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This chapter provides a general overview of Game Mastering and
the pleasures and pitfalls of the role. If you think of roleplaying as
improvisational theatre, your job as the GM is equal parts director,
stage crew, and bit player.

You develop the story that unfolds at the gaming table, introduce
the intriguing events and dire challenges facing the other players,
and take the role of all the characters the PCs meet, from the surly
guard at the gate to the comically squeaking goblin shaman and the
arrogant vampire count.

In and out of combat you decide enemy actions — but this doesn’t
mean youTe in competition with the players. Quite the opposite.
Your goal should always be fun for all. It’s your job to keep the story
moving forward (even when the players’ decisions lead it to places
you don’t expect), to tailor adventures to your group’s interests and
play style, and to ensure that every game session is exciting, inter-
esting, and memorable.

This chapter covers a variety of different topics of interest to a GM,
from managing players at the table to setting expectations for a
campaign, as well as tips and suggestions on making Warhammer
Fantasy Roleplay run as smooth as possible.

YOU’RE A PARTNER, NOT
AN ADVERSARY

This is perhaps the most important thing to remember. Your goal
isn’t to kill the characters or beat the players. You're there to keep
the adventure challenging and fun. There’s no one player declared
the “winner” of a roleplaying game as with traditional boardgames.
Aslong as everyone’s having a good time you're doing fine, and
everyone wins.

Balancing the level of challenge can be tricky. If encounters are too
difficult, the players will feel overwhelmed. If encounters are too
easy, they grow bored. Practice and instinct can help a GM develop
a good sense of gauging challenges. The GM also has some tools

at his disposal to adjust the difficulty of a challenge, as shown in
Chapter Six: Enemies & Adversaries, starting on page 44.

The issues of balance and challenge brings up an important ques-
tion many GMs face: should you “fudge” rolls? Some GMs prefer to
“let the dice fall where they may” while others use a Game Master
screen to hide rolls. This increases suspense, but more importantly




it lets them cheat...for the sake of a better game experience. When
a hit would certainly result in a character’s untimely death, for
example, they might modify the result.

Be careful with fudging rolls; if the players begin to believe they
are not really put at risk by the challenges they face, they’ll lose the
sense of achievement for their accomplishments. Likewise, suc-
ceeding at everything quickly makes for a dull game.

Whether you roll dice out in the open or in private, or choose to
reinterpret the results, is largely a matter of personal style. If you
do fudge rolls, however, you should do so to create a better story
or more enjoyable experience in a way that favours the characters.
They are, after all, the heroes, and bad luck shouldn’t be the thing
that thwarts their progress. Villains can, fate might, but bad luck?
That’s just a fleeting obstacle.

YOUR HRST SESSION

It’s easy to obsess over making your first session “perfect.” Don't.
The novelty will mask imperfections, and you’ll have plenty of time
later to work in hints, interesting story hooks, and foreshadowing.
The first few sessions generally focus on learning the basics of the
game system, learning the characters’ abilities and motivations,
and getting comfortable in your role as a GM. Make sure you're
familiar and comfortable with your events and NPCs. It can also be
extremely helpful if you can tailor the adventure to the characters.
Here are some tips to accomplish that goal.

BUILDING THE STORY

Some GMs run adventures with nothing more than notes scrawled
on cocktail napkins. Others prepare detailed flowcharts, character
bios, and maps for any area the characters might visit. As a new
GM, you may wish to err on the side of preparation, especially for
things like monster statistics and basic task resolution. Be aware
that the game can slow down considerably if you need to constantly
flip through several books during play.

Fortunately, combat in Warhammer Fantasy Roleplay plays out on
an abstract battlefield instead of a grid or hex map, so you can focus
on describing encounter areas rather than mapping them. Episodes
are still very important, however, and can be another focus of your
first effort. At least to start, it’s recommended the GM use the
Three Act Structure introduced in Chapter 2, starting on page 14.

PUBLISHED ADVENTURES

Warhammer Fantasy Roleplay has a rich history of existing adven-
tures containing all the stories and challenges you need for a few
evenings’ entertainment. With alittle customisation, you can take
these adventures and tailor them to your group. Luckily, there are a
few sure-fire ways to cement them in your world.

Include Character Hooks: Look for ways to link the adventure
to the characters’ personal stories. Slip long-sought items into
the adventure rewards, replace adventure NPCs with PC allies or
enemies, or set the adventure in familiar territory.

Go Beyond the Ending: There’s no reason the adventure has to
end with the last published page. Much like inserting locations,
characters, and items from your continuity into the adventure, you
can let popular or interesting aspects of the adventure integrate
back into your growing world.

BRINGING THE GROUP TOGETHER

How do a thug, an apprentice wizard, a dishonoured dwarf Troll
Slayer, and a wood elf hunter come to trust each other with their
lives? That’s a tough question. But it’s also one of the most impor-
tant you can answer during your first few sessions. It frames the
world for the players before the action starts, giving them a com-
mon touchstone and a reason to remain together through the tough
times to come.

Common friends or enemies work nicely, as do shared quests.
Another, more complex option is a series of non-reciprocal con-
nections between the characters. For example, the thug might be a
low-life cousin to the apprentice wizard, who befriended the Troll
Slayer during a nasty mess out in the wilds, where the Troll Slayer
saved the wood elf’s life, and so on. While somewhat contrived,
these kinds of connections can be great fuel for future adventures.
It also presents opportunities for strong roleplaying.

REDUCE, REUSE, RECYCLE

Parts of nearly every adventure go unused. Encounters are skipped
or avoided, NPCs are never met, or some combat encounters are
resolved peacefully. Never fear. Work is never wasted. Save it all.
Everything created can find a home in a future adventure. Simply
change a few details and none will be the wiser.

Even previously used components can find new homes if enough of
the details change. With a new name, a couple of different character
options, and some unique quirks you can quickly transform that
mercenary from three sessions ago into this week’s Captain of the
Guard. A bandit camp can become a missing traveller’s last known
location, decorated with clues to his whereabouts. Replace bay
windows with arrow slits, and a manor house can double as a guard
house. This tactic is especially helpful when you need to generate a
person or place quickly.

RUNNING THE GAME

They say no plan survives first contact with the enemy, and that’s
equally true of adventures. No matter how well you know your
players and how much you prepare, they’re going to take the game
in new and unexpected directions. This can be tough, especially for
anew GM who’s still getting his feet wet. Here are some basic tips
for handling these situations.




MAINTAINING RECORDS

Another of your duties as GM is keeping track of things. Your play-
ers can help. They can share their updated character sheets after
they spend advances, change equipment, and make other upgrades
to keep you up to date on their progress.

Setting and NPC updates are your responsibility. Fortunately,
many monsters die, flee, or are otherwise retired after an encounter,
and the rest only need to change to satisfy the needs of the evolving
story. Recurring villains may require regular upgrades and notes,
mainly to keep them in line with the PCs’ abilities.

If your group enjoys a higher degree of realism, you may want to
periodically check things like encumbrance levels and ammuni-
tion, but a degree of trust is warranted. You're mainly looking for
mistakes. Players don’t usually intend to deceive the GM, but it’s
easy to overlook fired arrows and coins spent in the thick of play.

MAKING RULES CALLS

Warhammer Fantasy Roleplay keeps things moving with simple,
broadly-applied rules rather than mountains of special exceptions
and legalese. With a little experience, you should be able to handle
most situations. But no set of rules covers every contingency. You’ll
frequently have to make quick rulings as players test the unexpect-
ed and use abilities in unforeseen ways. In these cases, fall back on
these tried and true guidelines.

FasT 1s GENERALLY BETTER THAN RIGHT

When making a rules call, keep the game’s momentum in mind.
It’s acceptable to reference an easy-to-find rule that doesn’t require
much reading, but otherwise you're better oft making a gut call and
getting on with the game. Gut calls should generally side with the
players, as it’s a lot easier to forgive accidentally helping the group
than hindering them.

DoEs 1T ENHANCE THE GAME?

If a player wants to try something off the beaten path, be open to
his suggestions. If they have ideas that sound interesting and would
make for a good story and add to the excitement, you don’t need to
let the cards or dice dictate the outcome. It’s okay to rule in favour
of an interesting idea by just letting it happen, or by giving the play-
ers a chance to let it happen.

KEEP THE RULES CONSISTENT

After any session when you make a gut call, you can go back to
study the official rule. At that point you might decide you like your
own rule more, in which case you're fine. If not, then explain to the
players at the next session that you're going with the official rule
from then on.

It’s fine to shift the rules a bit between sessions, but it can be jarring
to do it within a single session. Should you discover, for instance,
that you've been misreading or misinterpreting a monster’s ability,
there’s no reason why you can’t continue with the error until you
take a break. Significant rule changes mid-encounter can be disori-
enting, pulling everyone out of the experience.

t is rare for anyone to succeed at every attempt.
Actually, when it comes to one’s first attempt

at magic, sometimes it’s quite surprising to find
anyone succeeding...at all!

In fact, I have it on good authority that our very
own Supreme Patriarch, the estimable Balthazar
Gelt, failed his first apprenticeship task. Due to a
miscalculation, the lead from his examination was
transformed not into gold, but into a wheel of sharp
cheese. It was one of the most delicious failures in the
history of the Colleges, so I'm told.

FixiNG A BapD Rurzes CALL

Sometimes you’ll make a call that dramatically increases an en-
counter’s difficulty or hinders the party. You can still go back and
make a final ruling later. But what if the characters are suddenly
fighting for their lives in what should be a routine combat? You have
a couple of options.

First, consider ways to level the playing field. Perhaps one or more
of the enemies flee. Or reinforcements arrive to bolster the char-
acters’ defences. Have you awarded the party any fortune points
lately? Allowing fortune to refresh so they have more fortune
points at their disposal might do the trick.

Alternately, if it looks like the group will ultimately win the day,
you can increase the reward to compensate for their pain and
suffering. Maybe the enemies were holding a particular item the
group’s been hunting, or they have more silver coins than you had
originally planned. The group might find some information that
advances their personal goals or gives them an edge in an upcoming
encounter.

It’s often a good idea to keep the players in the loop, explaining
why they’re benefiting from such good fortune, but not always.
With enough experience, you might be able to cover your mistakes
without the players ever learning what happened.

CUsTOMISING THE OLD WORLD

You are the world for your players. You play every single charac-

ter — and animal, and possibly sentient, mutated plant — in the Old
World, apart from the players. Fortunately, as with so much of your
job, this is a lot easier than it sounds. It starts with the following
simple truth.




THE PLAYERS ARE THE
STARS OF THE SHOW

No matter how much fun you have running NPCs—and it is fun—
remember that they’re guest stars in the characters’ saga. One of
the most common mistakes made by GM:s is letting NPCs steal

the characters’ spotlight. With notable exceptions made to support
the ongoing story, NPCs generally should not be faster, smarter,

or more capable than the PCs. They shouldn’t be solving all the
PCs’ problems, ordering the PCs around, or dominating events.
Essentially, the player characters shouldn’t take a back seat during
their own adventures.

When required, NPC assistance should be plausible. Watchmen
help solve crimes, soldiers help fight wars, merchants help haggle
or have important information. Even when the characters call upon
NPCs for help, strive to keep the PCs in the thick of the action.
NPCs can be busy with other things, travelling in far-off lands,

or simply may refuse to help for personal reasons. So long as the
refusal makes sense given the NPC’s background and personality,
the players have nothing to complain about.

BUILDING THE CAST

When populating your world, keep it simple. You don’t need statis-
tics for every tailor, grocer, or barber in every city any more than
you need them for every marauder, beastman, or Chaos cultist in
the wild. Only the very small number of NPCs you expect to come
“on stage” need to be fleshed out. And even then, you only need to
provide enough detail for the players to easily visualise and interact
with them.

A name, a few brief notes, and one or two personality quirks are
plenty to make the average NPC memorable. Something as simple
as this can suffice:

Heinrich the innkeeper. Very fussy, bit of a clean-freak.
Thinning hair. Friendly and outgoing.
Tries to sound sophisticated, even though he isn't.

Stock NPCs

Stock NPCs are pregenerated characters you can use at a moment’s
notice. They come in handy when the group takes a shine to an
NPC who consists of little more than a name and a few notes, or
when you need to introduce an unexpected character, for when the
group is venturing off the beaten path. Just tweak one or two details
and you're off and running!

Many archetypes show up in the Warhammer fantasy setting: the
grizzled mercenary captain, the rich merchant, the spoiled young
noble, the fanatical witch hunter, and many others. These are the
basis for great stock NPCs. Over time you’ll expand this collection
for your world, increasing the tools at your disposal and making
your game more vibrant and unique.

REecurrING NPCs

Players have an odd habit of “adopting” NPCs they like, making
them more important than you ever planned. The party’s Bright
Wizard might decide to take on the masterless apprentice you
added as colour, and wants to take him to train at the Colleges of
Magic. The Troll Slayer, finding he enjoys Rolf the gate guard’s
crude jokes, might try to hire him as a mercenary. The players
could decide that the obnoxious drunken noble at the tavernis a
follower of Nurgle and begin trailing him. In all these cases you've
got a potentially recurring NPC on your hands — a character that
keeps cropping up to support or advance a particular part of the
story. In this case, parts of the story are being guided by the players.

Recurring NPCs can enhance the game for everyone. They
strengthen continuity and reward those involved in creating and in-
teracting with them. They expand your stable of regular characters
and cement the players in the world. However, the GM shouldn’t
teel forced into making every background character recurring if it
doesn’t serve the needs of the story. The apprentice can turn down
the wizard’s offer, the gate guard might be happy where he is, and
following the noble might reveal a dull life of simple civil service.

Famous NPCs

There’s a vast amount of supporting material for the Warhammer
fantasy universe, filled with fascinating characters. It can be a lot
of fun to meet and interact with these personalities, but it runs the
risk of sidelining the PCs. This is especially true if those famous
characters are alive and well, and facing the same challenges as the
group is facing.

As always, the GM has several options if he chooses to introduce
such an NPC. The players could encounter a famed NPC when
he’s wounded, sick, imprisoned, or otherwise unable to act, but that
only works in some scenarios. This can work particularly well if the
group’s goal is to heal, free, or assist the NPC.

Another option is to split the NPC off from the party at a criti-

. .cal moment, perhaps with the group taking half of a large force of

enemies and the NPC taking the other. This approach allows the
GM to showcase the NPC’s prowess without undermining the
‘challenge facing the group.

FunNY VOICES AND PRETTY PICTURES

One of a GM’s many fringe benefits is the chance to ham it up.
For those so inclined, Warhammer Fantasy Roleplay offers ample

| opportunity. You can have your orcs talk like soccer hooligans,
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and goblins talk like soccer hooligans who’ve inhaled helium.
Maybe haughty nobles have classic British accents and crime lords
sound like Marlon Brando in his prime, while grizzled mercenaries
get the guttural Clint Eastwood treatment.

For most NPCs, you can use a generic voice by race or career. But

for the really special characters, you might want to add a little flour-

ish so your portrayal is instantly recognisable, such as a signature
accent, a turn of phrase, or certain manner of speech. You can also
adopt body language, mannerisms, and gestures to bring these
NPCs to life.

Pictures are another great way to upgrade NPCs. There are alot
of art resources available to a GM, and with a little bit of research
and time, you can quickly generate a rogue’s gallery to choose from
when describing a particular type of NPC or introducing a crucial
personality. Players can benefit from this as well, finding images
that represent, loosely or specifically, what their character looks
like. They might even start with the picture and choose their char-
acter’s careers and other options to match.

Small props can also give your games that extra spark. When your
players discover a note on the bandit they defeated, imagine how
much more immersive and realistic it is if you hand the players an
actual note you created, rather than just reading from your notes.
Play money, an odd ring you pick up at a thrift store, or other props
can add alot to the experience.

As with stock characters, it shouldn’t take you long to build a
library of all these things, letting you slip in and out of characters
with ease and helping make your sessions really come to life.

MANAGING ENCOUNTERS
AND ENEMIES

While the GM is still learning the ropes, combat can be hectic.
There’s a lot to track, and while each player has only one character,
you often have several. It’s easy to get overwhelmed. In addition to
the specific options to consider during an encounter as discussed
in Chapter 6: Enemies & Adversaries, here are some other things to
keep in mind while preparing your adventure.

BALANCING ENCOUNTERS

A group’s success is determined not just by your ability to build an
effective challenge but also by the composition of the party, the
group’s tactics, and simple, dumb luck. When you realise an en-
counter is getting too easy or too difficult for the characters, watch
for ways to even the odds.

If the encounter is part of a multi-act episode, enemies can flee to
be encountered again later, or they can get help from allies origi-
nally planned to arrive in a later act or scene.

Fortune dice are another option when the group is struggling. Give
the players a few chances to shine and reward them on the spot for
seizing the day. By awarding some fortune points to the party sheet
and triggering a fortune refresh, you can provide the players with
some important resources without sacrificing the intensity of an
encounter. While preparing the adventure, you should also look for
opportunities to reward players with fortune points. Uncovering
clues, interacting with NPCs, and reaching key locations are all
accomplishments that could warrant fortune points.

ENCOUNTER ER ';VA'._R“mTy' g ¥

It’s important not to let encounters become repetitive. The episode
and act structure helps a great deal with this, as you aren’t limited
to a traditional linear pattern of fight monsters, get treasure, move
to the next room, repeat. But some work is still required to ensure
that each encounter becomes a compelling mini-story with its own
twists, turns, and surprises.

As an example, let’s assume the characters are fighting their way
through a beastman infested forest. They might be surprised to
find giant spiders as well, plus maybe a waylaid wood elf scout held
prisoner in their webs. Or perhaps they run into a small band of
goblins following a strange, mushroom-induced vision.

Unexpected twists like these add spice and provide the all-impor-
tant sense that there’s more happening beyond just the characters’
adventures. It helps the world breathe with fascinating questions,
some of which can lead to new stories. What was the wood elflook-
ing for? Where did the goblins come from and was their vision real?

Hero DEaTH

The worst case scenario in just about any roleplaying game is losing
the entire group at once. It means starting over with all new charac-
ters and no continuity. Unless the players have agreed to start fresh,
the GM may want to avoid this outcome. One option is to have the
characters wake up somewhere new, perhaps as prisoners of the en-
emy. A less severe alternative might find them saved by an interven-
ing force that rescues them and nurtures them back to health.

Sometimes though, you may want to let events run their course,
particularly if wilfully ignorant decisions or poor judgement got the
characters into their current predicament. Intervening to save the
players from their own folly sends a message that there’s no real risk
to the game and encourages them to act carelessly. Warhammer is




a grim, dark, and fatalistic world where even p(_)V\;erful heroes are
mortal. If the players begin to think their characters are not in any
real danger, a vital component of the experience is lost.

IMPROVISING

Sometimes PCs flounder despite all your clever hints. They fail to
realise the innkeeper is a corrupt servant of Chaos. They ignore
the eerie cavern in the hills in favour of chasing down red herrings
you mentioned in passing. Or they spend an hour arguing over the
best headgear for the witch hunter. In these moments, you have to
get a little creative. This is when you can make the next step clear
without telling the players precisely what to do.

Be careful not to go overboard, as it’s neither helpful nor fun. If
the innkeeper greets the group with “Have you considered joining a
Chaos cult? We meet every Konistag at dusk,” the characters become
spectators in their own story. Players love to pick up on clues. The
trick is introducing them in such a way that your group will notice
and understand them without feeling they were obvious. This is
mostly about you observing your players and developing stories
geared for their talents and strengths.

The best hints are subtle. The innkeeper could stumble and tear
his shirt, revealing—for just a moment—a thin stream of dripping
pus from high on his back. Sneaking up to his window that night as
he takes off his shirt, the characters might get a better look at the
source: a giant, oozing eye growing through his spine.

MaaGiciaN’s CHOICE

An important tool in every GM arsenal is the false choice—a set of
options presented to the group that, no matter their choice, leads to
the next step in the adventure. For example, the characters reach a
fork in the road and can head left or right. Unbeknownst to them,
either path leads to a bandit attack. Alternatively, the second road
might lead to a group of goblins but after either fight the characters
find clues leading to a dwarf mine.

A variation on this is useful when presenting a mystery, or any
challenge in which the characters must come to one conclusion
from many. Who is the real cultist? Which is the forged document?
Whichever one the PCs choose! This works best when you can
take the player’s conclusions and reasonably apply them, accept-
ing the group’s choice as the right choice. This is a fantastic way to
empower the players, reward them for their involvement, and keep
the adventure on track.

When employing these tactics, it’s only fair to include choices with
separate and palpable consequences in later encounters. Otherwise
the adventure becomes little more than a series of preordained
obstacles which the group must overcome to resolve the story.

. KEEP THE WORLD CONSISTENT

As with rules calls, once you declare something as true to the play-
‘. ers, it should remain true. Unless there’s a reasonable explanation,
the facts should remain the facts. Everyone in the game, including
the GM, relies on consistency to continue believing in the world. If
the GM abandons this approach, the game starts to fall apart.

MaxkE THE WORLD YOUR OwWN

Despite its long and rich history, during your sessions, Warham-
mer is your world. If you need a new town on the Reik, add one. If
you want a massive WAAAGH! to reach Altdorf and threaten the
city, feel free. Stretch your imagination to decorate, populate, and
mutate the setting to your heart’s content.

One word of caution. The players are expecting to play in the War-
hammer world. If you change things too much, you undermine that
expectation. Pacifist orcs, Troll Slayers leading sad, contemplative
lives, or removing all Chaos and magic from the setting changes

it so significantly — it’s no longer Warhammer Fantasy. Keep the
essence of the setting intact, and no matter how much else changes,
your plans should blend nicely.

LeT FATE DECIDE...

Here’s another handy tip to use when you find yourself having to
answer a question you haven’t considered and don’t have the first
clue how to address, such as “Is there a blacksmith in town?” You can
let the dice decide.

Just grab a few fortune dice, roll them, and evaluate the results. If
there are any successes, the players get the answer they’re looking
for. Yes, there’s a blacksmith. If there are also boons, perhaps things
are even better than expected. He’s an expert blacksmith, or he has
exactly what the characters were looking for. No successes? Sorry,
no blacksmith here. The more reasonable or likely the answer is to
be yes, the more dice you can roll. The more outlandish or unlikely
the answer is to be yes, the fewer dice you can roll.

...BUT NEVER LET THE GAME
REST ON A SINGLE QUTCOME

Allow for backup plans. It’s an easy mistake to have everything
hinge on a single roll, meeting a single NPC, or making a single
choice. If the roll fails, the NPC is missed, or the choice is made
incorrectly, the game suddenly freezes.
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A classic example is the hidden secret door leading to the

enemy hideout, the only way in or out. Unless the group finds that
door, they never find the Chaos cult and never save the city. Adding
one or two other ways to gain access offers other ways to complete
the adventure, and encourages the players to keep trying.

Another example is the one and only NPC with clues leading to the
next encounter. Should he die, you can introduce a backup charac-
ter or, better yet, assign the information to a character the group’s
already met. Having multiple options encourages the players to
more fully explore the story, rather than having everything hinge
on one pivotal issue.

RUNNING A SESSION

A typical roleplay session can last from three to six hours. Thisis a
long time to do anything, even something as fun as roleplaying, so
it’s a good idea to make the environment as pleasant and inviting

as possible. It should be clean and well-lit, because folks will be
reading rules and checking character sheets and dice. There should
be plenty of room, too. Cramped quarters lead to tipped soda cans
and flared tempers. Make sure you have comfortable seats and that
people can get around easily for bathroom breaks or to grab snacks.

Do your best to avoid distractions like TV, video games, laptops,
and phones. Keep players focused on the game. Even when a player
isn’t “on stage”, he can drag everyone out of the moment if his atten-
tion wanders or his phone starts ringing.

WATCHING THE CLOCK

It’s best to have a fixed start time and a general plan on when to end
a session. When possible, try to end with a cliffhanger, right after a
major fight, during an interlude between encounters, or just as the
players have formulated a plan and are about to put it into action.
This raises anticipation and gets people excited about the next ses-
sion. Ending the evening at a lull has the opposite effect and should
be avoided if possible.

Do your best to avoid ending a session in the middle of an ongoing
encounter. Rally Steps—a brief pause in structured encounters
discussed in more detail on page 15—are a great place to pause the
game, marking progress in resolving an episode. If you stop in the
middle of an encounter, you risk no one remembering the details
or how far along the action has progressed. If necessary, consider
fudging the end of an act to reach a Rally Step and call it a night.

PrAYER KNOWLEDGE Vs.
CHARACTER KNOWLEDGE

Players sometimes learn things their characters don’t. For example,
the players might be present when one of the characters has a secret
meeting with alocal baron. All the players know what happened
but the characters don’t, and it’s not reasonable for any of the other
characters to act on that knowledge. A similar situation arises when
one or more players figure out what the GM has planned in an
adventure and use that knowledge to the group’s benefit.

It’s hard to ignore information, but in these cases it makes the game
far more believable and interesting. There’s alot of fun to be had,
for example, roleplaying a character who trusts an NPC that the
player knows is a dangerous villain. If a player has knowledge his
character doesn’t have and doesn’t abuse it, that’s easily worth a
fortune point added to the party sheet.

ABSENT PLAYERS

It happens. Sometimes someone can’t make it to
the session. Ideally, they’ve given some warning. It’s
good to have a stated absentee policy in advance,

so everyone knows what to expect. In addition, the
group should decide whether or not absent players
earn experience points for the game session. Here
are several options.

4+ The absent player’s character takes care

of some business “off screen” for the session.
Alternately, he’s considered to be “off exploring”
or “fighting ineffectively.”

#+ The GM controls the absent player’s char-
acter for the session, effectively running him as
an NPC.

#+ Another player runs the character. This is
recommended as an advanced option, as it adds
quite a lot of responsibility to the player in ques-
tion. He has to keep track of two sets of stats
and fret over whether he’s playing the character
the “right way.” There’s also the outside chance
that the player abuses his control of multiple
characters, perhaps having one fight recklessly
to save the other.

#+ The group postpones the session until ev-
eryone can attend. This is generally the weakest
option, but sometimes the game simply can’t
run without a particular character there, such as
when the session is the climax of a very personal
story arc.
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On the other hand, a character often possesses knowledge that the
player does not have. A player may not realise that his character is
expected to stand when nobility enters the room, but his diplomatic
High Elf envoy character would certainly know this. It is prefer-
able to provide players with the information their characters would
reasonably know rather than to punish them for any gaps in their
real-world knowledge.

KEEPING THE GROUP TOGETHER

Some GMs try desperately to keep the group together during play.
This is often easier said than done. For example, the characters
visit a town. Everyone wants to do something on their own. The
wizard wants to chat up his fellow academics, the dwarf wants to
get drunk, and the pit fighter wants to earn some coin.

Under these circumstances, give everyone a little attention but
keep the exchanges brisk. Don’t linger on any single player for too
long, and aim to resolve any solo activities as quickly and efficiently
as possible. An attentive GM will find ways to reunite the group as
the story and their individual actions unfold.




INTRODUCING NEW
ADVENTURERS

Characters die, players leave the game and new
players join, and sometimes players just want to try
something different. All these situations change the
group composition.

This can be difficult to handle. It interrupts the reg-
ular flow of play with a character’s departure, which
is an event that deserves special attention. There’s
also the group’s acceptance of a newcomer, which
can be difficult to justify in a world as paranoid as
Warhammer. Here are some suggestions.

# Introduce the new character as a friend or
relative of one of the other current PCs.

+ Have a trusted NPC assign the new charac-
ter to the group.

+ Make the newcomer’s arrival part of a
special adventure conceived to help the group
bond. For example, a rigorous gauntlet through
enemy territory with lots of opportunities for
characters to rely on each other, work together,
and get used to each other’s quirks.

#+ Createa “pool” of potential characters to
draw from. The previously unnamed members
of a mercenary guild, or apprentices from the
wizard’s college that the characters are associat-
ed with. This approach offers built-in camarade-
rie and background.
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PAacING

When things get bogged down, don’t be afraid to borrow from the
classics. Someone kicks in the door and starts a fight. An orc raid-
ing party stumbles into the group. The local baron mistakes them
for spies and sends his elite troops after them. Chaos cultists need
sacrifices and the players find themselves in the wrong place at the
wrong time. The world of Warhammer is dark and dangerous. The
threat of sudden violence looms everywhere.

LET THE PLAYERS SHINE

Over the course of an extended campaign, the GM may consider
letting characters “star” in each adventure (though not to the exclu-
sion of the others). For example, one of the PCs is a high elf envoy.
An adventure might centre around his mission to make peaceful
contact with a dwarf clan that has along-standing grudge against

the high elves.

The character must win the dwarfs’ trust and make amends for
past wrongs, real or imagined. Along the way he undertakes a dan-
gerous quest or two, uncovers a mystery (perhaps that the dwarfs
were fooled into thinking that the elves had insulted them), and
so on. Yet even with all this focus on one character, the rest of the
group must be involved. Fortunately, there’s plenty of opportunity
here. The other PCs can help battle the monsters, solve the puzzles,
and make new friends and enemies along the way.

Next time, you might focus on the group’s wizard or mercenary in-
stead. This is the GM’s chance to speak with the players about the
things they’d like to see their characters do and experience. Some
might want to fight a particular monster or visit a particular loca-
tion. Others might want a tragic love story or a tale of dishonour
and betrayal. Use this feedback as seeds for stories that ultimately
involve everyone.

Grour DYNAMICS

There are two group dynamics to consider as the GM. The dynam-
ic between the players, and the dynamic between their characters.
In the healthiest games, both run smoothly. The players get along
as friends and characters get along as adventuring companions. Not
all groups enjoy this luxury though, so it’s important to recognise
when and how things go awry. Here are a few potential pitfalls.

