally have to be
made to order, upping the indicated cost by D10 x 10% at
your discretion.

Weapon Cost Enc  Availability
Arquebus 100GCs 75 Very Rare
4 barrel Duck-Foot 175 GCst 30 Very Rare
Duelling Pistol 500GCs 25 Very Rare

Henricus Salus 175GCs 30 Very Rare

Jezail - 60 Almost Unknown
Pike Gun 125 GCs 150 Very Rare
Swivel Gun 200GCs 150 Very Rare

6 barrel Volley Gun 300 GCst 400 Very Rare
1 +25% per additional barrel,
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Weapon
Descriptions

Arquebus

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

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

Blunderbus

Like the swivel gun (see below), a blunderbus may be
loaded with a variety of projectiles, from a number of pistol
balls to stones, broken glass, rusty nails and anything else
that comes to hand. Because of this, a shot from a blun-
derbus may spread, and may ba able to affect a number
of creatures which are close togather. The following is an
optional rule, to take into account the ‘spread’ of shot from
a blunderbus.

If tiring into a group (as defined in WFRP, p 126), roll a D4
to determine the amount of 'spread’ in the shot. The die roll
indicates the number of creatures which can be hit by the
shot. Relito hit each one individually. Each creature hittakes
damage as normal. When firing at a single creature who is
not part of a group, determine hits and damage normally.

A blunderbus requires only a single shot of powder per fir-
ing, but fires 4 balls at once when loaded with standard
shot.

®

® ®

LF
®

Duck Foot Pistol Fire Arc

In this example, five targets are within the fire
arc. The weapon is the commonest type of duck-foot,
with four barrels. Four ‘tc hit' rofls are made, one for
each barrel. Three hits are successful. Since there
are five possible targets, a D6 is rolled, re-rolling
results of 6. On the first hit, a 2 is rolled, indicating
that target number 2 is hit. On the second hit, a 6 is
rolled. Because there are only five targets, this is re-
rolled, and a result of 4 indicates that target number
4 s hit. On the third hit, a 2 is rolled — target number
2 is hit twice/

Duck-Foot

The duck-foot is basically an ordinary pistol, but it has four
(sometimes fiva or savan) batrrels, in a splayed pattern like
the toas of a duck's foot. While not a shamshooter's
weapon, it is fairly intimidating, and is popular with ships’
captains for dealing with mutinous crews. Certainly it is a
useful weapon when firing on a group (see WFRP p 126).
Unless you, the GM, decide otherwise, only four-barrelied
weapons should be available to adventurers.

Assuming a 45° fire arc, decide how many creatures may
be hit {one per barrel). Roll 'to hit’ for each barrel, then ran-
domly determine which potential target is hit. See tha
boxed example for a description of this procedura.
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A duck-foot requires one shot of powder per barrel per
salvo.

Duelling Pistol

Some of the most talented gunsmiths in the Old World have
spent long hours in the pay of spoiled fops and rich duel-
lists, refining and improving the basic design of the pistol.
The result is the duelling pistol — very similar to an ordinary
pistol, but more finely-crafted and reliable. Characters with
Specialist Weapon — Firearms skill gain a + 10 'to hit’ bonus
when using a duelling pistol, and all users benefit from the
weapon's increased reliability. It is only half as likely to mis-
fire as a normal pistol — check for misfire only when the ‘to
hit’ roll is an even number (ie 22, 44, 66, 88, or 00).

Pike Gun

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

Henricus Salus

Named after its inventor, 'Dirty’ Henrico Tagliatelli of
Sartosa, thisfearsome weapon is best described as alarge
pistol or a small cannon. Firing shot as large as an arque-
bus, it causes fearsome damage to a target, but can be

almost as dangerous to its wielder owing to its terrific
recoil,which is focussed on the wrist of the hand holding
the gun. Every time it is fired, the firer must make a
Strength test; on a failed test, consult the following table:

S+D6é Result

2-3 Broken wrist — arm is incapacitated until medical
attention is received.

4-5 Strained wrist—arm is incapacitated for D4 hours;
medical attention halves this time.

6-7 Strained wrist — arm is incapacitated for 6D10
minutes; medical attention halves this time.

8-9 Strained wrist — arm is incapacitated for D10 min-
utes; medical attention halves this time.

10+ Jarred wrist — gun leaps from user's hand; user

may do nothing for the next round.

The Henricus Salus requires 2 shots of powder per shot -
but it doesn't need two bullets!

Swivel Gun

The swivel gun is a larger version of the blunderbuss,
designed to be fixed to a swivel mounting on a ship's rail
or the roof of a coach. Like the blunderbus (see above), it
can be loaded with improvised ammunition. Also like a
blunderbus, the shot may spread; use the following proce-
dure to calculate the effects:

If firing into a group (as defined in the WFRP rulebook,
p126), roll a D6 to determine the amount of ‘'spread’ in the
shot. The die roll indicates the number of creatures which
can be hit by the shot. Roll to hit each one individually.
Each creature hit takes damage as normal. When firing at
a single creature who is not part of a group, determine hits
and damage normally.

Ranges
Weapon Point Blank Short
Arquebus 3/4 30/4
Blunderbus 3/5 24/3
Duck-foot* 3/4 813
Duelling Pistol 3/4 873
Henricus Salus /4 8/4
Jezail 3/4 36/3
Pike Gun 3/4 12/3
Pistol 313 12/3
Swivel GUn 3/6 24/4
Voiley Gun* 3/4 12/3

Revised Firearms Chart

Load/flre
Long Extreme times
60/4 30073 2 rounds to load,
1 round to fire.
48/3 250/2 3 rounds to load,
1 round to fire.
16/3 50/2 2 rounds/arrel to load,
1 round to fire.
16/3 50/2 2 rounds to load,
1 round to fire.
16/4 50/3 2 rounds to load,
1 round to fire.
7213 40072 3 rounds to load,
1 round to fire.
24/3 50/2 2 rounds to load,
1 round to fire.
24/3 50/2 2 rounds to load,
1 round to fire.
48/3 10072 4 rounds to load,
1 round to fire.
24/3 50/3 2 rounds/arrel to load,

Numbers under Ranges are range in yards/Effective Strength
*These weapons fire multiple shots — sae individual weapon descriptions.

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

Creatures with a Strength score of 5 or more may use a
swivel gun hand-held, without the mounting; however, this
imposes a -10 1o hit’ penaity, and each time the gun is
fired, the firer must make a successtul | test or be knocked
down by the recoil, spending the next round prone. A char-
acter who is knocked down must make a successful T test
or lose 1 W point, regardless of armour; if the character
falls below zero W as a result, use the Sudden Death
Critical Hit Table.

Volley Gun

The volley gun is based on a simple piece of Dwarven logic:

Q. What's better than a gun?
A. Lots of guns.

The weapen consists of a number of arquebus-like barrels
mounted side-by-side or in a ‘pepper-box’ contiguration.
Howevaer, few Dwarven smiths are mad enough to build
such a weapon with more than ten barrels —there's always
the possibility of an explosion to consider! Because of its
size and weight, it is invariably mounted on a wheelad
frame, and is similar in appearance to the early Nordenfelt
and Gatling guns of our awn wotld. All the barrels are fired
by a single trigger.

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

D6 Result

1-2 Nearest creature to left of target
3-4 Nearest creature to right of target
5-6 Nearest creature behind target

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

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

Jezail

This long-barralled light arquebus is the main firearm in
Araby, but as yetiew have found their way to the Old Worid,
and nearly all of these are in the hands of callectors and
rulers. It has alonger range than an arquebus, but has less
stopping power.

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

Some Thoughts on
Firearms

Many GMs — particularly those who have come to WFRP
from other fantasy rolepiaying games where gunpowder
weapons are not used — may feel nervous at the thought
of letting PCs loose with firearms. They may feel that they
make the PCs too powerful, giving them a technological
edge ovar most opponents and the capacity to do terrifying
amounts of damage.

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

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

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

They’'ll All Want One

You've probably seen that little glint of avarice lighting up
the eyes of a playar when his character has a chance of
getting hold of a firearm. Well, there are a lot of other peopla
who feel the same way.

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

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

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

Offensive Weapons

Being noisy, messy, and thoroughly dangerous, guns tend
0 make law-abiding citizens rather nervous. In
Warhammer City (p28), we learned that you can't take
certain weapons into Middenheim — most cities and large
rowns will probably insist on characters leaving all firearms
and gunpowder locked up in the gatehouse before they
enter.

Reload Times

Firearms are nerve-wrackingly slow to reload. By making
sure that you enforce the reload times, you can make your
olayers realise very quickly that Dirty Harry would have had
3 very tough time in the Warhammer world. In the end, a
‘ot of characters won't be able to stand hving to do nothing
outreload for acouple of rounds while the Nasties are bear-
ing down on them, and gunplay will end up being more or
'ess restricted to the first round of a combat.

If you want to be really mean, you might have characters
make a Dex test when reloading under stress (eg with sev-
eral Orcs thundering towards him); according to the
severity of failure, he might suffer one of the following prob-
lems (GM's choice):

-10 Initiative modifier on the firing round;

Need to spend an additional round reloading — will
the Orcs get there first?

Automatic misfire;

Forgot the powder — gun produces a heartwarming
click but nothing else;

Forgot the shot — a loud bang, but no damage;

Left the ramrod in the barrel — gun fires normally,
doing 3x normal damage, but cannot be used again
until the ramrod is recovered.

0 o A N

Running Out

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

andthe lives of their passengers. They don'tgo out looking
for trouble, like some people.

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

Damp

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

Advanced
Misfires

The firearms misfires table on p129 of the WFRP rulebook
covers three possible misfire effects; here is an expanded
misfire table, covering a few more.

D100 Misfire Result
01-20 Partial burn. Not all the powder catches; range
and effective strength are halved (rounding frac-
tions up) for this shot only.
Charge fails to ignite; try again next round
Charge fails to ignite; reload and try again
Slow burn, or ‘hang fire'. The priming goes off,
but nothing else seems to happen. However, the
weapon will fire in the following round, with poten-
tially dangerous consequences. Anyone who is
tupid enough to look down the barrel of a gun
which has hung fire takes an automatic point
blank head hit. Anyone
Flash in the pan. The powder around the touch-
hole ignites in a bright flash, but the gun does not
go off. The gun must be reprimed before it can
be fired again; this takes one round. The firer suf-
fers a -10 penalty to his BS on the reprimed shot,
due to an understandable degree of nervousness
about what is to happen next...
Burn-round. The powder catches, but the shot is
either insufficiently wadded or a little too small for
the barrel. The net result is that the heat of the
burning powder welds the shot into the barrel. The
weapon is now useless, and has a 50% chance
of exploding if anyone tried to use it again.
00 Weapon explodes. User takes normal
weapon destroyed

21-50
51-70
71-80

81-90

91-99

hit,

O Neal Harvey, Thomas Boyd & Graeme Davis
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THE BEASTFRIEND

A NEw ELVEN CAREER FOR WFRP

The Elves are atluned to the wild and to living things
tmore aculely than any other humanoid race in the
Warhammer world. Not surprisingly, their gods
reflect this, and one of their major deities is Karnos,
the Lord of Beasts, whom Humans identify with their
own ancient deity of wild places, Taal.

Humans and other races have domesticated animals
by taking them out of the wild and taming thein: Elves
work dilferently. To an EIf, the practice of breaking
an animal's spiril to ‘tame' it is barbarous and
typically Human; they prefer {o gain an animal's will-
ing co-operation rather than force il into servilude,
Humans see an inconsistency between this attitude
and the Elven love of hunting. but Elves conlend that
their huntingis nodifferent in terms ofbeing 'natural’
than the hunting of a wild catl or a pack of wolves.
Like any other wild hunters. they take only what they
need {o survive. Hunting is not a sport for Elves.

Out of this rapport with nature is born the uniquely
Elven career of the Caraidh or Beastfriend. All Elves
have the potential for beast-friendship; some are

born with it, while others may develop it during their
lives. The Beastlriends develop their natural affinity
for a particular animal species to an extraordinary
degree. They have even been known to fight with
Elven armies, their beasts alongside them on the bat-
tlefield, in defence of their forest homes.

Like Wardancers, Beastfriends live alongside other
Elves in their forest settlements. They are less aloof
than Wardancers, however, and mix freely with their
kin. Nevertheless, on occasion, a Beastfriend may
take his beasts and leave the settlement to live as a
wandering adventurer.

BECOMING A
BEASTFRIEND

The Beastfriend career is open to any Elf who follows
Karnos. and may be entered from any other career.
As well as spending the normal 100 experience points
for a career change, the character must take to the
forest for a certain time, preferably In the company
ol one or more BeasUrlends who will be in charge of
tralning.

In game terms, the GM should handle this in the
same way as otlher career changes (a quick look at
Practice Makes Perfect in The Restless Dead may be
useful), bearing in mind that the initial training to
effect the career change must be undertaken in a for-
est environment.

The first step in becoming a Beast[riend s to deler-
mine the specles with which the individual has a
particular affinity. The GM can determine this secret-
ly. bearing in mind the character's personality, or the
GM and player can discuss the decislon and agree
on a species, or the player can roll on the following
table:

D20 roll Species Beastfriend Title
1-4 Bear Caraidh Bruinn
5-8 Boar Caraidh Much

9-10 Hawk Caraidh Iolair
11-12 Horse Caraidh Aech
13-16 Hound Caraidh Cu
17-20 Wild Cat Caraidh Cadhmorr

These are the most common friend-species. There are
rumoured to be others, but these are seldom seen,
even by the Elves themselves. It is said, for example,
that among the High Elves of old, rare individuals-
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Advance Scheme

Beast M WS BS s T w
Bear +10 +2 +2 +2
Boar +10 +1 +1 +2
Hawk +1 +10 +10 +1
Horse +1 +1 +2 +2
Hound +1 +10 +2
| WwWild Cat  +1 +10 +1 +1

Skills

Animal Care
Animal Training
Call Animalt
Charm Animal*
Follow Trail*
Orientation
Sixth Sense

* Upon entering the career, a Beastfriend automat-
ically gains these skills with respect to his specific
friend species only. To gain full use of these skills,
they must be bought with experience points as nor-
mal.

t This is a new skill, available only to Beastfriends.
The Beastfriend may call a number of animals from
his friend species to him at any time, provided that
he is in a forest in which they are native species (in
effect, any forest in the Old World).

The Beastfriend makes a Ld test, and if the test is
successful the animals will appear in 2D10 min-
utes. They will appear in the following numbers:

Bear 1
Boar D3
Hawk 1
Horse 1
Hound D3
Wwild Cat D3

A Beastfriend may not make a second call while
accompanied by animals from a previous calling.

BEASTFRIEND CAREER DESCRIPTION

I A Dex Ld Int Cl WP Fel
+10
+10 +10 +10
+20 +10 +10
+10 +10
+10 +10 +10 +10
+20 +10 +10

In addition, a Beastfriend gains other skills accord-
ing to the species with which he is allied:

Bear Specialist Weapon - Fist Weapons;
Street Fighter; Strike Mighty Blow.

Boar Frenzied Attack; Street Fighter;
Strike to Injure.

Hawk Dodge Blow; Flee!; Strike to Injure.

Horse Acute Hearing; Flee!; Ride — Horse.

Hound Acute Hearing; Frenzied Attack;
Street Fighter.

Wild Cat Concealment Rural; Silent Move
Rural; Specialist Weapon - Fist
Weapons.

Trappings

There are no particular trappings assoclated with
the Beastfriend career, although many
Beastfriends arm and dress themselves in styles
reminiscent of their friend species: thus, the
Caraidh Muchor Boar-friends favour curving, tusk-
like daggers, while the Caraidh Bruinnand Caraidh
Cadhmorr (Bear-frilends and Cat-friends respec-
tively) use clawed knuckle-dusters.

Career Exits

Initlate (Karnos)
Wardancer
Scout

The Beastfrierd - 19



warhammer

SRIMOIRE

from the highest nobility were born with the gift of
Dragon-friendship, which could not be learned by
those not born to it. These were the Beith-Caradan
Dragon-riders, thought by some to be no more than
legend. and believed by others (o be sleeping in the
deepest forests with thelr mounts, awaiting an
appointed time when they will be needed 1o save the
Elven race from certain destruction.

Having entered the career and determined the friend
species, the new Beastfriend must go alone into the
forest and, using their Charm Antmal skill, belriend
one or more members of their friend species. The
maximum numbers of each species which may be
befriended at one time are given in the boxed career
description (see previous page).

ANIMALS IN
COMBAT

All Beastfriends can command their animal compan-
ions to fight with them. This requires a Ld test (based
on the Beastfriend's Ld).

Bear
A Bear has the following profile:

MWSBS S T W I A DexLd Int Cl WPFel
4 33 0 4 411302 - 241024 24 -

A Bear fights with two claw attacks. Wounded bears
are subject to frenzy, and cause fear in creatures
less than 10 feet tall.

Boar

The forest Boars commonly found associated with
Caraidh Much are smaller than the plains Boars
described in the rulebook (p233) as being ridden by
Goblins. They cannot be ridden. They have the fol-
lowing profile:

MWSBS S T W I A DexLd Int Cl WPFel
6 33 0 3 311301 - 101414 14 -

Boars have one gore altack; boars with a Beastfriend
do not cause infected wounds. Wounded boars are
subject to frenzy.

Hawk

A hawk has the following profile:

MWSBS S T W I A DexLd Int Cl WPFel
140 0 11 3501 - 6 6 6 6 -

If a successful attack causes additional damage (see
WFRP, p122), ignore all damage rolls. Instead. the
attack causes 1 point of damage to the head and the
target is permitted an I test to avoid losing an eye

(+10 bonus for wearing a full-face helmet or a visor
of any kind). Hawks [ly as swoopers, and have the
normal protections againsl missile fire (see WFRP,
p129).

Horse

The Caraidh Aech or Horse-friends often ride the
horse to which they are bonded. Some rare individ-
uals may be bonded to the whole of a chariol-team.
If the Beastfriend makes a successful Ld tesi at the
start of a combat, the horse may act in all respects
like a Warhorse (see WFRP, p239), and makes all
Sfear tests using the Beastlriend's Cl score instead of
its own, while the Beastfriend gains a +20 bonus to
all Risk tests involved In riding; this bonus Includes
the normal +10 bonus for Ride skill.

Hound

The hounds used by the Caraidh Cu are the specially-
bred Elven hunting dog. They should be treated as
war dogs (see WFRP, p235).

Wild Cat

The Caraidh Cadhmorr are found in the company of
the great Wild Cats of the Old World (see WFRP,
p234). A Wild Cat will always leap at the end of a
charge into combat.
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KARNQOS, LORD OF BEASTS

Description: Said by some Human the-
ologians 1o be an aspect of Taal, the Old
Worlder god of nature and wild places,
Karnos is one of the major deities of the
Wood EIf pantheon, being the master of
the forest animals among which Wood
Elves live. He 1s the patron of
Beastfriends, and i1s worshipped by some
Elven Scouts and Hunters.

Karnos is normally portrayed as a com-
posite being, over ten feet tall, with an
Elven body but the head and tail of a stag.
It is said that he can also take the form
of any forest creature at will.