DrEBATES & ARGUMENTS

In-game debates can easily spill out of game, or vice-versa. It’s criti-
cal you notice when people are no longer roleplaying an argument
but actually having an argument. These heated moments warrant

a time out. Tell everyone to take a quick break. Grab some drinks.
Order a pizza. Take a moment to discuss the situation with those
involved, individually if necessary, and listen to everything they
have to say. Often this is enough to defuse the situation. But don’t
be afraid to dig in and get to the bottom of any real issues lingering
beneath the surface.

TENsSION & FRICTION

Tension is a little less troublesome in the character dynamic and
can even enhance the game. The Party Tension meter on the party
sheet helps model this. The Warhammer universe is filled with
allies of necessity. It’s a common theme to see the forces of good
setting aside their small differences lest they be overwhelmed and
destroyed by Chaos.

Knowing this intellectually and accepting it emotionally are dif-
ferent things, of course. Keep an eye on friction and tension, but
ultimately, a good GM realises that great roleplaying and stories
provide opportunities to confront — and overcome - such conflicts.
Party tension can be increased when the characters (rather than
their players) act in a way that erodes group cohesion or morale.
The PCs are arguing, one steals from another, puts another mem-
ber of the party at risk, or some other questionable activity.

CoMMON GROUND

Player characters should have enough in common to justify their
continued companionship. It’s easy for players to fall into a stub-
born routine, crippling the group with indecision. Avoid this before
the game begins by ensuring that the character concepts have some
common ground, or by providing the group with a common reason

T 5 TR TE L T Ri¥ars U0 U JRTH TR A . ST 2 w



to put their differences aside. For example, a threat against their :
common homeland could unite the group. The group’s party sheet
can also help them establish a common purpose.

CHARACTER BALANCE & VARIETY

During character creation, the GM may want to encourage a bal-
ance of character options. The career system has a lot of flexibility,
and provides a party of characters with many options. Even with
this flexibility, no single character can do everything. If the whole
party consists of Troll Slayers, or any other single career, they’re
going to have a hard time dealing with problems outside their area
of expertise.

It is a good idea for the players to sit down and conceive their char-"

acters together, ensuring they can handle a variety of situations.
Can the group deal with Chaos cultists, devious traps, underhand-
ed politicians, rampaging orcs, complex mysteries, and any other
elements you throw at them? If you're planning a story that leans
heavily toward one or two concepts, this is a good time to tell the
group so they can make sure they’re prepared.

COMFORT Z,ONES

The Old World is bleak and occasionally depraved. Even the so-
called good guys may be touched by darkness. Participants in the
eternal conflicts routinely engage in shocking, horrific acts. How
you depict these acts, or whether you depict them at all, is entirely
up to your group.

People have varying comfort levels. In a social setting like a role-
playing group, it’s very important to recognise and respect those
comfort levels. No one should indulge actions or descriptions that
make players feel uncomfortable. Discuss everyone’s comfort zones
before you start playing, and you stand a much better chance of
avoiding potential offences. Some topics that may test a player’s
comfort level include torture, extreme graphic violence, racism,
sexism, or explicit sexuality. As a rule, it’s best to leave evil acts to
evil NPCs and keep the players firmly heroic in nature.

No one player should be allowed to unilaterally change the tone

of a campaign. A common example involves interrogation. Some
players leap directly to torture, thinking it’s the most direct route
to the information they want. Other players are disturbed by this
behaviour or flatly refuse to stay in such environments. In these
cases, simply pause the game and talk about it. If anyone’s upset, it’s
time to tone the game down.

With that said, it’s important to note the difference between a
player’s emotions and those of a character. A debate between an
witch hunter and a gentle priest of Shallya over the way to treata
captured bandit can be grist for a wonderful night’s play but when
a player’s beliefs, values, or principles are compromised, it’s time to
scale it back.

In general, exercise caution—especially if you don’t already know
your players’ comfort levels. Setting clear expectations and bound-
aries for behaviour and acceptable play early in the campaign can
prevent potential issues down the road.

FEEDBACK AND IMPROVEMENT

Game Mastering is very much a skill, one that improves with time
and practice. Getting good feedback from your players can have a
significant impact on the quality of your sessions.

LEARNING FROM MISTAKES

When you realise you've made a mistake, own up to it, apologise,
and remember the error. Next time you won’t misinterpret that
particular rule, or leave such a gaping hole in the plot. Next time,
you’ll be better prepared and your adventures will be more care-
fully constructed.

Don’tlet mistakes get you down. Game Mastering is complicated.
You constantly juggle group management, rules knowledge, im-
provisational theatre, and plot creation. Treat every mistake as a
chance to learn and you're on the right track.

ASKING FOR ADVICE

Don’t be afraid to ask your players questions. After each session, if
there’s time, get feedback. Ask them to be honest but polite. Were
the fights too hard or easy? Did a player feel he had nothing to do or
that the encounter was geared too heavily towards one character?
Would the players like the campaign to be more action oriented?
Are they looking for something you're not giving them? Asking just
a few questions each session can go a long way toward firming up
your game and your skills.

It’s also possible that some players are more familiar with the rules
than you, especially if this is your first time as a GM. While you
shouldn’t allow players to constantly interrupt the game with mi-
nor rules questions, it can be a great help to take advantage of their
expertise or willingness to help. It’s okay to ask for help and say
somethinglike, “I don’t remember how this rule works. Do you mind

looking it up while I resolve this creature’s action?”
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Events in Warhammer Fantasy Roleplay unfold and are resolved ac-
cording to a variety of game measurements. Which measurement is
used is based on the amount of time the events generally consume,
and how they affect the advancement of the story. For instance, the
largest units of measurements, campaigns and adventures, are fully
developed storylines that span at least one game session and often
encompass several sessions. These are discussed in their own sec-
tion, in Chapter Five, starting on page 3S.

During a game session, events occur in either story mode or
encounter mode. Story mode is used when the story’s focus is
“zoomed out”. When actions are not being presented with sig-
nificant conflicts, they can be resolved in story mode in a broad
manner as if described by a narrator. If an event advances the story,
but its individual details can be resolved with little resistance or
conflict or if the order in which they are resolved is of little conse-
quence, it is best to manage these actions in story mode.

However, when the GM or players wish to “zoom in” the story’s

focus, the game often switches to encounter mode. This mode is

useful when actions are being opposed, when resolving the order of

events is important, or players wish to roleplay events in character.
h' Often, significant events during encounter mode are presented as

~ an episode, the game structure detailing the resolution of a series of

connected scenes or activities. Episodes are generally composed of
acts, more specific, focused elements of the narrative. Actions are
resolved during encounter mode using rounds, turns, and phases,
which usually represent relatively short units of time. The events
and their outcomes may occur simultaneously, but mechanically
the players describe their characters’ actions, roll dice, and with
the help of the GM, interpret the results to explain how the scene
resolves and describe the results.

THE STRUCTURE OF A STORY

Episodes are specific events that make up a story. An episode is a
single cohesive activity that usually (but not always) takes place
over a short amount of time and tends to be resolved within a single
setting — though that setting can be as broad as “a castle” or “the
trading road.”

In a movie, it is easy to identify individual episodes. When the
camera cuts away to a new location or the characters finish chasing
someone or examining a crime scene or hacking their way through
ajungle and begin a new course of action, it is a new scene or
episode. The same is true in a game. When the focus of the action
changes, and the characters adjust their immediate objectives, the
game enters a new scene, a new episode.



BuUILDING BLOCKS

An adventure’s episodes are composed of building blocks called
acts. Episodes in Warhammer Fantasy Roleplay make particular use
of the three-act structure. This three-act structure is often seen in
plays, with a rising action, a climax, and a falling action. In the clas-
sic format, the first act sets up the dramatic tension, the second act
fulfils the tension, and the third act offers resolution. The third act
may often become a springboard for the next encounter. Resolving
the events of the previous act may reveal new clues and concerns
which link back into the adventure or campaign, moving the larger
plots along.

Specifically, an act s a single goal or action within that episode.

If the characters are pursuing a fleeing band of cultists, that is the
episode. It is part of the larger storyline, the characters’ attempts to
shut down the cult once and for all. But within that goal the episode
is a clear activity with a finite duration. The individual steps of the
pursuit are the acts that comprise the episode. If the cultists disap-
pear into an old abandoned temple and the characters go in after
them, then searching the temple is a single act. Battling the cultists
within the cellar storeroom is a separate, second act. Stopping them
from collapsing the unstable building and using the destruction

to cover their escape could be the third act in this linked series of
action. All the acts are part of the larger episode, but each act has a
tighter focus, a narrower setting, and often its own separate set of
immediate goals.

STRUCTURE IS A PACING ToOLs

Does this mean that every time the characters explore a building
the exploration should fit within a single act? Not necessarily. It
depends entirely upon the building in question and what you have
planned for them. Ifit’s an active cultist headquarters, and they
have traps and shrines and gruesome scenes lurking in each room,
you may want to tackle each as a separate act. In such a case, search-
ing each floor could be its own episode.

In other cases, a single room may be an episode all by itself,
complete with three acts: entering the room and discovering the
danger, dealing with the danger, and then finding clues or artefacts
or victims that answer whatever question or quest led the charac-
ters there in the first place.

Regardless of whether the third act is a complete resolution or a
bridge to subsequent encounters, the episode framework helps
structure and develop the encounters, allowing the GM to pace
stories more effectively and keep the characters engaged through-
out. Ultimately, the use of acts and episodes—of breaking up
stories into smaller, concrete tasks and elements—is a pacing tool
for GMs, allowing them to focus on more manageable aspects of
a story rather than trying to juggle everything at once. And like
most tools, the GM can use this in a variety of ways, or decide this
particular toolisn’t necessary to tell his stories.

TueE RALLY STEP

A unique element to the episode structure is the link between the
acts. This interval is known as a Rally Step. It is a momentary lull in
the action, a deliberate pause from the frenetic pace of the encoun-
ter, a commercial break from the current episode. The Rally Step

is when characters and players alike can catch their breath, bind a
wound, notch an arrow, and prepare for what comes next. In out-

of-character terms it is the pause for bathroom breaks, drink
refills, nagging rules questions, and off-topic asides. In-game, it is a
chance for characters to reorient, rearm, and refocus.

THE RALLY MECHANICS

In addition to its function from a narrative and book-keeping
standpoint, the Rally Step has mechanical significance, as well.
During the Rally Step, the GM evaluates the resolution of the pre-
vious act and prepares for the next act. This is a good time to award
a fortune point or two to the party sheet for the players’ participa-
tion, involvement, and performance in the previous act.

Further, when a Rally Step occurs, all the participants in the en-
counter immediately make these adjustments:

#+ Move their stance marker one step towards a neutral stance

#+ Remove one recharge token from each of their currently re-
charging cards

+ Recover 1 stress and 1 fatigue

Adjust current power or favour as if it were that character’s End
of Turn Phase

During a Rally Step, each character has the opportunity to perform
one special Rally Step action. These actions can be performed in
any order, or the GM may simply ask the players in turn which
action they would like to perform. Characters can choose from the
following options:

4 Perform one manoeuvre

+ Attempt a First Aid check on himself or another engaged
target

+ Attempt an Easy (1d) Resilience check to recover fatigue
equal to the number of successes generated

+ Attempt an Easy (1d) Discipline check to recover stress equal
to the number of successes generated

#+ Re-rollinitiative for the party’s lowest initiative token
#+ Perform an action with the Rally trait

The GM may decide that certain options aren’t available during

a particular Rally Step based on the circumstances. If the PCs are
engaged with a group of orcs, he may not allow them a chance to at-
tempt a First Aid check, or if their hands are bound, disallow using
manoeuvres to draw or sheath a weapon.

Henchmen NPCs do not get to perform any of these Rally Step
actions, but the GM may allow important NPCs, creatures, and en-
emies to each perform one manoeuvre or action with the Rally trait.

Finally, during the Rally Step, the NPCs, creatures, and enemies
refresh their Aggression, Cunning, and Expertise dice budgets.
Information on Aggression, Cunning, and Expertise can be found
in Chapter 6: Enemies & Adversaries, starting on page 44.




Wuy THREE AcCTS?

Episodes can have as few or as many acts as needed
to resolve the action. However using three acts is
often an excellent choice. It is a classic foundation
for drama, providing time for a proper set-up, an
exciting conflict, and a clean resolution.

Add too many acts and the episode may become
bloated and unfocused. The players begin to forget
their objective for the episode, or lose interest as
the initial complication gets buried in excess detail.
Offer too few acts and an episode feels rushed or
incomplete. Players feel they’ve been tossed into

a conflict with little or no build-up, or that the
conflict ends abruptly and now they’re faced with
an awkward scene change with too many questions
left unanswered.

The important thing is to run through the acts in
your head before running them in the game. Do
they feel right? Is there a sense of continuous mo-
tion, and of a build-up through the firstact and a
release of tension and resolution through the third?
Does any part feel rushed, or drawn out? Does
anything seem abrupt or out of place? As GMs use
the episode structure more often they will get more
comfortable with it. Soon, a GM will be able to as-
sess an encounter as it forms in his head, dividing it
into its component acts and setting any additional
scenes aside for episodes of their own.
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Without a Rally Step, the acts flow into one another without
distinction. On the surface, that may sound good from a pacing
standpoint — keep the energy flowing, the story rolling, and the
characters running, so the adrenaline stays high and everyone stays
focused . Without pauses, however, everything ultimately starts to
blur together. Soon the characters (and players) will have a hard
time focusing on anything at all. The mind needs a break from a
long sequence of action and danger. The players need a minute to
look around and realise just how scary things are, otherwise they
become less affected by the terror. Without a brief respite, it is hard
to experience the same dramatic highs and lows. Rally Steps pro-
vide an opportunity to restore that perspective, which allows the
GM to ratchet the action back up again once the next act begins.

Rally Steps are also useful character tools from a mechanical and
narrative angle. They give the players a chance to adjust their
characters, reacting to the end of the previous act and readying
themselves for the next act. There’s rarely time in the middle of
the action to work out a plan, but a Rally Step is that brief moment
where the characters can catch their breath and decide what they
want to do next.

KEEP THE PLAYERS INTERESTED

Most good storytellers introduce Rally Steps automatically; it’s just
second nature. They just don’t call them Rally Steps, or sometimes
even realise they exist. When a storyteller reaches an exciting point
in the story—the hero has just confronted the tyrant king and
survived a sudden assault from the enraged ruler—and pauses to
take a sip of water, he knows what he’s doing. He’s making his audi-
ence wait. He’s keeping them interested, holding their attention,
increasing the suspense even as he contrasts his own temporary
silence with the action and noise of the scene he just described. It’s
a time-honoured technique. Warhammer Fantasy Roleplay simply
formalises this technique for the Game Master. It’s another valu-
able tool the GM can employ to improve the game and increase
everyone’s enjoyment.

INTRODUCING RALLY STEPS

So how do you use a Rally Step? Do you suddenly stop in the
middle of a fight and say, “Okay, Rally Step time! Everybody get up
and stretch! Your characters are frozen in mid-motion!”?

Of course not. That’s not a Rally Step, it’s a freeze-frame that takes
everyone out of the story. A Rally Step is intended to keep everyone
in the story while giving the story a chance to catch its breath.

First of all, Rally Steps are meant to occur between acts. That
means you have to be familiar with the structure of your acts before
you can see where a Rally Step naturally fits and how to define it.
Think about the episode you've created. How does it break down?
What are the components that build the whole? Where could you
introduce a scene break?

Some pauses are more obvious than others. If the characters are
fending off an attack upon a manor house, the different waves of
attackers could be considered separate acts. Often in battle there’s
a brief pause between those waves, as attackers and defenders alike
regroup. Those could certainly be Rally Steps.

hﬁ”ﬁl‘e Ra],ly Step ‘Here are ]ust a few
yW1sh to conslde

o+ TE@ baron of the manor stops to welgh his optlons
8 '-before dec1ding whether or not to help the PCs

-:'The leader of the enemy force is defeated causmg h1s
-;Eg’ilnlons to stop and assess their situation
: it \“ &
o+ 'The chandelier overhead crashes to the groti‘.nd star-

tling everyone foramoment S :

+ Trumpets blare at the masquerade ball ngnalllng the
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A change of scenery within a scene can also provide a natural

place for a pause. Take the example of the cultists hiding in the
abandoned temple, as mentioned earlier. The temple itself is the
setting for the entire episode, but within that temple are several
rooms or areas. When the characters finish searching one room and
move to the next, that could be considered a scene break—they’re
still involved in the larger activity and still within the larger loca-
tion, but they’ve just changed to a different section of that location
and their activity may vary accordingly. Inserting a Rally Step
between rooms or floors might make sense.

Other times, a Rally Step can be more subtle. The characters are
after a crooked merchant. They trick or bully their way into his
manor house, and find themselves face to face with the man him-
self. What do they do now? It’s natural to pause for a second here—
the dilettante straightens up, the ratcatcher dusts oft his clothes,
the mercenary clears his throat.

Why? Because the characters need a second to think, to switch
gears. They’ve managed to get to the merchant, and so the new
question is “now what?” This confrontation could indicate transi-
tion into a new act, which allows the GM to introduce a Rally
Step. Admittedly, at first glance it might not appear that it should.
After all, the characters are standing in a drawing room facing the
merchant they’ve been pursuing. They don’t leave the room, so
their location stays the same. They still plan to stop the merchant,
so their goal is the same. He’s right in front of them, so they aren’t
going to take their eyes off him if they can help themselves. Yet, it
could certainly be an act change and a Rally Step.

Why? Because they’ve accomplished one of their objectives.
They’ve made it into the manor house and are confronting the mer-
chant. The characters can cross that off their list and move on to
the next step. That mental adjustment signifies a Rally Step—they
may not be able to sit down, bind their wounds, and eat something,
but the characters do have a few moments to think about what they
want to do next. And their players have that same opportunity—
they can turn to each other and say “Okay, now what?”

This is the time for them to get up, stretch their legs, and pon-

der the situation for a moment before the action starts up again
full-force. And this sort of Rally Step also provides an excellent
opportunity for a villain to make his Big Prepared Speech before the
final battle ensues.

FocusING ON THE Task AT HAND

As the GM, one of your responsibilities is to make sure that every-
one takes advantage of a Rally Step. This is an opportunity to help
the players focus on the task at hand, or to remind them of small
details they might have overlooked but that can help them with
their objectives. The simplest way to accomplish this is to ask each
player in turn, “okay, what are you going to do next?” You can also use
this as an opportunity to remind them of the details of the scene
and what is going on around them, to help them stay in the story:
“Ok, so you've got beastmen crouching on the rocks in front of you and
to the left side—to the right is a sheer drop. Behind you looms the forest
from which you just emerged. What do you do now?”

The Rally Step is the perfect time to remind players about things
their characters have or have done if it’s appropriate. For example,
you can ask one player, “Are you still holding your crossbow? You
don’t have a bolt in place right now, do you?” That’s enough to make
the player remember that: 1) his character has a crossbow; 2) it’s
already in his hands; and 3) it isn’t loaded.

You can also point out little details in the guise of narrative fla-
vour: “The mutant snarls at you, its wide, bulbous eyes blinking. Green
pus oozes from tiny mouths on its neck, soiling the richly embroidered
tabard it wears.” This might remind the players that those tabards
all bear the same device, the sheaf and coin symbol of house Ru-
digor, the local count’s household. And perhaps one of them may
remember the signet ring they took off the count’s envoy when he
crossed paths with them earlier that same day.

Your goal isn’t to force the players into any particular action, but

to encourage them to use the Rally Step as fully as possible. It’s
essentially a free pass, a chance for players and characters alike to
assess their situation and figure out how best to proceed. The more
effectively that time is spent, the happier the players will be once
action resumes, and the more enjoyment they will have in general.

Be careful, however. Rally Steps should generally only reflect brief
pauses, nothing more. The merchant isn’t going to stand there

for an hour while the characters gather enough blackpowder to
construct a crude explosive device. Nor should you let the players
abuse the idea of a “game pause.”

Going to the bathroom, getting more food, and chatting a bit about
what to do next is all well and good—drawing up detailed maps
and plotting out each possible manoeuvre isn’t. If you let the play-
ers sit and talk too long, you risk losing the in-game momentum
that’s been building. Give the players just enough time to refresh
themselves and think about their next few decisions before resum-
ing the action.
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RELATIVE TIMEFRAME
& SCALE

There is no hard and fast rule about the duration of
episodes, acts, or even rounds. A particular episode
might reflect the long, slow process of penetrating
an elite social circle, an extensive investigation of a
crime ring with ties to a Chaos cult, or perhaps even
an arduous overland expedition. In such circum-
stances, social interactions may be carried out by
messenger or letter rather than a face-to-face en-
counter. A single round can abstractly represent the
characters’ actions over the course of an entire day.

At such alevel of abstraction, relative range
(engaged, close, medium, long, and extreme) can
either expand to encompass broader definitions
or the GM may deem them irrelevant. In the right
encounter, close range might mean in the same

building, while medium range becomes in the same
neighbourhood, long range extends out to the city
limits, and so on.

With relatively few adjustments, the existing epi-
sode and act structure is flexible enough to accom-
modate virtually any scene you can imagine. The
amount of time that goes by is less important than
whether or not the focus is on a single plot element
or story concept. Here is a good rule of thumb: if
it could be a single chapter of a novel, then it can
generally be resolved in a single episode — even if it
represents several weeks or months of story time.

Such prolonged episodes can be useful breaks be-
tween more active adventures. Used sparingly, they
can provide interesting and realistic pacing for your
campaign, while at the same time allowing injured
party members to recuperate, conduct research,

or engage in other lengthy endeavours. These
expanded episodes do tend to de-emphasise the
frenetic combat and action elements of the game,
however, which for some players is the main reason
they’re at the table!
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SwAPPING OQUT ACTS

One advantage of the three-act structure and the Rally Step is the
time it affords you as the GM to think and adjust along with your
players. This brief pause to reflect on the story is important because
plans and stories rarely unfold exactly as planned. A character
might kill a key non-player character before that NPC reveals some
crucial information, which means the characters now need a new
way of finding out where they need to go next. Or they may piece
together clues long before you thought they would figure things
out, allowing them to bypass several elements you had planned and
approach an encounter earlier than you were expecting.

That’s why Rally Steps are just as important for GM:s as for
players. You can stop and consider what happened in the last act
and see how it affects your plans for the next act, for the remainder
of the current episode, and for the campaign as a whole. It can be
challenging to change all your plans on the fly, so use the Rally Step
to evaluate where things stand. You can shuffle NPCs about a bit,
build new links between recent events and those you have planned
for the future, or set a few new clues to replace ones that were
destroyed or ignored.

Sometimes, minor changes aren’t enough. Sometimes you have to
make more drastic revisions to your plans. You may even want to
replace entire acts. For an example, go back and review the temple
infiltration scene described earlier. The characters searched the
temple just as you expected. They found the cultists down in the
basement, exactly as you planned.

And then they attacked quickly and strategically, surrounding the
cultists and cutting off their escape before killing or capturing ev-
ery last one. You weren’t expecting that! You thought they’d charge
from the front of the room, allowing the cultists to slip through the
concealed door at the back and try to escape back up through the
temple! Now it’s the end of the second act and the cultists have all
been completely subdued. So what do you do now?

You originally intended the third act to resolve a scene where the
cultists flee and bring the temple crashing down behind them. But
that plan does not fit anymore. These cultists won’t be able to lead
the characters back to their hideout where the cult leader is busy
summoning a daemon. You still want that confrontation—it’s what
you've been building toward throughout the story—so you have to
find a new way to get the characters there. And you need a way to
wrap this episode up before leading them in that direction.

Time for a completely new third act. Can any of the captured cult-
ists escape? Unlikely—those who aren’t dead are badly wounded,
and securely bound. Could any other cultists come looking for
them? That may be unrealistic—how would the other cultists
know where to look, when this group ran into this temple only be-
cause they were being chased? Could the characters find something
on the cultists that will lead them back to the headquarters? You
might decide that’s not possible—the cultists aren’t that stupid, es-
pecially their leader, and he’d never have let them take such blatant
clues with them.

But you also know that the cultleader is domineering, and para-
noid, and has powerful magicks. He doesn’t trust anyone, not even
his own followers. And these cultists have been gone far too long
already. He could use his dark arts to peer through their eyes, so he
can see the characters and the situation. He knows the characters
are searching for him, and he needs some way to stop them. And
here, in this old temple, are several freshly slain cultists, whose
souls already belong to him and to his daemonic master! Perfect!

Now you have a new third act. The cult leader speaks through one
of the dead cultists, taunting the characters. Then he reanimates
their bodies and orders them to attack! The fight for survival
against the reanimated cultists could be resolved in a single tense
act to end the current episode.

Alternatively, depending on how much emphasis the GM wanted
to place on this story twist, this could lead into an entirely new
episode, based on the characters facing the reanimated cultists.

The first act could be the cultleader taunting them and the bodies




rising, the second act the battle between the heroes and the
animated cultists, and the third act resolving with the defeat of the
animated corpses in a way that provides a clue leading the charac-
ters back to the cult leader.

Asyou can see, Rally Steps give you the option of revising the acts
and the direction of the episode, allowing you to adjust your plans,
keep things moving, and keep the players and characters engaged.
A GM can still make adjustments as he goes regardless; the Rally
Step merely provides a structured method to accomplish this.

PLANNING AHEAD

When building an over-arching story as a series of episodes, you
will want to have several acts or events planned in advance. Itis
helpful to have a general idea of where you want the story to go, but
even more helpful to identify scenes or story elements you think
may develop into their own episodes.

Many GMs make up their stories as they go, confident that they
can pull the elements together spontaneously and make it all ap-
pear seamless. Some of them can, too. But it’s not easy, and takes
alot of practice. Mapping out some of the potential ways the story
could evolve allows you to relax more and enjoy running the game
instead of worrying about what might happen next.

Some GMs may be concerned about planning too far ahead, fearful
of making the story feel stiff and predictable. The episode structure
addresses those concerns, since the GM can customise each act
during the Rally Step. Good GM:s tend to do this naturally, mini-
mising the elements the players are less interested in while focusing
on the elements the players are also focused on.

It is still important to retain some flexibility in the story so it feels
organic and responsive to the actions and deeds of the characters.
You do not have to think “well, I have these two episodes already lined
up, so they've got to go through them exactly as I've planned them, one
act at a time.” Instead, think of your acts and episodes as building
blocks, ones that you've stacked in a particular arrangement, but
which can be easily pulled out and rearranged based on what the
story needs.

With this approach, if the characters wander left when you had
thought they’d go to the right, ignoring the old ruins in favour of
the tavern, you can simply push the “ambush in the ruins” act out of
the way and pull the “strange rumours and an awkward reception at
the tavern” act to the forefront. You may have to make some adjust-
ments to the episode, but if you already have a good feel for the acts
involved this becomes an easy adjustment to make.

EVENTS AND ACTIONS
OuUTsIDE OF EPISODES

Even with the episode and act structure tools to help the GM
construct and manage the story, this does not mean that all events
occurring in encounter mode must be part of an episode with indi-
vidual acts. Some scenes simply do not need that level of detail or
that sense of building tensions and anticipation.

You only need to rely on episode structure when it feels appropri-
ate. To help determine if there’s a valid reason to consider using

a structured approach, there are several questions you can ask
yourself when considering whether to run a scene as an episode or
simply resolve them in a less structured manner.

Question 1: How long is this encounter? If a scene is too short
to accommodate acts separated by a Rally Step, it may be better
off as a standard scene in encounter mode—or possibly resolved in
story mode—rather than a structured episode. If a character wan-
ders into a shop to buy a new pair of boots, how much time does
he spend doing that? A few minutes? Is there enough time during
this transaction to accommodate several acts and Rally Steps? Not
really. Not if he goes in, selects a pair of boots, pays for them, and
leaves. Even if there is some haggling involved or dialogue with an
NPC, ifit is a simple transaction, it does not warrant more than a
single act to accomplish.

Question 2: Does the scene have any real stakes involved?
Dramatic impact is also a factor. Buying new boots is a mundane
activity. Unless something out of the ordinary occurs, it has very
little dramatic impact on the story. In this case, it is unlikely you
will want to use the episode structure, let alone a “zoom in” to use
encounter mode.

Question 3: How many characters are involved in the scene?
If only one character is involved, you may want to remain in

story mode to move things along. This decision can be less about
whether the scene feels important than about giving equal time to
all your players. However, sometimes the encounter is significant
enough, either to the character or to the story or to both, that it
does warrant the episode approach.

Question 4: Does a structured approach feel like a natural fit?
Once a GM gets comfortable using the act structure, he’ll develop a
sense of when a scene or encounter would benefit from using a more
structured approach over a free-form approach. When in doubt,

d trust your instincts.




AcT1

The PCs are contacted

by a concerned member

of the Cult of Sigmar who
asks for their help. He pro-
vides them with a copy of a
heretical speech the priest
gave as a sermon at the lo-
cal temple of Sigmar.

EXAMPLE OF STORY STRUCTURE

AcCT 2A

The PCs begin their
investigation by visiting the
Temple of Sigmar to look for
clues, where they encounter
a frightened cult attendant.

AcT 2B

The PCs try to track down
people who attended the
service and uncover more
clues. They are assaulted by

AcT 3

Armed with the proof they
need, they confront the
priest and charge him with
heresy. A battle ensues
between the priest and

his misguided flock of
followers.

azealot along the way.