Alignment: Neutral. Nature favours nei-
ther good nor evil, and so neither docs
Kamos.

Symbol: Like Taal, Karnos is represented
by a stag's head with branching antlers.
Elven Clerics of Karnos dress in the same
way as other Elves.

Area of Worship: Wood EIl settlements
throughout the Old World.

Temples: The whole of the forest is
Kamos' temple; wherever his beasts wan-
der, he is present. However, there are
places which are more special to his wor-
ship than others: certain natural
clearings, rocks, trees and so on. A Wood
Zlfl  automatically recognises these
places; members of other races cannot.
Elves will almost always try to keep other
races away from holy ground.

Friends and Enemles: Followers of
Karnos are generally well-disposed to
other Wood Elves, and to those of other
races who follow Taal, Rhya and the Old
Faith. They do, however, maintain that
Tallis a combination of a number of Wood
Elven deities including Karnos, rather
than Karnos being an aspect of Taal. By
and large, followers of Karnos are indif-
ferent to followers of other Old World
deities, and they regard the cults of
Chaos and the deities of the Goblinoids
with unremitting hatred.

Holy Days: Karnos has two main holy
days: the middle of spring, when food
becomes plentiful and young are born,
and the middle of autumn, when all
species must prepare themselves for the
coming of winter. The dates of these fes-
tivals are not fixed in the Imperal
Calendar, but are calculated from various
natural signs by a method set down in
Elven tradtion, so they vary from year to
year.

Cult Requirements: Any Wood EIf may
follow Karnos; most worship the whole
Wood Elven pantheon in some degree.

Strictures: All followers of Karnos must
keep the following strictures: never harm
an animal except in self-defence or for
food (since Elven hunts are always fol-
lowed by great feasts, hunting is
acceptable); never allow an animal to be
harmed, except in the similar circum-

stances; do everything in your power to ~ .
force Goblinoids, Beastmen and Chaos [ °

mutants out of the forests.

Spell Use: Clerics of Karnos can use all f

Petty Magic, Elemental Magic and
Druidic Priest spells, except Tap
Earthpower and Create Sacred Grove.

Skills: Initiates of Karnos receive Charm
Animal instead of Secret Language -
Classical. Clerics of Karnos may roll once
on the Ranger Skills Table at each level,
re-rolling if necessary until they receive
a skill which they do not already possess.
This is in addition to the skills listed for
each level in the WFRP rulebook (p151).
Clerics of Karnos may gain the skill Call

Animal at each level above Initiate, taking | ;

a different species each time.

Trlals: Trials sct by Karnos always '

involve the defence of the forest and its
animals. This can involve driving away
those who threaten animals, ranging
from a lone Human trapper to a Goblinoid
or Chaos warband. In rare cases, a trial
might be to relieve the suffering of ani-
mals - by (rceing animals captured for
pit-fights, for instance. The latter kind of
trial hasled to acertain amount of conflict
with Humans in the past, but entertain-
ments such as bear-baiting are less
common than they once were, and
Humans increasingly regard them as
barbaric and unnecessary.

Blessings: Skills favoured by Karnos are
all those to do with animals - Animal
Care, Animal Training, Charm Animal,
Ride and Trick Riding, and occasionally
others, according to the circumstances.
Favoured tests are mainly Cl and Fel
tests made in circumstances when ani-
mals are closely involved. On rare
accasions, a one-shot use of Call Animal
skill may be granted. Punishments, as
usual, will generally be the reverse effects
of blessings, but Karnos may also inflict
a character with the Animal Aversion
magjcal disability (sce WFRP, p138).

B Graeme Davis
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It is a common criticism of fantasy roleplay-
ing systems that armour lasts forever - no
matter how much pain and misery reaches
the character inside the armour, the
armour itself is always left intact. Here is a
simple armour damage system, for use
with Warhammer Fantasy Roleplay.

COMBAT DAMAGE

Most woundlng hits are assumed to cause negligible
damage {o armour - maybe a dent in plate, a few
chain links severed, but nothing really serlous. Once
in a while, though, something more serious will hap-
pen: a devastating blow which shatters the armour
along with the flesh beneath, the chance cutting of
avilal strap or buckle, or some similar thing. To sim-
ulate this, a piece of armour will be damaged if the
location it covers:

O  takes a critical hit;

0O  takes a wounding hit which scores additional
damage;

0O  takes a wounding hit with an attack roll of 01;

0O  is hit with a Strength of 7 or more, regardless
of whether the hit causes actual wounds.

A damaged piece of armour encumbers a character
normally, but provides no protection until it is
repaired or replaced.

Layered Armour

If a character is wearing more than one piece of
armour on a location - plate over chain, for example
—then the inner plece of armaour is unaffected unless
the damage comes from a critical hit or a hil of
Strength 7+. In these two cases, all non-magical
armeour on a location is damaged.

Magical Armour

Magical armour is much more resilient than the nor-
mal variety. A plece of magical armour is not damaged
automatically: when one of the conditions above is
fulfllled, roll a D6. On a roll of 1, the armour loses 1
armour point. When its AP value is reduced to zero,
it counts as damaged.

Shields

Shields behave slightly differently to other pieces of
armour, since they can protect any location.

If a shield is being used, it Is damaged whenever
armour damage is Indicated. If the armour damage
is due to a critical hit or Strength 7+, the armour on
the indicated location is also damaged, otherwise, it
is not.
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A damaged shield continues to function normally,
but the second time a shield is damaged, it is
destroyed. Therefore, you must keep careful track of
whether your character's shield is whole, damaged

or destroyed.

When ashield is destroyed, we assume that the mate-
rials of the shield has been completely hacked away
from around the iron boss. The shield no longer pro-
vides any protection, but the heavy iron boss is still
intact, and may be used to parry at a penalty of -20.
Characters with Specialist Weapon - Fist Weapon skill
may use the shield-boss as a weapon (I +10, D -2,
Parry -20).

Magical Shields

Magical shields act in the same way as normal
shields, except that when a magical shield is dam-
aged, it loses 1 armour point. It is not destroyed until
ithas beenreduced tozero AP. The boss of a destroyed
magical shield has no magical properties, but it can
be used as a weapon by a skilled character as
described above.

NON-COMBAT
DAMAGE

A wide range of things — such as some spells, fire and
falling - can damage armour (and the characterwear-
ing it), without involving combat - or more
importantly, without affecting a specific body loca-
tion in the way that combat does.

When an armoured character takes damage which
doesn't involve a specific location, use the following
procedure:

1. Calculate the base damage of the event. This is
the result of the dice roll for damage, before adjust-
ments for Toughness and other factors.

2. Adjust for the cause of damage. Adjustments are
as follows:

Magical fire x¥e
Magical lightning XV
Other magic missile x1
Dragon breath etc x¥
Non-magical fire xVa
Incendiary XVa
Jumping/Falling x1
Failed Risk test xVa
Gunpowder misfire x¥%
Bomb x1
stomp/ constrict x1

Magic missile dodged
Attack Strength 7+

Xx¥, cumulative
x2, cumulative

Fractions are rounded down. Note that poison and
disease never affect a character's armour.

3. Check for armour damage. Roll a D6 for each
plece of armour worn by the character, and count
those that score less than the adjusted base damage.

Example of Non Combat Damage

Max the Warrior is hit by a Fire Ball spell and suffers
8 points of damage before his Toughness is taken
into account; it would have been 4, but he failed his
dodge. Max lost his shield in an earlier battle, and is
wearing the following armour:

The base
damage of
the spellis
8, halved to
4 because it
is magical
fire. Max is
wearing five
pieces of
l non-magi-
cal armour
. how (WO'" deal

with his
E‘ magical hel-
met a little
later), so his
player rolls
5D6 and
counts
2o M those that

score 1-3.

—_— ,
The dice

rolls are 3, 1, 1, 5, and 4 - three rolis count, indicat-
ing that three pieces of armour have been damaged.

e et

1635
WGHT ARM

81 %0
i RIGHT LEC

The next stage is to roll for the location of the three
damaged pieces of armour. The first roll is 38 — left
arm; since Max has no armour on his left arm (he
was relying on his now-lost shield), this is rerolled as
88, damaging the right greave. The second roll is 66,
damaging Max's breastplate, and the third roll is 70
— another body hit, damaging the mail shirt.

Max's hel-
me! is dealt
with last.
Because of
its enchant-
ment it adds
4to the D6
roll, which
means that
the roli can't
possibiy be
lower than 5
—-so the

Fire Ball
doesn’t
affect it.

Max's
armour

7

8190
i) rcHT LEG i\ looks like
a0 # this after

LEFT LEG

the spell
has had its
affect.
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4. Determine location of armour damage. Having
determined how many pieces of armour are dam-
aged, roll on the hit location chart to find the location
of each damaged plece. Reroll results which give an
unarmoured location, but do not reroll duplicates.

If a location has more than one piece of armour on
it (eg plate over chain), start at the outside and work
inward.

Magical Armour

When determining non-combat damage to magical
armour, use the normal procedure but roll separately
for each piece of magical armour, adding its armour
points to the D6 roll.

REPAIRING ARMOUR

Damaged armour may be repaired. The process
requires a character with Smithing skill to make a
successful Dex test. Each successful test restores 1
AP to one area of the piece of armour being worked
on. A failed test means that the piece of armour being
worked on cannot be repaired further. Of course, you
should note that any piece of armour can only be
repaired to its original AP value.

For example: a smith ts repairing a sleeved mail shirt,
whose left sleeve has been damaged to the point of

uselessness. If the Dex test is successful, the dam-
aged sleeve is repaired back to its original 1 AP. If the
test is failed, the sleeve is beyond repair.

Leather Armour

Leather armour behaves in exactly the same way as
metal armour, except that Tailor skill is required to
repalr it, rather than Smithing.

Shields

Damaged and destroyed shields cannot be repaired
- they have to be made anew.

Magical Armour

Repairing magical armour requires the skills
Magical Awareness and Manufacture Magic Items in
addition to Smithing, and the test is made on the aver-
age of Int and Dex. A failed test means that the entire
piece of armour loses all magical virtue, functioning
thereafter as a nonmagical - and damaged - piece of

: the same type.

Mithril armour may only successfully be repaired by
a Dwarven artisan with Smithing skill and Int and
Dex both 30+.

MAGICAL
PROTECTIONS

If a character has a magical protection against some
source of damage — an Arrow Invulnerability spell or
a Robe of Fire Resistance, for example - then the char-
acter’'s armour and other equipment enjoys the same
protection.

Ifa character has a magical protection which reduces
the damage caused by a creature or a weapon type,
such as a Ring of Protection against swords, armour
damage is determined normally.

Ifa character has a magical protection which reduces
the damage caused by a non-weapon attack, such as
a Ring of Protection against fire, the reduction is
applied to the base damage calculation.

ANTI-ARMOUR
MAGIC

Some magical weapons, spells and attack forms are
stated to have a particular effect against armour.
These attacks ignore this armour damage system,
and proceed exactly as stated in their individual
descriptions.

0J Graeme Davis

24



VR T AT
A q«w:w,-&wwt

Armour Has Feelings Too — 25



warhammer

SRIMOIRE

“Look, it’s got to come out. You've got no choice.”

“Uh. In Mérr’s name, you're not touching my leg
with that knife.”

“Well, if you won’t let me see to it — and that arrow-
head's got to come out, you know - then I'll have
to take you to a doctor.”

“Oh great....aghh. And what will we pay him with
- kind words?”

“I Just happen to know of a cheap physician, so
don’t worry about it.”

“What do you mean cheap, none of 'em are
ch.....NO! You don't mean... But he's mental.
Shallya’s mercy, don'tlet him touch me. I'd sooner
keep the arrow, {f it's all the same. You take me to
him and I'll...oh...AH...ARGHHHH."

“Well... You're in no condition to argue, so that set-
tles it - Erich it is. So...”

Introduction

At some time or another, every character will require
medical attention. There are various institutions
which provide such a service, but circumstances may
narrow down the adventurers’ choice. Physicians are
expensive. The Temple of Shallya may ask awkward
questions. The most likely port of call therefore is an
independent such as Erich Hinfallig. A discreet visit
to Erich will provide a fair patch-up job at very rea-
sonable rates. However, like all doctors, he is not easy
to see without an appointment; something that his
Halfling assistant Hartwig emphatically points out.

Setting

Erich’'s clinic is a dilapidated house in the Ostwald
district of Middenheim. Or it can be anywhere else
you need it to be; most cities have a few like him.
They are usually to be found in one of the poorest
areas of the city, where interference from the
Physicians' Guild is minimal.

Reputation

Erich is extremely cheap - on average about a third
of what a regular surgeon would charge. If the char-
acter decides to do without any drugs, a complete
treatment can cost less than half the price ofanormal
consultation!

The underworld and lower classes — who form the
bulk of his clientele - know Erich as a good physician,
who charges a fair price for a fair job: “Well, if yer
can't afford to be done properlike, you could see Erich.
He's patched me up a few times - 'ere, 'ave a look.
All right, so the scar ain’t so pretty, but I was goin’
t'give the Gravin's Ball a miss this year anyway. An’

it's 'eld t'gevver well enough. A word to the wtse,
though — whatever you do, though, don’t let him put
you out...y'could end up a leg short if y'don’'t watch
'Im. I'm serious!”

Adventurers will also know him: “Try old Hinfallig.
I've used him a good few times, and he ain’t bad.
Pretty cheap too. That dog bite I took when trying
to...liberate some goods, I took that to old Erich. He
gave me some kind of paste to rub on it - stank worse
than an Ogre's armpit, it did. Did the trick, mind you.
Yep, as you're in the same line of work I'd recommend
Erich, you can do a lot worse than him. Mention my
name when you see him.”

Members of the Physicians' Guild and other high
class professionals won't know of him in his current
identity, but they might remember his previous life
(see Erich Hinfallig): “Erich? Oh, yes. I remember
Erich... Erich Carroburg i{f my memory serves me. Yes,
very talented; a natural gift for the knife, I'd say.
Would have gone far but for... well, he was Human,
and who’s mind can hold up under something ltke
that? Don't know what happened to him; he just van-
ished. Probably ended up in the gutter somewhere
with a bottle for a friend... such a shame. Waste of a
real talent.”

Erich Hinfillig

Erich Hinfallig is a tired, old man. He looks about 55,
but is only 34. He is 5ft 9in tall and running to flab.
His halir is pure white, long and unkempt, while his
eyes are hazel and twitch uncontrollably. His most
prominent feature however, is his left leg — or rather
his lack of it. He was forced to amputate it himself,
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following a wound inflicted by some weapon of Chaos.

This experience, not surprisingly, had adeep and ter-
rible effect upon the mind of the young doctor. He
drank to forget, but nothing could stop the night-
mares; he drank to steady his hand, but it shook all
the more. His patients made sympathetic noises, and
quietly took their business elsewhere. He was fin-
ished. When he left Nuln, he left Erich Carroburg
behind him - and thus was born Erich Hinfallig. The
next two years saw him stumbling from one job to
another, sinking deeper into alcoholism and despair.
At last he found himself in Middenheim, squatting
m a deserted warehouse, a broken man with no pur-
pose in life.

However, his fellow squatters — and a Halfling thief
aamed Hartwig in particular - quickly became aware
of his knowledge of medicine. He was prevailed upon
Zrom time to time to dress wounds which couldn't be
zaken to ‘straight’ physicians, and he effected some
easonable cures. Despair had achieved what alcohol
could not. No longer caring, he no longer shook;
Jepression fllled his mind so completely it left no
room for nightmares.

Zrich’s ring of contacts expanded as news of his use-
fulness spread. Not caring about answers, he asked
no questions; not caring about money, he charged
no fees — although Hartwig was quick to establish
himself as the physician’s ‘partner’ and see that both
of them were well provided for. At last, a nameless
benefactor — rumoured to be the one known only as
the Man' - provided the wherewithal for a surgery to
be equipped in the slums, where anyone could receive
treatment at a fair price, or a warm bed to die in if
they were beyond help.

Many came to him for help. Erich had finally found
a place where he was needed. This, he felt, was what
he was born to do. Struggling against drink and
depression, he gathered together the tattered rem-

It was abitter Marktag evening in late Ulriczeit, and the
Imperial Expressway coach was nearing the end of its
journey. The roofs of Nuln could just be seen in the dis-
tance, rising out of the surrounding forest into the chill
air. There was only one passenger on board tonight, a
doctor visiting the renowned University of Nulin.

Erich Carroburg folded the paper in two and put it inside
his case with an air of satisfaction. Everything was pre-
pared for his lecture the following morning. He moved
the curtain and peered out into the evening gloom, eyes
straining to pick out landmarks he might know.
Expecting to see the city, he was not surprised by the
crimson lights in the forest. He was very surprised
when they blinked.

The pain in his leg was immense, but he dared not
move or cry. out. The edges of the wound oozed with
a purple ichor that took the skin off his fingers when he
touched. it. Blood ran down his face from his lower lip,
where he'd bitten it to stop himself screaming. Staying

nants of his self-respect. Erich Carroburg was still
dead, but Erich Hinfallig had begun to remember
him. With Hartwig's staunch support, fourteen
months on, Erich is a changed man. He still suffers
from occaslonal amnesia - whole episodes of the past
four years have been wiped out — and he has a pro-
nounced stammer. Sometimes he still succumbs to

silent had saved him from the fate of the coachmen —
now being consumed with gusto by those deformed
parodies of nature. Their claws tore ragged pink strips
of flesh from the still-living bodies, cramming it into
foaming jaws. With their insane jabbering and wailing
in his ears, Erich passed out.

When he regained his senses, the air was silent, chilled
anddark. The pain in his leg had recededto a dull ache.
He looked down, puzzled - his five years of medical
experience could not prepare him for what he saw.
From his knee down, a myriad of tiny tentacles were
waving in the still air; they spread out along the ground,
tentatively stroking the blood-sodden earth. Nothing
remained which he could recognise as a foot.

Fighting to stop his hands shaking, he reached out to
the black leather bag by his side. The moonlight played
on the edge of the saw as he brought it out. He took a
deep breath, and jammed a thick wad of cloak between
his teeth.

There was only one thing to do...
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the lure of alcohol or black depression. But on his
better days — which are becoming more common - he
feels that what he is doing is worth something. That
he is worth something.

He despises the Physicians’ Guild, its obsession with
fees and its stranglehold on the availability of treat-
ment. The corruption within it sends him into bitter
furies, raging against the price set on life and healing.
In his blacker moments, he will sit for hours ponder-
ing his downfall, and wondering how he can stlop
such things happening to other people. He is cynical
about religion and its followers, and has become a
staunch critic of the cult of Shallya - who knows what
risks you run when you appeal {o a deity for healing?
He knows that the gods are uncaring — what did they
do for him, in his hour of need? He iIs obsessed by
the threat of Chaos, having experienced it at first
hand.

On most other topics he is reasonable and easy-
going, never making a judgement until he knows the
[acts; he has seen enough of life to realise that
appearances can be deceptive.

Erich is a softly-spoken man, who never says more
that he needs to. This comes partly from his doclor's
training and partly from a conscious desire 1o hide
his stammer. Many people take him as a native of the
city, since terseness is a well-known characteristic
of Middenheimers.