This example shows how a series of Acts can be struc-
tured within the framework of the larger Episode. In
this case, the Episode represents the scenes and events
he expects the players to encounter over the course

of the session. The over-arching plot for this episode
consists of the characters investigating rumours abouta
corrupt priest who has been spreading heresy at alocal
Temple of Sigmar.

The GM has prepared a few Acts to cover the main
encounters he has planned. To stay flexible, he’s con-
sidered a few possible actions the PCs may take before
finally confronting the priest. It’s possible that the char-
acters advance to Act 3 after resolving only one of the
possible Act 2 scenes. Likewise, PCs may investigate
more and end up resolving both of the GM’s prepared
Act 2 scenes before moving on.

e L e

SWAPPING STRUCTURE
MID-STREAM

Players do not necessarily need to know what sort of structure
you're using for a scene. The GM doesn’t tell the players, “Okay, this
is an episode, and we’re in act one!” or “This is not an episode, just so
you know—no Rally Steps this time around.” This gives you the flex-
ibility to change your mind based on how the scene resolves.

For a scene at the local tavern, you might expect the characters

to just wander in, grab some food, maybe ask a few questions,

and then depart. Instead, one of the characters decides to start a
barroom brawl! As luck would have it, one of the guys he picks to
beat on is someone you had already decided would have important
information the characters could use. Someone with several friends

watching his back.

The scene has just gone from a quick cutaway of the characters get-
ting food to a brawl that could have a significant effect on the story.
The stakes have gone up, the length of the encounter has increased,
and the dramatic impact has shot up as well. This is a great op-
portunity to resolve the scene using encounter mode, rather than
resolve it in story mode the way you originally planned.

A TRANSITION IN PROGRESS

Here’s one way to expand the barroom scene just described into an
episode. The GM takes a moment to consider the scene now, and
what might happen next. The characters are picking a fight with
some of the locals. The shady figure and his friends are among their
targets, and fight back. These men are armed and carry themselves
like hardened mercenaries. That changes the stakes for the char-
acters, and they might want to take a moment to reassess and draw
their weapons. That is a good opportunity to use a Rally Step.

This transition depicts the start of the brawl as Act One, and the
conflict with the mercenaries becomes Act Two. If the characters
look like they are winning, the mercenaries will toss a few tables
at them and make a break for it, dragging their wounded with
them. If the mercenaries win, they take the characters captive and
drag them off to ask a few pointed questions of their own. Either
provides grounds for Act Three, leading to another scene with the
mercenaries.

This also works the other way. The GM may have originally
planned the entire bar room brawl as an episode, but the characters
don’t oblige—they ignore the mercenaries’ taunts and manage to
defuse the situation without coming to blows. The GM no longer
needs a more structured approach. After dodging the issue of a

| brawl, the characters pay for their food and leave. A few of the mer-
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cenaries follow them. Whether the mercenaries ambush them

or the characters notice their shadows and turn the tables, this
situation might evolve into its own episode. Regardless, the scene
in the tavern is finished.

With alittle planning, the GM can be prepared to adjust the scene TIM_E & DURATION

structure when events change. This allows him to accommodate
the story’s needs and keep the players engaged and their characters

. While keeping track of specific times and durations
on their toes.

for Warhammer Fantasy Roelplay is often unneces-

sary, the game does use a series of terms to help
SAMPI .E, EPISODES manage units of time. The following list defines the
terms from the broadest and most open-ended to
the smallest and most specific units.

The concept of structured episodes and acts to resolve encounters
may be quite new to some GMs. Some examples are provided to
help showcase the flexibility and usefulness of this approach. By CAMPAIGN: A series of linked adventures. Cam-
fleshing out these simple templates with various details, the GM paigns can last for a handful of sessions, or com-
can run a variety of encounters. prise several dozen sessions, depending on the
scale of the over-arching storyline. In game time, a

TI_IE HOSTAGE NEGOTIATION campaign may represents weeks, months, or even

years of time invested in the story.

Overview: Someone has been kidnapped or taken hostage, and the

characters have to rescue the victim using their heads instead of ADVENTURE: A series of linked episodes and events

their sword arms. representing a distinct story line. Most adventures
can be resolved in one to four sessions. Events in

AcT 1: OPENING MOVES adventures occur in either Story Mode or Encoun-

News of the kidnap reaches the characters. The stage is set. The en- genode;

emy’s demands are made known. This may be a very short act and
may play out in story mode. After some investigation or discussion
of their plans, the act ends when the PCs decide where to go to deal
with the situation.

ErisobEs: Significant events or scenes which drive
the elements of an adventure forward. Several
episodes can be resolved during a single session. An
episode may contain a series of structured, encoun-

Rally Step ter mode events as well as story mode events.

Acrs: A self-contained story element that details

Act 2 : TENSE NEGOTIATIONS : . et
one part of an episode. Episodes are traditionally

The characters arrive on the scene. Negotiations begin in earnest. comprised of three acts. Individual acts are usually

Stakes are raised and tensions mount. A Progress Track could be resolved in either story mode or encounter mode.

used to resolve this scene, with tokens for the negotiation team, the ;

hostage-takers, and potentially for any more direct rescue attempt. Rarry STep: The brief pause in the action between

This act ends when the negotiator succeeds, the hostage-takers cut acts, or the transition from one act to the next. This

off negotiations, or a rescue attempt results in combat. allows the players and Game Master to re-focus and
take a short break (if needed) before diving back

Rally Step into the adventure.

AcT 3: THE RESOLUTION Rounbs: Resolving the action during encounter
mode is done round-by-round, with characters tak-
ing their actions. The action described in encounter
mode may take several rounds to resolve.

The negotiation succeeds and the PCs may have bartered for the
hostage’s life. Or things went poorly and negotiations have esca-
lated to bloodshed. Can the hostage be saved? Based on the results
of Act 2, this act could be as simple as escorting the former hostage

TurNs: When the active player performs the ac-
to safety or as complex as a rescue mission.

tions for his character, he is taking his turn. During
encounter mode, once all the participants have

POsSIBLE COMPLICATIONS taken a turn, the round is over.

The kidnapper is extremely powerful and unpredictable (such

as a Chaos sorcerer), the kidnapper has nothing to lose (he’ll be

hanged if he survives), time is of the essence (the hostage is bleed-

ing and will die unless treated quickly), violence is not an option

(the kidnapper is the baron’s son and the baron demands he not be

harmed), the hostages don’t want to be rescued.

PHasEs: An individual turn may be broken down
into phases. Some of the phases involve automatic
book-keeping tasks, while others help structure the
player’s decisions.
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THE AMBUSH " ¥ Acr3: A Cuance oF Prans

The fight changes in an important way—perhaps the attackers flee,

Overview: The party is caught off guard and ambushed by alurk-  or their leader reveals himself. The ambush bonus goes away here,
ing threat. Perhaps beastmen waiting in the woods as they travel as during the Rally Step the PCs reorient themselves. Alternately,
down a dusty road, or thugs waiting for them to passbyanalleyina  Act 3 can trigger if the PCs change tactics—perhaps they decide to
seedy section of Altdorf. flee, for example.

AcT 1: BLINDSIDED! PossiBLE COMPLICATIONS

The characters are blissfully unaware of what’s about to happen. The weather works against the players (heavy rains, sleet), it’s dark
This act starts out in story mode—after all, if they're asked to roll and at night, the characters were lured into the ambush and are un-
for initiative, they’ll suspect something is up! Some clues may alert  suspecting, the characters are using themselves as bait and hoping
them, and at a minimum someone should make an Observation to be ambushed, the characters are the ones setting up the ambush

check. This act ends either when the trap is sprung (when the PCs against another target.
enter the kill-zone or the GM decides enough time has passed), or

when the PCs detect the would-be-ambushers. MIST AKEN IDENTITY

Rally Step Overview: A member of the party is mistaken for a known fugitive

or hated foe. This case of mistaken identity could have a number of
ACT 2 - THE FIGHT IN EARNEST social effects or implications.

If the PCs failed to detect the ambushers, the attackers could A A
receive some sort of bonus during this act—extra dice on their CT 1: A STRANGE FEELING

Initiative checks, faster recharge on their powers, or bonus fortune  The characters get a vibe from the crowd. Growing tension and
dice during the early stages of the fight. uncomfortable reactions pour from NPCs. An accusation is levied.
This act can be played out in story mode, with a Progress Tracker
representing the level of suspicion the PCs are generating. Each
time the suspected PC draws attention to himself, advance the
progress marker. If the PCs skip town before reaching the end of
the Progress Tracker, the episode ends. Otherwise, once the suspi-
cion token reaches the end of the track, the act ends.

The GM can set up a Progress Tracker to monitor progress during
this stage—either have it move at a set rate (making the Act X
rounds long) or a rate modified by the circumstances (one space
per round and two space for each attacker killed, for example).
Reaching the end of the track triggers Act 3.

Rally Step Rally Step

Wil g Act 2: A Cry roR HEerr

The crowd raises an alarm or a cry for help. NPCs continue to
accuse the character. Militia shows up to intervene or confront
the PCs. Tensions mount, and some members of the crowd may
become violent if the situation is not handled carefully.

During this act, the PCs must use some fast talking and cunning
tricks to talk the local law enforcement out of arresting the suspect-
_ed character or characters. Once law enforcement agrees to let the
ol é_PCs go, makes their arrest, or the PCs offer resistance, the act ends.

iy

Rally Step

Act 3: CLEARING THINGS Upr

~ Ifsomeone drew steel, then Act 3 may be a fight—possibly with
~ elements of chase mixed in. It could end with the escape of the PCs,
but may also end with them waking up in a prison cell!

' Ifan arrest was made, Act 3 may be a trial or audience with the local
leader, during which hopefully the mistake can be cleared up and
perhaps a new objective can be revealed—perhaps the next episode
will see the PCs agreeing to hunt down the real criminal.

PossIBLE COMPLICATIONS

Someone has planted false evidence against the characters, the

~ militia have a warrant with an uncanny resemblance, the crowd is
‘bigoted against the character (based on race or career), an author-
ity figure is the one making the accusations (such as a roadwarden
or witch hunter).



The GM has a variety of resources at his disposal to reward player
actions, encourage a particular play style, and keep his players
invested and interested in the game. As a GM gains experience, he
will develop a feel for how to best use these resources to create the
sort of game experience he and his players will most enjoy.

FORTUNE POINTS

Fortune points are the most immediate and engaging reward a
GM can provide his players. Whether rewarding good roleplaying,
a cleveridea, or even just a particularly hilarious line of dialogue,
fortune points are incredibly useful and highly desirable to all play-
ers—but not so powerful that a GM needs to be overly concerned
about awarding too many.

In fact, a GM probably should be awarding fortune points to his
players with regularity. Doing so rewards “good” behaviour by the
players and helps to confirm that they’re on the right track. Fortune
points can also be used to enhance immersion—if the players
receive a boon of fortune points after cleansing a desecrated shrine
to Sigmar, for example, or after asking a priest for his blessing, then
they will have a feeling of the gods of the Old World being involved
in their story.

EXPERIENCE POINTS

Experience points are best awarded at the end of the session, since
spending them mid-stride can be both time-consuming and awk-
ward from a storytelling perspective. When awarding experience,
it can be helpful to indicate why the PCs are receiving this award.
There’s nothing wrong with giving out 1 or 2 experience points at
the end of every session as a simple way to keep the game moving
forward, but explaining that the PCs earned 1 experience point for
defeating the goblin threat or 1 experience point for identifying the
murderer helps increase their sense of accomplishment.

Awarding a bonus experience point after the climax of a story arc—
particularly if the climax involved an unusually perilous or difficult
encounter— is entirely appropriate, and will be received by the
players as a satisfying reward for a hard job well done! Experience
points are the most tangible and significant means to upgrade a
character. Awarding bonus experience points based on defeating an
enemy by force of arms, a session of good roleplaying, or advanc-
ing the story significantly sends a very clear message to the players
about what sort of activities they should be engaging in during the
game! However, be advised that handing out too many experience

4 points canlead to characters advancing very, very quickly.
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THE POWER OF YES

While there are a variety of resources for a GM, say-
ing “yes” to your players is perhaps the single most
powerful tool you have available. When the GM
approves a player’s idea or allows him to attempt an
off-beat action or unusual tactic, it encourages cre-
ativity and cooperation, as well as affirms the GM’s
role is not as an adversary, but as a story facilitator.

That’s not to say the GM should simply say “yes”

to each and every request. Some players may try to
abuse the GM’s position if all requests are approved
without a second thought. If a player’s request is
creative, interesting, and reasonable, but seems per-
haps a bit above and beyond what a character could
typically accomplish, the GM can impose a cost to
the request. As you've seen, Warhammer Fantasy
Roleplay includes a number of resources that allow
GMs and players to work with each other to reach a
mutually agreeable cost to the proposed action.

These costs can be reflected by suffering fatigue or
stress, requiring the character to perform a certain
manoeuvre, or introducing misfortune dice into
the action’s dice pool. Further, the GM can impose
a specific penalty for failure—perhaps if the action
fails, the character falls prone, suffers a wound, or
his action cards incur several recharge tokens.

If the player agrees to the proposed costs, the GM
and player have reached an agreement. The player
gets to perform his action, and the GM gets to say
yes to the player while retaining a level of control
and believability.

Once they reach an agreement, neither side has
room to argue based on the results. If the action
fails, the player can chalk it up to pushing his luck
or assuming too great a risk. If the action succeeds,
the GM can applaud the player’s creativity and will-
ingness to accept the additional costs, succeeding
in the face of the odds.
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Distributing experience points preferentially to individual players
is discouraged. Favouritism can destroy a game group, and even
well-intentioned, individually customised experience awards can
make one character more powerful than the others, or create un-
needed tension between the players.

WEALTH

Some PCs (and players) are extremely wealth-oriented. Others, for
whatever reason, are relatively disinterested in tiny pieces of pre-
cious metal. A GM should be able to swiftly identify which end of
the spectrum his players lie on and respond appropriately.
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Wealth is a valuable resource to the GM because it can be both
given and taken away, but players seldom respond well to having
anything taken from them! Far better to give them a good reason to
give it away themselves.

On arelated note, wealth is only valuable to the players if they feel
that they have sufficient things to buy with it. Giving the players
something they want to save up for can, by itself, make wealth more
valuable to the players! Wealth can also influence which type of
social tier a character belongs to (or appears to belong to).

Unlike experience, wealth should come and go through in-story
means or the immersion will suffer. Keep in mind that wealth is
not limited strictly to gold coins or letters of credit. Characters can
acquire hard-to-find items, receive access to restricted locations

or knowledge, earn parcels of land, receive trade goods that can be
exchanged in another location, and accumulate wealth or station in
a variety of other interesting ways.

FATIGUE & STRESS

Fatigue and stress are resources the GM can both give and take
away. Like fortune points, individual points of fatigue and stress
can be assigned or restored to reward behaviour or provide a visible
indicator of how a player’s actions impacts his character.

When the PCs suffer fatigue, the players immediately understand
that their characters are becoming exhausted. When they have
stress restored, they understand that they are more clear-headed
and relaxed. If nothing else, fluctuating levels of fatigue and stress
are aroleplaying aid. If the PCs recover 1 stress the first time they
come across the beautiful hidden waterfall, the players will respond
positively to the place. If the PCs suffer 1 stress when they walk into
the Chaos temple, the players are unlikely to want to return!

FORTUNE & MISFORTUNE

Ultimately, fortune and misfortune are bargaining chips the GM
and players use to negotiate control over and immersion in the sto-
ry. Misfortune dice enable the GM to say “yes” to his players when
they attempt an action that is interesting or exciting, yet clearly dif-
ficult or dangerous. Although failure is still a possibility, players are
more likely to accept failure of their hare-brained schemes in good
grace than accept a simple “No, you can’t do that” from the GM.

Further, fortune dice allow the GM to reward clever thinking or
advantageous situations that the rules don’t expressly cover. The
rules may not specify that you get an advantage for swinging from
a chandelier, but if a player wants to do so and the GM feels that it
fits the spirit of the scene, then by all means award a fortune die to
the action!

PARTY TENSION

The tension track on each party sheet is a subtle way the GM can
help resolve conflicts between players or their characters. When
the party’s focus starts to wander, or in-character arguments
threaten to cross over into player arguments, the GM can advance
the party’s tension a space or two. If the characters are working
together especially well, the GM can move the tracking token a
space or two back to the left. The goal is not to punish the players,
but rather provide a simple, visual cue that tension within the party
is eroding their cohesion.




RENOWN

As the intrepid heroes brave the threats facing the Empire, they
may gain renown. Acquiring renown, popularity, and particular
reputations are great ways to flesh out characters, the party, and the
setting. The gain or loss of renown is a great resource a GM can use
to show that a character’s actions have impact beyond the mechan-
ics of the gameplay.

If the characters defeated a dangerous giant spider terrorising the
area, perhaps the locals refer to them as the Spiderbane, or spin

tall tales about the heroes over a mug of ale at the local tavern. If
the party members treat people in town with respect and concern,
other townsfolk may react more favourably toward them. Likewise,
if the party members are rude, condescending or violent, they may
quickly earn a reputation that keeps the townsfolk from willingly
sharing information or cooperating with the characters.

ENVIRONMENTAL
COMPLICATIONS

Sometimes a pre-written adventure will offer some clear rules for
the effects of the environment on gameplay. Most of the time, how-
ever, it will be up to the GM to describe the scene and determine
what effects (if any) the environment has on the characters.

In most cases, the environment can be very easily modelled by
using one of the most common resources a GM will learn to rely
on—adding fortune or misfortune dice to relevant checks. Does
the slope of the hill give the PCs the high ground in a battle? Give
them a fortune die to their Weapon Skill and Ballistic Skill checks
while they maintain that advantage. Does the driving rain reduce
everything to mud? Add a misfortune die to ranged attacks and
Athletics checks. For more pronounced advantages and disadvan-
tages, simply add extra dice.

Remember to reward clever thinking and player ingenuity. If you
describe alow wall running across the field and the party’s scholar
elects to take cover behind it, go ahead and add a misfortune die
when the goblins throw their javelins at him even if you hadn’t
planned for it beforehand. In this sense, the terrain and environ-
ment are extensions of the general fortune and misfortune rules,
and are easily blended into the narrative of each scene.

Some more specific terrain effects may manifest through Chaos
Star or Sigmar’s Comet results in the dice pools. Perhaps the first
floor of the old inn is rotten and decaying, and anyone rolling a
Chaos Star on his first check falls through to the ground floor.
Maybe the soothing effect of the shrine to Sigmar restores fatigue
and stress on a Sigmar’s Comet.

Other environmental effects may be more immediate. A character
under water has his movement impaired. A character under water
for too long may drown. How precisely to adjudicate these effects
is up to the Game Master. In general, the environment can inflict
fatigue, stress, or wound damage directly on characters subjected
to its effects, but if the player characters are suffering these effects
with no way of escaping or avoiding them you could wind up with a
very short adventure!

When deciding what effects to give to an environmental condition,
consider the relative impact or severity you want the effect to have.
This usually manifests as complications to succeeding at tasks, or
risks to health. You can use the difficulty modifiers for checks as a
benchmark to help you consider how to proceed.

Trivial (0d) complications have no effect on characters, though
they can help establish the mood and setting. Examples: a light
mist, a gentle slope, a cloudy day, a puddle.

Easy (1d) complications may impose a misfortune die to relevant
checks, or require a manouevre to navigate. Examples: light rain, a
short drop, thigh-deep water.
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Average (2d) complications might make some actions impossible
or cause them to recharge more slowly, add multiple misfortune
dice, inflict 1 fatigue, or force a character to choose between an ac-
tion or a manoeuvre on his turn—but perhaps not both. Examples:
heavy rain, a drop about the height of a man, deep but still water,
rushing thigh-high water.

Hard (3d) complications may inflict wounds, fatigue, or stress on
aregular basis, possibly restrict actions, or add multiple challenge
dice to checks. Examples: torrential rain, a drop of more than sev-
eral paces, deep rushing water, fire, smoke inhalation.

Daunting (4d) complications may be instantly or gradually fatal.
Obviously, saying “you fall off the waterfall and die” isn’t terribly fun
for the player whose character just perished. However, building a
four-space progress tracker and saying “when your token reaches the
event space, your character will fall off the waterfall and die” is sure to
motivate the player! Examples: lightning, gale-force winds, a drop
from a dizzying height.

ah! If that pointy-eared, beardless

oathbreaker says “Let’s just take a moment

to consider our options” one more time, by
Grimnir’s Beard I shall cleave him in twain myself!

— Gurni Thorgrimson, Dwarf Troll Slayer,
illustrating a perfect opportunity
to increase the current Party Tension

| mentioned his character was ducking behind a tree.

INTEPRETING THE
Dice PooL

The players may be tempted to evaluate the dice pool as quickly
as possible, then scoop up all the dice for the next roll. Resist the
temptation—taking a few moments to consider what the results
of the dice pool reveal is well worth it. Since each type of die has
avery specific function, and provides a specific mix of possible
results, every roll of the dice has a story to tell.

Succeed or fail, each check generates a series of symbols that can
be interpreted in a variety of ways. The depth of the dice system in
Warhammer Fantasy Roleplay provides the GM and players with an
unmatched level of information and detail—the dice reveal both
whether a task succeeds or fails, as well as why or how a task suc-
ceeds or fails.

Successes on the characteristic dice indicate that the character’s
innate abilities played an important part of the check. Successes on
the stance dice show how the hero’s risk management and pos-
ture affected the outcome. Successes on expertise dice represent
how skill and training contributed to the check. Successes on the
fortune dice show how fate, luck, or happenstance assisted the
character. Likewise, challenge symbols or banes on the challenge
and misfortune dice indicate how much the forces opposing the
check contributed to its outcome. Challenge dice represent the
inherent difficuly of the task being attempted, while the misfortune
dice show how the odds, fate, or strange coincidences stacked up
against the hero’s best attempts.

GMs are encouraged to use their creativity to tie results to actions
the PCs have taken, or integrate details of the environment—the
PC succeeded with the fortune die you added for his clever use of
his surroundings, or the goblin missed him because the player had



Dice Poor. EVALUATION

What do the following three sets of dice pool results have in common?
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Each of these dice pools reflect a successful check—after all other evaluations are made, at least one M success
symbol remains in each pool. By taking a closer look at these three examples, we can delve deeper into the infor-
mation the dice pools provide by exploring how each of these dice pools succeeded. Let’s assume these checks
represent a hero attacking a goblin. Each dice pool tells a different story. For a complete list of the dice symbols
and their effects, please see Chapter Five of the WERP Player’s Guide.

Dice Pool 1 - Reckless Rewards: The only successes appear on the reckless die, \ \ A A
a 4 /!

so this character is fortunate he adopted a higher risk stance, otherwise he surely

would have failed. His innate abilities provide him with a slight edge, overcoming

misfortune (more boons on the characteristic dice than on the misfortune die).

Finally, his skill shines through (the Sigmar’s Comet on the expertise die), allow- - ¥ @
-

ing him to inflict critical damage with his attack.

“The goblin wasn't prepared for your aggressive tactics, and you quickly press the advantage. Soon, your superior
weapon training shines through, as thrust after thrust reaches past the goblin’s weak attempts to parry. Your final thrust
slides through his flimsy armour, inflicting significant damage.”

Dice Pool 2 — Patience Pays Off: The challenge dice impose significant dif- 7 ' .

ficulty to this check, and the hero’s innate characteristic by itself is not enough o ,S a &
to succeed. Thankfully, his conservative approach generates three successes,

indicating that a more cautious approach made the difference. The generation ; 4 _
of a delay symbol indicates this cautious approach came at a price—taking a bit & 2 A |
more time than expected. -

“The goblin turns aside your tentative thrusts with his spear, deflecting blow after blow. But soon your patience pays off,
as the goblin swings wide with a clumsy counter attack. It’s just the opening you need to land a strike.”

Dice Pool 3 - It’s Good to be Lucky: The hero’s characteristic dice generate a *\ u\ ® ’A

lot of boons, and without any banes opposing the check, that means the hero’s
innate ability provides an edge, sure to trigger some positive side effect. The

reckless approach generates a success, but also an exertion symbol, causing the \ S,
-afa
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hero to suffer fatigue. With two successes on two fortune dice, fate is surely on
the hero’s side, and he wins through despite the challenges.

“You and the goblin fight to a near stand still. Then, the goblin slips slightly in the mud. You seize the fortunate opening
and rush forward. The battle took a bit more out of you than you expected, but once the opening presented itself, you took
down your foe quickly.”




Another valuable GM tool used in Warhammer Fantasy Roleplay is
the Progress Tracker. This tool can be used to keep track of various
events during the game. The Progress Tracker is built by assem-
bling the puzzle-fit pieces, similar to building a character’s stance
meter. The neutral centre pieces form “event” spaces on the tracker,
while the coloured stance pieces form “progress” spaces .

Using the Progress Tracker manages a lot of the bookkeeping that
traditional note-taking accomplishes, while providing more infor-
mation at a glance. It is also flexible and re-usable. For example,
progress tracks are used to manage initiative during encounters.
Alternatively, the GM might track food during a wilderness adven-
ture, or trade goods spoiling over a long journey while travelling
with a trade caravan, or how many torches the group has left during
along underground adventure.

A progress track can also be used for a lot more than just material
goods. Virtually anything with clear goals can be charted using

a progress track. Tracks can be assembled to show how quickly
certain events take to resolve or pass, when the weather starts to
worsen, how close the Skaven are to locating the party—and count-
less other possibilities!

ONE TooL, Many Usgs

The Progress Tracker is generally used in one of two ways—track-
ing the progress of a single event or occurence, or tracking competi-
tion between multiple parties.

Starting at one end of a progress track and moving toward the
other end with one token suggests something will happen, it’s just
a question of how soon or under what circumstances. For example,
a storm is brewing on the horizon. The thunderstorm will break
sooner or later. However, the characters want to try and reach the
safety of the village before the storm arrives. The track could rep-
resent the number of hours before the storm breaks, and the GM
moves the counter along the track based on how long it takes for
the characters to travel and resolve encounters. Once the marker
reaches the end of the track, the storm erupts.

Using two or more tokens on the track can represent multiple
party’s interests being resolved. If the party is chasing cultists, they
have very different goals! The party wants to catch the cultists,

and the cultists want to escape. By having two tokens that advance
along the track based on different circumstances, the GM can
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PROGRESS TRACKER ExXAMPLE: CHASING THE CRIMINAL

The party answers a plea for help from the local watchman, only to arrive at the jail and see that Berthold the
Bloody, renowned criminal, has escaped from his cell! The watchman pleads with the party to find Berthold and
capture him before he escapes for good.

CﬁAPTER 4

The GM creates an 11-space track, placing two tokens on the first space, one for the party and one for Berthold.
Some encounters may specify where along the track to set the tokens, or provide some factors that may modify its
position, but in general, the GM starts at one one end or in the middle and works toward the extremes.
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The group decides to split up and see if they can learn more about where Berthold may have gone. One of the
players rouses the unconscious guard and learns that Berthold left just a few minutes ago. He also realises that
Berthold stole the guard’s cloak. That means they’re close behind, and will have a better chance at identifying
Berthold. The GM moves the party’s tracking token one space to the right, one step closer to finding Berthold.

Another player heads to the local tavern and spends some coin to see if any of the locals have heard anything. The
barkeep confesses he “might know something” but it’s not worth him risking his neck. The character bargains with
the barkeep and eventually learns that Berthold had kept a sword and a small pack of supplies hidden in the hayloft
out by the stables. The GM moves the party token another space to the right.

A third character decides to try and follow Berthold’s tracks. Fortunately, it had rained the entire day before, and
the ground is muddy. Unfortunately, the character utterly fails his Observation check, follows the wrong set of
tracks, and ends up back at the jail, wasting valuable time. This pushes Berthold’s token toward the right.
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As Berthold covers his tracks or the characters reach dead ends or become distracted by other things, his counter
may progress further to the right. If it reaches the first event space before the party token does, he is able to recover
his cache of supplies from his hideout. If his token ever reaches the far right event space, Berthold has escaped the
party’s clutches—now they’ll have to either assemble a full manhunt or give up trying to recapture him.

By following up on clues, coming up with clever ideas, passing certain skill checks, and flexing their creativity, the
party can advance the token further to the right. If it reaches the final event space before Berthold’s token, they
locate Berthold and can encounter him. What the characters do then is up to them...

ParTY
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determine which party achieves its goal. If the party token

reaches the end of the track first, they’ve caught up to the cultists. If

the cult token reaches the end, they’ve escaped!

GMs can even use more than one tracker at a time, to monitor
several events at once. For example, if the players are tracking a
fugitive, seeking a treasure map, trying to evade a band of killers,
and (unbeknownst to them) about to be attacked by a crazy cultist,
the GM may employ several progress tracks. Keeping them clearly
labelled is important, so the GM can see at a glance how each event
is progressing, or how soon any of them might intersect. This is
one of the many advantages of using a Progress Tracker. The visual
layout of the tracker allows the GM to quickly gauge how soon an
event might occur, letting him prepare for it in-game.

Most of the time, the GM won’t show the progress trackers to the
players. Sometimes, however, it can give them some increased in-
centive if they catch a quick glimpse. That way, they know the GM
is tracking something, but not necessarily what is being tracked.
They’ll wonder what it means, what the GM has planned for them,
and this introduces some excitement to the session. A little added
player motivation can go a long way!

TRACKING TOKEN

PARTY TENSION
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Each party sheet has its own built-in version of the Progress
Tracker to manage the party’s tension and the friction amongst its
members. Typically, friction builds over time until it boils over.
The track printed on the party sheet is used to manage the party’s
current tension level. The tracking token starts at one end and
moves toward the other end, as tension mounts.