In time, Erich hopes to regain the rank he lost in soci-
ety, and ultimately to reach a position from which he
can do some real good - abolishing the corrupt
Physicians’ Guilds and making need, rather than
money, the guiding principle of a physician's lile.

Doctor Erich Hinfillig, Beggar (Ex Physician)
MWSBS S T W I ADexld Int Cl WPFel
1 28 24 4*6* 1051 1 61 35 55 52 50 31

Age: 34

Skills: Consume Alcohol; Cure Disease; Drive Cart;
Excellent Vision; Heal Wounds; Manufacture Drugs;
Prepare Poison; Read/Write; Scroll Lore; Secret
Language - Classical; Silent Move Urban; Surgery;
Very Resilient*; Very Strong*.

Possessions: bottle of rotgut; crutch; dagger (I +10,
D -2, P -20); 2 doses of Ranald’s Delight.

Alignment: Neutral
Insanity Points: 4
Disorders: Manic (I +6, Fel -5 ); Stammer (Fel -5).

Reactions: Erich’'s general attitude to those above
him on the social ladder is one of dislike. They all
care for money rather than right and justice. He has
become an inverted snob since his fall from grace. In
addition, Erich dislikes Clerics of all kinds. Initiates,
Clerics, Pysiclans and their Students, Nobles, and all
other characters who move in ‘soclety’ rather than
among the proletariat all suffer a -10 penalty to all
Fel tests when dealing with them.

Hartwig Flatbush

Hartwig is a plump middle-aged Halfling, only 4ft tall
but solidly-bulilt with curly dark hair. His eyes are
dark brown, and never miss a trick - they are always
darting about, watching everything at once. He
appears to be rather sullen - he rarely smiles, and
when he does it is usually the smirk of someone who
considers himself superior.

Brought up in the village of Rottefach near Altdorf,
Harlwig is the only son of the village inkeeper and
his wife. His childhood was quite happy until, at the
age of 24, he was kidnapped by slavers and ended
up as a cook and servant for a cruel Estalian wine
merchant. Regularly beaten for no reason other than
his master's pleasure, he learnt to expect the blows
but could do nothing to stop them.

He endured this for two years until - one night in
Marienburg, where his master was trading - he
snapped. In the early hours of the morning he mur-
dered the cruel merchant and, taking all of his
money, set off for Middenheim and a better life. But,
within sight of the Fauschlag rock, Hartwig was
robbed by outlaws, only just escaping with his life.

Penniless again, he had no choice but to carry on
into the city and settle where he could. He fell in with
the Thieves' Gulld, who gave him work as a lookout.
He rarely got a fair share of the spoils, and became
very dissatisfied with the arrangement. He parted
company with the Guild, and took to selling meat
pies around the marketplace. Following numerous
complaints about the pies and rumours about where
he obtained his meat, he found himself squatting in
a deserted warehouse in Ostwald with no money and
no idea of what to do next.

Then, one morning, a beggar appeared. With a wood-
en leg and a severe drink problem, he seemed to be
nothing special - just another down-and-out. There
was, however, something different about him.
Hartwig sidled over and introduced himself...

A harsh life has made Hartwig brusque, bitter and
intolerant - unusual for a Halfling. Having spent most
of his life suffering at the hands of prejudiced, cruel
and selfish people, he expects the same from every-
one. His trust is hard to earn, but once given it is
unconditional and lifelong. He is sarcastic and short-
tempered, and the one thing he really can't stand is
being patronised because he is a Halfling. He is very
proud of his heritage (like most Halflings) and he
knows an impressive range of invective in a good few
languages.

Hartwig's main duties are cooking (which he doesn’t
mind) and cleaning (which he does). He also acts as
Erich's assistant, receptionist, business agent and
general minder. The Human still doesn’t have both
oars in the water (as they say in Marienburg) most
of the time, and someone has to look after the prac-
ticalities. Hartwig does this extremely well;, with a
typically Hallling down-to-earth attitude.

He still has some dealings with the Thieves' Guild,
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but this Is a cloely-guarded secret which he keeps
even from Erich. He might act as a contact for an
adventurer he decides he can trust.

Hartwig Flatbush, Halfling Thief, ex-Cook
MWSBS S T W I A DexLd Int Cl WpFel
331323 2 7611 53 19 1223 3817

Age: 28

Skills: Blather; Concealment Urban; Cook; Dodge
Blow; Drive Cart; Evaluate; Herb Lore; Palm Object;
Read /Write; Secret Language - Thieves' Tongue;
Secret Signs - Thieves'; Silent Move Rural; Silent
Move Urban; Sixth Sense.

Possessions: Dagger (I +10, D -2, P -20); Willam, a
pet white mouse, lives in Harlwig's breast pocket —
Hartwig feeds Willam on kitchen scraps and can often
e seen petting him.

Alignment: Neutral

Reactions: Hartwig's difficulty to relate to people is
reflected in his low Fel score. In addition, merchants
suffer a -20 modifier to Fel tests when dealing with

Erich & Hartwig

The relationship between Erich and Hartwig is quite
simple: Erich has a natural ability as a surgeon but
nad lost the will to use it; Hartwig is a bossy Hallling
who, having met the one person outside The Moot
whom he considers unselfish, is not about to sit by
and let such a skill go to waste. Erich is the talent,
while Hartwig is his conscience and driving force.

“What are you doing, you idiot! You look a real mess.
How do you expect to treat anyone in that state -
well?”

“T-treat them to (hic) what?”

“Not treat them to what, Treat them! Mother
Esmeralda give me strength! Treat their Wounds.
Remember wounds? You are a doctor sometimes.”

“If-ffthic!)iff you shay sho (snigger) I m-mussht be.”

“You ought to be ashamed of y'self, you did. Look at
you. Glve me that damn bottle before I shove it so far
down your throat you get wine-stains on the seat of
yer pants!”

“S-shorry H(hic!)artwig. It was only a s-sip (hic).”

“Oh... that’s all right. Come on, you damn fool, let’s
get you sobered up”

Cost of Treatment

Erich normally charges 15/- plus a percentage of the
cost of the raw materials he uses. Currently this is
110%, though this may be haggled down to a mini-

mum of 80%. If the patient decides to do without any
drugs (brave man), there is still the minimum charge
of 15/- to cover Erich's other expenses.

The following table gives the costs for the drugs he
keeps in stock. These are the costs to him — he will
charge them to patients at the agreed price. He can
obtain other drugs at the normal prices, although
delivery for such items is usually two or three days.

Drug Cost
Eye Sand 2GCs
Geshundheit 15/-
Ranald's Delight 5/-

Spiderleaf 15/-
Tarrabeth 10/-
Valerian 5/-

The Clinic

This single storey, shabby wooden building lies unob-
trusively amongst the slums of the Ostwald district
of Middenheim, just off the Ecke Strasse. The haunt
of numerous gangs and home of the city's low-life,
very few buildings here are occupied for any length
of time — homes vanish in nocturnal arson attacks
and the inhabitants of the streets are never the same
two days running. It is a testament to Erich's position
within the community that the clinic has remained
intact for so long - indeed, any person threatening
Erich or the clinic is unlikely to survive until the next
sunrise, such is his value to people who live here.
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Locals will be able to point out the clinic quite easily.
Searching for it is harder; its only idenlifying feature
is a peeling picture of a pestle and mortar on the door,
badly painted and already faded.

The building itself is made of various hardwoods,
lashed together with nails and rope. It iIs in a very
poor state of repair, the few windows having long
since been boarded up to keep out the rain. The once
whitewashed walls are stripped down to the bare
wood by the bitter wind, leaving nothing but a few
pale patches underneath the eaves. Moss now covers
most of the roof, here and there the rot has broken
through to let the rain into the rooms below.

There are two doors into the building, though the
back door is unsafe and was nailed shut with heavy
planks some time ago.

Erich’s Routine

Erich lives and works at his clinic, and can be found
there 80% of the time during the hours of daylight.
The rest of the time he is in the Altmarkt buying food
and herbs. He is always in the building at night.

1. Front Door

This is an oak door, bolted from the inside during the
night but open during the day. There is a peeling pes-
tle and mortar painted on it, although this is very
faded and will only be noticed on close inspection or
if a character is deliberately looking for this sign.

Giving the door a slight push will cause it to swing
open quite violently with a loud creak - the top hinge
is very unsafe and in urgent need of attention. This
makes the door itself quite easy to break down (T 2,
D 3). The bolt is useless but makes Erich feel secure.

2. Waiting Room

This room is fitted with wooden benches to sit on,
and sawdust all over the floor to bleed on. The saw-
dust is replaced when it gets really foetid, but this is
not as often as it could be.

The normal procedure when you enter is to go up to
the 2ft-square window between the waiting room and
the kitchen, and knock on the shutters. The shutters
fly open like a gunport, and Hartwig — out of sight
because of his helght — abruptly demands what the
characters want. “Take a seat. Doctor Erich 'll see
you in a moment. I'll tell him you're ‘'ere™. He then
slams the shutters closed again, and won’'t open them
forat least another five minutes. He's got other things
to do besides standing around chatting to patients.

How long a character has to wait for treatment is
largely up to you. You may decide that Erich sees the
adventurer immediately, or you may want to him to
walt his turn by having an NPC already in the waiting
room. This would be an ideal opportunity for the party
to have a chat with one of the locals and get the feel
of the area. An NPC patient is given below.

This is also an ideal moment to give the clinic some
atmosphere (a scream followed by a long period of
silence, for instance), or to introduce Hartwig to the
party you could have him bustle into the room and
shout at an {njured character for bleeding on the floor:

“Oh, Mother Esmeralda give me strength. I have to
mop up that floor, you know! Could you at least ’'old
the cut tergevver? 'Ere, gi's yer cloak. Wrap it around
like that, and there you are. Do I 'ave to think of every-
thing for you?” He leaves, muttering darkly.

Gunnar ‘Schleim’ Holzbeck, Patient

Born a beggar, Gunnar has never really improved his
status in life. Although he has never tried to better
himself, it is not all his own fault. Nature has not
been generous to him; he is small and extremely fat,
with long, greasy black hair and rotten black teeth
bared in a perpetual smile by his hare lip. His volice
is nasal and high pitched, and his general manner
can only be described as fawning.

He is something of a hypochondriac, and has visited
Erich so often in the past that Hariwig ignores him
as a matter of course. This suits Gunnar perfectly,
he will happily sit here lor hours and give anyone
who comes a brief version of his medical history.

“I've got pox, I have. Great red fings. Ooze pus an’
stuff, they do. Course, this ain’t the first time I've 'ad
it. Last time was right after me leg. Run over by a cart
an’ bust it. Couldn't walk fer weeks. An’ that set off
one o’ me attacks, that did. Coffin’ up green bile every-
where, [ was, throwing up all down me front - right
‘orrible, it was. That's when I infected me chest
wound, the Doctor says. But Idon't mind that so much
—it's the pox, y'see. Good doc’ Erich; he'll gimme sum-
mat for me pox.”

MWSBS S T W I A DexLd Int Cl WPFel
4 3237 3 4 6281 38 24 22 26 21 24

Skills: Beg; Concealment Urban; Consume Alcohol;
Secret Language - Thieves' Tongue; Secret Signs —
Thieves' Signs; Silent Move Urban.

Possessions: The clothes he stands up in.

3. Ward

This is where those patients requiring long-term
treatment are looked after. There are three very old
and shabby beds here, of which D3-1 are fllled at any
one time (two sample occupants are described In
Adventure Hooks below). Most long-term patients are
adventurers and other such types. Locals who have
sustained injuries or caught diseases that require
prolonged treatment often don't even survive past the
diagnosis stage.

Erich also keeps his medicine cabinet in this room.
It is little more than an old wooden writing desk with
a fold-down top. and is not very secure against the
efforts of a thief. To prevent thefts Erich makes no
secret of the fact that many of the herbs In the desk
are deadly poisons, and the poisons are not easy to
distinguish from the beneficial drugs.
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Contents of the Medicine Cabinet

At any given time the medicine cabinet contains the
‘ollowing herbs and poisons all in a prepared state
and in the given quantities. Dangerous preparations
are marked with a cross.

Z Eye Sand: 6 doses. This is a tranquilliser, similar
to Moonflower but it affects all races, including
Elves. The character must make a WP test to stay
awake. If the test is passed the user gains a +20
bonus on fear tests, but reacts with half his normal
I score and suffers a -10 penalty to all other tests.
Its effects last for D3 hours.

Z Gesundheit: 2 doses. On a successful Int test by

aphysician with Cure Disease, this preparation will
stop the effects of an infecied wound, restoring all
lost Dex points in D6x10 game turns.
Manbane: 3 doses. Afflects Humans, Dwarfs,
Halflings and Gnomes. The victim must make a poi-
son test against each dose consumed; the effects
for each failed dose as follows: 1 dose, unconscious
for D8+4-T hours; 2 doses, paralysed for D8+4-T
hours; 3 or more doses, death.

& Nightshade: 4 doses. The victim must make a pol-
son test against each dose consumed; the eflects
for each failed dose as follows: 1 dose, drowsy (all
percentage characteristics reduced by -10) for
D8+4-T hours; 2 or more doses, death. The victim
must also make a WP test against each dose, each
fallure meaning the gain of D6 Insanity Points.

® Oxleaf: 2 doses. The victim must make a poison
test against each dose consumed; each failed dose
having the following effects: 1 dose, drowsy (all per-

centage characteristics reduced by -10) for D8+4-
T hours; 2 or more doses, paralysed for D8+4-T
hours. The victim must also make a WP against
each dose, each failure meaning the gain of D6
Insanity Poinls.

X Ranald's Delight: 4 doses. This is a stimulant, the
first dose of which increases all characteristics by
+1/+10 for 2D3 hours. Each dose thereafter will
increase the duration by a further 2D3 hours. When
its effects wear off the adventurer's characteristics
will drop by -3/-30 from their original levels for a
number of days equal to the number ofdoses taken.

Z spiderleaf: 3 doses. On a success(ul Int test by a

physician with Heal Wounds this will stop Terminal
Bleeding immediately, or after D4+1 rounds if the
test is failed.
Tarrabeth: 3 doses. On a successful Int test by a
physician with Heal Wounds this will induce 24
hours sleep and will therealier restore 1 W to
severely wounded characters, or 1D3 W to heavily
wounded characters.

Z Valerian: 4 doses. On a successful Int test by a
physiclan with Heal Wounds this will restore 1 W

to lightly wounded characters.

4. Operating Theatre

This is where Erich carries out all treatment of his
patlents, from bandaging cuts to amputating limbs.
Ever since he had to cut off his own leg without anaes-
thetic, Erich has been very reluctant to treat patients
unless they are unconscious. Indeed, he tries toinsist
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MEDICAL
TREATMENT

The following optional advanced rules may be used
instead of those given in the WFRP rulebook. For
each of the three types of wound that result from a
critical hit - terminal bleeding, broken limbs and
amputated limbs - the Physician makes a treatment
roll on the correct table.

The treatment roll reflects the skill of the Physician,
the seriousness of the wound, and the health of the
patient. This is a D100 roll, with the following mod-
ifiers:

Physician's Mod{fiers
Physician’s skill
No Heal Wounds skill
No Surgery skill

+(Average Dex+Int)
-100
-50

Patient's Modifiers
Health of patient
Patient is conscious

+(current T x 5)
-20

Critical being treated...
Critical Value +1 -5

Critical Value +2 -10
Critical Value +3 -15
Critical Value +4 -25
Critical value +5 -40
Hygiene of ‘operating theatre’
Well-cleaned room +5
Average room +0
Poorly-cleaned room -5
Street/open air -10
Sewer (or similiar) -15

Further modifiers are at the GM's discretion.

Each of the tables has a list of additional modifiers,
which are used only when rolling on that table.

For example, Erich (Dex 61, Int 55, so modifier +58)
is treating a beggar who has been stabbed. The knife
used in the attack has inflicted a +3 critical (-15) and
the beggar has T 5 (+25). The net modifier to the D100
roll on the Terminal Bleeding Table, then, is 58+25-
15 = +68.

“Look. There's no risk at all. All he's going to do is
take the arrow out.”

“That's all very well for you to say. It's not stuck in
your—arghhhh! Shallya's Mercy save us alll When
did he last clean this place ?”

“It's only a bit of dirt. Never hurt anybody, a bit of dirt.
And | thought you were a big tough warrior...”

“l am, but I'd sooner take my chances with the mag-
gots...  mean, that knife's blunt as well as covered
in somebody else’s guts!”

Terminal Bleeding Table

Modified

D100 Result

55 or less The treatment appears to succeed, but
afterD4+1 hoursinternal bleeding causes
massive haemorrhaging and the patient
dies.

Patient falls into a coma for 10-T weeks.
There is a cumulative 10% chance that
the patient will die each week. The atten-
dance of a Physician during this time will
lower this to a cumulative 5% chance per
week. During the period the patient is in
a coma he is on zero W. If he then regains
consclousness he is restored to 1 Wimme-
diately, and will thereafter be treated as
heavily wounded.

The bleeding is stopped successfully and
the patient falls asleep for 24 hours.
However, the patient is now prone to
migraine attacks. Whenever atest is made
against Ld, Int, Cl, WP or Fel (successful
or not), all percentage characteristics
drop by -5 for a period of D10 hours.
The bleeding is stopped successfully and
the patient falls asleep for 24 hours.
Unfortunately the patient now has low
blood pressure. Each time the patient
takes a Cool test and fails by more than
30% he will faint for D4 turns, after which
he will be groggy (-1/-10 on all character-
istics) for another D10 turns.

The bleeding is stopped successfully and
the patient falls asleep for 24 hours, after
which he is restored to 1 W and is consid-
ered to be lightly wounded. But, over a
period of D4 hours, it becomes clear the
wound is infected; consult the WFRP rule-
book for the treatment required.

The bleeding is stopped successfully and
the patient falls asleep for 24 hours, after
which he is restored to 1 W and is consid-
ered to be only lightly wounded. However,
during treatment, a blood clot formed on
one of the patient’'s lungs, causing his
breathing to become loud and laboured.
Permanently reduce the patient's I by -10
points.

The bleeding is stopped successfully, and
the patient falls asleep for 24 hours, after
which he is restored to 1 W and is consid-
ered to be lightly wounded.

As above. In addition, if the Physician can
make a successful Int test a further D3
Wounds may be restored to the patient
immediately.

As 131-155 above; but the patient imme-
diately gains D3 W.

As 166-175 above; but the patient is only
asleep for 12 hours and regains D3+1 W.

56-70

71-85

86-95

96-105

106-130

131-155

156-165

166-175

176+
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‘Broken &. Dislocated
Limb Table

Modjfiers for Broken/Dislocated Limb Table
+10 ifsuccessful use of Heal Wounds skill was made
in the field, when the injury was sustained.
-10 for each day that has passed since the injury
was sustained.
-20 if the same limb has been broken before.
Modified
D100 Result
45 or less The treatment appears to succeed, but
after D4+1 hours it becomes clear that
severe damage has been done. The limb
must be amputated. Roll on the Ampu-
tated Limb Table, using the same
modifier as you used on this table (with
a further +10 modifier, as the amputa-
tion is being carried out deliberately).