This is particularly useful because friction and tension almost
always exist but can vary wildly from day to day. A GM trying to
keep notes on all the inter-character influences and frictions may
be constantly erasing and rewriting. With the Progress Tracker, he
can simply shift the token back and forth as tensions ebb and flow.

Certain elements push it one way or the other. The GM could
decide that having a dwarf and a high elfin the same party, for ex-
ample, might start the track a few spaces further to the right, repre-
senting their innate mistrust and dislike for each other. A soothing
conversation and calming words by the Priestess of Shallya, on the
other hand, could diffuse a potentially volatile situation and reduce
tension by a space or two.

Encounters with NPCs or enemies can also affect tension. When
the black orc shouts and bellows a fearsome challenge at the group
as he charges, the characters may need to make a Discipline check

PARTY TENSION

Each Party Sheet has its own custom Progress Tracker
for managing Party Tension. At the beginning of a
session, the GM should place a tracking token on the 0
space of the Party Tension track.

As events unfold that would increase or decrease party
tension, the token is moved left or right along the track.
Some of these triggering effects may come from certain
spells, blessings, or actions, or may be a byproduct of
the environment or foes the PCs face.

At other times, the GM may decide to move the
tracking token based on the party’s behaviour and
roleplaying.

When the tracking token reaches the first event space, everyone in the party sufters the effect listed, such as suffer-
ing a level of stress. When the marker reaches the far end of the track, the friction and tension are so high that the
next effect is triggered, as well. At this point, tension boils over, and the tracking token resets, and is placed back on

the first space on the Party Tension track.




or risk their tension ratcheting up a point or two. When the
Bright Wizard miscasts a spell and engulfs a party member in
flames, it may affect party tension as well as singe the character!

SociAL. ENCOUNTERS

The most basic social encounter uses a progress tracker to indicate
how close the party is to convincing their target to undertake some
desired action. This can be as simple as a 10-space track, with

each successful social action influencing the target. Influencing
the target allows the party to advance its token one or more spaces
depending on how well they accomplish their goals and how well
they roll. Some special Social Actions may also allow a character to
influence his target. When the token reaches the end of the track,
the target gives in.

A progress track can be used to model a more complex social
encounter, as well. By adding an opposing token to race the party
down the track, the encounter gains a risk of failure (whether this

token represents the arguments of an opposing force or the limits of

the target’s patience or available time). By adding an event space to
the track, the timbre of the encounter can be shifted at the mid-
point—perhaps the baron summons his advisors and the party’s
arguments become more difficult, or perhaps a priest of Sigmar
joins the party and lends his support!

Task COMPLETION

If the default assumption is that the party will succeed at the task, a
progress track may be unnecessary—unless, perhaps, how quickly
they do so is relevant, such as during a combat encounter. If failure
is possible, the progress track should be built with this in mind. In
general, a second token should be used to track the failure condi-
tion. Simply moving the same token back and forth on the track for
success and failure is likely to result in a stalemate where the task is
neither completed nor failed.

A number of specific examples follow.

Success UNDER PRESSURE

One or more members of the party (or NPCs acting on the party’s
behalf) are working on a particular task while the rest of the party
defends them from danger. For example, the party Smuggler is us-
ing her Skulduggery skill to unlock a complicated door mechanism
while the rest of the party keeps enemy skeletons at bay.

Each successful Skulduggery check unlocks another layer of the
door, and advances their token on the progress track. Each failure
does nothing. The progress track is five spaces long, and once the
door is open the party members can retreat through it and close the
door behind them, ending the encounter.

Success WITHIN A TIME LimiT

One of the most basic failure conditions for a task is to run out of
time. Find the murderer before he escapes. Open the door before
the people inside suffocate. In this case, a failure token advances
along the progress track at a predictable rate (for example, one
space at the end of every round).

When it reaches the end of the track, the party has failed. If the
party success token reaches the end of the track first, the party has
succeeded. An event space on the track might buy the party extra

time, by moving the failure token back or even resetting it entirely
(perhaps the party finds a clue that the murderer is intending to
flee, and can ask the city watch to seal all roads out of town).

RACE FOR SUCCESS

In this variation, the time limit isn’t fixed. Another individual or
group is competing to complete the task first, and they have their
own token on the progress track. For simplicity’s sake, this token
might progress at a predictable rate, but the GM may also make
skill checks for NPCs similar to whatever steps the party is taking
to advance the token. What makes this different than from “Success
Within a Time Limit” version above is that the PCs may be able to
directly affect their rivals to gain an advantage.

For example, if two rival teams are arguing a case before a judge,
the PCs may spend some actions advancing their own argument
and some attacking (rhetorically!) the rival team, either damaging
their previous arguments or impeding their ability to make new
ones. The first team whose token advances to the end of the track
is successful. Event spaces on the track may confer a bonus (or a
penalty) to the first team to reach them.

Success vs. FAILURE

Sometimes the party members are undertaking a task that has no
special constraints or rival complicating their attempt, but they
only have one chance to get it right. (Or, if not one chance, a limited
number of chances.) If the party is climbing a crumbling castle
wall, for example, this is a complex task that will require many tests,
has no special time constraints, but has a very real chance of failure.

This sort of task should use two tokens: a success token and a
failure token. The tokens may be using different progress tracks,
or may be aimed at different target spaces (maybe the failure token
only needs to reach the first event space, while the success token
must reach the end of the track).

Each time a party member succeeds at a check or action, the suc-
cess token advances. Each time a party member fails at a check or
A attempts an inappropriate action (Intimidate might not be the best




way to get the countess to invite you to her ball!), the failure token
advances. The party succeeds if the success token reaches its goal
before the failure token, and fails if the opposite occurs.

This sort of encounter can result in only the character or characters
who are best at a particular skill attempting to make checks. For
example, if the objective is to infiltrate high society in a given town,
the party Troll Slayer with a weak Fellowship score may feel he

has nothing to contribute, since if he fails a Charm or Guile check
he will hurt his party’s chances. If the encounter is very short this
might be okay, but for longer encounters this may sideline some
players. Encourage them to come up with creative ways their char-
acters can get involved.

Try to design the encounters such that all the party members can
participate and contribute meaningfully. Maybe the Troll Slayer in
the previous example can use his Dwarf craft skills to make gifts for
important people, or can invoke a familial connection using Folk-
lore to gain an audience with an otherwise hard-to-reach noble, or
can seek employment as a bodyguard by showing off his prowess
with a weapon.

If a member of the group is trying to be creative to find ways to
contribute, find a way to say “yes.” If a member of the group cannot
contribute meaningfully and is frustrated about it, find a way to end
the encounter gracefully — it was a poor match for the group, and
that’s not the Troll Slayer’s fault.

THE CHASE SCENE

Chase scenes are ideal for using the progress tracker. Use two
tokens: one for the quarry and a separate one for the pursuers. The
quarry has a head start. When the quarry reaches the end of the
track, they’ve escaped. When the pursuer token reaches the quarry
token, the quarry is caught.

Advance the tokens based on Athletics checks, Coordination
checks, Stealth checks, or other criteria as appropriate to the story.
Reward clever thinking. For simplicity’s sake, consider having the
quarry move at a constant rate, or at least a pre-determined rate (1
space onround 1,2 onround 2, 1 on round 3, and so on).

A more complex chase scene might feature a branching progress

. tracker! If the quarry reaches the event space, they may split into

two groups, adding a new token to the track moving off on a side-
spur of the progress tracker. The pursuers must choose one to

. follow or split up themselves.

RESOURCE TRACKING

While the Reikland is one of the more civilised regions of the Em-
pire, there are still huge swathes of wilderness within it. There may
well be times when the party members find themselves running low
on supplies on alongjourney. A progress track can be a simple way
to track their dwindling supplies or even the progress of starvation
and/or exposure.

First, determine how many days worth of supplies the party is car-
rying. Then, set up the tracker with one space per day of supplies
and an event space on the final day. Finally, add several more spaces
after the event space, perhaps equal to the highest toughness score
in the party. Each day that the party consumes supplies, advance
the supply token one space. When the party resupplies (perhaps
through Nature Lore checks), move the token back several spaces.

When the token reaches the event space, the party is out of food.
Every day they go without food, move the token one space further.
For each space beyond the event space the token reaches, each
member of the party suffers 1 fatigue and 1 stress that they cannot
recover until they are able to eat. Once the party begins to pass out
from hunger, it might be time to change tactics.

PARTY REPUTATION

When the party first arrives in a new town, they are likely to be
greeted with suspicion and mistrust. Only by proving themselves
to the local populace can they be accepted. A progress track can be
one means of monitoring their success or failure at this endeavour.
Start the party token somewhere in the middle. Each time they do
something rude, suspicious, or frightening, move the token to the
left. Each time they do something kind, honest, or heroic, move
the token to the right. If the token reaches the left side of the track,
the local law (and/or lynch mob) ejects them from the town. If the
token reaches the right side of the track, the town accepts them as
one of their own.

The track could also be sprinkled with event spaces. Perhaps alocal
merchant offers a discount if the party becomes well-respected
enough, or the local law enforcement starts watching them closely
if they make a bad impression.




INVESTIGATION

The party is trying to discover some hidden fact, often the identity
of one or more miscreants (murderers, Chaos cultists, etc.). As they
discover clues, the progress tracker advances. When the progress
tracker is complete, the looked-for information is revealed! This us-
age of the progress tracker needn’t be tied to a particular encounter
or episode — indeed, it can form the focus of an entire evening’s play
or even an entire adventure.

The progress tracker may also include event spaces, which may
reflect the actions of the miscreants in question. As the party
members ask their questions and discovers clues, the targets of
their investigation take steps to remove the threat, possibly moving
to bury evidence or to complete their evil plan before the party
catches them!

The Investigation usage of the progress tracker may include one
or more failure elements as described under the previous “Task
Completion” section.

CoMBAT ENCOUNTERS

Some combat encounters may call for the use of a progress track.
This works particularly well for encounters that are part of a struc-
tured act within an episode. Some simple uses follow.

R EINFORCEMENTS

Reinforcements are a very simple way to spice up a combat encoun-
ter, whether they arrive on behalf of the PCs or their enemies. A
progress tracker can be used to track the approach and arrival of
reinforcements in a variety of ways. Here are a few examples:

+ Waves of Reinforcements: Set up a six space progress track
with event spaces at the third and sixth space and advance the
token once at the end of every round. When the token reaches
an event space, reinforcements arrive, entering the battle.
These waves of reinforcements may reflect the beginning of
anew act.

+ Ringthe Gong: Reinforcements are available, but they will
not come until called. Set up a five space progress track with
a single event space at the end. Either advance the progress
tracker each time an enemy calls for help—for example by
ringing a gong—or begin advancing it at a constant rate once
the enemies manage to sound the alarm. For this variant, the
arrival of the reinforcements is not guaranteed.

MORALE

When dealing with a large group of basically cowardly enemies, es-
pecially henchmen (goblins or skaven are ideal!), you may not want
to let the combat spin out until every last enemy is dead. A prog-
ress track can be used to indicate enemy morale; when the token
reaches the end of the track, the villains break and run. Advance
the token for each enemy defeated and each successful Intimidate
check or effect that generates Fear or Terror.

Some encounters featuring cowardly henchmen will revolve
around a single powerful leader or small group, such as the orcs
leading a gang of goblins. In these cases, the morale track should be
much more heavily impacted by the fate of these tough leaders than
by the rank-and-file. For example, if there are 10 goblin henchmen
and three orcleaders, the track may be constructed such that each

fallen orc advances the track twice, and each goblin only once.
When the track reaches the last space, the goblins turn and flee. .
This means that if all three orcs die, the surviving goblins flee even
if they haven’t taken any damage themselves!

INCIDENTAL CHARACTER STATUS

Sometimes for the sake of the story there will be various NPCs
present who are not directly affecting the PCs. Perhaps the fight
occurs on a city wall as the goblins attempt to breach, and there are
many goblins and guardsmen fighting all along the length of the
wall. Perhaps the baron’s household guards are defending the front
entrance while the PCs deal with the goblins emerging from the
cellar. In any case, resolving the fate and/or success of the NPCs
using the full game mechanics would be unnecessarily tedious.
The Progress Tracker can be used to great effect here.

An NPC status token can be placed on the progress track. Decide
beforehand how the status token will progress if the PCs do noth-
ing or ignore the NPCs. If the PCs make any effort to defend or
assist the NPCs, that can modify how the status token is moved
alng the track.

The important thing is to remember why you are using the Prog-
ress Tracker in the first place: to reduce the downtime and com-
plexity inherent in a large battle. If you find yourself spending more
time managing the progress track than the primary action of the
scene, the progress track may be too complex.




Here are some sample uses of the progress tracker to manage sec-
ondary characters:

+ The Wounded Coachman: While the PCs battle the goblins
around the coach, one of the goblins stays behind to finish
off the driver. The status token marking the coachman’s
health advances once at the end of each round that the goblin
remains unmolested, and if it reaches the end of the track the
goblin finishes the coachman off and the PCs are deprived of
avaluable clue.

+ Unexpected Allies: The PCs are fighting orcs in the burning
remains of an Empire town. Unbeknownst to them, a group
of dwarfrangers are elsewhere in the town on a mission of
their own. Advance the status token each time the PCs roll
HUR or more or N on any roll. When it reaches the end of the
track, the rangers arrive unexpectedly with assistance and
information for the PCs.

#+ The Baron’s Guards: While the PCs battle the Chaos
Warrior and his entourage, the baron’s guards are fighting
a desperate rearguard against the beastman warparty. Use
a progress track with a token for the number of guards and
another for the number of beastmen. One of the guards die
each time a # is generated, advancing their status token. A
beastman dies each time ## or =¥ are rolled, advancing their
token one space. Whichever side reaches the end of the track
first loses its will and breaks, freeing up the remaining force
to support their side in the rest of the battle.

SCENERY & ENVIRONMENT STATUS

Another novel use of a progress tracker is to help manage other
background elements to create a more immersive, realistic experi-
ence for the players. Here are just a few examples of using a progress
track to manage the scenery and environment:

+ Weather: The skies darken and a storm threatens. For every
+r rolled during the encounter, advance the storm’s tracking
token. When it reaches an event space, the weather worsens,
until finally the party is caught in a deluge when the token
reaches the final event space of the track.

+ A Collapsing Bridge: The party is fighting on a rickety,
crumbling bridge. How long before the bridge collapses?
Build a short track, and advance the tracking token each
round 3 or more characters crowd onto the bridge, or when
a character generates a % during a combat check while on
the bridge. When the token reaches the last space, the bridge
collapses!

+ The Blazing Building: The party arrives to find goblins
throwing a torch on the roof of a cottage. Can they defeat the
goblins and rescue the people trapped inside before the entire
cottage goes up in flames? Build a track, advancing the token
every round, or moving it back if the players douse the flames
with water. If they rescue the trapped townsfolk before the
token reaches the final event space, they’ve been saved!

LooMING DANGER

Oftentimes, the GM will want to keep the status and nature of his
progress tracks hidden from the players. After all, they shouldn’t
necessarily know how close they are to discovering the hidden
temple or catching up to the fleeing orcs. Other times, however, the
progress track should be public information, either to help the play-
ers keep a clear picture of the scene in mind or to let them see an
immediate effect to actions that might not pay off until later.

Other times, a progress track just rests on the table, unexplained.
The GM knows what it’s for, but the players do not. Perhaps an orc
army is coming through the pass and surrounding the city, but the
PCs won’t know until the first event space. Perhaps a Chaos cult is
about to summon a daemon in their hidden lair, or a Witch Hunter
is hot on the party’s trail. A slowly-advancing progress token can
provide a sense of looming danger, even if its purpose is never fully

i explained to the players.




As previously mentioned, adventures are a series of interconnected
episodes, which are then divided into acts. This chapter describes
how multiple adventures can be linked together as a campaign, in
which players keep the same characters over time, watching them
develop and improve as they earn experience.

Campaigns offer great potential for character growth, both in terms
of background and ability. The campaign format isn’t necessary

to roleplay true heroes in the Empire, but it can enhance the game
when getting to know your fellow adventurers is one of the long-
term goals. Here is alook at several different campaign styles.

MINI-CAMPAIGNS

CAMPAIGN

to immerse themselves in the material. It also allows the story to
unfold at a pace that feels right, without the need to abbreviate or
pad any adventures or plotlines.

Mini-campaigns allow for many different styles of play. Gaming
groups that enjoy brutal combats can focus on tracking down and
destroying a rampaging Chaos warband. Groups that favour mys-
tery and intrigue may prefer to unmask heretical cultists infiltrating
the local priesthood. Mini-campaigns are particularly helpful for
groups that meet infrequently, so long as they meet often enough
for everyone to remember the plot.

EPr1soDIC SERIALS

A mini-campaign is a self-contained story usually consisting of up
to 10 adventures or play sessions. A variety of storylines and vil-
lains may be featured in a mini-campaign, but it usually centres on
one primary threat. The campaign comes to an end once this threat
is overcome.

One of the advantages to a mini-campaign is that you know your
tull story arc can be completed in a relatively short amount of
time. This type of campaign gives the players enough room to get

comfortable with their characters and the plotlines, allowing them

Episodic serials are adventures with loose or no continuity. Each
adventure presents a self-contained story and resolution, though
links between adventures can still be quite common. Villains may
appear as often as desired, and there may or may not be a constant,
overarching threat in the series. Episodic serials might have a set
end point but don’t need to—they can technically go on aslong as
everyone’s having fun.



ORGANISATION &
PrLAYER LOGISTICS

Campaign play can be tremendously rewarding.
Here are some tips to guarantee that your campaign
will proceed smoothly from the opening scene to
final curtain.

Components: Warhammer Fantasy Roleplay
includes special tuck boxes for storing cards and
tokens between sessions. For a longer campaign,
players may wish to purchase their own Adventur-
er’s Kits to store more components and cards.

Absent players: If this is a concern, players can
leave their character boxes with the GM after each
session. Characters for absent players can either be

off-screen, managed by the GM, or run by another
player.

Communication: Email or online forums can help
the group stay on top of a campaign between ses-
sions. It’s especially helpful for developing char-
acter stories and conducting extensive planning
without interrupting the regular flow of play. Just be
careful not to inundate each other with too much
information!

Commitment: Securing reasonable commitments
upfront is important to the health of a long-term
campaign. In exchange, the GM should lay out an
approximate timeframe and a capsule summary

of the storyline so everyone has a clear idea what
they’re getting into.

B

An episodic serial is great for groups with irregular attendance;
characters who miss a session can simply shift off-stage for a bit.
They're also helpful for groups seeking variety, as each episode

can feature an entirely different play style. One adventure can take
place on the front lines of a bitter war, and the next can move to the
royal courts of Altdorf for a bit of political machination.

Cities are ideal for long-term episodic serials. Inns and markets per-
mit off-screen characters to conduct personal business, and urban
landscapes allow for immediate crises like thefts and murders. It’s
also easy to justify recurring villains, memorable NPCs, important
landmarks, and other points of continuity in the sprawl.

HrroliCc JOURNEYS

Heroic journeys are driven by the characters’ personal goals and
motivations, with villains and challenges specifically tailored to the
adventuring party. A heroic journey ends only after the characters
have attained their ultimate goals—or perhaps died in the process.
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This option works best for small, committed groups looking
for immersive roleplay opportunities and situations of extreme per-
sonal turmoil for their characters. Characters are rarely the same
when the campaign is over.

Ideally, each character has a unique heroic journey. The campaign
blends their stories together, focusing on a few of these journeys
each adventure. In this way, each player gets the “star” treatment
and everyone gets the chance to invest directly in the journeys of
their fellow party members.

Eric QUESTS

An epic quest consists of many short- and medium-term objectives
on the way toward fulfilling a major, long-term objective. This type
of campaign ends once the players have achieved this final goal.

The long-term goal might be recovering or destroying a magical
artefact, defeating an evil overlord, rescuing kidnapped or captured
friends, fulfilling an ancient prophesy, or locating mythical areas of
great power. The scale is almost always grand, lending to competi-
tion between multiple factions.

Epic quests are excellent for groups of committed players who en-
joy heavy continuity and crave accomplishment. They’re frequently
quite strategic, involving lots of planning and careful coordination
with NPCs.

DEVELOPING A CAMPAIGN
AND LINKING STORIES

Here are some basic guidelines and tools GMs can use to construct
engaging stories that will hold their players’ interest.

LINEAR Vvs. NON-LINEAR CAMPAIGNS

In alinear campaign, adventures are played in a relatively fixed
order. Adventure #1 might require the PCs to discover a piece of
information that leads to adventure #2, and then adventure #2
concludes with the PCs being hunted by the main villain they’ll be
facing in adventure #3. These pre-planned storylines still allow for
improvisation and interactivity because encounters provide oppor-
tunities to influence key story elements.

In contrast, a non-linear campaign has no fixed sequence. Adven-
ture #1 might lead to a mysterious cult featured in adventure #3, or
a tribe of goblins from adventure #5, depending upon the players’
choices and priorities. Non-linear campaigns are often designed
gradually over time to accommodate the players’ ongoing decisions
and changing plans.

As with all things, there’s no sure path to success. Some groups
favour non-linear campaigns so they can guide events. But the
added complexity of simultaneously juggling multiple adventures
plots is a lot to handle, even for the most experienced GM. If youre
new to roleplaying, starting with a linear campaign is an excellent
way for everyone to learn the system and become comfortable with
roleplaying. You can always adopt a non-linear campaign later if
you think the group will enjoy it.




CaMPAIGN CONCEPTS & THEMES INTERLUDE, ENTRY,
Campaigns usually feature a diverse selection of enemies. To & EXIT TRIGGERS

prevent your campaign from becoming a hodgepodge of random
monsters, attention should be paid to choosing the right opposi- There are three different types of plot triggers a GM can use — in-
tion to support strong central concepts and recurring themes that terlude, entry, and exit triggers.

resonate with your group. Here are just a few possibilities.
INTERLUDE TRIGGERS

Interlude triggers are secret plot conditions adjusted by the GM
between adventures, usually expressed as “if/then” statements.
For example, if the herdstone is destroyed in adventure #1, then
the beastmen warherd in adventure #2 won’t be led by a wargor.
They occur between story arcs, or between the individual acts in
alarger episode. Even if the players have never before encountered
THE CALL OF DESTINY the affected story element in the second adventure, it has now been
impacted by their actions in the first adventure.

BLIND AMBITION

Themes: Assassins and poison, the temptation of dark magic,
betrayal, the burden of power, unexpected consequences.

Adversaries: Cultists of Tzeentch, hedge wizards, or political
figures fallen from grace.

Themes: Prophecies and divination, unfulfilled potential, strange

coincidences, mortality, the passage of time. ENTRY TRIGGERS

Adversaries: College wizards, religious orders, elves, and dwarfs. Entry triggers are conditions that are adjusted before an encounter i
begins. These adjustments may be based on the characters’ skills,

FORBIDDEN LOVE abilities, or reputations. For example, if there is a wood elfin the

party, they won’t be immediately ambushed when they enter the
clearing with the sacred cairn. They will be confronted and ques-
tioned instead. An entry trigger does not rely on past events, but
Adversaries: Common folk, cultists of Slaanesh, and nobles rather, the state of the characters, items, or locations when a related
encounter is about to begin.

Themes: Secret relationships, jealousy and heartache, inter-class
marriages, illicit debauchery, the warm embrace of Chaos.

SANCTITY OF THE FAMILY

Themes: Orphans, marriage and childbirth, sibling rivalries,
inheritance disputes, loneliness and isolation.

Adversaries: Estranged nobles, and cultists of Nurgle

Tragic HuBrIs

Themes: Unsung heroes, delusions of grandeur, misguided mar-
tyrdom, ironic deaths, foiled plans.

Adversaries: Misguided wizards or priests, and wayward heroes

Prot TRIGGERS &
CHARACTER HOOKS

In the best campaigns, players can see the impact that their deci-
sions have on the storyline. Warhammer Fantasy Roleplay provides
two helpful tools for players to involve their characters — plot trig-
gers and character hooks.

Plot triggers are essentially “cause and effect switches”. Based on
how events unfold during an adventure, actions impact a future
event, location, item, or NPC that players encounter later on. Or
conversely, action may unfold based on the status of an event, loca-
tion, item, or NPC encountered in the past.

Character hooks, on the other hand, are player-generated plot seeds
that motivate their characters’ roles in the storyline. Each character
has his own personal history, objectives, and relationships that will

drive him forward through the plot.



at motivates me? What motivates any
man? No, no, not greed. Love. For some,
it is love of money. For others, love for
themselves. For me, it is the love I bear for my family.
They are the reason I do what I do. Risk what I risk.
It is that love that keeps me focused. Makes sure I
train hard. Keeps my blade clean and sharp.

Even when those greenskins attacked the village
while I was off to war, and took my family, they did
not take the love I bear them. Nae, in fact, they made
it stronger.

Does vengeance drive me? No, only love. I love my
family. Almost as much as I love to kill greenskins.

— Stephan Krause, Soldier

Ex1T TRIGGERS

Exit triggers are conditions that are adjusted once an encounter is
completed, and can influence or inform future action. For example,
if the characters succeed in convincing the baron to help them,

he will no longer withhold his forces, and reinforcements arrive

in time to help with the goblins. In contrast to entry triggers, exit
triggers change the current state of an event, location, or NPC as a
result of the encounter.

CHARACTER HOOKS

Character hooks are personal character objectives that a player
shares with the GM during character creation or between adven-
tures, in order to provide the GM with information on what inter-
ests the player. These hooks are usually expressed as statements of
intent, such as “Roderick wants to learn more about the reclusive
hermit who lives outside town, and will try to earn his trust”.

UsING TRIGGERS & HOOKS

A GM can combine character hooks with different plot triggers to
heighten a player’s involvement and interest. These tools encourage
players to influence and interact with a variety of story elements,
and provide GMs with a wealth of valuable feedback and informa-
tion to help him steer the campaign in a way his players will enjoy.
Here are some of the important elements to consider when using

hooks and triggers.

Knowledge: Activating a plot trigger can expose new informa-
tion, which can in turn reveal important items, NPCs, or locations
in subsequent adventures. Character hooks involving the acquisi-
tion of knowledge can lead to critical revelations, or possibly new
training options (with the GM’s permission).

Items: Retrieving or destroying an important item is a common
plot trigger, and character hooks can involve the acquisition of
coveted items. In both cases, success often leads to the previous
owners looking to return the favour.

NPCs: Interacting with important NPCs (or defeating them) can
activate plot triggers ranging from helpful assistance to angry re-
taliation and everything in-between. Character hooks can involve
swaying, eliminating, or tricking NPCs.

Locations: Locations can be revealed, made inaccessible, or al-
tered when plot triggers are activated. Character hooks can revolve
around exploring, venturing to, or vandalising locations.

Events: Plot triggers can bring about unique events (immediately
or in later adventures), while character hooks can involve causing,
averting, or forestalling events.

ELEMENTS OF A
CAMPAIGN

The overall structure of a Warhammer Fantasy Roleplay campaign
is like a flowchart with individual cells (adventures) connected by
one or more lines (plot triggers). The progression from one cell to
the next is indicated by arrows, motivated by the players (character
hooks) and the adventures (entry and exit triggers).

Though adventures vary in length, many can be resolved in just a
few sessions. During the interludes between adventures, characters
can attend personal business like training, buying, and gossiping.
Interludes can last a full session or longer when the game plays out
in a complex environment (like a city).

In fact, the environment in which the story unfolds can have a
significant impact on a campaign.

URBAN SETTINGS

Painted facades and helpful smiles mask the taint of corruption
festering in the heart of many villages, towns, and cities across the
Empire. Publicly respected burgomeisters and magistrates oper-
ate secret criminal gangs and form pacts with dark gods and their
daemons. Mutants, skaven, and deranged murderers skulk through
slums and sewers. Vile Chaos temples thrive just a few steps away
from bustling thoroughfares.

Yet despite all this, bastions of civilisation give characters the
chance to rest, gather information, and uncover hidden threats.
They're often a fallback point after rigorous adventures and the first
stop when the characters need allies.

The challenge of an urban environment, for you and the players,

is the sheer volume of NPCs and locations grouped so closely
together. If you're new to roleplaying, you might want to consider
building your campaign around relatively small villages and towns
until you become accustomed to juggling between NPCs and plots.




SAMPLE CAMPAIGN FLOWCHART

ADVENTURE I ADVENTURE 2A
U_RBAN SETTING WILDERNESS EXPEDITION

SAMPLE ADVENTURE PATH

ENTRY TRIGGERS

INTERLUDE TRIGGERS

CHaARACTER HoOks & ENTRY TRIGGERS

ExiT TRIGGERS

A campaign can follow a variety of paths. With a little bit of planning, a GM can design a simple flowchart to help
guide the action. His adventure ideas can be fully-fleshed encounters, or a collection of brief scenes for the players
to resolve.

The example follows a party comprised of a Troll Slayer, Bright Wizard, and Barber Surgeon as they begin their
campaign. After talking to some tavern patrons, they hear rumours they’d like to investigate. These rumours are
the (1) Entry Triggers that show how the character’s actions and choices lead them into a particular adventure.
Once the party engages with the GM’s adventure, they may pursue leads in a different order than the GM origi-
nally intended - so remaining flexible is key.

After the adventure has been resolved to the players’ satisfaction, events from the adventure may include a number
of (2) Interlude Triggers that advance the story into the Interlude — for example, the Bright Wizard deciphers

a clue after encountering an ancient scroll. During the Interlude, the players have the opportunity to pursue a
variety of down-time activities and plan their next course of action. Based on their (3) Character Hooks and the
subsequent adventures’ Entry Triggers, the party may have several options on what to do next.