Amputated Limb Table !

Note: Once the limb is removed, either by the surgeon
or by a wound received in combat, a roll should first
be made on the Terminal Bleeding Table. A result of
131 or better indicates the bleeding has stopped, and
the wound may be cauterised normally - a roll may
now be taken on this table, applying the effects of
this table only. A roll of less than 131 indicates that
although the wound may still be cauterised (a roll on
thistable), the resultrolled on the Terminal Bleeding

Table is also applied.

In addition, if the patient is conscious when the treat-
ment is applied he gains D6 Insanity Points and
passes out.

Modifiers to Amputated Limb Table

+10 if the amputation is being carried out deliber-
ately by a Physician (this modifier applies to the
roll on the Terminal Bleeding Table as well as

. 46-60 The treatment fails. The limb is perma- the Amputated Limb Table).
‘ nently useless. Leg: M x Y2, must use
crutch; Arm: Dex x 2, BS x 2, no Modjfied
shields, bows or two-handed weapons, D100 Result
may have to use hand weapons wrong- 45 or less The patient has lost too much blood. He
v handed. dies without regaining conciousness.
| 51-70 The treatment is almost successful. The 46-60 Patient falls into a coma for 10-T weeks.
patient is restored to 1 W, and is con- There is a cumulative 10% chance that
‘ sidered to be lightly wounded. The limb the patient will die each week. The atten-
is strapped up and incapacitated for a dance of a Physician during this time will
further D4+1 weeks. There is, however, lower this to a cumulative 5% chance per
a permanent disability in the limb. Leg: week. During the period the patient is in
M -2 (min 1), I -20; Arm: Dex -20, BS - a coma he is on zero Wounds. If he then
20. If sword arm, WS -20. regains consciousness he will be restored
71-80 The treatment is mostly successful. The to 1 W immediately, and will thereafter be
patient is restored to 1 W, and is con- treated as heavily wounded.
sidered to be lightly wounded. The limb 61-105  The wound is cauterised successfully and
is strapped up and incapacitated [or a the patient falls asleep for 24 hours.
further D4+1 weeks. However, the joint However, over a period of D4 hours it
will always be a little stiff. Leg: M -1 (min becomes clear the wound is infected, and
2),1-10; Arm: Dex -10, BS -10. If sword further treatment is required to cure this
arm, WS -10. condition. See the WFRP rulebook for
31-95 The treatment {s almost successful. The detalls of treatments.
patient is restored to 1 W, and is con- 106-155 The wound is cauterised successfully and
sidered to be lightly wounded. The limb the patient falls asleep for 24 hours. After
is strapped up and incapacitated for a a further D6+6 days the patient fis
further D4+1 weeks. However, the limb restored to 1 W and is considered to be
is much weaker than it once was, and is lightly wounded.
prone to occasional locking. Leg: if any 156-165 As 106-155 above, but the patient only
I test failed by 30 or more, M -1, I -10 takes D6+4 days toreach a lightly wound-
for D4 hours; Armu if any Dex test failed ed state.
by 30 or more, Dex -10, BS -10 for D4 166-175 As 106-155 above, but the patient only
hours. If sword arm was injured, WS - takes D4+4 days toreach a lightly wound-
10 also. ed state.
96-145 The limb is treated successfully. The 176 plus As 106-155 above, but the patient only
patient is restored to 1 W, and is con- takes D4+4 days to become lightly
sidered to be lightly wounded. The limb wounded. In addition, the patient gains a
is strapped up and incapacitated for a further D3 W points when he reaches
further D4+1 weeks, after which time it such a state.
can be used as normal.
146-155 As 96-145 above; but the limb is only Effects of Missing Limbs
strapped up and incapacitated for D3 One leg M x V3, I -20.
weeks. Bothlegs M =1,1-50.
156-165 As 146-155 above; but patient gains D3 Onearm Dex x %, BS x 4, no shields, bows or
W after treatment. two-handed weapons, may have to use
166 plus As 146-155 above; but patient gains wrong hand.
D3+1 W after treatment. Both arms Dex =0, BS =0, WS = 0.
. J
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that the patient is out for any treatment he performs,
even bandaging minor cuts. It is dangerous io agree
to this. as the only sedative Erich uses is Eye Sand,
a drug 1o which the patients can become addicied.

The risk of addiction to the anesthetic is, however,
the least of the patient's worries. Although Erich is
atalented physician, he is still not in a very balanced
state of mind. If he is given the chance (ie no-one is
in the theatre with him and the patient i{s uncon-
scious) he will take a quick swig of the ‘surgical’
alcohol - just to steady his hand, you understand -
and will continue to do so until he makes a successful
WP test, at-10 due to his Consume Alcohol skill. Every
other drink will lower all of his percentage charac-
teristics by -5. As well as making each WP test harder,
this will have an effect on his ability as a surgeon.

Even thisis not the worst hazard facing the character!
Ever since his accident Erich has been obsessed with
cutting out the Mark of Chaos wherever he finds ft.
Ifthere's an odd-shaped birthmark on the character's
leg, Erich will chop the limb off, just to be on the safe
side. You should check the patient's character sheet
for such distinguishing marks. If Erich finds any-
thing suspicious on an arm or a leg he’ll amputate!
A Treatment Roll should be made on the Terminal
Bleeding Table and the Amputation Table.

As Erich spends most of his time here, he does his
best to keep it clean and hygienic. To assist in this
task the floor has been stripped down to the bare
rock. Copious amounts of hot water are used to
remove the worse stains on the {loor. The water drains
out of a small hole into the street outside.Although
Erich tries very hard to keep the surgery clean, it is
not the ideal place to carry out surgical operations,
and therefore gives a -5 modilier to the Treatment
Roll (see Medical Treatment).

He also has a magical lantern to prevent oil fumes
filling the room. This is nothing more than a glass
globe wlth a permanent Glowing Light spell cast on
it - a present from a magician grateful for Erich's
attention. It hangs from the centre of the roof on a
piece of soiled rope. There is also a small wooden
chest in one corner of the room, in which he keeps
the following:

Eye Sand: 12 doses. See the 3. Ward for more details.
Medical instruments: including clamps, knives,
saws and swabs.

Pottery jar: contains 8 leeches, for bleeding.

A set of irons: used to treat mental disorders.

A cautery: used to cauterize wounds!

Surgical alcohol: 2 bottles. This is nothing more
than very strong liqour.

5. Living Room/
Bedroom

This room has the minimum of furnishings, all of
which are ofvery poor quality. In one corneris Erich’s
bed, made up of four packing cases lashed together
and covered with a piece of sackcloth. At the bottom
of the bed Erich keeps a small wooden chest, con-

taining: coins to the value of 12 /6, medical textbooks
to the value of 50 GC, a set of cutlery, two blankets
and a tinderbox. The only other {item of furniture in
the room is a small wooden table. It has one leg miss-
ing, and has been nailed to the wall to keep it upright.

By the door to the kitchen there is an alcove (5a) cov-
ered by a heavy cloth curtain - this contains the 2ft
square hatch connecting with the waiting room.

Light and heat to both the living room and the alcove
are provided by torches, the acrid smoke beingvented
out through holes where the roof meets the walls.

6. Kitchen

This 1s where Hartwig spends most of his time. He
sleeps here, on a small blanket which he lays out
underneath the table.

The fitlings in this room are of poor quality like the rest
of the house, but Hartwig keeps them in very good con-
dition. He has even arranged cupboards over the
blocked back door, so that il doesn't spoil the look of
his kitchen. Reinforced this way, the door has T4, D7.

As well as the more normal ingredients one might
expect to find in a kitchen, some of the cupboards
here hold some rather unusual items. In order to fur-
ther his knowledge as a surgeon, Erich is very
interested in research and has, over the years, built
up quite a stock of pickled organs taken from the
bodies of people who died of particularly fascinating
causes. Of course, such ingredients wouldn't nor-
mally be used for cooking (not unless Hartwig is
really angry with someone) but if intruders decide to
prepare their own meals...

Adventure Hooks

A visit to Erich’s surgery can lead into a number of
adventures. Here are a couple of ideas, which can
easily be developed into one or more sessions of play.

Shutdown!

Holger Kahl, a relatively unimportant member of the
Physiclans’' Gulld, has discovered that Erich is prac-
tising without Guild membership or permission. He
compiled and presented a report on the matter, hop-
ing to shut Erich down and advance his own positior:
within the Guild by doing so. Guild rules dictatec
that they could do nothing unless Erich was presen:
to answer the allegations, and they advised Kahl tc
drop the matter. Kahl has no intention of doing sc
and he has hired an Assassin to kidnap Erich anc
take him to the Guild to answer charges.

The basic plan is for the thugs to cause a distraction
in the waiting room while Wiesel breaks the windo=
in the surgery, climbs in, drugs Erich with one of his
knives and leaves by the same route. He will the=
carry Erich to a cart parked in a nearby side-stree:
and take him back to Kahl.
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Whether the adventurers join in or not, the other
patients in the ward immediately offer assistance,
although one does seem a little less than willing.

Erich will be very grateful if the party helps prevent
his kidnap, and will offer them all that he can afford
- free treatment [or as long as they want. Hartwig will
not like this and may try to insist the party pays any-
way; he will calm down if semeone points out what
may have happened if Erich had been kidnapped.
Even so, he will insist that they don't abuse this
reward, and may be unfriendly when they come for
free treatment, especially if it's something minor.

Dramatis Personae |

Wiesel - Male Human Assassin

A tall, wiry figure enveloped in a voluminous black
cloak, the only notable thing about Wiesel is his
laugh, a soft and hissing snigger — he seems to find
2verything very amusing.

MWSBS S T W I A DexLd Int Cl WPFel
3 47 48 5 4 1055 2 37 36 27 30 27 25

Skills: Acute Hearing; Bribery; Concealment Urban;
Dodge Blow; Follow Trail; Luck; Prepare Poisons;
Silent Move Urban; Specialist Weapon ~ Throwing
Xnife; Strike Mighty Blow.

Possessions: black cloak: mail shirt (1 AP, body);
sword; 2 throwing knives (R 4/8/20, ES 5) poisoned
=ith 1 dose of Manbane.

The Four Thugs

Not very clever, and not very loyal, Boris, Kurt, Otto
and Udo have been hired by Wiesel to help kidnap
Erich. They are to be a diversion while the assassin
akes Erich, and they will do aslittle as possible, fleeing
i they meet determined opposition; each time one of
them sustains 2 or more Woundsin a single blow, each
must make a Ld test (-20 for the wounded one) or flee.

MWSBS S T W I A DexLd Int Cl WPFel
32920 3 3 6291 29 36 1929 19 19

Skills: Consume Alcohol; Street Fighter.
Possessions: club; leather jack (0/1 AP, body/arms).

Jakob Haarig - Male Human Herdsman

Jakob is a tall, well-built man with long ginger hair
and a deep bellowing laugh. He came to the city to
find work when his father's farm was raided by
Beastmen, and has been sending back any money
he has earned to help rebulild it.

He is being treated for a stomach complaint, and has
been here for a couple of weeks now. He is still very
weak and nauseous, and a hit to his stomach may
cause him to pass out. If anyone lands a blow on his
body Jakob must make a successful WP test or faint
for D6 rounds, after which he will be groggy for anoth-
er D10 rounds (-1/-10 on all characteristics).

MWSBS S T W I A DexLd Int Cl WPFel
5* 33 39 3 5* 5351 24 37 34 38 32 33

Skills: Animal Care; Charm Animal; Fleet Footed®*;
Musiclan - Wind Instruments; Night Vision;
Specialist Weapon - Sling; Very Resilient*.

Possessions: sling (R 24/36/150, ES 3, Rld 1); sword; 2
GC, 12/-

Laurelhollena Elmal - Female EIf Student
Laurelhollena, or Laurey to her friends, is in Midden-
heim to study History at the Collegium Theologica.
She is not a typical EIf, being both brash and crude
- she even goes so far as to try and hide the fact that
she is an Elf. Erich is treating her for a very bad rash
on her chest.

She has had to come here because, as a student, she
does not have a lot of money and could not afford to
visit the Collegium’s doctor. She will only fight in
order to create an escape route for herself.

MWSBS S T W I A DexLd Int Cl WPFel
541 38 3 4 4681 43 44 58 51 37 36

Skills: Arcane Language - Magick; Astronomy;
Cartography; Consume Alcohol; Dance; Etiquette;
Excellent Vision; History; Read/Write; Secret Lan-
guage - Classical; Speak Additional Language - Old
Worlder; Sing.

Possessions: dagger (I +10, D -2, P -20); textbooks:
1GC, 17/-.

Alignment: Good
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Sins of the Flesh

Laurelhollena Elmal, a student receiving treatment
here (see above), Is unaware that she has made an
enemy amongst her classmates at the Collegium
Theologica - a very powerful enemy.

A fellow student, one Huliz Stark, has recently been
dabbling in unhealthy rituals designed to bring
favour from the Lord of Pleasure himself. Huliz invit-
ed Laurelhollena to one of these orgies, but didn't tell
her it was in worship of Slaanesh. She refused, nat-
urally, and has thought nothing more of it. Hultz,
however, is not going to take that sort of rejection,
not from anyone, and has found a way to get his own
back.

He has obtained a tattered scroll which gives details
of a curse, The Inescapable Destruction of the Flesh,
which worshippers may inflict upon their enemies.
When invoked it will cause a Daemonette of Slaanesh
to visit the victim and kill them in a truly gruesome
manner.

As the adventurers are sitting in the waiting room,
there is a loud crash from the ward, followed by a
loud scream and Hartwig yelling for help. They can
rush into the corridor in time to see Hartwig and
Jakob backing away from the door while Erich
charges into the room, dagger aloft, shouting “D-
d-eath to the ab-bb-omination!™ Looking into the
room they can see a Daemonette of Slaanesh stand-
ing on the bed astride the Elf-girl, who has fainted
with fear.

Everyone - including Jakob and Hartwig - should
now make a Cl testagainst fear. As the party watches,
before they are able to act, the Daemonette bends
over and cuts its master's symbol in the flesh of
Laurey's chest, triggering a variant of the Fleshy
Curse spell.

Laurey immediately starts to throw out fleshy
growths, covered in misshapen mouths, hands, eyes,
etc. At the start of each turn, roll a D10 and consult
the table below to determine the spell's effects.

D10 Effects this turn

1-3 Growths spurt from Laurey's body to cover
an area 1D4 x 1D4 yards in a random direc-
tion from her bed:

D4 Direction
1 Front
2 Left
3 Back
4 Right
4-7 A tentacle shoots out D12 yards from her
body. Use a D12 clockface to determine the
direction of growth, with 12 as Laurey's
head.
8-10 Nothing happens this turn.
Laurey can only be harmed by flre based attacks,
and the growths will continue until she is killed.

Each person in contact with a growth is attacked
once per turn with a WS of 60. A successful hit does
no damage, but immobilizes the target in a press of
swelling flesh.

After three successful hits the growth will have stran-
gled the victim, killing him. Note that the growth will
not attack the Daemonette — which will attempt to
kill as many people as possible until it succumbs to
instability.

Erich, meanwhile, has gone into frenzy (he is immune
to fear, will always press the attack, causes +1 Dam-

age, and receives -1 Damage on incoming attacks),
which will only end when the Daemonette is killed or
disappears.

The rewards for killing the Daemonette are much the
same as those given for stopping Kahl's kidnap
attempt (see above), although Erich will also ask the
party to dispose of what is left of Laurey's body before
offering such a reward.

Dramatis Personae Il

Painlust Caress - Daemonette of Slaanesh
MWSBS S T W I ADexLd Int Cl WPFel
4 57 42 4 3 5603 10 89 8989 89 89 ,

Special Rules: Two claw attacks and one tail-lash.
1 AP on all locations. Subject to instability. Causes
fear in living creatures under 10ft tall. Immune to
psychological effects except when caused by deities
or Greater Daemons; cannot be forced to leave com-
bat except by such beings.

Other Adventures

The adventure hooks above could be expanded quite
considerably. At the moment they are little more than
single encounters, but each has the potential to
become a complete adventure filling several sessions
of play, given a little work on your part.

For example, the adventurers will probably want to
find out what is behind the incidents they have wit-
nessed:

The kidnap attempt could become a very involved
adventure concerned with the dealings of the
Physicians’ Guild. Perhaps the adventurers could
infiltrate the Guild and discredit Kahl by careful
negotiation and blackmail. Maybe a simple assassi-
nation suits your group better; or perhaps they would
break into Kahl's home and steal the report, doing
the same at the Guild and removing all official records
of his existence.

The second encounter could turn into a battle against
the forces of Chaos which, even now, are spreading
across the city. This could lead them into conflict
with the full strength of the Jade Sceptre cult, which
still exists in Middenheim and beyond.

O Andy Warwick
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INBRIGHT ARMOUR ARRAYED

In the WFRP rulebook, the enchantments woven into
magical armour are somewhat limited in their effect.
Basically, a piece of magical armour differs from a piece
»f non-magical armour only in that it offers a few more
armour points worth of protection to the wearer — wel-
come though this is, it’s hardly the exciting stuff of
legend! So, to give magical armour more ‘flavour’, here
are some optional rules for giving it a wider range of
enchantments, with a variety of interesting effects, not
all of which a simple protective measures...

ARMOUR TYPE

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

changes a little.

Number of Enchantments

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

Armour Piece Number of Enchantments

1 2 3 4 5
Coif 01-90 91-00 - - -
Helmet 01-75 76-90 91-99 00
Mail Shirt/Coat 01-80 81-95 96-00
Leggings (pair) 01-90 91-00 -
Greaves (pair) 01-90 91-99 00 -
Arm Bracers (pair) 01-90 91-99 00 - -
Breastplate 01-75 76-90 91-96 97-99 00
Shield 01-90 91-96 97-00 - -

In Bright Armour Arrayed - 37
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Determining Enchantments

The first enchantment cast on a piece of armour will
always be Enhanced Protection. Any further enchant-
ments may be chosen by the GM or determined
randomly using the Armour Enchantment Tables.

ARMOUR

ENCHANTMENT TABLES

Enhanced Protection

D100 Armour Points
01-10 1

11-80 2

81-95 3

96-00 4

Coif or Helmet

Dioo
01-02

03-04

05-45

46-50

51-55

Enchantment Type
Berserk —the wearer becomes subject to frenzy
whenever the helmet or coif is worn.

Breathe Underwater — the wearer can breathe
without air, and will not suffocate in a vacuum
or underwater. The wearer is also immune to
all gases and other inhaled poisons.

Characteristic Gain — wearing the helmet or
coif increases one of the wearer’s characteris-
tics. Roll on the following table:

D100 Characteristic Gain
01-15 I+10

16-30 Ld +10

31-45 Int +10

46-60 Cl +10

61-75 WP +10
76-80 I+D3x10
81-85 Ld+D3x10
86-90 Int + D3 x 10
91-95 Cl+D3x10
96-00 WP +D3x 10

Flight — the wearer can fly as a swooper for
10+D10 turns per day.

Hatred — the wearer becomes subject to hatred
of a particular race. Roll on the following table:

D100 Race

01-05 Goblins and Snotlings

06-10 Hobgoblins

11-20 Orcs

21-25 All Goblinoids

26-27 Elementals

28-30 Daemons

31-35 Undead

36-45 Non-Daemonic creatures and
followers of Chaos

46-50 Dragons

51-55 All reptiles

56-58

59-60

61-90

91-95

96-00

56-60 Dwarfs, Gnomes and Halflings
61-65 Elves

66-70 Fimir

71-75 Giant animals

76-80 Skaven

81-85 Giants

86-90 Ogres and Trolls

91-95 Werecreatures

96-00 Vampires

Note: A character who is (or by any means
becomes) a member of the hated race may not
wear the helmet or coif, and will suffer D6
Wounds (regardless of Toughness and other
modifiers) each time he or she attempts to don
the piece of armour.

Invisibility — the wearer can become invisible
at will, once per day. Invisibility lasts for
10+D10 turns. While invisible, the character
cannot be detected by normal means. Oppo-
nents suffer a -40 penalty to hit a stationary
and silent invisible character. Thisis halved to
-20 if the character moves, speaks or attacks.

Magic Reflection — when any spell is cast at the
wearer, it will be reflected back at its caster if
the wearer makes a successful WP test. If the
testisfailed, the spell takes effect normally, but
the wearer may still make a WP test to avoid
its effects, if one is permitted in the spell
description.

Protection — the wearer is completely immune
to one kind of attack, magical effect or psycho-
logical condition, however it may be caused.
Roll on the following table:

D100 Effect Negated

01-05 Animosity

06-55 Area Protection — roll once on
the Area Protection Table

56-60 Compulsions — including hypno-
tism, and all spells which force
the victim to do something: eg
Steal Mind, Sleep, Cause
Cowardly Flight, etc.

61-70 Fear and Terror — including all
spells which cause fear or flight

71-75 Gaze attacks

76-80 Insanity — cures all previous dis-
orders while worn, wearer gains
no insanity points for any rea-
son while wearing

81-85 Instability

86-90 Illusions — including all Illusion
‘Magic spells, invisibility, and
magically-generated sights and
sounds such as Marsh Lights
and Sounds spells

91-95 Stupidity

96-00 All psychological effects

Regeneration — the wearer regenerates 1 lost
W point per turn, up to his normal score.

Wizardry —a spellcaster may wear this piece of
armour without affecting spellcasting. Other
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pieces of armour are similarly affected. In addi- 8 Odu A rmour (mai I ’h i rt or

tion, the armour may have additional powers

—roll on the following table: coat, brtasl’plaft)

D100 Power D100 Enchantment Type
01-75 None — no further powers. 01-45 Characteristic Gain — wearing this piece of
76-80 Immunity — the wearer is armour increases one of the wearer’s charac-
immune to one randomly-gener- teristics.
ated spell.
81-85 Power — the wearer gains 2D6 Roll on the following table:
Magic Points, renewed each
dawn. D100 Characteristic Gain
86-90 Power Amplifier — the Magic 01-25 S +1
Point cost of all spells cast by 26-50 T +1
the wearer is halved, rounding 51-75 I+10
fractions up. 76-80 S +D3
91-95 Spell Absorbtion — the helmet or 81-85 T + D3
coif absorbs the Magic Points 86-90 I+D3x10
from spells cast at the wearer; 91-00 roll twice
these Magic Points may then be
used by the wearer like the 46-95 Protection — the wearer is completely immune
Magic Points from a Jewel of to one kind of attack, magical effect or psycho-
Power. If the helmet or coif ever logical condition, however it may be caused.
holds more than 10 Magic Roll on the following table:
Points it will explode, destroying
itself and causing D3 S10 hits to D100 Effect Negated
the wearer and everyone within 01-10 Area Protection — roll once on
5 yards. the Area Protection Table
96-00 Storage — the helmet or coif can 11-20 Attack Protection — roll once on
hold up to D10 levels of magical the Attack Protection Table
spells; these may be cast into it 21-30 Characteristic draining
by the wearer at any time, and 31-40 Fear and Terror — including all
they remain in the armour until spells which cause fear or flight
the wearer chooses to cast them. 41-50 Fire

51-60 Lightning
61-70 Magic —roll on the following
table:

D100 Protection
01-25 Petty Magic
26-50 Petty Magic & Level 1
51-60 Petty Magic & Level 1-2
61-65 Petty Magic & Level 1-3
66-75 All Battle Magic

-~ 76-80  All Daemonic Magic
81-85 All Elemental Magic
86-90 All Illusion Magic
91-95 All Necromantic Magic
96-98 All Druidic Magic
99-00 All spells

71-80 Magical Weapons — roll on the
following table:

D100 Protection

01-80 +10 or less to hit and/or
+1 damage

81-95 +20 or less to hit and/or
+2 damage

96-00 +30 or less to hit and/or
+3 damage

81-85 All non-magical
weapons

86-00 All psychological effects

96-00 Wizardry —this piece of armour does not inter-
fere with the wearer’s ability to cast spells. It
can be worn by a spellcaster with no penalties.
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Arm Bracers

D100
01-45

41-60

61-70

71-75

76-80

81-85

Enchantment Type

Characteristic Gain — wearing this piece of
armour increases one of the wearer’s charac-
teristics. Roll on the following table:

D100 Characteristic Gain
01-40 I+10

41-80 Dex +10

81-90 I+D3x10

91-00 Dex + D3 x 10

Area Protection — roll once on the Area
Protection Table

Attack Protection — roll once on the Attack
Protection Table

Binding — the wearer is immune to paralysis
caused by spells such as Stand Still, poisons
and any other means. He cannot be bound
against his will, magically or otherwise.

Magical Gloves — the arm bracers have the
same properties as a known type of magical
glove or gauntlet. Generate randomly using the
appropriate table in the WFRP rulebook or
The Restless Dead.

Missile Protection — the wearer can knock aside
incoming missiles with his arms, and is
immune to any non-magical missile no larger
than an arrow.

86-95

96-00

Leg

Deflection — the wearer can deflect incoming
blows with his arms, giving the equivalent of
an additional 1 AP on all locations. This prop-
erty may be usedin conjunction with a parrying
weapon, but not with a shield.

Wizardry — these arm-pieces do not interfere
with the wearer’s ability to cast spells. They
can be worn by a spellcaster with no penalties.

Armour

(Leggings and Greaves)

D100
01-40

41-60

61-70

71-75

76-80

81-85

86-90

91-95

96-00

Enchantment Type

Characteristic Gain — wearing this piece of
armour increases one of the wearer’s charac-
teristics. Roll on the following table:

D100 Characteristic Gain
01-40 M+1
41-80 I+10
81-90 M + D3
91-00 I+D3x10
Area Protection — roll once on the Area

Protection Table

Attack Protection — roll once on the Attack
Protection Table

Dodging —the wearer may automatically dodge
one blow per round; the player chooses after
rolls to hit but before rolls to wound.

Kicking — the wearer gains 1 additional attack
per round. His Attack score is increased by 1,
but thisattack isalways akick, which istreated
as a blow with a normal weapon. Roll D6 for
hit location: 1-2 = left leg, 3-4 = right leg, 5-6 =
body.

Leaping — the wearer may leap up to twice the
normal distance as dictated by his M score. In
addition, the wearer always falls on his feet, so
a fall is always counted as a jump.

Magical Boots — the greaves have the proper-
ties of a known kind of magical footwear.
Generate the type randomly using the appro-
priate table in the WFRP rulebook or The
Restless Dead.

Movement — the wearer is never affected by
spells (eg Stand Still)or other conditions which
restrict movement. Movement is never reduced
by difficult ground, although obstacles must be
negotiated normally. Psychological effects
which would normally make the wearer stand
still (eg Fear) cause him to move at full speed
directly away from the source of the effect for
one round, and then test again.

Wizardry — these pieces of armour do not inter-
fere with the wearer’s ability to cast spells.
They can be worn by a spellcaster with no
penalties.
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Shield

D100
01-10

11-20

21-30

31-40

41-50

51-60

61-70

71-80

Enchantment Type

Charging — when the user charges an opponent,
he has the option of making a shield charge
attack instead of a weapon attack. If he chooses
the shield charge, noroll to hitis made;instead,
the opponent must make an I test or be knocked
to the ground, taking one full round to rise and
counting as prone until then.

Invisibility — the shield’s user may become
invisible at will, once per day. Invisibility lasts
for 10+D10 turns. While invisible, the charac-
ter cannot be detected by normal means.
Opponents suffer a -40 penalty to hit a station-
ary and silent invisible character; thisis halved
to -20 if the character moves, speaks or attacks.

Light — on a command from its user, the shield
beginsto glow with a dazzling light, which lasts
for 6+D6 rounds. Hand-to-hand combat oppo-
nents suffer a -30 penalty tohit the shield’s user
because of the blinding light, but missile
attacks have a +20 bonus to hit while the shield
is glowing. Once this property has been used,
the shield must be exposed to 6 hours of con-
tinuous sunlight to recharge it.

Magic Missile Protection — the shield protects
its user against all spells of magic missile type
(eg Fire Ball, Lightning Bolt), and against all
magical missiles such as arrows. The shield’s
user is never affected by these attacks.

Missile Protection — the shield absorbs incom-
ing missile fire. The user is never affected by
non-magical missiles arrow-size and smaller.
Magical missiles take effect normally, as do
large missiles like chairs, tables, boulders and
cannonballs.

Missile Reflection — the shield has the power to
deflect incoming non-magical missiles back at
their firers. Any non-magical missile of arrow
size and smaller hits its firer instead of the
shield’s user. Magical missiles take effect nor-
mally, as do large missiles like chairs, tables,
boulders and cannonballs.

Protection — the shield protects the user com-
pletely against attacks made with one kind of
weapon. Roll on the following table:

D100 User takes no damage from

01-15 Non-magical blunt hand
weapons

16-40 Non-magical edged and pointed
hand weapons

41-60 Non-magical missile weapons

61-80 Natural weapons (eg bite, claw,
stomp)

81-95 Non-magical fist weapons

96-00 All non-magical weapons

Spell Absorbtion — the shield absorbs the Magic
Points from spells cast at the wearer; when 10
Magic Points have been absorbed, the shield

immediately shoots out a single lightning bolt

(as the spell) at any chosen target in the user’s

line of sight.
81-90  Spell Reflection — the shield can reflect spells
back on their source. When the shield’s user is
attacked with a spell, he is allowed and I test
to parry it with the shield. If successful, the
spell is turned back on its caster. If a spell is
not deflected, the shield’s user is still allowed
a WP test if the spell’s description permits.
91-00 Weapon Breaker — every time the shield suc-
cessfully parries an attack with a non-magical
hand-to-hand weapon, the shield’s user may
make a S x 10 test. If the test is successful, the
weapon shatters against the shield, and is
destroyed. This porperty has no effect on mag-
ical weapons.

Area Protection Table

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

D100 Location takes no damage from

01-15 Non-magical blunt hand weapons

16-40 Non-magical edged and pointed hand
weapons

41-60 Non-magical missile weapons

61-80 Natural weapons (eg bite, claw, stomp)

81-95 Non-magical fist weapons

96-00 All non-magical weapons

Attack Protection Table

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

D100 Opponent Type

01-05 Goblins and Snotlings

06-10 Hobgoblins

11-20  Ores

21-25  All Gobilinoids

26-27 Elementals

28-30 Daemons (including Daemon Weapons)

31-35 Undead

36-45 Non-Daemonic creatures & followers of
Chaos

46-50 Dragons

51-55  All reptiles

56-60 Dwarfs, Gnomes and Halflings

61-65 Elves

66-70  Fimir

71-75 Giant animals

76-80 Skaven

81-85 Giants

86-90 Ogres and Trolls

91-95 Werecreatures

96-00 Vampires

1 Graeme Davis
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With a Little Help
From My Friends is a
short adventure designed
for a small party of
adventurers. A Wizard's
Apprentice or Wizard will
be useful, as will at least
one Rogue character.

The encounter locations use
Middenheim as an example,
though any medium or large-
sized city in the Old World will
do just as well. If you decide to
set the encounter in
Middenheim, you may like to
use it as part of Power Behind
the Throne, but be careful of
giving the adventurers too much
to do.

The encounter is designed to
give players a chance lo think
before they bash. There's been a
kidnapping, and the adventurers
are hired lo rescue the hostage.
The characters should consider
their rescue attempt carefully,
but may have to improvise
quickly if things don't go quite
according to plan.

ENTER
ALPHONSE

As the action opens, the adven-
turers are approached by a

WA N N

rather improbable name of
Alphonse Hercules de
Gascoigne. The gnome, dressed
in well-tailored but old-fash-
foned clothing, has an almost
perfectly-round head. and
sports an enormous waxed
moustache, which he pets and
twiddles constantly. He hails
from Bretonnia, and speaks
with the equivalent of an outra-
geous French accent - well,
Belgian accent actually, but who
knows how to do a proper
Belgian accent?

Full details on Alphonse may be
found at the end of the adven-
ture.

Alphonse, a noted privale detec-
tive, is working on a kidnapping
case, and needs reliable, trust-
worthy help. He gives the PCs
the information below. Either
read this aloud, or feed it to the
players as a series of answers to
their questions: “Mes amis, I
am, as I am sure you know, the
world’s greatest detective. You
‘ave 'eard of Alphonse, no?”

Gascoigne bows his head mod-
estly. If the PCs say that they
haven’'t heard of him, he looks
annoyed, but continues. “I ‘ave
been employed to ensure ze
safety of ze young son of
Ludwig Orteli ~ an enfant
named Sigismund - who 'as
been abducted and ees being
‘eld for ransome.

“Ze kidnappairs demand 5000
Gold Crowns for ze boy’s safe

42



St [

return, and quel disastre! Ze
father 'as not ze funds! If zey do
not receive ze money by mid-
night, three days from now, ze
villains 'ave promised lo return
ze child in - 'ow you say - tiny
little bits. So, Alphonse will res-
cue ze enfant before zen!

“I, Alphonse ‘Ercule de
Gascoigne, 'ave brilliantly
tracked ze vlllains to zeir lair,
where [ am sure zey are 'olding
ze young Ortell. I need ze assis-
tance of several 'eroic and
discreet” — he pauses and looks
at the PCs doubtfully before
continuing - “gentlemen such
as yourselves to scout oul ze
enemy's position, and zen,
when the time ees right, rescue
Sigismund.

“Will you 'elp?”

If asked, Alphonse explains that
the local authorities have not
been called in because (though
he puts it a little more delicate-
ly), they are a bunch of stupid
louts who would probably mess
the job up and only get
Sigismund killed.

Alphonse offers to pay the PCs
100 GCs If they help him rescue
the boy unharmed, 50 if the boy
is mostly alive, but nothing
should he die.

If the PCs agree to take the job,
Alphonse tells them to meet him
at a house he has rented near
the kidnappers' hideout. He
gives directions to Number 12
Wendenbahn in the Altquartler,
a disreputable part of town.

Alphonse insists the the PCs
wear no armour better than
leather, no helmets, and carry
no large weapons that might be
spotted by the kidnappers.

Broke PCs can wheedle an
advance of 20 GCs out of
Alphonse to purchase necessary
equipment (or get it out of
hock).

CASING THE
JOINT

The hideout should be deep
within the seedy side of the
GM's chosen city. For
Middenheim this would be the
Altquartier (see Warhammer
City, pp37-38), and is home to
a large portion of Middenheim’s
underworld population. It is a
maze of winding streets and
alleys lined with run-down
houses and tenements. During
the day the streets crawl with
lowlife; during the night they
crawl with even less reputable
sorts. Watch patrols are infre-
quent and heavlly armed. If you
want to set this adventure in
Marienburg, the shadier parts of
the Suiddock, south of the
Bruenwasser or on Riddra,
would do nicely.

As the adventurers head
towards their destination, they
have to run a fairly heavy
gauntlet of beggars and pick-
pockets. However, once they
reach the street containing
number 12 (see Map 1), the area
becomes suspiciously empty.
The locals know something is
going on at number 17 - they
always know something's up in
this kind of situation - and the
grapevine says it's unhealthy to
hang out in that neighbourhood.

Once inside number 12,
Alphonse takes the adventurers
upstairs and gives them their
assignments. He tells them that
the kidnappers are holed-up In
number 17 across the street.
One character is to watch the
front of the house through the
telescope (carefully surrounded
by drawn curtains), while the
others are to find a vantage
point from which they can spy

on the back of the house. They
are to carefully note down (or
remember) any arrivals and
departures, plus anything they
can see going on inside. Under
no circumstances are they to do
anything to make the kidnap-
pers suspicious.

Alphonse is off to check some
other leads concerning the kid-
nappers' criminal associates,
and will return at midnight to
take thelir reports.

The Telescope

The adventurer at the telescope
has the easy job: all he has to
do ts stay awake and avoid
falling out of the window.

Through the 'scope, he can see
the front door, and into
Bedroom 1 and Bedroom 3 on
the first floor. On inspection the
PC will note that all other win-
dows he can see are shuttered,
and the [ront door is in good
condltion. However, there Is a
skylight on the roof which
appears warped and slightly
cracked...

The Rear

One or more of the PCs will have
to find a good spot to watch the
rear of number 17. Sensible pre-
cautions, such as Silent Move or
Concealment Urban will be need-
ed to avoid trouble. Adventurers
who fall to take proper care, or
who try to get too close to the
house, should be chased off the
Frau Koch from No 19, who has
a mean temper and wields a
rolling pin to match!

There are several good places
from which to spy on the back
of the house, including an obvi-
ously abandoned tenement
directly behind No 17. The privy
- mere feet from No 17's own
outhouse - iIs even better,
although a lot less comfortable
for the spyers.

From their vantage points, the
adventurers can see the front
and back of the house, into the
Kitchen on the ground floor, and
the three Bedrooms on the sec-
ond. All other rooms have
curtains drawn apart from the
broken skylight to the Attic.
Just what can be seen by keep-
ing watch s covered in The
Surveillance section below.
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THE NEIGHBOURS
No. 12 (2 storeys): Alphonse Hercules de

Gascoigne and company.
No. 13 (3 storeys): Empty.

No. 14 ( 3 storeys): Herr & Frau Meisner. Timid
local shopkeepers. Don't want any trouble; casily
intimidated or bribed.

No. 15 (3 storeys): Kurt, Burt and Gert. Local
labourers. Work all day, drink all night; casily
bribed or conned. (Will probably sleep through
all the excitement anyway.)

No. 16 (2 storeys): Herr Gundrich & Son.
Coppersmiths. Suspicious and none too stupid.
Tend to shoot prowlers first: never ask questions
later. (25% with blunderbuss.)

THE
INHABITANTS

There are six men, one ill-tem-
pered dog, and one unhappy
boy in the house. The master-
mind of the operation, Claudio
Carbonetti, is vicious, evil, and
cunning. His right-hand thug,
Paolo Gentile, is a mindless
sadist who worships Claudio
and unhesitatingly follows his
orders to the letter. The others
in the gang (Knud, Bruno, Axel
and Mikhail), are bully-boys,
hired for this job. They follow
Claudio’s orders mainly because

LN
1
|

\‘
|
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No. 17 (3 storeys): Kidnappers.