This example shows two possible paths, one which leads the party into a Dungeon adventure, the other path
leading to a Wilderness Expedition. Within either of these adventure areas, a variety of different encounters may
be resolved. As the corresponding adventure wraps up, the party may activate the (4) Exit Triggers which help
resolve the action from the adventure.

Depending on which path the party memers followed after the Interlude, they may wish to explore their other
leads after resolving the first leg of their adventure. Otherwise, a new campaign cycle may begin, with its own
unique Triggers, Interludes and Character Hooks.

CHAPTER §
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Also keep in mind that you don’t have to detail every house, guild
hall, and citizen. Focus your effort on important locations and char-
acters, describing the rest in general terms as they’re encountered
in play. If you're worried about having details at the ready, prepare a
list of names and one-line descriptions for quick reference.

Things you should consider when running a game in an urban
setting are local law and government, economy, and important
cultural distinctions. These are likely to come up often and tend to
have great impact on the plot and the characters’ actions.

WILDERNESS EXPEDITIONS

Travellers venturing into the Empire’s untamed wilderness soon
become aware of its dangers. In the forests’ depths, sorcerers invoke
forbidden magic without fear of witch hunters; mutants band
together in freakish rural colonies, enjoying strength in numbers;
outlaws lie in wait to rob and murder the unwary; and beastmen
and greenskins raid human farms for food (usually the farmers),
and to satisfy their primitive, violent urges.

Despite these dangers, adventurers brave the wilds in search of
riches and valuable lore. Rumours of lost tombs and abandoned
dwarf strongholds circulate in taverns, promising excitement and
treasure. At the frontier of civilisation, characters don’t follow the
rules, they make them.

Wilderness expeditions often branch off from urban adventures
when an exit trigger in town reveals information, items, locations,
or non-player characters of special interest. As the party treks deep-
er into the perilous wilderness, you’ll find that combats become
much easier to justify and run, but the opposite happens with social
encounters and investigations, which benefit from dense popula-
tions and rigid structure.

If youre new to roleplaying, you might find the wilderness easier to
manage than cities. Important elements to consider when design-
ing a wilderness expedition are weather, transportation, terrain,
supplies, and monsters.

DUNGEONS

Dungeons are dank, unlit places high in adventure and yet too
dangerous for anyone, even an adventuring party, to enter without
good reason. Fraught with peril and filled with inhuman beings
bent on death and destruction, dungeons could potentially pose
some of the greatest challenges to a party of characters. By the end
of a dungeon trip, the characters should be gripping their bloodied
weapons with white-knuckled fear, desperate to see sunlight again.

The best dungeons seem natural to the setting and the storyline.
It may seem simple enough to make any tomb, catacomb, castle, or
sewer a dungeon, for example, but only evil overlords deliberately
build them as monster-filled death traps. More often, they’re aban-
doned for a while before the creepy-crawlies move in. Even then,
comfortable conditions and a ready source of food are required to
make them stay.

Things to consider with a dungeon environment is the layout and
structure of the dungeon, the reasons why the dungeon was built or
abandoned, and the motivations and of any of the dungeon’s cur-
rent residents.

SociaL. CONFLICT

Social conflict provides a means for averting unnecessary fights
using intimidation, diplomacy, or trickery. Adventurers with charm
and guile can achieve success without undertaking gruelling expe-
ditions. In merchant towns like Kemperbad and Bégenhofen, the
wealthy businessmen who dominate town councils can be manipu-
lated through negotiation and blackmail. Reikland nobles aren’t as
easily bribed; adventurers wishing to influence them often have to
observe the rules of courtly etiquette. Social encounters offer excel-
lent opportunities for roleplay.

HiGH FANTASY Vs.
GrITTY REALISM

Much of the dark, heroic, tangible atmosphere in Warhammer
Fantasy Roleplay is created by you and the players rather than the
rules. Vividly portraying the setting can be as simple as describing
NPCs’ quirky peculiarities and interjecting colourful slices of ev-
eryday life. No Reiklander is physically or morally unblemished, for
example, and few places are devoid of oddity or taint. Meanwhile,
players can contribute by embracing the world’s darkly humorous
grit and depicting their characters accordingly.

Against this gritty backdrop, tales of individual heroism can seem
larger than life. When designing a campaign, you should try to
strike a balance between “high fantasy” (e.g. monsters, sorcery,

and magic items) and “low fantasy” (e.g. politics, commerce, and
disease). Too much of the former can make the fantastic seem
mundane while too much of the latter can make the setting feel dull
or oppressive.

CAMPAIGN DOWNTIME:
"THE INTERLUDE

Between adventures are short breaks called interludes, which give
characters the opportunity to attend to personal business.




Interludes are the glue that holds a campaign together. In ad-
dition to any book-keeping or character development, the play-
ers need this time to discuss the campaign from their characters’
perspectives and develop group stories. A GM who listens carefully
to the players during interludes can come away with solid guidance
for customising subsequent adventures.

Interludes vary in duration, though most are no longer than a few
days of game time. They usually occur at the beginning or end of a
session. Some interludes can be conducted by email, but campaign
downtime provides unique opportunities for narrative develop-
ment, and can be a lot of fun to resolve when everyone’s together.

Interludes generally involve several steps.

STEP 1: SUBMIT CHARACTER HOOKS

Each player writes down a one-line character hook expressing his
PC’s most immediate personal goal. The GM should sort orlog
these hooks for reference, comparing the hooks to any notes he has
or upcoming parts of the adventure.

STEP 2: HEALING & RECOVERY

An interlude often represents a period of downtime where the char-
acters can attempt to recover from the rigours of their adventures,
such as tending to wounds or recovering from stress, fatigue, and
other impairments.

STEP 3: ACTIVITIES

The players announce how their characters will pass the time dur-
ing the interlude. Most interludes allow time for only one activity.
There are a variety of options available, but requests to perform
research, train abilities, seek employment, or travel somewhere are
usually the most common.

Research: Topics may activate plot triggers and provide PCs with
valuable information for the next adventure.

Training: The Game Master may decide that PCs need access to
certain people or facilities to spend advances on skills, talents, or
specific actions.

Employment: PCs can try to use their skills to earn coin during
downtime. The Game Master sets the difficulty based on the skill
being employed and the needs of the area, with the PC earning a
coin of the appropriate tier (most often brass or silver) for each suc-
cess generated.

Travel: PCs may seek to travel by foot, barge, or horseback. The
speed of travel is best set by the needs of the story. Characters who
select travel as their activity may be able to make skill checks to
influence how swiftly the group travels, or help determine in what
condition they arrive at their destination.

Gossip: PCs who engage the locals may be able to learn useful
information about local NPCs, rumours, or locations with success-
ful Charm or Guile checks.

Shopping: PCs may purchase locally available weapons and
equipment.

Prayer: Most interludes permit time to venerate a god. Ifa charac-
ter passes both an Invocation and Piety check during an interlude,
he may earn the party a fortune point or possibly activate a plot
trigger leading to unique events in the next adventure.

nce the end of my current contract is within

sight, it is all I can think of to quit this

business for good. Each time I swear I'll
settle down somewhere, and scratch out a safer life
for myself on some farm.

That lasts for a good day or two. Once the scars stop
itching, my fingers start itching — for the feel of my
sword in one hand, and gold crowns in the other.

— Jurgen Hetfield, Mercenary

STEP 4: INTERLUDE ENCOUNTER

An interlude might feature a brief, colourful scene like a festival, a

visit from acquaintances, or strangers encountered along the road.
These sorts of encounters can often be roleplayed completely free-
form, without any dice.

StEP 5: CHECK PLOT TRIGGERS

This step lets the players guide their characters’ roles in the
campaign. The GM notes any plot triggers activated by interlude
activities or encounters and then compares character hooks with
appropriate entry triggers influencing the next adventure. In some
cases, character hooks don’t match with any entry triggers, in




Mini-Campaigns: The endgame condition of a mini-campaign
is typically influenced by plot triggers from each of the previous
adventures. The complexity of interweaving these triggers can be
one of the most challenging aspects of building a mini-campaign.

THE LAasT WORD

Episodic Serials: In theory, episodic serials may continue indefi-

When a character’s death occurs in the game, it nitely, but without a strong overarching plot players can eventu-

can have an impact on the game for everyone in

ally lose interest. GMs and players should focus on making each

the campaign. In fact, the death of a character can episode as strong and memorable as possible.

be a compelling, dramatic moment in the player’s

roleplaying experience. Heroic Journeys: Heroic journeys generally end when all of the

original characters have attained their personal goals, died, or
Players often enjoy describing their characters’ .reti.re.d from injuries or insanity. Endggme conditions are designed
deaths, gasping their parting words and writing individually for each character once %11s goals have been expressed
their own eulogies. You only die once, after all. through multiple character hooks. It’s often a good idea to wait sev-
Narrative choices like this should be encouraged, as eral adventures before considering personal endgame conditions.

they elevate the game for all involved.
ot b G e Epic Quests: Epic quests usually involve secondary character goals

running parallel to the main plot. Endgame conditions are some-
G T L L @i times complex enough to receive their own full-length adventure

. . at the end of the campaign. Personal goals are resolved along with
quest goals as the characters’ old friends and nemeses converge for
a grand showdown.

which case the corresponding players can be compensated with an
additional interlude activity or possibly a private scene related to

their character hook in the next adventure. BmLDING TO A CRESCENDO
( : Ideally, the encounters leading up to a campaign’s conclusion
ULMINATION OF provide players with an ever increasing sense of drama and urgency.
A ‘ AMP A IGN Narrative techniques like foreshadowing, time pressure, and plot
twists can escalate the drama here.
Tangible campaign goals help sustain player interest over the long
term and memorable campaigns usually end with one or more

endgame conditions being met. These vary according to the style
of the campaign.

By this stage of the campaign, you should have a solid grasp of each
player’s character hooks, which you can use to create a memorable,
climactic adventure. Character hooks can be matched with plot
triggers to leverage recurring themes and thrust the characters into
interesting and poignant situations for the final episode.

THE FINAL EPISODE

The interlude prior to the final episode provides one last chance for
players to solve any lingering mysteries. They might benefit from
recapping key campaign events and re-examining handouts that
weren't previously deemed relevant.

You can make this final session even more memorable by doing
something special. It doesn’t need to be elaborate: you can prepare
a special soundtrack to establish the session’s importance, create an
original handout, play by candlelight, or invite a guest participant
to make a cameo appearance as a major NPC.

TYING UP THE LOOSE ENDs

. Following a campaign, the surviving characters might be assumed
' to go their own ways. Some return to their families or build a grand
~ ‘estate with their share of the treasure. Others continue adventur-
ing. Before packing up the final session, the GM should encourage
his players to take turns describing their characters’ lives after the
campaign. This could also be the perfect opportunity to discuss
future campaign plans and to find out whether some of the heroes
are retiring, or are looking for more adventures.




CHARACTER DEATH

The Old World is fraught with danger, and over the course of a full
campaign, the death of a character may be inevitable. Most of the
time play continues, in which case replacement PCs may be intro-
duced during an appropriate interlude.

DreaTH & CAMPAIGN STYLE

Losing a character can be a jarring experience for a player after so
much time has been invested in building the PC’s personality and
improving his abilities. To curb the potential disappointment and
to make sure that a character’s death does not unravel the game’s
storylines, a GM might consider offering limited “plot protection”,
adjusting die rolls, rules, or NPC actions as necessary to keep a
character alive, if it is appropriate to the campaign style. Remem-
ber, however, that even if the GM secretly offers characters plot
protection, the players should always feel that the threats their
characters face are genuine.

Mini-Campaigns: Short campaigns are well suited to a “sudden
death” policy because players are less likely to become attached

to their characters. Pre-existing NPCs can become replacement
characters, retaining continuity in tightly plotted adventures.
Replacement PCs may be introduced at any time except during the
final encounter.

Episodic Serials: Episodic campaigns often feature a rotating cast
of characters. Plot protection may be appropriate during the first
act or two of each episode so the core story can unfold without
disruption. If plot protection is offered, it should also extend to oft-
stage PCs belonging to absent players.

Heroic Journeys: The protagonists of a heroic journey are closely
integrated with the overall plot, and untimely deaths can disrupt
campaign flow and produce anticlimactic storylines. Instead of dy-
ing, “killed” PCs can be captured, disfigured, or left for dead. Plot
protection may be voided during pivotal encounters.

Epic Quests: Epic quests often end with great sacrifice and this is
particularly true in Warhammer campaigns; PCs who survive an
entire heroic journey should consider themselves very fortunate.
Still, plot protection can occasionally be granted to PCs with
strong personal connections to the quest.

INTRODUCING R EPLACEMENT
CHARACTERS

You can partially mitigate a player’s disappointment after losing

a character by allowing his next to enter the campaign with some
experience points. The GM may wish to provide the new PC with a
percentage of the experience points of his previous character. Often
having a new character join the group with slightly less experience
than the other characters is often sufficient. This allows the new
character to spend some advances to develop his skills and abilities
before adventuring with the rest of the party.

A replacement character is an excellent opportunity to create new
subplots and enrich existing ones. You should also consider poten-
tial background hooks before bringing a new character into play.
Many players enjoy writing their own character backgrounds, but
a certain amount of GM guidance can be a big help when linking a
new PC to the continuing plot.

The replacement PC may be introduced as early as the next in-
terlude in a city, or as a prisoner rescued in a dungeon. There are
plenty of creative and novel opportunities to introduce a character
if the story is taking place in an unusual setting.




" Over the course of their adventures, characters are likely to face a
* variety of enemies. From brutish orcs to cunning cultists, numer-
ous adversaries will rise to oppose the heroes. In this section, the
GM will learn how to manage enemies during encounters. Then
anumber of potential enemies are presented, with background
information and game statistics, providing GMs with everything
they need to use these adversaries during the game.

Creatures and adversaries are more than just a set of numbers, and
they can provide a wide range of potential plot twists and complica-
tions. To make the most out of encounters with enemies, the GM
has a variety of tools at his disposal.

" MAKING MEMORABLE
Bap Guys

The best enemies are memorable, distinct, and interesting—but
not every enemy needs this sort of treatment. Henchmen can be

~ common and straightforward. However, villainous masterminds,
named nemeses, and important foes can make quite an impression
on the players with a bit of extra attention.

VISUAL IDEAS

Often, a simple image can be the start of a good villain. There

is alot of great art in the Warhammer Fantasy setting. Flipping
through the Warhammer Fantasy Battles army books or your favou-
rite fantasy sourcebook can be a font of inspiration. Searching the
Internet for art can also help. Or you can just sit back and imagine,
and see what comes up.

You can always start with a compelling image and build a character
around it. Perhaps the big bad guy is clad in heavy, black armour
covered in spikes. Or he bears an ominous, glowing red axe. Or the
villain is a rail thin, almost skeletal figure in oversized robes, talk-
ing to an onyx skull he holds in his claw-like fingers. Perhaps the
heroes traverse the forest, entering a clearing where they stumble
upon a hulking, scarred beastman whose hands have been replaced
with wicked hooks.

PERSONALITY TRAITS

The best villains have distinct personalities. Does he talkin a
wheezing rasp, or a booming bass? Is he frugal or greedy? Is he sar-
castically polite even in the midst of combat, or does he hurl curses

. and insults? Is he a loud, obnoxious boor, or a refined noble?




Consider traits likely to show up during the PC’s interaction
with the villain. An enemy who is likely to be met only in combat
should have traits which show up in battle. Other traits, such as
greed, avarice, or a fondness for chamber music are best reserved
for villains who will be encountered in the proper setting to reveal
these quirks.

SYMPATHETIC TRAITS

For villains expected to make multiple appearances, the GM

may wish to consider defining one or two sympathetic traits. Few
people are evil in their own mind. Many so-called villains may even
believe that their actions are justified, based on the circumstances.
Even the most evil villain can have interesting quirks or traits that
cause the player characters to pause or re-evaluate the situation.

The savage marauder has a twisted sense of honour and refuses to
slay an unarmed foe. The mad Chaos cult leader began his trip into
the realms of dark magic because he wished to cure his sister of a
terrible illness. “There but for the grace of Sigmar go I” is a classic
trope.

CONNECTING TO THE CHARACTERS

It can be helpful if villains, especially major ones, do not exist in
avacuum. Make it personal. A villain may have done some great
wrong to a character in the past. This offence could be a very
personal thing, or a general “He killed my family/village/cat” hook.
One of the characters and a villain may have been students together
in the Bright College until the villain was gruesomely scarred by

a spell gone wrong, and now the villain blames the character for

it. A villain might be a relative or former lover of a character, who
approaches the character for assistance, and only time will reveal
what the villain is truly up to.

Do not overplay these tropes, however. It can backfire if it becomes
arunning gag. “OK, so who turns out to be related to this bad guy?”
is something you never want to hear your players say. Sometimes,
the villain has no connection to the characters at all, and may even
confront them wondering who these strange people are and why
they’re harassing him.

TACTICS

Knowing what tactics to employ can be a challenging part of
managing enemies during encounters. Should the GM use shrewd
tactics and optimise each enemy’s combat effectiveness—or should
he pull back, playing them cautiously?

Fortunately, the entries for each type of adversary offer different
tips and suggestions. The GM should also evaluate the enemy’s
Intelligence and other abilities, such as any special attack actions
the enemy possesses, or the stance he favours. If the enemy is canny
and cunning, stronger tactics may be warranted. If the enemy
favours a conservative stance, more cautious and carefully planned
tactics make sense.

In addition to these factors, the GM should also consider the needs
of the story and the current encounter. Are the characters vastly
outnumbered? Is the encounter a non-pivotal side quest? Have the
characters grown lax and arrogant? All of these factors also influ-
ence how the GM uses the enemies during an encounter.
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To KiLL, or Not
TO KILL?

Should the enemy kill the PCs? From a purely logi-
cal perspective, the answer may seem obvious for
many of the foes. Of course an orc would kill one of
the heroes. However, from the perspective of what
makes a good game, it’s less clear.

Warhammer is a dark and gritty game, and the
threat of death looms over the land. Despite this,

it is sometimes better to let monsters move on to
active foes once a hero falls unconscious, becomes
paralysed, or is otherwise helpless. In the heat of
combat, it makes sense to ignore foes which can no
longer hurt you—you can always slit throats later.

However, if the players start to get the sense that
their characters are immortal or invulnerable, the
GM should remind them that the characters are
indeed mortal.... by any means necessary.
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MANAGING ENEMIES

While each player generally only has to worry about managing
the actions for a single character, the GM often has to manage and
track information for several enemies at once. Here are some tips
and guidelines for the GM to more easily manage enemies.

TRACKING ENEMY WOUNDs

It is often unnecessary to draw wound cards for individual enemies
in combat. When an enemy is wounded in combat, the GM draws
one wound card and places it face down, then places a number

of tracking tokens on the card representing the total number of
wounds that target has suffered. Critical wounds are placed face up,
asusual.

When a target has accumulated enough wound tracking tokens

so that the number of tokens plus any critical wounds exceed its
wound threshold, the target is defeated. The tracking tokens are
returned to the supply, and the wound cards are shuffled back into
the wound deck.

TRACKING ENEMY ABILITIES

Enemy Aggression, Cunning, and Expertise allotments can be
tracked easily with tracking tokens. The GM can prepare the en-
counter by creating pools of tokens for the different enemies based
on their ratings, returning the tokens to the supply as they are used.

Many enemies have special actions they can perform in addition to
the normal range of basic actions available to the player characters.
Enemy actions listed in the book function like action cards, inter-
acting with other cards and effects as an action card does.




When an enemy performs an action with a recharge rating,

place the appropriate number of recharge tokens on the action.
However, since multiple enemies may share actions or other abili-
ties, recharge tokens are not removed from enemy cards or special
actions at the end of an individual enemy action. Rather, at the end
of each round during an encounter, as well as during each Rally
Step, the GM removes one token from every enemy action or card
that is currently recharging.

ENDING COMBAT
ENCOUNTERS

Combat should rarely end with one side being completely obliter-
ated. Some creatures, such as snotlings or skaven, are cowardly and
will eagerly flee from an encounter if they are vastly outnumbered
or too many of their kin have been killed. Even more imposing or
powerful combatants understand when their outlook is grim, and
can use a tactical retreat to recover their wounds, seeking to exact
revenge at some later time.

The GM may wish to use the Progress Tracker to create a morale
track for enemy units. A good way to implement this is to create a
number of spaces based on the average Willpower rating amongst
creatures in the group, then place an event space, followed by a
number of additional spaces equal to the highest Aggression rating
among the creatures present, followed by another event space.

For each creature defeated by the heroes, advance the tracking
token one space along the morale track. If the heroes successfully
intimidate the creatures or otherwise demonstrate their combat
prowess (a particularly gruesome critical wound, a devastating
round of damage output, or a fiery spell exploding in the midst of
the enemy’s ranks), advance the token another space or two.

Conversely, the GM may decide that for each hero defeated, he will
move the tracking marker back one space along the morale track.
The GM may even move the marker back an additional space or
two if the heroes fall victim to a significantly gruesome attack.

Here’s one way the event spaces on the track can be used. When
the first event space is reached, make an Average (2d) Discipline
check based on the weakest creature still remaining. If the Disci-
pline check succeeds, the most heavily wounded creature of that
type breaks rank and flees the encounter. If the Discipline check
fails, all wounded creatures of that type flee. If the tracking token
reaches the end of the morale track, the heroes have broken the col-
lective will of the foes. All enemies of the lowest rank flee, as well
as any heavily injured enemies of higher ranks. Alternatively, the
GM may declare the encounter a rout, in which case all remaining
enemies retreat or flee from the battle.

Similar Progress Trackers can be developed for social and other
non-combat encounters, helping the GM gauge the interest level
or resolve of the other participants. In these situations, the event
spaces can mark shifts in the social climate or denote the charac-
ters’ progress in advancing their agenda.

CUSTOMISING
ENCOUNTERS

As GMs become more comfortable with the system and the abili-
ties of their particular players’ characters, they may want to adjust
encounters to provide the right level of challenge. There are several
different ways a GM can adjust an encounter, and each adjustment
can make an encounter slightly more or less difficult.

MORE CHALLENGING
ENCOUNTERS

A GM has several options for increasing the challenge for a particu-
lar encounter. The GM should evaluate these options and start out
by incorporating a few of these ideas until he has found the right
challenge for his group.

Adding Action Cards. In addition to the actions presented with
a creature’s statistics, a GM can create tactical flexibility and mix
things up by giving creatures access to action cards. As a general
guideline, a creature can acquire additional action cards equal to
one plus its Expertise rating. The more action cards the Game
Master adds to the creatures’ repertoire, the more challenging the
encounter becomes.

Adding Henchmen. In addition to the normal enemies listed

for an encounter, the GM may wish to include a few extra hench-
men from a lower tier of that enemy type. For example, if the main
encounter is with several goblins and an orc, the GM may wish to
include some snotling henchmen.

Creating Environmental Effects. The GM can create a more
challenging and memorable encounter by providing extra details
about the environment, and imposing misfortune dice to action
checks related to the effect. For example, heavy rain or darkness
could impose penalties on Observation and Ballistics Skills checks,

.. while blistering heat in the middle of summer could impose mis-

fortune dice to physical checks, or increase the amount of fatigue
suffered on poor rolls.

' Upgrading Henchmen. One easy way to adjust the difficulty is to

upgrade a few creatures listed as henchmen versions into standard
creatures of that type.



ENCOUNTERS

Alternatively, if the GM feels an encounter is too challenging for
his group, there are several adjustments he can make to balance
things out.

Downgrading to Henchmen. One of the simplest options for

a combat encounter is to downgrade a few standard creatures

into henchmen of the same type. Even just changing one or two
creatures into henchmen can have a significant impact on howan,
encounter resolves.

Favourable Player Conditions. The GM can frame the encounter ;

in a way that favours the players. Perhaps the encounter occurs
during the day against creatures who don’t like the light. Or the
players have a terrain or positional advantage. Or several of the
creatures are already wounded and not fighting at their peak. For
social encounters, the people with whom the PCs are interacting
may be more inclined to listen to them, or their initial resistance
may be lower.

Fewer Adversaries. For smaller groups, or parties with fewer com-
bat options, the GM may decide to have the group face fewer crea-

tures. Taking away one standard creature or a handful of henchmen

can help even the odds considerably.

Fortune Point Refreshes. To give players an edge, the GM may
wish to increase the flow of fortune points. The more fortune
points the players have, the more flexibility and options they have.

MANAGING MONSTERS

The Old World is filled with a veritable menagerie of creatures,
both mundane and fantastic, from the brutal, feral beastmen to

the ravaging greenskins, from gigantic, abominable versions of
normal creatures to the subtle enemy within—human cultists. The
breadth and variety of potential enemies is virtually unlimited.
This section presents information on a wide range of enemies that
heroes may encounter over the course of their adventures.

ENEMY STATISTICS

Enemies in Warhammer Fantasy Roleplay have a diverse range of
abilities. Many of the same elements apply to enemies as to player
characters — for example, enemies and PCs both have character-
istics, wound thresholds, and an assortment of actions they can
perform. There are some important differences, however, to help
the Game Master track information and manage large numbers of
foes more easily.

Enemies have the same six characteristics as player characters do;
Strength, Toughness, Agility, Intelligence, Willpower, and Fellow-
ship. These form the basis of dice pools for enemies just like they
do for player characters. Despite these similarities, enemies have
several attributes and interesting rules that are unique to them for
use during encounters.

The enemy statistics shown represent the standard version of each
described creature. In addition to standard creatures, Warham-
mer Fantasy Roleplay provides rules for developing and managing
henchmen versions of creatures. GMs can modify the statistics to
give their creatures a unique feel.

DAMAGE, SOAK,AND DEFENCE

Listed along with each entry’s characteristics are separate Damage,
Soak, and Defence values for that type of NPC or monster. These
are identified by a small icons. These values serve the same func-
tion as they do for weapons and armour, as described in Chapter
Ten of the WFRP Player’s Guide.

These numbers represent the default values assuming that the
NPC listed is outfitted with typical gear or trappings for a crea-
ture of its kind. If the GM wishes to customise the encounter and
provide specific equipment or other gear, replace the numbers in
parentheses with the replacement equipment’s actual values—such
as damage rating, critical rating, and any special traits or abilities

that may apply.
@ Damage Rating

6 Defence Rating
@ Soak Value

‘WEAPONS, ARMOUR AND VALUES

A -
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Every weapon has two values that are important to every attack
made using that weapon: damage rating (DR) and critical rating
(CR). A weapon’s DR is added to the key characteristic for the
attack to determine the overall damage potential of the attack.

A weapon’s CR is the number of boons required to trigger that
weapon’s inherent critical damage effect. A weapon with a CR of 3
can be considered to have the effect:

#HUR The attack deals critical damage.




Armour also has two values that are important to the combat
sequence: a defence value and a soak value. The defence value
indicates how many misfortune dice will be added to any attack
targeting anyone wearing that armour. The soak value is added to
toughness to find the total damage reduction against each attack.
Sometimes non-player characters have additional defence or soak
values from other sources, such as shields or special abilities. These
values are cumulative.

More information on weapons, armour, and their various traits can
be found in Chapter 10 of the WFRP Player’s Guide.

WouND THRESHOLDS

Each creature entry has a wound threshold listed, indicating the
maximum number of wounds a standard creature of that type can
withstand before being defeated. Enemies do not suffer stress or
fatigue the way player characters do. An effect that would force an
enemy to suffer stress or fatigue inflicts an equal number of wounds
upon it instead.

STANCE

Like player characters, many NPCs take advantage of stances. Un-
like the PCs, an NPC’s stance position is fixed. The stance rating
listed with the NPC’s statistics indicate what stance that NPC al-
ways uses. Conservative is abbreviated with a green coloured C and
Reckless is abbreviated with a red coloured R. The number next to
the letter indicates how many dice are converted into stance dice.
So a Stance rating of C2 indicates the NPC uses two conservative
dice when performing actions.

ENEMY THREAT LEVEL

Each monster entry has a threat level rating listed with its descrip-
tion. This rating is represented by a number of skulls—the more
skulls listed, the greater the threat posed by one standard creature

of that type. It is important to note that this threat level rating com-
pares monsters to other monsters, not to player characters. This
rating helps establish a rough “pecking order” among the creatures
of Warhammer Fantasy Roleplay.

The GM can use this information to adjust encounters by evaluat-
ing how a particular group of characters fares against creatures of
a certain threat level. If the group struggles, the GM may consider
using creatures with a lower threat level. If the group finds little
challenge with a particular type of creature, the GM can consider
using creatures of a higher threat level.

In addition to adjusting encounters based on creatures’ threat lev-
els, the GM has a number of other options to help tailor encounters
to his group’s preferences and power level.

AGGRESSION, CUNNING, AND EXPERTISE

In addition to their characteristic ratings, monsters and NPCs are
rated in three attributes—Aggression, Cunning, and Expertise.
These ratings are abbreviated A/C/E in the statistic entries. These
attributes make it easier to read and evaluate monster entries by
broadly defining the physical and mental abilities beyond just char-
acteristics, without listing skills or talents that may not come into
play during an encounter.

The attribute ratings indicate how many bonus dice the GM can
use for the NPCs during encounters for certain actions. The type of
dice and actions relating to each attribute is explained below. These
ratings give the GM a “budget” of dice to add to checks, allowing
NPCs and monsters to have alot of variety and some tricks up their
sleeves. Once all the dice for a particular attribute have been used,
no more dice are available for that purpose for the remainder of the
current act. The A/C/E dice budget refreshes during the Rally Step
between acts in episodes.




+ Aggression: The Aggression rating indicates the number
of fortune dice the GM can use when performing combat-
oriented actions or other physical tasks with that monster
or NPC. Any number of these fortune dice can be used for a
single check. Aggression is a general indicator of an enemy’s
physical prowess, boldness, and vigour.

#+ Cunning: The Cunning rating indicates the number of
fortune dice the GM can use when performing social actions
or other mental tasks with that monster or NPC. Any number
of these fortune dice can be used for a single check. Cunning
is a general indicator of an enemy’s mental acuity, instincts,
and creativity.

+ Expertise: The Expertise rating indicates the number of
expertise dice the GM can apply to any checks he wishes.
No more than a one expertise die can be added to any one
check. Expertise is a general indicator of an enemy’s training,
resourcefulness, and aptitude.

UsiNG Dice BUDGETS DEFENSIVELY

In addition to their uses when the NPCs are the active player, the
GM can spend dice from the A/C/E allotment to resist player
actions. This allows NPCs to add misfortune dice to players’ dice
pools during opposed checks, even though most NPCs do not have
trained skills or specialisations the way player characters do.

Aggression dice can be spent to modify a physical action dice pool,
such as an incoming melee attack. Cunning dice can be spent to
modify a mental action dice pool, such as a spell or Guile check tar-
geting the creature. Each die spent from the corresponding budget
adds M to the check.

Aggression and cunning can also be used to modify initiative
checks. Ifit is a physical encounter or combat, where initiative is
determined by Agility, then NPCs/creatures can spend dice from

their Aggression budget to add [ to an initiative roll. Ifit is a social

encounter or other encounter where Fellowship determines initia-
tive, then the NPCs/creatures can spend dice from their Cunning
budget to add [] dice to an initiative roll.

HENCHMEN, MINIONS,
UNDERLINGS

In addition to stout, hearty members of an individual NPCor |
monster entry, there are also weaker, less powerful members that
fill out the ranks. These lower tier NPCs are collectively referred
to as henchmen. Henchmen are a great option that allow GMs to
introduce larger numbers of enemies without necessarily over-
whelming the party.

HeNncHMEN WORK TOGETHER

Henchmen act in concert. Rather than each individual henchman
acting on its own, they act together in groups. Henchmen of the

same type are broken up into smaller groups equal to the size of the

player party.

When facing a party of three adventurers, for example, henchmen
of the same type act in groups of three. In this example, this means
that every three henchmen would warrant one initiative check.
When activated, three henchmen would act at the same time.

When activated, a single group of henchmen generally per-
forms the same action, working together. For example, a group
of snotling henchmen attacks the same target. In this case, only a
single henchman from the group actually makes a check. Each ad-
ditional henchman adds a fortune die to the action’s dice pool.

HeNcHMEN WITHSTAND
FEwWER WOUNDs

Rather than use the wounds threshold listed for a standard member
of that creature entry, each henchman can only withstand a number
of wounds equal to its Toughness rating. For example, a standard
gor beastman has 12 wounds, while a henchman gor beastman
would only be able to withstand S wounds (its Toughness) before
being defeated.

HENCHMEN SHARE HEALTH

Henchmen of the same type share a common pool of health. Indi-
vidual henchmen do not have their own unique wound thresholds.
Instead, all henchmen of a same type share a pool of health equal to
one member’s Toughness value multiplied by the total number of
henchmen of that type involved. For example, six snotling hench-
men with Toughness 2 share a common pool of 12 health.

Wounds inflicted to a henchman are dealt to the common pool of
health shared by all henchmen of that type. Individual henchmen
are defeated when enough wounds are inflicted to defeat one of
them. The Game Master should remove a number of tokens from
the health pool equal to the wounds inflicted and denote that
henchman as defeated.




Against henchmen, there is no wasted damage. Inflicting 6
wounds with a single attack would kill three snotling henchmen.
Inflicting 7 wounds would kill three snotling henchmen, as well as
contribute the remaining one wound towards killing another.

As with standard NPCs and monsters, a single wound card can
be placed facedown in a convenient place for the GM to monitor
henchmen health, using tracking tokens for individual wounds.

HeNcHMEN Do Not SUFFER
CriticaAL. WOUNDs

Henchmen do not suffer from critical wounds the way characters
or standard creatures do. When an attack or an effect would inflict
a critical wound to a henchman, a critical wound card is drawn as
normal. However, rather than being afflicted by the effect listed on
the critical wound, the henchman suffers a number of additional
wounds equal to the critical wound’s severity rating. The critical
wound card is then shuffled back into the wound deck.

ENCOUNTERS WITH
MurtirLE ENEMIES

‘When more than one NPC or monster is present in an encounter,
each type of NPC or monster shares a single allotment of Ag-
gression, Cunning, and Expertise dice for simplicity — you do not
multiply these values by the number of creatures present.

For example, in an encounter with six snotlings, three goblins, and
one org, all six snotlings would share one pool of Aggression, Cun-
ning, and Expertise dice. The three goblins would share a single
pool based on the goblins’ Aggression, Cunning, and Expertise
ratings. The single orc has its own pool, separate from either the
snotling or goblin pools. This rule applies whether or not the NPCs
in question are henchmen.

Furthermore, when an NPC or monster uses a special action that
has a recharge rating, that action cannot be used by other enemies
that share access to that action until all the recharge tokens have
been removed. Remember, the GM removes one token from every
enemy action or card that is currently recharging at the end of every
round during an encounter.

CREATURE & NPC StaTisTIC TABLES

CHARACTERISTICS

ATTRIBUTES

BOAR
GianT SpER. H4)
GianT Worr  4(4)

4(3)
4(2)

1(2)

DAMAGE ~ SoAK DEFENCE

Each entry features a table with the statistics for the
creatures shown. One row contains all the information
for a single type of adversary.

Name. The name of the adversary. Special actions
may refer to this name to indicate which creatures of a
certain type can perform that action.

Characteristics. These six characteristics are identi-
cal to the characteristics PCs have. The numbers in
paretheses after the numbers are the Damage, Soak,
and Defence Values for the adversary. In some formats,
these are represented with the following icons:

g’ Damage W Soak __g.Defence

T
“FORTUNE DIGE -

Fortune Dice: Some characteristics are followed by
white fortune dice. These dice are added to checks
based on that characteristic.

Attributes. The A/C/E listing is an abbreviation for
the entry's Aggression, Cunning, and Expertise, which
provide a budget of dice the GM can use to customise
encounters.

Wounds. Once a standard creature has suffering this
many wounds, he is defeated. A henchman can only
withstand wounds equal to its Toughness rating.

Stance. This abbreviation indicates how many charac-
teristic dice from the creature's dice pool are converted
into stance dice before making a check.
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NEMESISs NPCs

On the opposite end of the spectrum of NPCs from where hench-
men sit are a special breed of adversary. Some of the characters the
adventurers will face over the course of a campaign are every bit

as detailed and developed as the PCs are—with their own distinct
personality traits, abilities, resources, motives, and goals. When
one of these fully fleshed out and developed NPCs is actively work-
ing against the PCs, it can really complicate the heroes’ lives. A
major NPC adversary that opposes the player characters is referred
to as a Nemesis.

I NAME THEE NEMESIS

In broad terms, a Nemesis is a cut above the rank and file villains or
“bad guys” the PCs generally face. A Nemesis may be the veteran
warlord leading a host of enemy warriors in a bloody conflict

to overtake a region. Or the cunning, unscrupulous politician
manipulating and scheming from the Elector’s council. The crazed
doomsayer whipping the masses into a frenzy of anarchy and revo-
lution could also be a Nemesis.

Regardless of how Nemesis NPCs manifest in your campaign, they
provide a number of interesting options to a GM to help customise
and craft a story that can challenge both a party’s abilities and
beliefs, as well as provide a tangible element—a distinct, evocative
personality—to weave into the plot.

NEeMESISs NPC ABILITIES

A Nemesis character stands out from other types of NPCs. There
are a few special rules that apply to Nemesis NPCs.

STANCE METER

In addition to any other abilities they may have, each Nemesis has
his own stance meter, allowing him to adjust and react to situations
like a player characters.

STRESS & FATIGUE

Rather than stress and fatigue being converted directly into i
wounds like they are for standard NPCs or henchmen, a Nemesis
suffers stress and fatigue, and thus can become distressed and
fatigued, just like a player character.

ADDITIONAL RESOURCES

To help flesh a Nemesis out even more, a GM may wish to con-
sider giving him a few distinct talents and action cards that help
reinforce the Nemesis NPC’s role and purpose. The GM can also
adjust his Aggression, Cunning, and Expertise ratings to reflect a
more seasoned, well-rounded, or experienced Nemesis. |

Tyres oF NEMESIs NPCs

There are a lot of different ways to use Nemesis NPCs. A Nemesis
can serve as the key adversary behind complex schemes, the obvi
ous enemy that must be overcome to thwart impending doom, or
the unassuming ally that turns on the player character’s when the
situation grows most dire.

When developing a Nemesis, the GM should consider his motives,
goals, and how and why he opposes the heroes. Does the Nemesis
know who the PCs are? Is he working against them personally, or

do his purposes simply run counter to the goals of the party?
Here are just a few examples of how a Nemesis could be featured
in a campaign.

The Fallen Ally: Perhaps the most dangerous Nemesis is one who
was once a friend. The Fallen Ally used to work with the PCs, but
due to tragic events, betrayal, or corruption he now opposes them.
The Fallen Ally may know the PCs well and use that knowledge
against them.

The Gloryhound: Misguided by a lust for glory, prestige, and
fame, the Gloryhound opposes the PCs not directly out of avarice,
but out of vanity, pride, and perhaps a little madness and corrup-
tion. Pride goeth before a fall, and even a relatively “pure” Glory-
hound may soon become an unwitting agent of evil.

The Heretic: This vile heretic or apostate is gaining popularity,
preying on the weak-willed, whipping up religious fervour, and
looking to supplant the powers of an established cult. He may be
ahero to the common people who feel oppressed by an existing
religion, but he is an enemy to public order.

The Mastermind: The Mastermind lurks in the shadows, pulling
strings, manipulating politics, and using blackmail and minions
to achieve his goals. He’s a smart, clever opponent, always one
step ahead, and has contingency plans for everything. Rather than
directly influence events, he has his minions do his dirty work for
him.

The Warlord: Whether a fearsome rebel leader or the chieftain

of a violent marauder tribe, the Warlord is a ruthless and cunning
battlefield commander who has the unquestioning support of his
warriors. The Warlord is likely to be imposing and dangerous in his
ownright.




CHAPTER SEVEN

CORRUPTION RULES

This chapter introduces the rules covering the accumulation of
corruption, the risks posed by having too much corruption, and
mutations. The GM should become familiar with these rules before
bringing them into play, and may wish to share some of this infor-
mation with his players the first time they are exposed to a corrupt-
ing influence, or if their characters conduct research or investigate
corruption, mutation, or Chaos in more detail during the game.

These rules were first introduced in Winds of Magic. For
the cards, components and more information on corrup-
tion and mutation, Winds of Magic is recommended.

SHOW SOME MERCY!

O4

Asyou will no doubt soon realise, developing mutations is very

bad for a character’s well being! Becoming a mutant is effectively a
death sentence in the Empire unless a character goes to great length
to disguise his deformities. Even lucky and careful mutant charac-
ters will effectively cease to be functioning members of society.

With such great risks at stake, GMs are advised to use these rules
sparingly and to make sure that their players are forewarned as to
the dangers of touching warpstone and other artefacts carried by
the followers of Chaos. After all, every child raised in the Empire is
told numerous cautionary tales against such foolhardy behaviour.

Bear in mind that, whilst PCs might be reckless enough to ignore
lessons they should have learned on their mother’s knee, NPCs are
not likely to allow PCs to endanger them or their families.

For example, should a party of PCs enter a village whilst openly
bearing shards of warpstone or some hideously profane artefact
trailing wisps of tainted energy, they will cause panic. Most Empire
folk simply assume that those who carry Chaos artefacts are wor-
shippers of the dark gods, and they will take appropriate measures
to eliminate them.

CORRUPTION IN PraAy

Corruption is one way to track a character’s exposure to the unpre-
dictable effects of Chaos. Characters can suffer from corruption in
anumber of ways. It can attract misfortune, cause madness, or lead
to the most overt sign of corruption—mutation.

When a character is exposed to a corrupting influ-
ence he potentially accumulates corruption. Cor-
ruption is represented by purple diamond-shaped
tokens. These tokens are gained and keptin a
similar way to stress or fatigue counters, and should
remain visible to the players and GM. They come in
1 and 5 point denominations for easier tracking.




CORRUPTING INFLUENCES

A variety of different encounters or events may trigger the accumu-
lation of corruption. The magnitude of the event indicates how dif-
ficult it is to shrug off the effects, as well as the potential amount of
corruption that may be generated. The following levels of exposure
indicate the inherent risk when first coming into contact with the
triggering event.

Subsequent exposure to the same trigger may have the same mag-
nitude and risk, or the GM may choose to lower the difficulty if the
character succeeded particularly well during previous exposure.

In each instance, a failed check results in corruption equal to the
challenge level. Regardless of the check’s success or failure, the
character also suffers one corruption for each Chaos Star generated
during the check.

For example, failing an Average (2d) Resilience check after
minor exposure to a corrupting influence results in two corrup-
tion. Succeeding at a Hard (3d) Resilience check while generating
one Chaos Star when exposed to a moderate corrupting influence
results in one corruption.

Finally, some creatures may have attacks or special abilities which
inflict corruption, in addition to other effects. In these situations,
the amount of corruption gained will be listed with the ability.

MINOR EXPOSURE:
AVERAGE (2D) RESILIENCE CHECK

This level of exposure includes low grade or minimum exposure to
a corrupting influence. Could also be used to represent exposure
over time to an otherwise trivial corrupting influence.

Examples could include:

#+ Prolonged exposure to skaven, beastmen, or Chaos cult para-
phernalia or locations

# First hand witness to daemonic activities or rites
+ Contact with a traveller of the Chaos Wastes

#+ Brief exposure to a small warpstone chunk

MODERATE EXPOSURE:
HARD (D) RESILIENCE CHECK

Moderate exposure reflects a more pronounced single event or cir-
cumstance, or more prolonged exposure to a corrupting influence.
Could also be used to represent exposure over time to an otherwise
minor corrupting influence.

Examples could include:

#+ Prolonged exposure to a Chaos Warrior, daemonic cult, or
tainted paraphernalia or locations

#+ Contact with a cursed weapon, profane artefact, or daemonic
entity

Exposure to alarge amount of warpstone

Major ExXPOSURE:
DAUNTING (4D) RESILIENCE CHECK

This represents high grade or more prolonged exposure to a cor-
rupting influence. Could also be used to represent exposure over
time to an otherwise moderate corrupting influence.

Examples could include:

+ Wounded by a cursed weapon, profane artefact, or daemonic
entity

#+ Exposure to the savage Chaos Wastes and its environs
Consumption of warpstone powder

Direct exposure to a large amount of warpstone, or using warp-
stone to fuel spells

CORRUPTION THRESHOLDS

The different races of the Old World have varying tolerance to the
corrupting effects of Chaos. From the viewpoint of dwarfs and
elves, humans tend to be frail and easily susceptible to the ravages
of Chaos. This perception is partly due to the fact that dwarfs and
elves enjoy an incredibly high tolerance to Chaos, and are not af-
fected by mutation the way humans are.

An individual character’s corruption threshold is based on his race
and his Toughness rating.

#+ Human: S + Toughness

+ Dwarf: 10 + Toughness

+ High EIf: 10 + Toughness
+ Wood Elf: 10 + Toughness

These thresholds apply to all members of that type of race. So all
humans, whether from the Reikland, Nordland, or Talabheim, have
the same corruption threshold.




"THE EFFECTS OF
CORRUPTION

There are two main effects of corruption—generally referred to

as manifestation and mutation. The first effect, manifestation is a
relatively minor effect, that of inviting danger and adversity. This
effect can be triggered by the GM at any time to make a check more
challenging for a character with corruption.

The second effect, mutation, is triggered when the number of cor-
ruption points a character has exceeds the character’s corruption
threshold. Such a condition is very dangerous for a character as
they will develop insanity or mutation as a result.

GM INVOCATION

Over the course of play, the GM has the option to “manifest” or
“invoke” a character’s corruption, weaving into the story that the
exposure to corruption or taint is rearing its head. The GM nar-
rates how the corruption is manifesting, which makes the upcom-
ing task more challenging. The corruption might manifest as an
overwhelming sense of temptation, painful cramps, or whispered
daemonic voices only the character can hear.

Mechanically speaking, before a player performs an action, the GM
may take one of the character’s corruption points and replace it
with a purple challenge die that gets added to the task’s dice pool.
The corruption token is returned to the general supply. No more
than one corruption may be invoked in this manner per check.

MuTtaTiON & INSANITY

Once a PC has accumulated more corruption points than his
character’s corruption threshold (based on the character’s Race
and Toughness), the corruption has ravaged the character’s body
and mind and manifests as a mutation (for humans) or insanity (for
elves, dwarfs, and other races).

MUTATION

For humans and other susceptible races, when the corruption
threshold is passed, the player draws a mutation card from the deck
(See Table A-4 Mutation in Appendix, page 162). In addition to its
other effects and rules, each mutation card has a severity rating,
which indicates how much corruption is consumed in the trans-
formation. For example, if the PC suffers from a mutation with a
severity 4 rating, he returns 4 corruption point tokens to the supply
when he draws that card.

If, after a mutation, the character is still above his corruption
threshold, another mutation card is drawn, the process being
repeated until the PC has corruption points equal to or less than his
corruption threshold.

INsANITY

Dwarfs and elves (as well as a few other notable races like halflings)
are notoriously resistant to the ravages of corruption. Not only

do these races have a significantly higher threshold than humans
before succumbing to corruption, they are not afflicted by physical
mutations.
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Rather, when a member of one of these races accumulates cor-
ruption greater than his threshold, he gains an insanity. He draws
an insanity card from the deck, until he has acquired an insanity
with the Supernatural or Chaos trait, or an eligible trait based on his
race—such as an insanity card with the Dwarf trait being drawn by
a dwarf character (Table A-2 Insanity in Appendix, page 158).

In addition to its other effects and rules, each insanity card has a
severity rating, which indicates how much corruption is consumed
in the transformation. For example, if an elf PC suffers from an
insanity with a severity 3 rating over the course of this process, he
returns 3 corruption points to the supply when he draws that card.

MuTtatioN CARDS

NAME TRAITS

= —
Melee Attack actions gain:. 3
# +1 damage

Add @ to checks to

interact with people who
can see your horns... You
may be mistaken fora
beastman.

Large, dangerous-looking
horns sprout from
your brow. They
may or may not

@ resemble animal
horns.

SEVERITY :
RATING SET Icon

Name. The name of the mutation, providing some

flavour and context for the impairment listed.

Traits. Each mutation card has one or more traits.
These may be compared to the triggering effect to
see what sort of mutation occurs.

Effect. The mutation’s game effect is listed here.

Flavour Text. The description helps add context
and additional information about the mutation.

Set Icon. Each card is marked with a set icon to
quickly identify which product the card is from.

Severity Rating. This number indicates how severe
the mutation is. The higher this number, the more
corruption the mutation consumes as it manifests.
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If, after acquiring an insanity in this manner, the character is

still above his corruption threshold, another insanity card is drawn, ¥
the process being repeated until the PC has corruption points equal

to or less than his threshold.

AMASSING MUTATION

The human body can only withstand so much corruption and
Chaos energy before it loses all semblance to its former self and
devolves into a hideous monstrosity, known as a Chaos Spawn.
These horrible mutations also wreak havoc on the mind, eroding

an individual’s sense of self and ability to function. iy

FALLING TO CHAOS

If a character accumulates more mutations than his Toughness
rating, he is immediately transformed into a Chaos Spawn (see
Creatures of the Old World for details).

Those unfortunate enough to witness the transformation may wi
to seek cover, before their former ally attempts to rip them apart

with an amorphous, multi-hued pseudopod. The horrific transfor
mation causes Terror 2.

After transforming into a Chaos Spawn, the character is no longer
suitable for a player to run, and a replacement character should be

considered. From this point on the character becomes an NPC and

the GM decides what becomes of him.

The Chaos Spawn may disappear, heading towards the Chaos
Wastes, he might run wild in an orgy of bloodshed, or may follow
the characters for a while at a distance, bonded to them by foggy
memories of companionship.

If a character accumulates more mutations than his Willpower
rating (and has not yet devolved into a gibbering Chaos Spawn), he
immediately gains a permanent insanity for each mutation greater
than his Willpower. For example, a PC with Willpower 3 would im-
mediately gain a permanent insanity once he gains his fourth muta-
tion, and another permanent insanity if he gains a fifth mutation.

LosiING CORRUPTION

Once corruption has been gained, the two most common ways to
lower the character’s corruption are the two methods described
earlier—the GM invoking the corruption to influence a task, or the
corruption fueling a mutation.

However, the GM should also consider other means by which a
character may be able to remove corruption. These alternate means
should be significant stories, perhaps the central theme or moti-
vation behind a series of adventures, or the ultimate reward for a
dramatic and exciting campaign. Here are just a few suggestions.

#+ Completing an important holy quest to eradicate a corrupted
zealot and his throng of followers, at the behest of the Cult of
Sigmar

#+ Receiving a blessing from the High Priestesses of the Cult of
Shallya for stopping a grand plot by a group of Nurgle Cultists

#+ Successfully surviving a harrowing, convoluted experiment for
the Colleges of Magic that sought to unravel the very nature of
corruption

+ Destroying a powerful profane relic or artefact, purging a dan-
gerous source of corruption from the Old World

#+ Cleansing an important wood elf forest glade of a tainted beast-

men herdstone and the mutant Wargor and his followers who
gather there

#+ Recovering an ancient elven artefact with curious heal-
ing properties from a mysterious temple hidden deep in the
Reikwald Forest, and returning it to a High EIf Ambassador in
Marienburg

Even with these suggestions in mind, it is strongly encouraged that
the GM not allow corruption to simply heal over time or through
rest. Corruption and the taint of Chaos are serious risks and afflic-
tions in the Warhammer Fantasy setting.

oe is he who bears the mark of Chaos.
For he is already dead, though his mind
may not yet know it.

—Canticle Six, from Litany of the Damned




MArKSs OF CHAOS

In addition to gaining corruption points and eventually acquiring
mutations or insanities as a result, there is another way a character
may be touched by Chaos—he may bear a Mark of Chaos.

A Mark of Chaos is a sign of favour from one of the Ruinous Pow-
ers, often bestowed upon a loyal subject. It is a brand connecting
the person to his foul deity, and an outward sign of his devotion.
Marks of Chaos can come in many different shapes, styles, or de-
signs, but are clearly associated with their Ruinous Power and often
the actual symbol of that god. Here are just a few examples.

+ A Mark of Tzeentch may manifest as a pulsing blue Chaos Star,
araven tattoo that appears to be flying across the subject’s skin,
or a sinuous, writhing flame emblazoned on the subject’s back.

+ A Mark of Nurgle may be a distended boil oozing foetid pus, an
open sore weeping a stream of maggots, or a pox-marked patch
of vaguely green-tinted skin that constantly sheds and peels.

+ A Mark of Khorne may change the marked person’s eyes to
deep, blood red, it may manifest as a dark red battle scar still wet
with crimson blood, or a skull-shaped knob or deformity on the
marked one’s flesh.

+ A Mark of Slaanesh may be a subtle, intoxicating scent of musk
lingering to the person, a slightly dreamy, purplish tinge to the
marked one’s lips, eyes, and hair, or the growth of additional
nipples.

Followers of the same Ruinous Power have an uncanny intuition,
allowing them to sense when someone bearing their deity’s Mark
of Chaos is nearby. Bearers of a Mark of Chaos usually go to great
lengths to hide it from non-believers, as recognition of such a sign
is a death sentence, sure to draw the attention of Witch Hunters,

angry mobs, or worse.

THE MARK OF TZEENTCH

Assigning a Chaos Mark to an NPC is a new option
GM can use to distinguish or tailor encounters to
suit the story or challenge his players. The leader of
a powerful cult, or an NPC who has been lured to
Tzeentch’s service by the promise of knowledge or
power may be so marked by the Changer of Ways.

The Mark of Tzeentch has two different passive
effects. First, a character targeting someone bear-
ing the Mark of Tzeentch with an action suffers 1
stress if they generate one or more % in his check,
in addition to any other effects the Chaos Stars may

impose.

Second, a character bearing the Mark of Tzeentch
is imbued with arcane abilities. He can acquire and
cast spells with the Tzeentch trait, and automati-
cally acquires the Channelling and Spellcraft skills,
as well as the Channel Power action, powering his
spells like a wizard does. If the character so marked
already has Channelling or Spellcraft acquired or
trained, he gains an additional expertise die to all
related checks.

The GM may wish to detail other effects, possibly
positive or negative, for a Chaos Mark, as well. For
example, a character bearing a Chaos Mark may
suffer difficulties when forced to interact with peo-
ple who are not affiliated with his chosen Ruinous
Power, as he struggles to keep his mark and devo-
tion a secret—for if the secret were to be revealed,
the Witch Hunters would burn him at the stake.

The exact nature and magnitude of these additional
effects are left up to the GM.

b

Attacks targeting you gain:

4+ Attacker suffers 1 stress.

You acquire Channelling and &
Spellcraft, or [J with these
skills if already acquired. You
can Channel Power and cast
Tzeentch spells like a wizard.



CHAPTER EIGHT

Disease RULES

These rules were first introduced in Signs of Faith.
For the cards, components and more information on
disease, Signs of Faith is reccommended.

There are any number of minor ailments and diseases that infect
the Old World. These can apply to the everyday life of a character: a
common cold, a heavy cough, a spot of the flu, minor fever, lice and
worms, sores, ulcers, rashes, and boils. The list goes on. This is the
sort of thing that the average citizen of the Empire suffers almost
daily, and they just get on with it. It’s a fact of life. The Old World
isn’t a very hygienic or healthy place. The GM can make it clear to
his players that this is the sort of world their characters live in, or
he can gloss over it. He might give out the occasional misfortune
die to reflect the odd minor ailment affecting the characters, as the
story dictates.

Those are not the diseases discussed here. The afflictions repre-
sented by a disease card and those presented here are all potentially
fatal. They are the worst kinds of pestilence that a character could
be unlucky enough to contract. They can have a big effect on game
play and with a bit of bad Iuck or neglect can lead to death. They are
not to be trifled with. The GM should know that if he brings these

diseases into the game that they can have a marked effect on play
and even change the focus of a campaign. Finding a cure will often
become a clear priority for afflicted characters.

Having said that, these are often colourful maladies that can be
entertaining to have in play, to suffer from, and to hopefully over-
come. If the characters take the right steps and are not too unlucky,
they should recover from their afflictions and survive little worse
for wear. Part of the fun should come in balancing the need for rest
and recuperation with the needs of the game.

Without other pressing matters to attend to, most characters could
just take a few weeks off from adventuring, consult physicians

and priests, and possibly make a full recovery. Ifa character has

a time critical mission, or is already in the midst of adventure and
struggles when the disease strikes, he may need to stay in the thick
of things. This is when diseases can be at their most challenging—
and most deadly!

Players should know that if their characters are diseased when they
continue to adventure, pushing themselves and putting their PCs’
bodies through rigorous trials, then the diseases are more likely to
get worse, and that is when fatality is most likely.




DiseasE R ATINGS

A disease check is required whenever a character encounters a situ-
ation described as Diseask X, where X reflects the virulence of the
disease or the risk of the exposure. Disease checks are Resilience
(To) checks with a difficulty equal to the disease rating. So a Dis-
ease 2 check requires an Average (2d) Resilience check.

Like any other check, the GM should feel free to modify the
Disease rating of any source of disease based on the nature of the
exposure, or to add fortune or misfortune dice to the pool to reflect
various favourable or unfavourable circumstances.

Here are some sample conditions that could warrant increased
challenge 4 or a higher disease rating:

4 Unusually close or near-constant exposure to the disease.
+ Exposure of infected material to open wounds, mouth, or eyes.
+ Ingesting infected food or drink.
Sample conditions that could warrant M misfortune:
#+ Already suffering from a minor ailment.

#+ Fairly close or prolonged exposure to the disease (but less
severe than above).

#+ Inadequate preparations or precautions, or over-reliance on
ineffective precautions.

Sample conditions that could warrant [J fortune
#+ Survived the disease in question previously.
4+ Unusually brief exposure.

#+ Extraordinary (and effective!) precautions and preparations.

THE ELDER RACES

Dwarfs are notoriously resilient and hearty, and elves are extremely
long-lived. Members of these races gain [][] to all Disease checks.

CATCHING A DISEASE

If the character fails a disease check, he catches a disease—the
player draws a card from the disease deck (See Table A-S Diseases

in Appendix, page 164). This is called the AcTIVE DIsEASE. If he fails
and also generates # during the Disease check, he adds an extra
symptom to that disease—an additional card is drawn and placed
under the disease to indicate that it is a symptom of the original dis-
ease. Each symptom associated with the active disease is referred to
as an ACTIVE SYMPTOM.

A character with a disease suffers from the symptoms and effects
described on his disease cards. These penalties apply to every
relevant check. Some are effect lines (usually associated with a 3
result) that the GM can choose to invoke during skill checks.