No. 18 (3 storeys): Fraus Petra and
Maric. Ladies of dubious virtue. Paying
local Watch protection: won't hesitate
to call them for help if threatened.

what Paolo will do to them il
they don't, Even so, they have
no particular desire to die for
5GCs a day.

Guiseppe the dog, is Claudio's
pet. A Tilean Manhound,
Guiseppe is about as [riendly
and playful as a dispeptic
Doberman. The boy. Sigismund
is tied hand and foot in the
basement, and wishes he were
somewhere else.

All the thug's descriptions and
statistics may be found in the
Profiles section.

THE
KIDNAPPERS'
PLAN

After Claudio grabbed the kid,
he and his band retired to the
house. Then he sent the ransom
note (by messenger) which gave
Orteli 72 hours to raise 5000
GCs or the boy would be killed.
Further, the note told Orteli to
wait for instructions on how to
hand over the money.

Claudio is now waiting for the
deadline to expire, at which
point he will send a message to
Orteli telling him to go to a cer-
tain bar in the Altmarkt with

Eminently bribable. though expensive.

No. 19 (2 storeys): Frau Else Koch and
Vlad (her incredibly vicious Rottweiler
dog). Suspicious, ill tempered, nasty old
harridan. (48% with rolling pin).

the cash. There Paolo will take
the money from him and return
to the house.

If Orteli doesn’t come up with
the dosh, Claudio plans to
remove a small bit of Sigismund
and send it to him in the belief
this will encourage Orleli's co-
operation. If Paulo comes back
with the money, Claudio will kill
the boy (there's no sense in
leaving witnesses, alter all),
then the gang will disperse.

As you may have gathered,
Claudio is not a very nice per-
son.

Fortunately for Sigismund,
Claudio hasn't taken into
account the brilliant - nay,
astonishing - Alphonse Hercules
de Gascoigne, who performed
the almost impossible task of
tracing the ransom note paper
back to a vendor in the
Altmarkt. The stall's proprietor,
eager to co-operate with the
funny-looking gnome who was
waving money around, gave
Alphonse an accurate descrip-
tion of the “greasy looking
number with the big, mean dog”
who bought the paper. For a
detective of Alphonse's talents,
tracing Claudio to his hideout
was child’s play.

Though he doesn't suspect that
anyone knows where he is,
Claudio is taking no chances.




The boy is bound hand and foot
and locked in the basement.
Claudio. Paolo, and Guiseppe
are stationed in the Living Room
at all times; a guard is on duty
in the Hall, and another is in
the Kitchen. The remaining two
off-duty guards stay upstairs in
Bedroom 1.

If anybody tries anything,
Claudio expects the guards to
buy him enough time to unlock
the basement door, grab the kid,
and threaten to kill him unless
he and his band are allowed to
escape unharmed. If things go
badly, he will set his dog on the
child, hoping to make his
escape while the rescuers are
saving Sigismund.

THE
SURVEILLANCE

The following Is a timetable of
the events which transpire at No
17 during the PCs' watch.

Note that NPCs are listed by
name, but as the PCs have no
way of initially knowing the vil-
lains’ names, you should call
them by their physical descrip-
tions (see Profiles), “the
brown-haired man”, “the tall,
ugly-looking bloke”, etc.

Start (noon)
Bedrooms 2 and 3 are empty,
and remain that way. Bedroom

Y

Gl

1 contains two men (Knud and
Mikhail) playing cards. One man

(Bruno) is in the Kitchen, pot-
tering around.

12.30 pm

A man (Axel) enters the Kitchen
and unbars the back door, let-
ting Bruno pass through.

The man rebars the door behind
him. Bruno is gingerly carrying
a bucket (which contains
Paolo’s, Claudio’s and
Sigismund's waste). He takes
the bucket into the outhouse,
spends some time there on a
personal matter, then returns to
the back door.

Any adventurer within 6 yards
of the back door may make a
Listen test [or soft sounds (30%,
+10% if the character has Acute
Hearing). If successful, the
adventurer hears Bruno knock
four times and say, “Let me in,
it's Bruno.” Then Bruno leaves
the Kitchen.

1.00 pm

Bruno returns to the Kitchen,
and Axel goes elsewhere in the
house. The front door opens and
Axel leaves; a big man (Paolo)
closes and bars the door behind
him. If the PCs think to follow
him, Axel heads to a local inn to
pick up enough food for seven,
plus a bloody haunch of raw
meat.

2.00 pm
Axel returns, carrying a large
basket. He knocks four times on

the front door and says some-
thing (the watching character
can't tell what). Paolo opens the
door, Axel slips inside and the
door closes.

Several minutes pass, then the
adventurers at the rear see Axel
enter the Kitchen, toss Bruno
some food and a bottle, proceed
upstairs, and give Knud and
Mikhail the same.

3.00-11.30 pm

Knud, Mikhail (Bedroom 1) and
Axel finish their meal, make trips
to the privy (following the same
procedure as Bruno which
means nearby adventurers can
learn their names), and then lie
down [or some shuteye.

In the Kitchen, Bruno hangs
around, playing mumblely-peg.
He makes one more trip outside,

] =
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FIRST FLOOR Gll windows unshuttered)

this time accompanied by a big,
mean-looking dog on some per-
sonal business.

The dog, also on personal busi-
ness, sniffs around the garden
and the surrounding area, pay-
ing especial interest to the
undergrowth etc. Anyone hid-

Bedroom 2

/| Linen Room

Map 2: No. 17 Wendenbahn
Scale 1 yard iy

Item

Toughness

Damage Lock Rating

' | Kitchen

A

i 11
‘ i A
Dining Room

den in the tenement or tene-
ment's privy are safe from
discovery; others may be sniffed
out!

11.30 pm

Axel enters the Kitchen, and he
and Bruno go to wake up Knud
and Mikhalil. The two pairs
switch places: Axel and Bruno go
to bed, Knud takes up watch in
the Kitchen, and Mikhall goes to
an unknown post on the ground
floor (The Hall, actually).

12.00 - 8.00 am

Bedroom 1 is quiet and dark. A
bored Knud sits staring out the
Kitchen window. Mikhall pops in
from time to time, refilling 3
mugs at a small barrel, and pok-
ing Knud when he starts to doze.

8.00 am onwards

The dog is let outside again while
Knud and Mikhall have a bit of
breakfast. The guards change
shifts at 11.00; then everything
proceeds as yesterday.

Y e \
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£7] to basement

Living Room
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GROUND FLOOR (only Kitchen window unshuttered)

ENTER
ALPHONSE
(ONCE AGAIN)

Alphonse returns to No 17 at
midnight that evening. He listens
to the reports on the activities in
the house, turns his head on one
side, tweedles his moustache
thoughtfully, and says,

“Ah ha! Zat ees veery fascinat-
ing, no? Several zings present
zemselves, do zey not? What do
you zink, mes amis?*

Now is the time for the players to
show that all those years spent
watching detective programmes
on TV were not in vain. Alphonse
coaxes, goads, and orders them
to give thelr interpretation of the
intelligence they have gathered,
and asks for suggestions on how
to rescue Sigismund.




SNEAKING ABOUT IN OTHER
PEOPLE'S BACK YARDS

Day: 30% chance of being spotted by servant/housewife; 10% If
using Stlent Move Urban.

Night: 10% chance of being spotted by servant/housewife /hus-
band: 5% if using Stlent Move Urban.

Messing About on Rooftops (Night Only)
2 storey houses are 6 yards tall: 3 storey houses are 9 yards tall.

Climbing: adventurers with Scale Sheer Surfaces succeed auto-
matically; other adventurers must make a Dex test (+60 for
Night Vision, +30 for everybody else).

Moving About: adventurers with Acrobatics succeed automati-
cally; other adventurers must make a Dex test (+60 for Night
Vision, +30 for everybody else).

Jumping: (see WFRP p75); adventurers in metal armour or car-
rying two-handed weapons subtract 1 from their Move scores
when leaping. Note that characters cannot Jump froma2toa3
storey rooftop.

Making Noise: the inhabitants have a 30% chance to hear the
adventurers climbing about, moving or jumping on rooftops
(+10% if the adventurers wear metal armour, -20% if the inhabi-
tants are drunk or asleep, +40% if the adventurer fails a Dex

where else on the ground floor
(Axel's three tankards, or don't
the adventurers remember such
important details?)

Lines of Attack

Food: Something unpleasant
could be introduced into the vil-
lains’ grub at the inn, but with
the drawback that any poison
might be noticed, the child
affected (possibly fatally) or the
villains forwarned of the adven-
turers’ impending arrival.

Frontal Assault: Alternattvely,
Axel could be bushwhacked dur-
ing his foraging trip to the pub,
and someone else disguised as
him could walk up to the front
door. Chances are that the ‘pass-
word’ is simply his name (just
like the back door).

When the door opened, the other
adventurers, hidden nearby,
could rush in and overpower the
guards. Of course, the plan
would fail if a different password
is used, or if the iImposter is
spotted before the door is

test). opened. Also, the imposter would
have to hold the door alone until
the other adventurers got there.

Of course, the world’s greatest
detective has already deduced
everything that can be gained
from the evidence, but wants to
hear the PCs views anyway so
that he can show them how
clever he is by criticising their
plans.

Alphonse’s

Conclusions

Sigismund's Location

The boy isn't being held in the
Attic - there are no guards there
- and if he was, the villains
would have fixed the skylight in
the attic. Obvious, of course!

somewhere on the ground floor
or in the basement. Since the
kidnappers ‘live’ on the ground
floor it's more likely that he is
imprisoned in the cellar.

Rear Asgault: A guard could be
bushwhacked in the loo, and
replaced by a suitable party
member.

Number of Villains
Six: two upstalirs, one in the
Kitchen, plus three more some-

The drawbacks here are that the
guard in the Kitchen might hear
the scuffle, and the substitution

Sightings indicate that he isn't in
any of the Bedrooms. It's possi-
ble he could be locked in a
wardrobe, but if so, one guard
would be ordered to stay awake
at all times iIn case the lad got
out or started a ruckus. By
extension, he probably isn’'t on
the first floor either.

Therefore, If still altve, the boy is
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would have to be hurried not to
arouse suspicion.

Skylight Entry: Apparently the
least defended entrance, which
may mean it is trapped.

The skylight is also a long way
away from Sigismund’s most
likely location, and would involve
a dangerous and possibly noisy
trip across the rooftops.

Planning the Rescue

Now the adventurers must
decide upon a plan of action. To
do so they should take stock of
their resources to see which
might be of help in defeating
their opponents.

Through Alphonse you could
remind the players of skills and
special abilities they might have
forgotten. Don't make their plan
for them, but feel free to point
out any obvious oversights or
mistakes they are making.

You may be surprised at the bril-
liant plan your players concoct.
In normal circumstances, com-
bat comes upon characters
suddenly - usually somebody
opens a door he shouldn't, and a
bunch of annoyed goblins try to
take his head off. While this is
loads of fun, this type of
encounter provides little time for
the adventurers to think. Give
players half an hour to exercise

| high, or have something heavy

fall on him, leaving him emphalti-
cally unconscious. This is
moderately sleazy and your play-
ers may gripe at such an obvious
plot device, but them's the

breaks!

Alternatively, you can have
y| something come up during the
«1 operation which threatens every-

thing and Alphonse goes off to

{ take care of it.

For example, as the adventurers

V% and Alphonse are crouched out-

theif fiendish imaginations and
they'll surprise you every time.

Whatever plan the players decide
upon, play it straight. It is quite
conceivable that they'll dream up
something so devious that they’'ll
win without a fight. If so, let
them. You shouldn't feel con-
strained to have a climactic
melee at the end of the scenario
if the situation doesn't warrant it
- and it might not, if your players
have been really sneaky!
However, if their plan is slip-
shod, so be it. Let them suffer. If
they can fight their way out of
their mistakes, good for them. If
not, well that's too bad for
Sigismund, the adventurers’
lives, and Alphonse's reputation.

Exit Alphonse

After the adventurers have come
up with a plan, it's time for
Alphonse to disappear. If you
look at his profile and descrip-
tion, you'll note that he’s a pretty
decent fighter, and you don't
want him getting directly
involved and hogging all the

glory.

If the adventurers are out-
matched by all means let him
stick around. But if not, there
are a couple of easy ways for you
to dump him before the Big
Battle.

First of all, there's simply remov-
ing him as an active participant.
Have him fall from somewhere

side No. 17, ready to attack
Bruno when he goes to the loo, a
bunch of City Guards march

| onlo the street and begin pound-

ing on doors, obviously
conducting a search. Alphonse
tells the adventurers that he’ll
distract them for as long as he
can, hopefully giving the adven-
turers time to finish the
assaullt...

If things get out of hand later
and the PCs are in deep trouble,
Alphonse can always show up at
the last minute to save the day.

As a flnal option you may like to
have Alphonse waiting out in the
street, so that he can follow one
of the fleeing kidnappers: “..in
ze 'ope zat ee will lead me to,

'ow you say, a much bigger fish.”
Again, this gives you the oppor-
tunity of involving the gnome at
a later time 1if needed.

THE RESCUE

The actual break-in will be as
easy or difficult as the PCs make
it for themselves. Claudio’s
objective in the event of trouble
is to unlock the door to the base-
ment and get the kid (3 rounds)
and get back upstairs (2 rounds),
while Paolo and Guiseppe buy
him time. Paolo will fire his blun-
derbuss and then rush;
Guiseppe will just rush. Once
Claudio is upstairs with
Sigismund, he’ll threaten the
boy’s life unless the adventurers
let him leave.

When all the whacking and
yelling starts, the guards will
attempt to rally to Claudio, but if
they're badly outmatched, they
will do their best to flee.
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Attic

Gaining entry to the house from
here may result in a number of
Listen rolls by the guards in
Bedroom 1. These are made at
30% if awake, 10% if asleep.

Unless oiled, the skylight will
squeak on opening. The drop
from skylight to floor is 3 yards
(Listen check unless rope used).
The place contains lots of (damp)
old furniture, plates. rgs ete
that can trip adventurers up
(Listen check) unless they have a
light source/Night Vision. The
trapdoor to the first floor Is also
squeaky (as skylight), and the
ladder has a broken step. Unless
examined, first adventurer down
musl make an Initiative roll or
fall (double Listen chance).

First Floor

Combat here means that every-
one in house has 60% chance
every round to hear noise (40% {f
asleep). Only Bedroom 1 is used,
and this contains two guards
(see timetable for shifts) who
play cards when awake.
Grabbing weapons takes 1
round, but if asleep they take 2
rounds to wake up, 1 round to
weapons and 4 rounds to don
armour.

Ground Floor

Combat here results in Listen
rolls as above. Both the Hall and
Kitchen have a guard (armoured
and with weapon at hand, see
the surviellance timetable for
shifts), and the Living Room con-
tains Claudio, Paolo and the dog.
The two men take it in turns to
sleep (Paolo has the day shift).
Whoever {is asleep will take 1
round to wake, 1 round to grab
weapons and 4 to don armour.
The dog wakes and attacks in
one round.

The Resolution

There are two possible endings
to this encounter: either the
adventurers capture or kill
Claudio before he gets to
Sigismund, or Claudio gets a
knife to the boy's throat and
gives the classic “back off or the
brat gets it” line.

This latter variant results in a

traditional stand-off: Claudio
can't escape, and the adventur-
ers can't get the boy. A tense
bargaining session will ensue, as
Claudio and the PCs attempt to
come to terms. Claudio offers to
hand over the boy for money and
safe passage (100GCs will do it),
though if pressed the leader will
accept just the safe passage.

However, the adventurers must
convince Claudio that they'll let
him pass salely. This is a real
test ol player ingenuity, and
apossible solution is for one of
their number to volunteer to take
the boy's place. This is exceed-
ingly dangerous, but Claudio
would gain little benefit from
killing the character (there's no
money in it) and the last thing he
needs right now is more enemies.
If an adventurer does something
this heroic, reward him by spar-
ing his life - Claudio drags him a
couple of blocks. and then
knocks him on the head and
leaves.

Obviously, If Sigismund is killed
or the kidnappers take him
somewhere else, the adventurers
have failed. There will be no
recriminations from the boy's
father or from the authorities. Of
course, Alphonse may not wish
to associate with them again,
unless the failure was due to bad
luck (ie the plan was good).

SPIN-OFFS FROM

THE ENCOUNTER 30

At your option, Claudio is a
minor member of a small Tilean
family criminal group. He pulled
this kidnapping operation on his
own, but his fallure stains the
honour of the family, and
Claudio's brothers seek revenge
by trying to kill Alphonse and the
adventurers.

Alphonse (see his description
and profile) has obvious cam-
paign play potential. He is very
useful as a tutor, a source of

contacts and jobs, and is loads of | >

fun for you to roleplay.

If the adventurers have rescued
young Siggy, his prosperous (but
mean) father will be delighted.

They will get many dinner invita-
tions, where they can mingle
with the Rich and Famous and
make good contacts. or as is
more likely, make total jackasses
out of themsel ves.

If the adventurers screwed up
and got Siggy killed — and lived to
tell the tale - there's always the
chance that either Siggy's father
or any survivors {rom the gang
will come looking for them.
Perhaps Claudio (if he lives) fin-
gers them as co-conspirators! It's
the sort of low trick that he
would try.

Experience Awards

10-100 for quality of planning.
Reward both common
sense and ingenious (but
not foolhardy!) ideas.
The highest award
should go to the PC who
consistently came up
with the smartest sug-
gestions.

15 for dealing with (le inca-
pacitating) each of the
villains — and include the
dog! Capturing Claudio
alive and handing him
over to the authorities
will be worth an extra 20
points each, and will net
the PCs 100 GCs in
reward money -- Claudio
is wanted on a number
of charges from extortion
to arson.

for rescuing Sigismund
(more or less) intact.
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PROFILES
Alphonse Hercules de Gasgoigne

Alphonse s a gnome of indeterminate age (he's actually 961,
with slicked black hair and a large waxed moustache. His
green eyes glitter with amusement and an enviably vigorous
intellect. Standing a miniscule 3’ 7", and very thinly buiit
it is impossible to take this funny little soul seriously, which
is preciscly the mistake so many criminals have madel

The truth is, Alphonse is a brilliant, inventive, observant
and generally incomparable private detective. Multi-skilled
and supremely self-confident, he comes and gees as he
pleases, he never misses aclue, and he always gets his man.
Er, or elf, or dwarf. Whatever. His sharp eyes and attention
to detail allow him to learn an incredible amount in a short
time. These abilities allow him to do lot of overt investigation,
though when necessary, Alphonse is not too proud to don
a disguise and employ his considerable thieving talents to
discover more sensitive information.