When afflicted with a disease, the disease card is socketed into a
talent slot on the character’s career sheet. Which talent socket it
consumes is up to the character’s player. This is another incon-

Disease CARDs

NAME TRAITS

\ BLACKLEGGE

Contact, Filth

Mam EffEcT ——

SymMpTOM —

ErsecT
//\

SEVERITY
KEYWORD SeT IcoN

RATING

Name. The name of the disease, providing some
flavour and context for the ailment shown.

Traits. Each disease card has one or more traits.
These may be compared to the triggering effect to see
what sort of disease is gained.

Main Effect. When this card is the underlying disease
afflicting the character, this effect is always in play.

Symptom Effect. The gameplay effect of the card’s
symptom, which is always active, whether the card is
the active disease or a symptom in the stack.

Severity Rating. This number indicates how severe
the disease or symptom is. The higher the number, the

more difficult it is to treat or cure.

Keyword. This keyword is always visible and refers to
the symptom effect explained on the body of the card.

SetIcon. Each card is marked with a set icon to
quickly identify which product the card is from.
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venience of suffering from disease and reflects how the disease in-
hibits the activities and concentration of a character. To reclaim the
talent slot, the character needs to fully recover from the disease.

STACKS

It is possible to suffer from more than one disease at a time. How-
ever, if a character is exposed to disease-inducing conditions while
already suffering from a disease and fails the Disease check, the
GM should decide whether the PC will be subjected to a new dis-
ease or risk having another symptom added to his current disease.
Further, if a PC generates one or more 3+ during a recovery check
when trying to shake off his illness, his current disease may worsen,
adding a new symptom to the active disease.




ExAMPLE OF DISEASE IN PrAy

Birgitta the Roadwarden contracts a disease after traipsing about in the sewers—she failed a Disease 2 check set
by the GM for the filthy conditions, so now she acquires a disease card. Due to the conditions, the GM deems a
disease with the Filth trait will be most appropriate. Birgitta draws Blacklegge, a PAINFUL disease.

A disease takes up a talent slot, so Birgitta has to choose one of her Roadwarden slots to affect. The player grimac-
es and attaches the disease to a Tactics slot. While afflicted with the disease, Birgitta cannot use that Tactics slot.

CHAPTER 8
Disease RULES

.

Contact, Filth
A
\

Alas, Birgitta’s day is about to get much worse! Later she encounters a swarm of nurglings and a plague bearer, and is
exposed to further risks. This time, the GM asks for a Disease 3 check to resist the tainted conditions, and Birgitta
fails. The player draws a new disease card. Rather than being subjected to a separate, second disease, the new card is
placed below Blacklegge, so only the bottom of the card is displayed—a new symptom has manifested!

The top portion of the symptom card stacked below Blacklegge is irrelevant. Only the severity rating and symptom
are in effect. However, the severity ratings are adding up—Birgitta is currently suffering seven total severity from her
disease. Ifit exceeds her wound threshold, Birgitta will succumb to the disease and die!

Further,the main effect of the Active Disease all its symptoms are cumulative. Her case of Blacklegge is getting
worse—it’s now TIRING as well as PAINFUL! The rules for this new symptom are on the card itself for easy reference.

ACTIVE
SYMPTOMS

[

™ Diseasg’s TOTAL
e oo SEVERITY

AcCTIVE DISEASE

When recovering or being treated, the individual symptoms must be treated before the active disease itself can be
cured. In this case, the TIRING symptom needs to be addressed, which has a Severity of 3. Once all the additional
symptoms have been dealt with, the active disease itself can be treated.

pens to draw a card with the TIRING symptom. So now, not only
ACQUIRING ADDITIONAL SYMPTOMS is the fever making him delirious, it is also making him tired. The

When a character acquires anew sylnptorn, he draws a disease card character I‘llight want to consider leaving the sewer and Spending a

and places it under his active disease card so only the symptom few days in the nearest Shallyan hospice.

keyword and severity rating on the bottom of the card are showing. o

None of the effects on the new card apply except the symptom and If a character ever gets more than one car.d for a specific disease,

the severity rating. A stack of disease cards (the active disease and they are stacked as shown 1n.the D1sease n ?lay exa.mple: The top

all its related active symptoms) is considered a single disease. card of a stack shows the active disease and its specific effect, but
all the cards in the stack contribute active symptoms. Symptoms

For example, a character suffering from Yellow Skull Fever wades from all the cards in the stack are cumulative!

through the sewers. The GM decides this requires a Disease 2

check. Instead of spawning a new disease, the GM decides that

failure will make the Yellow Skull Fever worse. The character hap-




DiseaSE TRAITS

FiLTy

The Old World is a dirty place, especially the urban centres. There
is no telling what you can pick up just by walking around the streets
of Altdorf. When a character gets into a particularly filthy situation,
he might have to make a disease check. The filthier it is, the more
difficult the check will be.

The GM can consider that a poor man will be more used to Filth
than arich one, and one from an urban background will be more
used to the sort of filth the city throws up as one from a rural back-
ground will be more used to the filth of the countryside. Being out
of his element might give a character a greater chance of catching a
disease.

INGESTION

Some diseases are introduced to the body directly through the
mouth, such as eating contaminated food or drink. These diseases
include grim parasitical afflictions. If a character eats tainted,
mouldy, or poorly prepared food, there is a chance it could lead to

a disease. Just a bit of green ham sandwich at a seedy tavern might
call for a Disease 1 check, but eating diseased meat, deliberately
spoiled food, or drinking infected water would increase the disease
rating significantly.

Miasma

A disease can be selected randomly from the deck of disease cards
or a particular disease can be chosen by the GM if that makes sense
in the situation. Alternatively, the GM may wish to draw a disease
at random from the disease deck cards and use the traits on the
cards to help match the disease to its source. The disease traits give
an indication of what sort of circumstances a disease can be caught
in. They are not hard and fast rules, but simply guidelines to help
the GM choose diseases appropriate to the situation.

These traits are not intended to be scientific, but more to reflect the
confused and largely speculative thinking about disease prevalent
in the Old World. Of course, many situations will be a combination
of more than one of the traits detailed below.

‘WounD

These are diseases that often infect cuts and open wounds, ones
that get into the body through broken skin, or pass through blood.
If a character receives two or more critical wounds in the same
combat, it may warrant a Disease 2 check to see if he acquires a
disease with the Wound trait.

CoNTACT

Diseases with the Contact trait are often passed along by close
physical contact with another sufferer or with some sort of conta-
gion. Just talking to the character could require a Disease 1 check,
fighting him or getting into close contact could bring a Disease 2
check. In general, engaging with someone with such an ailment
should provoke a Disease 1 check.

Coming across monsters with the special disease abilities will most
likely lead to catching diseases with the Contact trait. Of course,

if the GM has in mind the particular disease they were suffering
from, then that will be the disease the character catches.

Some scholars of the Old World have adopted the theory that dis-
ease is spread in more unfathomable ways than merely touching or
the will of the gods. Some think diseases can be carried by ill smells
or diseased vapours. If a character is ever in an area where disease is
rife then they might catch the disease through its Miasma. Simply
passing through a town where there is an epidemic might call for a
Disease 1 check. Staying around longer and chatting to the inhabit-
ants will soon raise this.

UNDEAD

The undead of the Old World, especially ghouls and zombies, can
carry all sorts of diseases. Some diseases are specific to undead
creatures and have the Undead trait. Simply spending time explor-
ing a tomb of the undead might warrant a Disease 1 check. Longer
interactions with the walking dead might bring higher difficulty
checks.

NURGLE

There is no explicit trait for Nurgle. As the father of all diseases, the
spreader of goodwill, and the fickle purveyor of finest distempers,
every disease implicitly has the Nurgle trait. Any interaction with

the servants of Nurgle should probably warrant at least a Disease 1
check. Closer interaction doesn’t bear thinking about.

DisEASE CHECKS &
RECOVERY (CHECKS

The two types of check associated with disease are disease checks
and recovery checks. They are quite different. The disease check is
made whenever a character comes across a situation where he risks
contracting a disease. This is generally represented with a Disease
X rating, where X reflects the virulence of the disease or the risk of
the exposure. When a disease check is failed, the character picks up
anew disease or new symptom.




A separate recovery check for disease is made every night that
someone is suffering from a disease or whenever the character is
undergoing an attempted cure.

REGULAR RECOVERY CHECKS

poisonous that the unfortunate character must suffer some
other penalty; he may even take a critical wound. Or perhaps the
tending character has contracted the disease himself.

DiviINE AID

With every night’s rest, the sufferer attempts a recovery check to
see ifhe can shake off the disease or one of its symptoms. This is an
Average (2d) Resilience check if the chararacter is suffering from
only one disease, or a Hard (3d) Resilience check if the character
is suffering from more than one disease. Add one M to the check for
each additional symptom the character is suffering from.

If the character is being tended to by a character with Medicine
trained, add [] for each rank of training. Ifhe has spent time
recuperating in a safe, clean location, or if he has been taking ap-
propriate remedies, the GM should allow the player [] or (][] to
this check, based on the quality of the resources and conditions.
However, if he has been particularly active during the time and put
his body through strenuous activity or he has been in places where
disease lurks, one or more M are added to the check instead.

SUCCESSFUL RECOVERY

If the character generates a number of successes equal to the sever-
ity rating of one of the symptoms, he can recover from that symp-
tom. If only the main disease card itselfis afflicting the character,
then the disease itself is cured. The card is removed from the talent
socket and the target is no longer suffering from the disease. If there
are several eligible symptoms to remove, the player may choose
which one to lose, provided the top card on the stack, the card that
names the disease, is always the last one to be cured.

FAILED RECOVERY

If the character passes the check but does not generate enough suc-
cesses to cure one of the symptoms, then he keeps the disease and
all the symptoms he currently has. If he fails the recovery check
and, also generates one or more #+ with the check, he must draw a
new symptom from the disease deck.

SEVERITY AND DEATH

The diseases represented by disease cards are all potentially fatal. If

the character picks up enough symptoms, it will eventually lead to
his death. To determine whether the disease is fatal, take the com-
bined severity ratings of each disease and all its related symptoms.
If this total severity ratings in a single disease stack is greater than
the character’s wound threshold, he succumbs to the ravages of the
disease and dies.

TREATMENT RECOVERY CHECKS

If the diseased character undergoes a complete treatment appropri-
ate to the disease prescribed by a character with the Medicine skill,
the character is eligible for a bonus Recovery check. Every level of
Medicine training the tending character has adds [] to the pool.
In addition, the treatment may also bring extra dice or modifiers
depending on the cure. One treatment may be attempted per char-
acter per disease.

If the roll does not generate enough levels of success but does
generate one or more %+ then the GM can interpret that according
to the cure attempted. It may be a new symptom is added to the
disease stack. It may be that the cure was so severe or traumatic or

Some powerful Shallyan blessings may be able to cure symptoms
or even entire diseases outright, as noted on the action cards for
those blessings. In general, these powerful miracles are beyond the
resources available to most Shallyan priests. Some sufferers from
disease make pilgrimages to holy sites or famous shrines to Shallya -
in search of a divine cure, in violation of any quarantine procedures -
that might be in place. These well-meaning and desperate unfor-
tunates often, as a consequence, spread their disease far across the
Empire, but those that survive long enough to reach these holy
places usually receive excellent care.

Unless the situation warrants additional attention or intervention,
the GM may wish to enforce a rule that only allows a given blessing
to make one attempt to cure a single disease or symptom.

OT1HER MEDICINE

There may be tonics and medications that do not actually cure

the disease but suppress its symptoms and allow the character to
behave more normally. If the character has had a correct dose of
one of these, then he can be free of the effects of the symptom for a
whole day. He should place a tracking token over the symptom or
turn it face down to remind him. Some examples of possible medi-
cines and folk remedies are described starting on page 63.




THE MARK OF NURGLE

MARK OF NURGLE

The Mark of Nurgle is a mark upon the body of a
servant of that Dark God which signifies his alle-
giance and bestows upon him special powers.

#+ The first effect is that any time someone en-
gaged with a marked servant attacks him and rolls
a Chaos Star #r he must make a Disease 2 check or
contract a disease. This is in addition to any other
effect that the Chaos Star % may incur.

#+ The second effect is that during his End of Turn
Phase a marked servant of Nurgle may remove one
normal wound card from his character.

# The final effect of the Mark of Nurgle is that the
bearer is immune to the penalties and modifiers
from any diseases or symptoms he carries.

The mark may also cause difficulties for the servant
of Nurgle. For example, it may smell particularly
disgusting and need to be hidden with perfume.

It may be a conspicuous and unsightly boil or rash
which may bring misfortune to Fellowship checks.
It could also be recognisable to Chaotic rivals.
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SrecIFIC DisEASE EFFECTS

Each disease has a specific effect unique to that disease. In addition,
each disease card has a symptom. A disease stack only utilises one
specific disease effect, shown at the top of the card. But every symp-
tom in the stack affects the unfortunate sufferer. All symptoms are
cumulative, so a character with 2 Tiring symptoms in his stack will
never suffer less than 2 fatigue. Most symptoms are self-explanato-
ry and noted in detail on the relevant disease cards. The symptoms
noted below warrant further explanation.

VIRULENT

Virulent diseases ravage the body. They are particularly at home in
the character suffering from it, and make all other symptoms worse.

AVirulent disease does not have any effect on its own. But when
other symptoms are in the stack it can be quite debilitating—it
mimics the effects of every other symptom that is currently affect-
ing the character. For example, if Virulent, Tiring and Fever are
allin one disease stack, then the victim effectively suffers from 2
Tiring and 2 Fever. If he has 2 Tiring, then he effectively suffers
from 4 Tiring.

INFECTIOUS

Infectious diseases are particularly contagious for some reason; it
could be the character cannot stop sneezing, drips diseased pus,
orloses control of his bowels. The Infectious symptom reflects the
idea that the character has a very contagious problem and his party
will naturally not want to catch it, or the symptoms make it more
difficult for the group to work eftectively. To reflect this, one of the
talent slots on the party sheet is not available to the group, repre-
senting how their cooperation and team dynamic is affected. The
party should put a token on the talent slot to show it is unavailable.

If the party is suffering from more Infectious symptoms than the
number of talent slots on its party sheet, none of the party sheet’s
talent slots are available until fewer Infectious symptoms remain
than talent slots.

LETHAL

Sometimes a disease hits harder and is slower to shake off and even
more likely to cause death. When a disease is lethal the severity rat-
ing of each other card in the stack—disease or symptom—is always
counted as one higher than listed. The card with the lethal keyword
is not affected by its own ability. This increased severity also applies
when determining fatality (see Severity and Death on page 61), as
well as affects the number of successes required to recover from or
cure each symptom.

NURGLE’s RotT

Nurgle’s Rot is a special condition that
applies to diseases. It is a favour granted

by the Dark God. It cannot be contracted
normally, using the disease rules, but is
granted by Nurgle himself. A character
with Nurgle’s Rot is likely doomed to
accumulate many diseases. His suffering
reaches such heights that he no longer feels
pain, his body so wracked it seems like
vigour, and his mood so despairing that it
may seem like joy. Eventually the sufferer’s
body crumbles under the strain of the man-
ifold diseases it cultivates. When this hap-
pens, his soul is born anew in the Realm of
Chaos as a plaguebearer—one of Nurgle’s precious daemons—a
form well suited to furthering his new master’s plans.
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I DEPENDENT EFFECT

critical wound
While affected by this
condition, your critical
wounds and disease
symptoms gain +1
severity

Nurgle’s Rot can cause the victim’s flesh to turn a shade of green
and bloat and it often becomes covered in pus-filled buboes. His
hair and teeth fall out and phlegm drips from his limp mouth. A
foetid stench rises from his sore-covered body. Pieces of flesh rot
and fall off and swollen cankers take their place.

Such an unfortnate victim’s function seems to be to travel the land
bestowing Father Nurgle’s great gifts on everyone he meets and
glorying in his pathetic condition. A character with Nurgle’s Rot
triggers a Disease 2 check within close range or a Disease 3 check

A when engaged.
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Although the victim appears to be irredeemably ill, he is actu-
ally quite hale. A victim of Nurgle’s Rot does not suffer any of the
specific disease effects or symptom penalties from the diseases he
carries. He simply suffers M to Fellowship tests for each disease or
symptom card he has. Every week, a victim of Nurgle’s Rot picks
one more random symptom and adds it to one of his disease stacks.

If the severity rating of all his diseases reaches more than twice his
wound threshold then the character is reborn as a plaguebearer.
That is the only way his suffering will end, for there is no known
cure for Nurgle’s Rot—not even the blessings of Shallya.

HEerBs & MEDICINES

There are many plants and herbs in the Old World that can be
used to help combat the effects of diseases and other ills. Some are
straightforward enough to used by anyone. They just need to be
known about and recognised.

An Average (2d) Nature Lore check suffices to identify the most
common ingredients. But some need careful and skilled prepara-
tion to make them effective. This is most often in the form of a
Hard (3d) Medicine check and varies in time required. Some
preparations take only an hour or two of work, while other con-
coctions may need to steep or cure for several days. Fortunately,
some already prepared doses can be found and purchased in town
shoppes or from village wise folk. If purchased ready made, double
the listed cost. The rarity of such prepared remedies is equal to the
difficulty rating to prepare the concoction.

Some of the more commonly used remedies are detailed here—but
the list is by no means exhaustive. The GM is encouraged to invent
his own cure-alls and remedies that reflect the local traditions and
beliefs where the PCs are campaigning.

Cococo Tonic

Made from an exotic plant of the New World, this tonic really seems to
work and variations of it can be found in many of the herbariums and

quack houses of the Empire. One dose of this brown, sweet liquid taken
during an illness can be enough to suppress the effects for an entire day.

Effect: While taking cococo tonic, you can ignore the top symp-
tom for each disease you are suffering from. For one day after you
stop taking this tonic, all physical checks gain l.

EarTH ROOT

These thick roots can be found in heavy bramble or deep in the recesses
of dark forests. When eaten every day this foul tasting root is an effec-
tive cure for Black Plague.

Effect: Four doses allows an extra recovery check against Black
Plague during the next night’s rest after taking the final dose.

FAXTORYLL

Made from the distilled essence of woodland flowers, when correctly
prepared, this thick clear liquid can be smeared on wounds to help stop
the bleeding. Loses effectiveness after just a few days.

Effect: Add [][] to arecovery check against a disease with the
Wound trait.

(GESUNDHEIT

This remedy is made from a pale green herb found in ancient wood-
lands. When mashed and smeared onto a wound it helps prevent infec-
tion and aids healing.

REMEDY Dose  Cost PREPARATION
Cococo Tonic 1 bottle Ss Hard (3d) Medicine
Earth Root 1ro0t / 10s n/a
4 days
Faxtoryll 1 smidgeon | 20s Hard (3d) Medicine
Gesundheit 1 handful 2s Average (2d) Medicine
Graveroot 1 bowl 20s | Daunting (4d) Medicine
Onions 1 onion 1b n/a
Speckled 1 sprig /
Rustwort 6 doses 20s m/ i
Spiderleaf 1 brew 20s #erdl (i) Nét}lre Lore §
or Medicine
. Easy (1d) Nature Lore
Valerian 1 cup 1s or Medicine
GRAVEROOT

Found in graveyards and other places of death, this is a common ingre-
dient in magical concoctions. Graveroot is believed by many to be the
only known cure for Tomb Rot.

Effect: If a character eats a specially prepared graveroot soup and
makes an Easy (1d) Toughness check to keep it down (it tastes
disgusting) he gains [ to his next recovery check against Tomb
Rot (or another Undead disease) that same day.

ONIONS

Among the many properties afforded onions in the Old World is protec-
tion from disease. Many folk swear by them, being sure to eat a raw on-
ion every day, the stronger the better. Some say a good onion can protect
from undeath, magic, spirits, and just about anything else. They also
taste good in stew, but cooking them is said to take away their power.

Effect: It makes your breath smell.
SPECKLED RUSTWORT

A rare herb found in remote mountain crannies. When dried and eaten,
this flower can act as an effective cure for the Red Pox.

Effect: After six doses, add [J[ to recovery checks, and if success-
ful, count one extra 4 against Fever symptoms.

SPIDERLEAF

When the thin, spidery fronds of this plant are brewed properly, it
creates a cloudy white tea. The tea is then added to a healing draught,
giving it a slightly bitter aftertaste.

Effect: Add [ to the effects of the augmented healing draught.
VALERIAN

A dark green herb found in dense forest, it is dried and brewed to make
a pungent tea.

Effect: When drunk before sleep, recover 1 extra wound due to
a good night’s rest, and [ to the next Resilience (To) check the
character makes the following day.

Effect: When applied with a First Aid or Medicine check, that
check gains [J[.
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“When Sigmar wishes to punish us, He answers our prayers”

— Erich Keller, Warrior Priest of Sigmar

The Old World is a dark and cruel place. Disease and deprivation
fall on the good and the wicked alike. Evil spirits and powerful
daemons prey upon the people’s very souls. In the face of this, the
inhabitants of the Empire turn to faith and superstition to protect
them. The gods offer a sliver of hope in a violent and dangerous
world, but that sliver is enough to make men cling to their faith
with desperate strength. Only a fool ignores the gods, and only a
madman insults them.

The Empire is steeped in religion and superstition. From birth to
death, the gods watch over all aspects of life. From dawn to dusk, a
man will pray to many gods many times as he goes about his daily
life. The gods are everywhere, always watching and judging their
flock. Every part of the world comes under the domain of a god and
sometimes the domain of smaller, local spirits as well. Then there
are the dark gods, their temples hidden, their worship banned, but
their force still felt and feared by all.

The gods of the Old World are capricious and whimsical, and few

see rthyme or reason in their interactions with mortal life. All hope

and pray for miracles and blessings, but know the gods may just as
i 3

soon send them burdens instead. The gods may even strike a man

down in an instant, and as such they are feared as much as they are
praised. This is right and proper, for the gods are mighty, and men
are small and insignificant by comparison.

There are ten prominent gods citizens of the Empire worship.
They are all recognised and treated with respect. Some people may
choose one god over the others to be the focus of their worship. A
rarer few still will join the cult of one god and become a priest. The
priests of each god maintain the countless temples and shrines to
their deity that are scattered across the Empire, and guide the com-
mon folk in worship.

Those who rise to the high positions of these Imperial Cults tend

to the rituals of the faithful, and guide the entire Empire in its wor-
ship. No matter their position, priests from the Imperial Cults show
respect to all the other gods, however, and expect their followers to
do likewise.

The practices and rituals of worship vary greatly across the Empire.
In the Reikland, where the faiths are strongly influenced by centra-
lised organisations, there is general uniformity, but in the distant
provinces the practices may be very different, possibly changing
from village to village. Depictions and stories of the gods them-

selves may differ.




THE IMPERIAL PANTHEON

Manann. God of Sailors, Sailing, and the Seas
Morr. God of Dreams and the Dead

Myrmidia. Goddess of Honourable Combat, Mar-
tial Virtues, and Soldiers

Ranald. God of Rogues, Tricksters, and Fortune
Rhya. Goddess of Fertility, Farming, and Love

Shallya. Goddess of Healing, Mercy, and
Childbearing

Sigmar. God of the Empire and its People, Ham-
mer against its Foes

Taal. God of beasts and wild places
Ulric. God of Battle, Winter, and Wolves

Verena. Goddess of Knowledge, Learning, and
Justice
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Yet most citizens of the Empire recognise that they all worship

the same gods, however they may be worshipped. It is often this
united faith in a shared pantheon that binds the Empire together as
one people. They may know of foreign gods and faiths beyond the
limits of the Empire, but these are simply signs of the ignorance or
heathen nature of such unenlightened folk. Some also know of the
dark gods and those who worship them, and look to the priests and
witch hunters to guard them against such foes.

All the gods are great, but there is one that is loved above all by the
people of the Empire — Sigmar. He walked as a man among them,
and founded their great Empire. The citizens of the Empire are his
chosen people and He watches over them with a greater care than
the other, more distant deities.

The worship of Sigmar takes place throughout the Empire, and
often his faith is inseparable from the life of the Empire. All of the
gods have a degree of worldly power and secular influence, but
Sigmar stands for the Empire, and it is not uncommon for his faith
and followers to permeate Imperial politics and life. While each
god may have warrior priests and devoted knight templars, the wars
of the Empire are Sigmar’s personal battles. It may be the Emperor
and the nobles that declare war, but it is faith in Sigmar that drives
the common man to take to the battlefield, and it is the words of
Sigmar’s pious warrior priests that give him the courage to face the
enemy.

ForLx WORSHIP

“These humans — they cling to their faith like drowning men to a float-
ing barrel.”

— Suriel Lianllach, High EIf Envoy

The faithful of the Empire generally fall into two groups: common
citizens, for whom worship is an almost casual activity, and mem-
bers of the various Cults, for whom faith defines their entire lives.

For the common folk, worship is mostly informal, but religion is
ingrained in their lives in countless ways. Every child is told of the
gods from birth, and reverence and study of the gods is a sign of
good upbringing or scholarship. Following their strictures and ritu-
alsis a sign of good manners and civic duty.

Neglect or disregard for the gods might be seen as carelessness

or disrespectful. What’s more, it can be dangerous: a sailor who
forgets to say a prayer to Manann as his ship moves out from the
harbour is inviting catastrophe, as is a soldier marching to battle
who does not ask Sigmar for strength or Ulric for courage. In both
cases, his companions may remind him of his laxity, not wanting
to be standing near someone who is so eager to tempt the gods to
punish him.

The line between faith and superstition is blurred for most com-
mon folk. Some rituals and observances are so old or ingrained that
the people who practise them may have forgotten their religious
meaning, performing them more out of habit or to avoid bad luck
than any faithful devotion. Others offer sacrifices or donations
more for social reasons than religious ones — it is good for business
for a merchant to be seen donating wealth to the Temple of Shallya
or other worthy causes, and every commander knows his men fight
better when they hear Sigmar is with them.

The gods are invoked as they are needed. A sailor or fisherman
may call to Manann every day but another man might only invoke
Manann’s name should he have to take a journey by boat. A farmer
or trapper might make offerings to Taal and Rhya throughout the
year, whereas a city-dweller may only entreat Taal when travelling
through the forest by coach. The gods are not simply called to in
emergencies or for deliverance from danger, however. Religion is
the heartbeat of the Empire, and influences nearly every part of life.
The boat-traveller may thank Manann for the beauty of the waters
that morning, and the city-dweller might ask Taal to keep the road
smooth and dry so as to speed him to his destination.

Reverence of the gods is clear in many Empire names, which often
mean things such as “beloved of Ulric” or “from Verena.” Many
coats of arms or insignias feature religious imagery, and the sym-
bols of the gods are carved into the stone and wood of houses and
buildings. People wear small charms, tokens, or other signs of their
religion, to identify their faith to others and of course to the watch-
ing gods themselves. References to the gods abound in songs and
rhymes, in the names of the days and months and times of year, and
in many figures of speech.

Common folk practise formal rituals as well. There are many holy
days and festivals marked throughout the year and over a lifetime.
Most people regularly attend local temples or shrines, where they
pray together or perform rituals as a community of faith, lead by the
local priest. Temples are often the centre of events at local festivals.
In such bleak times, the citizens of the Empire relish these festivals.
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IMPERIAL CULTS,
TEMPLES & SHRINES

“I never enters the woods without throwin’ a copper in the shrine, y’ken.
An’ I always come back out safe again.”

— Old Hob, Middenland Peasant

For those who enter the religious orders, life may be very different
compared to the typical citizen. While the exact details vary from
faith to faith, followers often share some common experiences.
Many initiates in the priesthood leave their families at a young age
to be raised by the Cult, within a local temple. Here they will learn
the full history of their god, the dogma and rituals of their faith and
the care and maintenance of the temple.

Care of the temple is an important duty of initiates and priests
alike, both in terms of preserving the physical building from the
ravages of time and the violence of the godless, and in preserving
the temple’s place in the community. Many priests of the Empire
have little need to recruit for their faith, but do work to ensure that
proper respect is always paid to their god and his domains, and that
the faithful perform the correct rituals at the correct times.

The workings of the Imperial Cults and the style of their temples
vary enormously between the faiths. Even within the same faith,
temples, shrines and holy places can look quite distinct. A local
temple may be as ornate and immense as a palace, or little more
than a hut, depending on the level of religious, economic and politi-
cal influence of the order in that town or city.

In the Reikland, where all faiths leverage these three influences,
grand temples can be found, lavishly decorated with fine art and
great statues. Gold, jewels, and gilded relics adorn the walls, and
holy artefacts fill the vaults. These temples are guarded vigilantly
by heavily-armed templars to deter thieves.

Such majestic temples lie beyond the reach of most commoners.
Instead, they erect and visit shrines. These are often temples in
miniature, tiny free-standing structures with small altars to their
chosen god within. Here the common folk can offer a quick prayer
of thanks or supplication to the god, and perhaps make a small
donation to its upkeep. In the case of smaller shrines, often keeping
the shrine clean and tidy is the only donation needed.

Shrines can be found everywhere in the Empire, in virtually every
village, at crossroads, and dotted through the forests and moun-
tains. Some people may even have a small shrine next to their house
or place of business. Shrines are also common near notable land-
marks, bridges, or borders, where travellers can show respect to the
gods, local spirits, or ask for protection as they journey onward.

Hory WARRIORS

“Three things make the Empire great — guns, faith, and steel!”