He has spent much time in Altdorf, Middenheim,
Salzenmund and Marienburg as well as Bretonnia (the land
of his birth). Despite being a master of disguise, his build
and gnomish looks means he usually operates overtly, and
as such is respected by quite a few high placed individuals
who have had cause to hire him. With a repuatfon second-
to-none, Alphonse is in great demand as an investigator,
especially by people in high society who value discretion as
much as ablility. Heisn't greedy - he accepts or rejects cases
on the basis of their merit — and he doesn’t betray the con-
fidence of his employers,

Assuming the PCs were successful in their assignment,
Alphonse is prepared to tutor characters who are willing to
put up with his Idlosyncracies. Gnomes and Halflings
receive a +10 to any Fellowship test they need to make with
him.

MWSBS S T W I A DexLd Int Cl WPFel
5 54 42 3 4 956 2 52 48 57 77 61 67

Skills: Ambidextrous, Blather, Bribery, Charm, Conceal-
ment - Urban, Cryptography, Disguise, Evaluate, Fleel,
Jest, Linguistics, Mimic, Night Vision, Palm Object, Pick
Lock, Pick Pocket, Public Speaking, Read/Write, Secret
Language - Thieves Tongue, Secret Signs — Thieves Signs,
Seduction (Gnomes and Halflings only), Shadowing, Silent
Move - Rural, Silent Move - Urban, Sixth Sense, Smithing,
Wit.

Possessions: Leather jerkin; magical Ring of Belstaff (gives
wearer the equivalent of 2 APs all locations except when
wearing metal armour); magical Ring of Subduction (three
times per day wearer may use Magical Awareness or
Magical Sense); pouch with 24 GC's in small change plus
4 opals worth 25 GCs each; dagger (envenomed with man-
bane); 3 doses of Blade Venom (manbane).

Claudio Carbonetti

Claudiois avicious and evil brute, but he does have acertain
native cunning. He hails from Miragliano, and together with
his four younger brothers is currently setting up a branch

of ‘da business' in Middenheim. He is a paunchy, middle-
aged man, swarthy of skin and lecherous of eye.

MWSBS S T W I A Dexld Int Cl WPFel
4 47 38 4 4 7 49 2 35 46 36 42 38 33

Skills: Bribery, Chemistry, Disguise, Embezzling, Prepare
Poisons, Read/Write, Seduction, Spaghetti Eating,
Specialist Weapon - Rapier.

Possessions: Breastplate, rapier, dagger, gold bracelet with
motifs of severed horses’ heads (worth 6 Gold Crowns), bag
of garlic toffee, purse with 28 GCs, very nifty suit, violin case
(containing violin).

Paolo Gentile

Paolo came with Claudio to Middenheim. While completely
loyal to Claudio, Paolo's pathological sadism sometimes
causes problems for his boss. It is completely uscless to ask
Paolo to interrogate anyone, for example, since the victim
usually dies before he has a chance to answer any ques-
tions.

MWSBS S T W I A DexlLd Int Cl WP Fel
3 43 41 4 5 947 2 49 31 22 38 44 22

Skills: Disarm, Dodge Blow, Specialist Weapon - Firearms,
Strike to Injure, Strike Mighty Blow.

Possessions: Blunderbuss, sword, leather jerkin, pouch
with 5GCs.

Guiseppe the Dog

Guiseppe is a TileanManhound, avicious terrier-like brute
bred for mayhem. It {s completely loyal to Claudio and
attacks in a frenzy when he gives a verbal or hand signal.
Guiseppe {s midnight black, wears a spiked collar and has
ugly scars on its back gained from many previous combats.

MWSBS S T W I A DexlLd Int Cl WPFel
437 - 43 6501 38 - 181818 -

Alignment: Vicious!

Knud, Bruno, Axel & Mikhail

These men are freelance legbreakers for the loansharks
which inhabit the Altquartier. None are particularly intelli-
gent, and none would risk his neck to save another. They
are your basic vermin. Knud is 5' 10" and blonde; Bruno is
5' 9" and has brown hair; Axel {s 6' 2" and Mikhalil {s 5 5",
both with black hair.

MWSBS S T W I A DexlLd Int Cl WPFel
4 3531 4 3 7351 37 25 28 34 35 29

Skille: Disarm, Dodge Blow, Scale Sheer Surface, Strike to
Stun.

Possessions: Sword, knife, leather jerkin, D10 GCs and
3D10 SSs each.

O Carl Sargent
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DWARF LOREMASTER

“We have warrtors; the Dwarfs have Giant Slayers. We have Scholars; the
Dwarfs have Loremasters. Sometimes it seems that they have to go one
better in everything.”

Eberhardt Festschrift, Chancellor of the University of Altdorf.

The Loremasters are a uniquely Dwarven institution, and represent the high-
est level of Dwarven scholarship. Dedicated to the pursuit and preservation
of knowledge, they are greatly respected and Dwarven leaders value them
highly for their advice and wisdom. It is the dream of almost every Dwarven
Academic to attain the rank of Loremaster.

Every Dwarven settlement of any size will have at leas! one Loremaster,
although ~confusingly to other races - the title ‘Loremaster’ is often conferred
on the most able scholar of a Dwarven community regardless of whether or
not he is actually a Loremaster. They perform a vital task within the com-
munity, being responsible for maintaining chronicles and traditions and
using their profound knowledge to advise community leaders.

Not all Loremasters shut themselves away with their books, however. The
larger Dwarven communities, in particular, are able to spare some of their
Loremasters from day-to-day duties, and these individuals are able to pursue their own researches, often
travelling far and wide in search of lost chronicles and forgotten Dwarfholds, trying to recover the records
and knowledge lost during the carnage of the EIf and Goblin wars. Although few Loremasters are skilled

in combat, many are powerful spellcasters and they can call on a wide range of other abllities.

Advance Scheme
M Ws B § T W

+10  +10 +2

Skills: Arcane Language - Arcane Dwarf, Magick;
Art; Astronomy: Chemistry; Cryptography: Dae-
mon Lore; Divining; Engineer; Evaluate; Heraldry;
Herb Lore: History; Identify Magical Artefact;
Identify Undead; Law; Linguistics; Magical Aware-
ness; Magical Sense; Numismatics: Orlentation
(underground only); Palmistry: Rune Lore; Scroll
Lore; Speak Additional Language - player's
choice; Spot Traps: Super Numerate; Theology.

Trappings: there are no specific trappings associ-
ated with the Loremaster career. A Dwarf Lore-
master may retain the trappings of previous
careers.

Special Rules: Dwarf Loremasters are held in
Immense respect by others of their race. A Lore-
master gains a +20 bonus to Ld and Fel when
dealing with Dwarfs.

Entered From: Artisan, Scholar, Alchemist level
4, Cleric level 4 or Wizard level 4. The character
must be a Dwarf and must have completed at
least two of the careers named.

Career Exits: Cleric, Wizard, Scholar, Artisan.

Il A Dea ILd
+6 +40

In ClI WP Fel
+30 +30 +40 +40 +40

New Skills

Scholarship: This skill is unusual, in that it Is
used mainly in the acquisition of other skills. A
character with Scholarship skill is highly profl-
cient In finding and assimilating information, and
can reach a higher level of expertise in intellectual
mattlers than a character without it. In game
terms, this skill works as follows:

A character with this skill may take a knowledge-
type skill (le one which affects Int tests) a second
time. Each time the skill is taken it must be paid
for with experience points in the normal way, and
a skill may not be taken twice from the same
career. The effects of the skill are cumulative - for
example if a character has Theology skill twice
and must make an Int test where Theology skill
gives a +10 modifier, then he gains a +20 modiGer
instead.

A character with this skill also gains a +10 mod-
fler to all Int or I tests when irying to gain infor-
mation from written sources - for example. when
searching a Wizard's library for a vital dec=e=s
or the formula of a potion.
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Magic ‘Arrers’ in WFRP

Even with the new magical items listed in The Restless
Dead, the archer is very much a poor relation of the
hand-to-hand fighter in terms of magical equipment.
This is surprising when you consider that archery is a
favourite weapon of the Elves, who are one of the most
magically proficient races in the Warhammer world.

Here are some new types of magical arrow, and a special
ability system for bows which brings them more intoline
with hand-to-hand weapons. The special abilities can be
applied to other magical missile weapons, with a bit of
discretion and common sense on the part of the GM.

NEW MAGICAL
ARROWS

Arrow of Cursed Bone

Used almost exclusively by Undead, this arrow is
enchanted with powerful influences of death. Anyliving
creature which iswounded -but not killed —-by an Arrow
of Cursed Bone must make an immediate Tboughness

test. If the test is failed, the creature is killed, becoming
a Zombie under the control of the Undead side’s leader.

Arrows of Cursed Bone have no effect on Undead and
Ethereal Undead. They cause damage to Elementals
and Daemons as if they were magical arrows with no
special abilities. It is destroyed when it hits a target.

Arrow of Direful
Summonation

Arrows of this type are as much spell components as
missile weapons. Their heads are usually finely carved
crystal, and they act in much the same way as Spell

Jewels. When the arrow isfired and strikes a solid object,
a summoning spell is triggered.

Arrows of Direful Summonation vary in terms of what
they can summon, but the summoned creature or crea-
tures always appear within 1 yard of the point of impact.
Arrows of this type are almost always found singly — to
determine the type of summonation, roll on the following
table:

D100 Creature(s) Summoned
01-05 D3 Boodletters
06-10 D3 Daemonettes
11-15 D3 Plaguebearers
16-20 D3 Pink Horrors

21 1 Bloodthirster

22 1 Keeper of Secrets

23 1 Great Unclean One

24 1 Lord of Change
25-34 Air Elemental, size D6+4
35-44 Earth Elemental, size D6+4
45-54 Fire Elemental, size D6+4
55-64 Water Elemental, size D6+4
65-74 D6 Skeletons
75-84 D6 Zombies

5-89 D3 Mummies
90-94 D3 Ghouls
95-97 D83 Wraiths
98-99 D3 Wights

00 1 Spectre

The summoned creature is not controlled by the firer of
the arrow. The arrow is destroyed when the summoning
takes place.

Arrow of Far Flight

The arrow has twice the range of a normal arrow fired
from the same bow. Ranges are given on p 128 of the
WFRP rulebook.

Arrow of Fear

In addition to causing normal damage, this arrow forces
any target which it wounds to make animmediate Fear
or Terror test, unless it isimmune to psychological reac-
tions. Roll on the following table:

D100 Effect
01-75 Fear
76-90 Terror
91-97 Feart
98-00 Terrort

t all creatures friendly to the target and within sight of
it must also make the Fear or Terror test if the target
fails the test.

The arrow is destroyed when it hits a target.

52



Arrow of Fire

The arrow bursts into flames while in flight, causing D4
additional damage unless the target is immune to fire.
If the target is flammable, the arrow causes 2D4 addi-
tional damage. An Arrow of Fire causes triple normal
damage to Water Elementals.

The arrow is destroyed when it hits a target.

Arrow of Ice

The arrow is magically transformed in flight, becoming
a deadly sliver of magical ice. It cuases D3 additional
damage on a successful hit unless the target isresistant
to cold. The target is allowed a Toughness test to avoid
this additional damage. Arrows of Ice do not cause addi-
tional damage to Undead or Ethereal Undead. They
cause triple normal damage to Fire Elementals, but no
damage at all to Water Elementals.

Arrows of Ice have no special effect on Undead, Ethereal
creatures, Elementals or Daemons. They cause damage
to these creatures as if they were magical arrows with
no special abilities.

The arrow is destroyed when it hits a target.

Arrow of Madness

This arrow is enchanted to bring madness to any crea-
ture it strikes. Living creatures with an Int score of 10

o a e, WNEAMN, ~

or more which are wounded - but not killed — by the
arrow immediately gain 2D6 Insanity Points. All other
creatures are wounded as if by a magical arrow with no
special abilities.

The arrow is destroyed when it hits a target.

Arrow of Might

The arrow is enchanted so that it hits with Strength 10,
instead of the normal Strength of the bow from which it
was loosed. It is destroyed when it hits a target.

Arrow of Mind Stealing

This name covers a range of arrows with similar but not
identical effects. Roll on the following table to determine
the effect. The arrow causes normal damage on a suc-
cessful hit, and the magical effect is applied if the arrow
wounds — but does not kill - the target.

D100 Effect

10-20 Int -10
21-40 Cl-10

41-60 WP -10
61-70 Int -20
71-80 Cl1-20

81-90 WP -20
91-93 Int -20t
94-96 Cl-20t
97-00 WP -20t

t Target must make animmediate Stupidity test

Rk e - N

s
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Arrows of Mind Stealing have no special effect on
Undead, Ethereal creatures, Elementals or Daemons;
they cause damage to these creatures as if they were
magical arrows with no special abilities.

The arrow is destroyed when it hits a target.

Arrow of Pestilence

The arrow is infected with a terrible disease, and auto-
matically causes infected wounds in any creature it
wounds (except Undead, Ethereal creatures,
Elementals and Daemons). Arrows of Pestilence are
much favoured by Skaven, and by followers of Nurgle.

The arrow is destroyed when it hits a target.

Arrow of Piercing

This arrow is magically sharpened, so that non-magical
armour and shields provide no protection against it.
Such armouris not taken into account when calculating
damage, but magical armour functions normally.

Arrow of Rightful
Banishment

This arrow is enchanted to cause instability in creatures
which do not rightly belong in the everyday, material

world, in addition to causing normal damage. Roll on
the table given below to determine the precise extent of
its effects.

If the arrow wounds — but does not destroy — the target,
it must test for instability immediately, subtracting 3
from the dice roll. If the modified dice roll is zero or less,
the target is immediately destroyed.

D100 Affects...

01-20 Undead

21-40 Undead and Ethereal creatures

41-60 Elementals

61-80 Daemons

81-85 Undead, Ethereal creatures and
Elementals

86-90 Undead, Ethereal creatures and
Daemons

91-95 Elementals and Daemons

96-00 All creatures which are subject to

instability

The arrow is destroyed when it hits a target.

Arrow of Sleep

The arrow causes no damage. However, on a successful
hit the target must make a WP test or fall asleep, as if
struck by a Sleep spell.

Ifthe target hasmagical armour and/or a magical shield,
there is a +5 bonus to the test for each piece of magical
armour and a +10 bonus for a magical shield. Non-mag-
ical armour and shields provide no protection from an
Arrow of Sleep.

Arrows of Sleep have no special effect on Undead,
Ethereal creatures, Elementals or Daemons. They cause
damage to these creatures as if they were magical
arrows with no special abilities.

Arrow of Sluggish
Doom

This name covers a selection of arrows with similar but
not identical effects. Roll on the following table to deter-
mine the effect. The Arrow of Sluggish Doom causes
normal damage on a successful hit, and the magical
effect is applied if the arrow wounds — but does not kill
— the target.

D100 Effect
01-10 M-1
11-40 I1-10
41-60 1-20
61-90 Dex -10
91-98 Dex -20
99-00 I-20,M-1

Arrows of Sluggish Doom have no special effects on
Undead, Ethereal creatures, Elementals or Daemons;
however, they cause damage to these creatures asif they
were magical arrows with no special abilities.

The arrow is destroyed when it hits a target.
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Arrow of Yenom

The arrow causes poisoned wounds. Calculate damage
normally; if the target survives the normal damage, it
must make a successful Poison test or die immediately.

Arrows of Venom have no special effect on Undead,
Ethereal creatures, Elementals or Daemons. They cause
damage to these creatures as if they were magical
arrows with no special abilities.

Arrow of the Warp

This arrow has a smoky, indistinct outline, and can
never be seen clearly. This is because it is constantly
shifting back and forth between material and ethereal
states. When it hits its target, all non-magical armour
is ignored - the arrow passes through it ethereally, and
then materialises inside its hapless target! Magical
armour provides normal protection against this type of
arrow.

The arrow is destroyed when it hits its target.

Arrow of Weakening

The arrow is enchanted to weaken its target. Roll to hit
and damage as normal. If the arrow wounds — but does
not kill — the target, roll on the following table:

D100 Result
01-25 WS -10
26-50 S-1
51-75 T-1
76-83 WS -20
84-92 S-2
93-00 T-2

Arrows of Weakening have no special effect on Undead,
Ethereal creatures, Elementalsor Daemons. Theycause
damage to these creatures as if they were magical
arrows with no special abilities.

The arrow is destroyed when it hits a target.

Arrow of Wounding

The arrow is enchanted to cause more grievous wounds.
Roll on the following table:

D100 Wounds
01-50 +1
51-75 +2
76-90 +3
91-95 +4
96-00 x2

Random Magical
Arrows

The following table allows you to select magical arrows
randomly from those listed here, in the WFRP rulebook
and in The Restless Dead:

D100 Arrow Type/Number
01-04 Arrow of Banefulness, 1
05-06 Arrow of Bleeding, 1
07 Arrow of Cursed Bone,D3
08 Arrow of Direful Summonation, 1
09-12 Arrow of Division, D3
13 Arrow of Doom, 1
14-23 Arrow of Far Flight, D6
24-27 Arrow of Fear, D3
28-31 Arrow of Fire, D3
32-35 Arrow of Grappling, 1
36-39 Arrow of Ice, D3
40-41 Arrow of Madness, D3
42-51 Arrow of Might, D6
52-53 Arrow of Mind Stealing, D3
54-55 Arrow of Pestilence, 1
56-60 Arrow of Piercing, D6
61-65 Arrow of Potency, D6

66 Arrow of Rightful Banishment, 1

67-68 Arrow of Sleep, D6

69-70 Arrow of Sluggish Doom, D3
71-80 Arrow of Sure Striking, D6
81-90 Arrow of True Flight, D6
91-92 Arrow of Venom, D3

93 Arrow of the Warp, 1
Arrow of Weakening, D3
Arrow of Wounding, D6

Recovering Magical
Arrows

Many types of magical arrow are destroyed when they
hit a target — their substance is consumed in producing
a magical effect, whether or not that effect is successful.
Arrows of this type which miss theirintended target are
also destroyed, as soon as they make contact with some-
thing solid (the floor or a wall, for instance).

If an arrow is not destroyed on impact, roll a D6 at the
end of the combat in which it was fired. A roll of 1 indi-
cates that the arrow is intact and may be recovered and
used again.

Firing Magical Arrows
from Magical Bows

Unless specifically stated otherwise in the deserption of
either item, effects are cumulative. So, for example,
when an Arrow of Wounding +4 is fired from a bow with
Additional Damage +4, damage is increased by a truly
devastating +8!

MAGICAL ABILITIES
FOR BOWS

As with magical hand-to-hand weapon, it is first neces-
sary to determinethe number of magical abilities (ifany)
withwhichthe bowisinvested.Oncethishasbeendone,
roll on the Abilities table to determine the nature of each
ability.
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S H 2 maximum range, given a clear line of sight.
Number Of Abllltles The firer may specify a target area no small-
D100 Number of abilities er than )" diameter, and the arrow will hit
01-50 0 it without fail.
51-75 1 . v :
76-90 2 9195 Protection — a character who is holding the
9199 3 bow (including carrying it slung round the
00 4 neck or shoulder) cannotbe wounded by mis-
siles fired from a non-magical weapon of a
Bows with no magical abilities can still wound creatures similar type. For example, a magical long
which are immune to non-magical weapons, even when bow with this property will protect its owner
they are firing non-magical missiles. against all arrows fired at him from non-
magical long bows.
°g%g 96-00 Self-firing ~ the bow can be ordered to fire
Abilities K.

D100
01-25

Ability
Accuracy — the bow gives its user a bonus to
BS. Roll on the following table:

D106
1-4
5-17
8-9

10

BS Bonus
+5
+10
+15
+25

26-50 Additional Damage — the bow fires its mis-

siles with magical speed, causing more

damage on a successful hit. Roll on the fol-
lowing table:

D100
01-50
51-75
76-90
91-95
96-98
99-00

Damage

+1

+2

+3

+4

x2
x2, +4 points
51-55 Flame Attack — when the bow is used to fire
a non-magical arrow, it causes the arrow to
burst into flames in mid-flight, causing D4
additional damage unless the target is
immune to fire. If the target is flammable,
the arrow causes 2D4 additiona! damage. If
the target is a Water Elemental, the arrow
causes triple normal damage. If a magical
arrow is fired from the bow, the bow has no
effect on it.
56-80 Increased Range — the bow is effective at
greaterranges than normal for its type. Roll
on the following table:

Ranges
increased by
x1¥2
x2
x3

D10

81-85 Mighty Strike — once per day, the bow can
invest any one arrow which it fires with an
ES of 10. This is in addition to any other
properties which the arrow itself may have.
86-90 Marksmanship — once per day, the bow will
fire an arrow of any type so accurately that
it cannot miss a target which is within its

at a particular target, and will hang in the
air, firing one non-magical arrow per round
at the specified target until the target dies
or goes out of range or line of sight, or the
bow is ordered to stop by its owner. The bow
magically creates non-magical arrows for
itsell when firing automatically, providing
that its owner has one arrow in his posses-
sion when ordering the bow to fire.

Using this system, the magical bows in The Restless
Dead have the following standard properties:

Bow of Distance
Bow of Enchantment
Bow of Might
Bow of Seeking

Increased Range
No special abilities
Additional damage

Accuracy

O Graeme Davis
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AN ADVENTURE FOR 2ND & 3RD CAREER CHARACTERS

Brothers in Blood 1s designed for a reasonably tough
party characters, Including at least one spellcaster
of level 2 or better and one strong Warrior or Ranger.
Thet adventure uses some material from Realm of
Chaos - Slaves to Darkness, and you may find it
helpful to have a copy of this book to hand, although
it is possible to run Brothers in Blood without it. A
few new, low-to-medium-power magical items are
also Introduced.

You can play Brothers in Blood as a one-off, or build
it into an ongoing campaign. It can be set in any small
village along a major road (or river) in a forested area.
We have set the adventure just south of Gladisch,
around 10 miles south of Auerswald, but you can feel
free to change the location to suit your own campaign.

In the Enemy Within Campaign, this adventure can
be used during the ‘travel’ sections of Something
Rotten in Kislev or Empire in Flames. In the Doomn-

stones Campaign, it can be located somewhere in the
southern part of the Yetzin valley, between the river
and the road and not far from the Twisted Lands.

BACKGROUND

Brothers in Blood pits the adventurers against Axel
Klammer, Champion of Chaos - well, both of him, to
be exact. Axel received the Chaos attribute of
Duplicationsome time ago, but his two selves are now
very different. With a retinue of followers and many
other gifts from brass-throned Khorne, the Axels are
a very dangerous foe indeed.

The Axels' bloody path has just led them into a new
area, where their presence is not yet known. A simple
rescue mission leads the adventurers blundering
straight into the Chaos pack, just as a hideous ritual
is reaching its climax. Can they stop it? Probably not.
Can they handle its consequences? We shall see...

Because of their Chaos mutations, magical equip-
ment and the effects of other special rules, the
duplicated Chaos Champion Axels in particular and
their assorted followers in general are a very compli-
cated collection of villains. You should read through
the profiles at the end of this adventure very carefully
before play begins to fix the most important points
in your mind.
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you want to embellish these
rumours, then the missing
people might all be wealthy
visitors, or skilled hunters,
or passing mercenaries, or
close relatives of the Imperial
family. The wolves might be
huge, white, red, black, two-
headed, fiery-eyed, or even
invisible. Each tale will be

a
M 1T sprinthof petP? | different, but the basics -
- oV wolves and missing people —
Y S == ] will always be the same.
()
. Te
J X1 :
ce: R Gladisch
G i 7 X k ot
Bandit .’ '. The adventurers will need to
Ambush JY" AT Y : ) stay in Gladisch for the
..‘.,.'.'_.Qf 5‘ The Burial <~ night. If necessary, you can
T L2 2 Mound » use a few unfair GM ploys to

y keep them there overnight:
. foul weather, a huge tree
blocking the road which no-
one will do anything about
until daylight, the local
watch have declared a dusk-
to-dawn curfew which they
are enforcing with cross-
bows, or whatever.

{ S

There is a choice of two inns
- the Goblin's Head or the
Dancing Minstrel. It doesn’t
matter which one the adven-
turers choose, and you won't
need plans - you can-use the

standard inn from the WFRP
rulebook if necessary.
As the adventurers are

preparing to turn in for the
night, a chilling wolf howl is
heard in the distance. There
are nswering howls from
closer to hand. The locals

ADVENTURE

The adventure begins with the adventurers travelling
to Gladisch, either by river or road. Where they are
going, or why, isn't terribly important, just so long
as they are travelling through the right kind of area
and heading for Gladisch or a similar place.

On the journey, they pick up various rumours about
the place from fellow-travellers, the staff and cus-
tomers at inns they visit, and so on. They are rather
disturbing rumours, although they have obviously
grown somewhat in the telling.

Apparently, the forest around Gladisch Is haunted
by terrible wolves of enormous size and ferocity.
Several villagers have gone missing, and livestock has
been found horribly savaged. Depending on how far

bolt the doors and make
signs against evil, huddling closer over their drinks.
No-one is leaving the inn this night.

Nothing actually happens during the night that
advances the plot of the adventure, but the adven-
turers are expecting a few wolves, and it would be
churlish to disappoint them.

At first light, people begin to come out of their homes.
The adventurers are woken by a commotion outside
their hostelry; voices are raised, and there is the
sound of a dog barking excitedly. The disturbance
dies down as quickly as it arose, and all is quiet by
the time the adventurers go downstairs to breakfast.
If they ask about the noise they will be told that most
the noise was made by Otto Kruft, a local dog-breeder
of some renown. A prize animal went missing last
night, and Kruft was offering a huge reward for its
recovery. There were no takers, though - all the locals
are too scared of the wolves to go out of the village
unnecessarily.
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Spot the Dog

The adventurers can easlily get directions to Otto
Kruft's home, which is on the edge of the village. It
is a large house, with many animal pens at the back.
Barking can be heard [rom some dislance away. The
adventurers are mel by a kennel-boy. who scampers
off to get his master. If the adventurers don't go lo
Krufl, you can have Kruft come (o them — word gets
round a small place like Gladisch when there are
adventurers in town.

Otto Kruft explains that his prize stud War Dog,
Hanzi, has been stolen. His pen was broken into last
night, and it is clearly not the work of wolves. He was
about {o follow the trail of the missing dog with ‘Killer’,
an elderly and lugubrious-looking bloodhound, and
offers the adventurers 20 GC each - plus the loan of
Killer - to track the thieves down and get Hanzi back.
The prize War Dog is unmistakeable - brown with a
white chest, the size of a small pony, wearing a thick
black leather collar with a silver disc bearing his
name. Successful haggling might raise the offer to 25
GC per character, which is all that Kruft can afford
without ruining himself - although he sells his dogs
for a2 high price, the overheads of feeding, housing
and fraining are very high, and he never has large
amounts of money to spend.

If the adventurers accepli the job, Kruft takes Killer
to Hanzl's kennel, where the bloodhound sniffs about
and wags his tall, finally ambling off to the south-
west. Killer s no use at all in a fight and will flee if
possible. He has the uncanny abllity to climb trees
as fast as a cat - but only to get out of danger — and
will shoot up into the branches as soon as he is
threatened. He can't get down, though, so he’ll need
help once the danger has passed.

The map opposite shows details of the area. Travel
rate in the forested area is only 1 mile per hour while
following a trall, or 2 miles per hour otherwise — hack-
ing through the dense undergrowth is very tiring.

Bandit Attack

This first attack is a fairly simple ambush, set up by
bandits who have taken Hanzi for ransom (as it were)
and who are expecting no opposition except a few vil-
lagers. Their plan is to kill a few people — to show they
mean business - and send the survivors back to the
village with their ransom demand. The bandits will
fire at the adventurers as a group, Increasing thelr
chance to hit accordingly. They draw hand weapons
when the adventurers get close. Note that the
ambush site counts as difficult ground.

Dealing with the bandits should be easy. After two
bandits have been killed or disabled the others will
flee. If the adventurers can capture a bandit, he will
bargain for his life by offering lo lead them to the
woodsman's hut where the dog is being held. There
are only four peopie there, he says: Franz Zeeler the
oullaw chief, the woodsman, and two bandits. If the
adventurers don't think of this, then Killer will follow
the trall to the hut - after they've got him out of a
tree, of course!
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When Killer gets within 16 yards of the hut he will
refuse to go any closer. He will whine and growl, flat-
tening himself on the ground, and refuse to move.

Any character looking into the hut must make an
immediate Cl test (Physician +10). Inside are the hor-
ribly butchered remains of three Humans. The bodies
have been savagely mutilated and the sight is truly
horrific. Anyone failing the test gains D3 Insanity
Points and loses 2D10 ClI points for the rest of the
adventure. Any NPC automatically fails the test and
runs off screaming.

The Lurker by the Stove

Crouched down beside the stove, out of sight of the
casual observer, is a member of the Chaos band who
got lelt behind — a Chaos Spawn that is part Human,
part spider and mostly indescribable. It is happily
chewing on a leg, and if the adventurers approach
stealthily they will be able to surprise it. The Spawn
will be ready for them, however, if they have made
any noise in approaching the hut - NPCs running off
screaming, for instance.

The Chaos Spawn will fight if the adventurers corner
itin the hut, butifitis presented with the opportunity
to escape it will do so, fleeing into the forest — and,
incidentally, leading the adventurers straight to the
rest of the Chaos band if they decide to follow it. In

this event, the adventurers will be able to ind Axel
before nightfall and the completion of the ritual, but
the fighting strength of the Chaosband will have been
increased by the newly-arrived Spawn.

The Bodies

Any character wishing to search the bodies must first
make a successful WP test - failure leaves the hapless
character retching uncontrollably for a full turn
(counting as prone) and with a -10 modifier to all tests
for the next hour.

A careful inspection of the bodies by someone with
Heal Wounds skill will reveal a wide range of wounds
on a successful Int test. There are sharp cuts, pos-
sibly made with a sword or knile, and there are also
animal bites and a number of less distinct wounds.
The head of one body is very badly burned. Strangely,
the neck and clothing are not even scorched.

Searching the hut will turn up a small wooden coffer
underneath the forester's bed, which contains a total
of 22 GCs, 112 Shillings, and 84 Pennies. There are
also minor items of equipment in the hut - oil, can-
dles, rope, firewood, and the like, but nothing of
particular value.

The Dog

Hanzl can be found in the improvised pen at the back
of the hut. The dog Is semi-conscious and very badly
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wounded - but as soon as anyone goes near, he drags
himself into the corner, growling and snapping. If the
dog s left he'll die of his wounds - but how do you
get near enough to help him?

A successful Fel test by a character with Charm
Animal skill, or a successful Ld test by a characier
with Animal Training, will suffice to get the adven-
turers close enough to Hanz! to be able {o help him.
Alternatively, a Sleep spell will put him under so that
his wounds can be tended. Successful use of Heal
Wounds skill will restore Hanzi to 1 W (D3 if the char-
acler also has Animal Care skill), or a Druidic Priest
can use Animal Mastery and Heal Animal spells to
help the dog.

However you play out the adventurers’ attempts to
treat the Injured dog, bear in mind that Hanzl is not
the most co-operative patient. A pure-bred, highly-
trained war dog, his nature inclines him to be
unfriendly; add to this the severe injuries and mental
trauma that he has recently suflered, and the result
is that he regards everyone as an enemy. He is so
badly injured that every round he makes any violent
movements — like backing away growling from would-
be helpers, forinstance — he musi roll on the Sudden
Death Critical Hit Table. The first roll s made on the
+1 column, the second on +2, and so on. You might
like to make sure that the players get the hint by hav-
ing Hanzl collapse temporarily, or one of his wounds
suddenly open, every time you make a critical roll.
Simply jJumping in and trying to overpower the dog
is not going to work at alll

Torches cast a bloody light on the scene
as the two abominations knelt before
their blasphemous altar. Between them,
the woodsman lay bound and gagged.
His eyes were wide and rolled insanely,
but he lay as still as a corpse,
apparently paralysed with fear. The two
mutants stood now, and approached the
altar. One took a pair of foully-jagged
knives from the bloodstained cloth, the
other a copper bowl engraved with the
likeness of a grinning skull. All bore the
bloody mark of Khorne.

The one with the knives knelt beside the
woodsman, laying his victim’'s head on
his knee with a parody of tenderness.
The other placed the bowl beneath the
woodsman’s neck. The filthy knives were
raised...

Ivan hurled himself across the chamber,
catching the knife-wielder squarely
between the shoulders. The pair
slammed into the far wall as Tilariel's
arrow took the other Warrior of Khorne in
the throat. In the low entranceway, the
Venerable Grigorius raised his voice and
called upon the holy name of Sigmar.

Now, the adventurers might simply head back io
Gladisch with Hanzi once they have got him into a
fit state to travel, pocket their fee, and go on their
way. After all, it's no business of thetrs thatl the woods
are crawling with followers of Chaos! If they do this,
you should feel no compunction about having Hanzi
die en route, and the two Axels mounting a devastalt-
ing ambush Just outside the town. Afier all, there are
some things you just can’t run away from. Especially
if you're an adventurer.

The best thing for Hanzi, as any character with
Animal Care will see at a glance, would be to let him
rest for as long as he can - perhaps under the influ-
ence of a Sleep spell - before moving him. Which gives
Our Heroes time to locate and destroy the Chaos
band. If they're lucky.

There is also the issue of any bandit prisoner the
adventurers have taken. Although he will be in shock
at the sight of the butchered bodies (see above), he
will be able to tell that one body is missing. And he
may already have told the adventurers that there
were four people in the hut, so they should have
worked out that someone is missing. Are they still
alive? Have they fled or were they taken by the attack-
ers? What will happen to them? Might they pay a
reward for being rescued? There's only one way to
find out.

TRAIL OF CARNAGE

The attackers have left a clear trail. The surrounding
foliage is broken and trampled, and flecks of blood
and other... substances... dot the ground here and
there. Any character can follow the trail on a suc-
cessful Int test (EIf +10, Ranger +10), and characters
with Follow Tratl skill do so automatically. The adven-
turers can use Killer to help them follow the trail, but
he will be reluctant and may slow them down. They
might leave him with Hanzt: they should suspect that
a fight lies ahead, and one or more less combat-ori-
ented characters might also stay behind, keeping an
eye on the two dogs. Alternatively, if Hanzl is able to
move he and Killer might follow the adventurers at a
distance, out of harm's way.

The trail leads to the barrow, as shown on the map.
If the adventurers are in hot pursuit of the fleeing
Chaos Spawn (see above), they will reach the barrow
well before dusk. If not, they will arrive there just as
dusk begins to fall...

TERROR IN THE GLOOM

The Axels and their followers have taken up residence
in an ancient barrow-mound, and it is here that the
trail leads.

Outside the mound are seven wolves — the normal
Great Wolves of the Axels' retinue. They charge
snarling to attack any intruders, giving the alarm
with their barks and howls. If they are frightened off
- by fire, for instance - they retreat into the barrow.
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Within that enclosed area, they will attack without
fear, they are backed into a dead end and have
nowhere to run.

The howling of the wolves will alert the Axels. What
they do will depend on the timing. If it is daylight,
both Axels will come out to fight, together with the
three Chaos Hounds and the Spawn if it has survived
its first meeting with the adventurers. The adventur-
ers have a hard fight on their hands!

If it is dusk, the Axels are in the middle of performing
aritual to their bloody master, using the blood of the
bound and helpless forester whom they brought with
them from the hut. The Axels will rely on their wolves
and Chaos Hounds to hold the intruders off until the

ritual can be completed - this will take one whole
turn, or six rounds from the time the wolves attack.
If the adventurers an get past the wolves and Chaos
Hounds, into the barrow, and wound or successfully
cast a spell on either of the Axels, then the ritual will
be disrupted. Otherwise, the Axels will complete the
ritual, take a further round arming themselves, and
then enter the fray.

Within the mound, most chambers are empty save
for a littering of bones, a skull or two, and a few loose
coins or items of silver - notes on treasure in the
mound are given below. One chamber, however, is
furnished with a crude wooden table, covered with a
stiffreddish-brown cloth and set with a pair of cruelly
serrated knives and a copper bowl filled with blood

62



- an altar to Khorne the Blood God, whose symbol
may be seen on both knives and the bowl. Also in
this chamber, is the missing body - that of the
forester. He will be alive, although wounded, bound
and in shock if the ritual has not been completed,
but dead otherwise.

THE GIFT OF BLOOD

Any character with Theology skill or a current or past
career as a Daemonologist or Necromancer will
realise on a successful Int test that the ritual is a
summonation of some kind - if they witness one or
more rounds of the ritual, that is. If the ritual is com-
pleted, the floor of the barrow begins to shudder
slightly, accompanied by a deep, resonant grinding
sound from deep within the earth. Something is hap-
pening, but what? This should give the adventurers
something to think about as they polish off the last
of the Chaos band.

The sound grows louder, and the shaking more vio-
lent. After a couple of rounds, dust is filtering down
from the chamber ceilings in the barrow. Next round,
small fragments of rock begin to fall. On the fourth
and subsequent rounds after the completion of the
ritual, rolla D4 foreach of the passages in the barrow:
aroll of 1 indicates that the passage has collapsed,
trapping anyone in the chamber beyond and inflict-
ing anyone in the passage with the effects of an
Assault of Stones spell before they can get clear. If a
player doesn't make it clear that his character is try-
ing to get out of the barrow, he has an equal chance
of ending up on either side of the rockfall. However,
the passages are not completely blocked. A foot or so
of space remains at the top of the passage, enough
for an adventurer to squeeze through if he left his
backpack and any other bulky items behind.

On the sixth round after the completion of the ritual,
a strong red light begins to shine up from the earth,
through the falling rock. Abruptly, the noise and
shaking cease. The red light grows stronger, pouring
up from below. Everything is painfully, unnaturally
still.

On the seventh round, the light becomes almost
solid. With a noise like a gale, it rushes into the cham-
ber where the sacrifice took place, coalescing into a
solid mass. Elsewhere, it ceases to shine. The mass
of light begins to take on a shape...

On the eighth round after the completion of the ritual,
the light solidifles into the form of a Bloodletter. It
immediately attacks any living creature in the cham-
ber who does not bear the mark of Khorne, and when
they are dead it goes out into the other chambers,
killing every living thing it finds. It is permitted an
Int test to realise th<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>