— Attributed to Emperor Magnus the Pious

Most of the Imperial Cults have warriors amongst their orders. All
the faiths — even the healers of Shallya — need protection from their
enemies. There are temples to guard, sacred sites to watch over, and
priests to escort safely on pilgrimage. For those who worship Myr-

Isays a prayer to Old Man Morr
That me father’s restin’ fine

In his repose, while ‘bove him grows
The field that now are mine

I says a prayer to Mother Rhya
That me oats will grow up well

So come Sonnestill we’ll have our fill
And plenty more to sell

Isays a prayer so bearded Taal
Keeps them beastmen in their lair
As oats are towed in wagon-load
Down to the market square

I says a prayer that Shallya’s hands
Will hold me young lad fast

As plague and war took me other four
And this one be me last

I says a prayer to Verena
As the market deals are turnin’

That all declare me prices fair
And I makes a tidy earnin’

I says a prayer that Manann’s grace
Has sent ships in from’out sea

And captains come with tidy sums
For each delivery

At last I pray to sly Ranald

For the tricks he has supplied

So farming men, who know of them,
Can make a little on the side

— Reiklander Folk Song

midia, Sigmar, and Ulric, battle is a holy duty. These orders often
call their worshippers to arms or lead crusades against enemies of
the faith.

The majority of knightly or templar orders in the Empire are secu-
lar institutions. They may mark themselves as serving a specific
god, but owe allegiance to their state or count, and follow the
orders of their commanders. War remains a primarily political mat-
ter in the Empire, although faith is still a potent and visible weapon.




Every soldier, from the lowliest peasant to the mightiest knight
will say a prayer before taking the field. Chapterhouses and bar-
racks throughout the Empire have shrines to various gods.

The enemies of the Empire are also the enemies of Sigmar, so his
formidable warrior priests are well versed in warfare. This is most
true in the Reikland, where military institutions prominently
feature a shrine to Sigmar, and many battle units have detachments
of Sigmarite priests. These warrior priests accompany armies on
campaigns and into battle. They inspire their fellow soldiers to acts
of phenomenal courage, call down the favour of their god and act as
counsel and guides to the generals and counts who lead them. The
armies of the Reikland are fuelled by a passionate faith in Sigmar.

VVANDERING PRIESTS

“Ulric is in the wild places, in the wind, in the storm, in the snow, in the
howl of the wolf. You cannot find him in your cities or your temples of
stone.”

— Heikki Russ, Wanderer of Ulric

Not all priests of the Empire are bound to a temple or fighting unit.
The Imperial Cults have mendicant orders, and many other orders
encourage their priests to explore the length and breadth of the Old
World. For young initiates, it is a good way to experience the world
and test their faith before they commit to a life-long vocation. For
veteran priests, it is a good way to share their faith and wisdom and

spread the word of their god.

Travel is fairly common between temples. Few temples have an
opening for every aspiring novice who wishes to join, or the re-
sources to train them, so many are sent away to train, and then else-
where to serve. A single priest may serve a handful of communities
in his short life. Priests may visit temples of other orders and even
other faiths to learn more of their ways and to better understand
their own god. Some travel in search of great knowledge or the
libraries that hold it, others because they have a gift for preaching
and feel inspired to use their gifts.

Finally, pilgrimages to holy sites and great churches are common.
This applies to a large number of lay people, as well, to curry favour
with the gods. For priests it is even more frequent, at times even
expected for those keen to reach the higher ranks of their order. It
is not uncommon for a priest to see more of the Empire than a com-
mon soldier or merchant.

PRAYERS AND BLESSINGS

“I never did find out what he prayed for, but after we left the shrine, the
captain was never afraid of nothin’ again. The next day, we broke the
beastmen war party, and the captain took twenty skulls as prizes. So I
don’t ask me if Sigmar is with us — I know he is.”

— Sergeant Valdred Hoch, Altdorfer Irregulars

The gods are distant and inscrutable figures whose ways cannot be
understood by most mortals. However, they make their presence
telt in subtle and occasionally even overt ways. Those who offer up
great sacrifices or who send prayers in the direst of situations may
find themselves blessed from above. Of course, different prayers ap-
peal to different gods. A prayer to Taal offered in a deep forest grove
is more likely to be heard than one offered in a library. A prayer

for help to protect that grove from despoilers is more likely to be
answered than a request for help in resolving a political matter.
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The level of sacrifice seems to be a factor, as well. A pauper giv-
ing his last brass to the temple may move Shallya more than a noble
giving a gold statue. The gods seem to prefer sacrifices that match
their nature. Manann prefers great catches of fish to a slain stag;
Verena prefers a donation towards a great library than to a hospice
or orphanage.

In lieu of sacrifices, supplicants may also offer up oaths, pledges,
or great deeds. A Shallyan may swear to live in poverty for the

rest of her life, or may have already done so as a show of her great
devotion. A Sigmarite who has spent years building a temple with
his own hands may earn much favour. Deeds need not be so life-
consuming, however. A devout Verenean might bring a notorious
criminal to justice, an Ulrican might hunt a wolf through the snow
without sword or bow, a follower of Ranald may steal a great prize.
All of these show devotion to the principles of their respective
faiths, and may earn divine aid.

The nature of blessings given tends to reflect the nature of the god
providing them, as well. Taal may respond to a cry for help with

a sudden rainstorm that slows the opponents’ march, while Morr
may send the fear of death into a priest’s enemies. The blessings
might be more personal. Taal may grant his faithful servant the
strength of the oak in his weapon arm. Morr may send prophetic
dreams offering deadly advice the night before a battle.

Some blessings are quite subtle, the kind of things that could be
explained by coincidence or happenstance. Personal blessings often
can not be seen by others, only felt in the heart of the faithful; a
warm glow or a certain conviction, a breeze only they can feel or a
whisper only they can hear.

Very rarely a god may manifest in a more overt fashion. The land
shakes, the skies open, and heavenly horns sound as the force of
the divine is made evident. Sigmar might give a man incredible
strength, Shallya may heal a dying man, Morr may shatter an army
of skeletons. There are even legends of the gods taking human form
or imbuing a chosen one with their spirit to carry out their will.
Such things are hard to prove, of course, but these are questions of
faith, not proof.

Between these two extremes lie the powers of the priests. All those
who enter the priesthood eventually learn to harness the power of
their faith to perform miracles or invoke blessings. These demon-
strations of piety and faith aid priests in completing the divine tasks
their gods have set for them.

ON THE QUESTION
OfF MAGIc AND FAITH
IN THE GODS

What follows is an excerpt from the Grey Wizard Gavius Klugge’s
controversial book, Twenty Three Postulates on Magical Thought.
This excerpt comprises most of postulate eighteen, reflecting
Gavius’s views on the connection between magic and religion.

Itis, at the very least, a controversial work.
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In the time before Sigmar, it is said all the Gods were known, but they
were not equally worshipped. Each of the primitive tribes chose one God
as their champion. The Teutognens held Ulric as their chief patron, the
Taleutens had Taal, some say the Ostagoths chose Morr, and so forth.

Legend has it that when Sigmar united the tribes, he decreed that his
Empire would be united in worshipping all the Gods. But so that no
God would be forgotten, Sigmar charged each tribal chief to appoint a
Priest for each God. These Priests would be ruled in spiritual matters
not by their chief but by their superior in faith, appointed by Sigmar
himself. Sigmar chose from his warriors those men he knew were the
most devout and showed the greatest duty to their preferred God, and

- made each man the High Priest of his faith. So it was that the great
Cults of the Empire began.

When Sigmar ascended to join the Gods, those left behind joined
together, forming a cult to venerate this heroic, legendary figure. The
leader of the cult was known as the Grand Theogonist. And so it has
been forever since, and so may it be until Sigmar returns once more.

— Bertram Lehrer,

from The Condensed History of the Empire,

- A Work Being for Students, Travellers and

i Those of The Heathen Lands

CULT STRUCTURE
AND HIERARCHY

“You can always tell which priests are holiest by how tall their hats are.
Maybe the taller the hat, the closer their heads are to the Heavens?”

— Jakob Klein, Philosophical Ratcatcher

From their beginnings, all the Cults have had more or less a roughly
similar structure. At the bottom of the Cults are the Initiates.
These are usually those newest to the Cult, though in some cases
they may remain Initiates for a very long time. Initiates are rarely
considered to be true members of the Cult. Their training is a pro-
cess of evaluation, where the Cult determines if they truly have the
dedication and scholarship to enter the faith. Many fail and are cast
back into general society.

If the Initiates prove sufficiently pious and dutiful, they will
become full members of the Cult, although they will not yet be
permitted to call themselves Priests. They are normally called
Brothers or Sisters, or identified by their Cult: eg., a Sigmarite or
a Myrmidian. Only after proving themselves at this rank will they
earn the title of Priest. Priests are permitted to conduct services
and are usually put in charge of temples of their own. Priests tend
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to travel less than Brethren and Initiates, but for those who
miss the outdoors, there are other options. Priests often go on to
become warrior priests, taking up arms either spiritually or literally
against the enemies of the faith. The nature of these priests varies,
from the righteous battle hungry warrior priests of Sigmar to the
hospitaliers of Shallya who tend to the wounded on the bloody
battlefields of the Empire.

Those who do not seek a martial life will probably remain Priests,
but a few select individuals who show extreme piety may rise to
become Lectors. These superior Priests minister to whole cities or
several temples in a region. From their number come the Arch-
Lectors, and chosen from this small group of supreme priests is the
High Priest who rules the entire Cult. The method of choosing the
High Priest is different in each Cult, and can vary from year to year:
the Vereneans choose anew each year after spirited debate, whereas
the Ulrican High Priest must prove himself in the art of combat
and rules until death. Among the more martial faiths, Arch-Lectors
and High Priests will often come from the ranks of Warrior Priests.
In the case of Sigmar and Ulric, the High Priest is expected not just
to lead the Cult, but to lead it into battle.

THE ROLE OF THE CULTS

“I'm glad the Gods are watching over my tavern, but I'd prefer their
servants stay away. Folks don’t drink nearly as much when they think a
priest is keeping count.”

- Klara Vogel, Barkeep and Cutpurse

Faith is the drumbeat of the Empire, but it must be kept in proper
time. The purpose of the Priests is to guide the common folk
through their worship and duties. The purpose of the Cults is to
instruct those Priests in their task, and to guide the whole Empire
through its worship and duties. The pursuit of the former defines
much of religious life; the pursuit of the latter has defined much of
Empire history.

The primary role of a Cult is to demonstrate to its members the na-
ture of the faith and how it should be observed. Some of the Cults,
like those of Manann, Morr, and Ranald, have little organisation
and little prescriptive dogma, leaving most of the details of practis-
ing the faith to each temple or individual. Others, like the Cults

of Sigmar, Myrmidia, and Ulric are extremely centralised and de-
mand a much stricter orthodoxy. Of course, the more strictly a faith
is dictated, the more readily deviations and splinter groups arise,
each claiming they profess the true version of the faith. Combating
such deviation requires evangelical Priests and social, political, and
military pressure, and the Cult of Sigmar has all of these.

Since the origins of the Empire, the High Priest of Sigmar’s Cult
has been an Elector, one of those with the responsibility of choos-
ing the new Emperor. Over time, two Arch-Lectors of Sigmar have
also become Electors, as well as the High Priest of Ulric. This gives
them enormous power in determining the course of Empire poli-
tics. They use this power to drive the Emperor to act against the
forces of Chaos and other heresies. Witch Hunters are officers of
the Empire, but they exist because the Cult of Sigmar demands it.
The political influence of the Sigmarites is another reason why so
many of its number feel the need to create splinter groups, “freed”
from such worldly concerns. The Ulricans concern themselves
more with the practice of war than everyday life, so their political
influence is less widely felt.

Other faiths have less influence because of their smaller numbers
or their minor domains. Shallyans may help heal the warriors of
the Empire, but their pacifist ways prevent them from possessing
much temporal power. They have strict teachings for their Priests,
but they cannot hope to spread these to the world. Similarly, the
gentler Cult of Rhya has been all-but subsumed into the more bel-
licose Cult of her husband Taal, and while Manann’s Cult keeps the
Empire’s trade ships afloat, it has little influence further inland.

The prominent Cults determine not just politics and law, but
culture as well. In the Reikland, where Sigmar’s Cult is the primary
force, Sigmar is worshipped universally. His temples are always

the largest, his rituals always the most observed, and his name the
most often invoked for intercession. Other Cults rule elsewhere.
The Cult of Taal is centred in Talabecland, so the politics and faith
of that province are driven by the edicts of the forest god. Ulric

is the chief faith of the Middenlanders, Morr’s Cult is prominent

in Ostermark due to its proximity to Sylvania, and the people of
Marienburg cry to Manann for deliverance. The impact of a Cult
also varies in different social circles: Verena, for example, has much
influence in the areas of education and justice but little impact on
matters of war. Magistrates and burgomeisters know her faith well,
but most soldiers do not.
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“Human children, locked away behind cold stone walls for years? Such
a strange people. Loec, how do they distinguish their temples from their
prisons?”

— Mellerion, Wood Elf Hunter

Life in any of the Cults follows much the same pattern. Young
people are selected for their piety, are foundlings raised by the Cult,
or volunteer themselves for the life of an Initiate. From that point
on, the Cult attends to their food, shelter, and education for the rest
of their lives. Many outsiders see it as an escape from the toil of real
life, but the life of an Initiate is very hard, and only the truly hard-
working and studious progress. The education of a Priest never
stops, either, for all but the High Priest himself have something

to learn about their god and faith. Those who seek to be a Warrior




Priest of the faith face a much more physical form of study:
Cult warriors are trained to be masters of battle, in the literal and
the abstract, lest the enemies of the faith be victorious.

Whichever path a Priest chooses, the Cult provides all the re-
sources for his study and training. There are many within each Cult
who are ambitious or driven by private convictions, but for others,
the Priesthood removes the need to decide the course of their own
fate. The sheltering nature of the Cults is why so many Priests are
ordered to wander the world at some point in their vocation.

As well as education and a livelihood, the Cults provide sanctu-
ary and support to members of the Empire’s faiths. Of course, few
temples have wealth or men to spare. A wandering Priest can count
on bread, broth, and a bed for the night, but little else, even in the
largest temples. However, if evidence was produced of a great and
terrible threat against the gods and their teachings, even a small
temple could raise an armed force and send word to other temples
or knightly templars for more assistance. A particularly persuasive
Priest may get the same response from a village or group of towns-
folk, if he convinces them their very souls are in peril, and their
local Priest agrees. The common folk of the Empire will trust a holy
man more than anyone else, but a stranger is still a stranger.

There are many advantages to the life of the Priest. The common
folk defer to Priests, nobles grant them many liberties, and crimi-
nals are often afraid to prey upon them. Even so, most common
folk pity Priests. Although the Priests may gain some protection
from their gods, they face far stricter scrutiny of their behaviour in
return. Few are pure enough to withstand such personal attention.
The protection of the gods also demands obedience to their will,
and the gods are rarely small in their demands. Even if the Priest is
not sent on dangerous pilgrimages or into terrible battles, he must
still live apart from his friends and family, and suffer through the
rigours of a lengthy education.

Priests of higher rank enjoy more control over their lives, but such
positions also incur more work and responsibility. The High Priest
holds the fate of his entire Cult and all the faithful in his hands, and
must act as the primary conduit to his god. Most High Priests die

soon after taking the post, worn away by the stress of playing
politics or the exhaustion ofliving so piously. The more power-
ful the Priest, the less he can be seen to falter by his flock, and the
more his god will punish him for pride or hubris. So while there will
always be some who seek the priesthood solely for personal gain

or selfish pride, there are easier and safer ways to ascend through
society, and which do not risk damnation of one’s soul.

A

THE CUL F ANN

“I don’t hold with no boats nor barges, no sir. I killed me a seagull when
Iwas alad, and I know Manann still holds a grudge.”

— Oswald Schimmerman, Landbound Ratcatcher

The sea is a terrible thing. It smashes strong ships to splinters and
swallows strong men whole. And Manann laughs.

Of all the gods of the Empire, Manann is the most capricious, and
even seems to take some pleasure in his cruelty. Like his father
Taal, he embodies the untameable forces of nature, teaching men
that they are small compared to the might of the gods, but unlike
his father, he refuses to be stony-faced about it. His followers are
similar: pragmatic people who know that their God demands ap-
peasement and that no appeasement can ever be enough to guaran-
tee his mercy. Yet to deny him is far worse, so no one in the Empire
steps aboard a boat without a prayer to the God of Seas and Rivers.

Every dock in the Reikland has a shrine to Manann, and every
captain gives him some remembrance before he casts off. For
captains of larger vessels, this offering is usually made by engaging
a member of the Cult of Manann among their crew. Through their
faith, the Cult’s priests are expert navigators who also ensure that
proper respect is shown throughout the journey. Travelling without
amember of Manann is so risky that the Cult has become the gate-
keeper of almost all sea trade. This has made the Cult very wealthy,
and gives them enormous power over the finances of the Empire,
doubly so in the huge mercantile port of Marienberg.

Marienberg is the centre of their Cult and the seat of the High
Priest. The Manannites have almost no Lectors or Arch-Lectors,
with the High Priest preferring to let each temple govern itself.
Most Manannites are ex-seamen or marines, so are used to being
self-sufficient.

The symbols of Manann are his five-pointed crown and his trident.
Other signs include the Albatross or wave patterns of blue and
white. His Cultists wear little adornment over their robes of tur-
quoise or blue-grey. The sign of their God is a single arm upraised
with one finger extended, reading the winds of the sea both literally
and spiritually. Cultists of Manann need to be near water to hear
their God and dislike being far from it for long. Thus, the Cultis
most popular on the northern coasts and along the lower Reik as it
stretches from the Reikland to the sea, but fishermen and boatmen



far up river still pay their tithes. Priests with Manann’s favour

may request a safe journey, and may also be able to breathe under-
water or walk across the waves or, at high levels, summon squalls or
fill an enemy’s lungs with water.

Manann warrior priests usually join one of the mighty Imperial
fleets guarding the coasts of the Empire or step aboard the river
patrols which keep the life blood of the Empire flowing through its
provinces. They advise the Emperor’s admirals and barge captains
in matters of navigating the treacherous shoals and shores as well
gaining the weather gauge against enemy fleets. During battle they
call upon their god to bring the power of the seas to bear against
their foes or to save souls from the terrors of the deep.

They are dedicated to the destruction of pirates, wreckers, and the
worshippers of Stromfels. Sailors know Manann’s dark mirror as
Stromfels, the God of Storms, Sharks, and Dangers of the Seas. He
takes true pleasure in killing seamen, and his blood-soaked rites
are favoured by pirates. Worship of Stromfels is a crime punish-
able by death, yet his followers do not diminish. Those who suffer
the cruelty of the sea soon see little difference between Stromfel’s
bloodthirstiness and Manann’s indifference. Those who look closer
see a different deity altogether...

 ARPAN RO

THE CULT OF ORR

“Now, being that I have a Hochland long rifle aimed at your head, you
have a very simple choice to make. You can tell your story to me, or you
can tell it to Old Man Morr.”

— Lars Hammett, Bounty Hunter

Morr has his Priests, his Temples, and his holy days, but nobody
prays to him. Only the dead need his protection, and the dead do
not pray.

The folk of the Empire believe that after death, a person’s spirit is in
great danger. It may be captured by the Dark Gods, be controlled
by necromancers, or be unable to depart the mortal realm. The god
who guards against this is Morr. He is not the god of death but of
the Dead, ruler of the underworld, and it is the duty of his follow-
ers to perform the sacred rites that ensure spirits enter his realm
swiftly and safely. His Priests have little concern for the living, and
most rarely leave their gardens. Everyone needs their services soon
enough.

Morr’s temples are his Gardens. They are surrounded by high walls
and iron gates and, in the cities, are guarded by the many different
knightly orders of Morr’s silent, obsidian-armoured templars. This
protection mimics that offered by Morr and prevents necroman-

cers from gaining access to the dead. Not even families of the
deceased are allowed inside the gates: they must worship from out-
side. The ways of Morr are kept apart from society, and his Priests
are likewise very private people. As a result, they are rarely liked
and often feared — and sometimes even accused of being necroman-
cers themselves.

Sleep is when we are closest to death, and Morr’s other domain is
dreams. Morr sends visions and portents to his faithful in dreams,
revealing dangers to the Cult or to the Empire itself. Those Priests
who most often have visions and are dedicated to their interpreta-
tion are known as the Doomsayers, and come from an order of
Morr called the Augurs. Those who tend to the dead are a separate
order known as the Shroud, but the two groups co-exist without
conflict, each caring for its own demesne.

Since the rites and duties of Morr are unchanging, the Cult needs
little organisation. A Priest from each temple makes regular at-
tendances at the conclaves held every ten years, but in the case of
remote temples, some priests may only make the journey once a
lifetime.

The symbols of Morr are the raven and the black roses which grow
in his Gardens. His Priests dress in severe black robes with no indi-
cation of rank or other ornamentation. Morrites greet each other by
moving their hand down their face, palm out, to mimic their God’s
shrouded face. Only Morrites make the signs of their God, for com-
mon folk who do so may attract his undue attention.

Rarely does a Morrite travel, spending a lifetime tending his Gar-
den, instead. When they do travel it is often to visit another Garden
or during the festival of Morr. This festival occurs once a year, and
the gates of the Gardens of Morr are opened for all to enter and
grieve. The priests wander the streets during this time demanding
to be fed. It is considered bad luck to fail in this duty.

The Doomsayers are the most travelled of Morrites, seeming to
randomly follow their dreams. They visit places where people are
about to die — whether from battle, plague, or natural disaster. They
preach the doom they have foreseen, and administer funeral rites
where no one else will. They also dedicate their lives to uncover- &
ing and destroying necromancers and the undead. Many of Morr’s  ~
prayers focus on these efforts: providing aid against the undead and
quieting restless spirits, as well as speaking to the dead and seeing
glimpses of the future to garner information.




Morrites seem to carry death with them and are rarely wel-
comed, but if this bothers them, they never let it show through
their dour demeanours. They also see it as their duty to care for the
bereaved as well as the dead, so there are those who view the black-
robed Priests with gratitude rather than fear.

Tue CurT OF MYRMIDIA

“They say she walked with them, taught them to use a speat, showed
them great art, learning, truth, honour — she sounds like an elf to me.”

— Suriel Lianllach, High Elf Envoy

Myrmidia is the goddess of war and protector of soldiers. She is
the daughter of Verena and Morr. Myrmidia stands for bravery
and cunning, courage, honour, and martial virtue. She is the
natural protector deity who guards the weak against the cruel and
capricious.

While growing in popularity in the Empire, Myrmidia boasts a
large number of followers in the southern lands of Tilea and Estalia,
where worship of the warrior goddess is said to originate. Her
foreign origins are not forgotten, but her faith has been accepted by
the Empire as one of its own.

Worship of Myrmidia came to the Empire from the Knights of the
Blazing Sun, who encountered Myrmidia in the Crusades against
Araby. Since its establishment, the order has spread throughout the
Empire to become one of the most prominent knightly orders.

In the Empire, of course, Sigmar and Ulric are the masters of
war, and they roar for death and glory. Most soldiers mock Myr-
midia as an “officer’s god,” with ideals too lofty for the common
fighting man, and most generals prefer to shift their bias to Sigmar
and Ulric. Myrmidia is also a foreign goddess and considered
strange by many Empire folk. Thus her cult is small and relatively
powerless. It survives in the Empire because of the distinction and
courage with which her devotees fight. The saying goes that Sigmar
takes you to war, but Myrmidia brings you back; her followers are
renowned for their tactical acumen which has won the Empire
many victories.

In the Empire, every worshipper of Myrmidia is a warrior. To be a
priest of Myrmidia is to be knowledgeable and schooled in the arts
of war. Indeed, the Knights of the Blazing Sun train Myrmidia’s
priests, while the Order of the Eagle contains the cult’s lectors who
govern and manage the strictures and articles of its faith.

Eagles are sacred to Myrmidia and a common symbol of her cult.
Initiates and priests of Myrmidia greet each other with crossed
hands in the shape of an eagle. The goddess’s other symbol consists
of a spear and shield, Myrmidia’s favoured armament.

Myrmidian colours are white or yellow; in the Empire, this is often
combined with blue hoods with red edging. Expertise in a weapon
is mandatory for Myrmidia’s followers, and many carry their
weapons at all times. Some also always wear armour. No Myrmid-
ian meets the day without being ready for war, in however small a
fashion.

Myrmidian temples reflect the cult’s southern origins, borrowing
architectural designs that in turn came from elven styles, whose
ancient ruins dot the Tilean landscape. Marble columns illuminate
circular rooms with domed roofs and spired towers; most have
weapon halls and training rooms as well as pulpits.

Many temples are also chapter houses which serve as temporary
bases for the Knights of the Blazing Sun and training grounds for
the order of the Eagle. Arms and armour are in full supply, as are
men and women skilled in their use. The clang of steel on steel
sounds throughout the day, and when not testing their skill with
the blade, Myrmidians may be found studying strategy, tactics and
historical battles in their temple’s libraries.

Myrmidians may be few, but they are well known because their
priests often wander the world as trainers and advisors to the
Empire’s military forces. They seek out worthy battles to fight or
honourable causes to uphold. The Myrmidian concept of honour is
sometimes perceived as naiveté or cowardice, with critics asserting
her followers would prefer to read about combat than to fight.

Myrmidians rarely rise to such provocations, for such mockery is
beneath them. Their goddess teaches her warriors to be as proud as
the falcon, and grants them the wisdom of the owl and the vision of
the eagle. Her favour also provides her followers with the courage,
strength, and speed they need to fight any enemy.



THE CuLT OF RANALD

“Ranald’s kept my neck in one piece, and kept my pockets full of brass
and silver. Ain’t none of the other gods can say that.”

— Anonymous tavern patron after several pints of ale

Ranald is an official God of the Empire, but his Cult is unlike all
the others, and to many it barely seems like a Cult at all. That is the
nature of Ranald — to never be what he seems.

Some know Ranald as the god of Fate and Fortune, and pray to him
whenever they take a chance or make a bet. Others know him as
the Night Prowler, the patron of all thieves and rogues. Conmen
worship him as Ranald the Deceiver, the personification of not

just trickery and illusion but the irony of all existence, where the
weak rise and the good suffer. Yet he is also sometimes Ranald the
Protector, he who undercuts tyrants and undermines oppression.
For the law is just another shackle, and it was meant to be broken.
Ranald demands it.

Most of his Priests are lawbreakers in some way. Many are actual
thieves, others iconoclasts, and some just “honest” businessmen
who tell their customers what they want to hear and keep plenty
hidden away from the bailiff. Not all thieves follow Ranald, of
course. Most street thugs find his strictures far too binding: Ranald
prefers his followers to eschew violence in favour of stealth, use
finesse over brute strength, and give some of their take to charity.
The perfect crime is not the one with the biggest pay-oft, but the
one where the prize seems impossible to reach and the crime goes
completely unnoticed.

Ranald’s Priests are aided in such business with favours such

as increased darkness to hide aleaping burglar, or a moment of
confusion overcoming an enemy. Powerful Ranaldians may be
granted the ability to manipulate the black market or completely
change their identity. However, it is considered bad form to peti-
tion Ranald for aid unless the situation is dire. Ranald helps those
who help themselves, and will never save a poor thief from his own
incompetence!

Many in authority would like to see the Cult dissipated, but it
survives because of its enduring popularity with the common folk
and because of its disorganised structure. His temples are hidden in
backrooms or cellars, or arranged at a moment’s notice. His Priests
wear no robes and keep their holy symbols hidden. Ranald is also
the champion of freedom, and His servants are all individualists.
Every Priest keeps the faith in his own way, and a Cult that has no
form cannot be found.

Ranald does have a few universal symbols, however. Followers
can show allegiance by crossing their fingers, or by marking an X
on their clothes, equipment, or skin. Authorities are aware of this
use of the symbol but so many X pendants are sold at every street
market (they bring good luck) that the sign is ubiquitous. Ranald is
also depicted as a black cat, and Ranaldans consider these creatures
extremely lucky.

Ranaldan Priests do gather for worship, or to plan a particularly
spectacular crime, but then just as soon go their separate ways.
They do not have any central authority, and anyone foolish enough
to declare himself the High Priest would only be mocked for it.
Each Priest recruits and trains Initiates on his own, usually by spot-
ting a likely candidate and challenging him to perform some great
theft or scam. If he shows sufficient skill, he will be admitted.

Should the Initiate later prove unworthy, his recruiter will be ex-
pected to pull his student into line or remove him from the faith. If
this isn’t done, Ranald will renounce his usual distaste for violence
rather than be dishonoured. The Cult’s warrior priests are typically
master thieves, nimble rascals and military agents acting on behalf
of the Emperor. It is even rumoured that Felix Mann, the master
thief who stole the Carstein Ring off the finger of the sleeping Vam-
pire Vlad in 2051, was a Ranaldan priest and agent of the Empire.

The rejection of violence and petty crime also earns the Cult many
allies. The Shallyans respect Ranaldans for their pacifist ways

and their devotion to charity, and most watchmen would prefer a
dozen Ranaldans on his beat than a drunken thug or a murderous
gangster. Ranald teaches what most already understand: a little bit
of crime is always going to happen. So it might as well be his kind of
crimes.




Her followers have learned to be practical people. Her Priests
focus on the here and now, fixing the immediate problems as best
they can. Their temples are hospices where they tend to the sick,
the wounded, and the insane and gather food for the poor. They
eschew any kind of politics so that they can always reach those in
need. Of course, they often save the lives of wealthy people and
are granted gifts in return, but the Cult uses these gifts to aid the
poor, not to live in luxry. The Cult’s temples are functional and
unadorned, and her Priests strive for an ascetic lifestyle.

They wear plain robes of hard-wearing cloth, usually of white or
yellow. The symbols of Shallya — the dove, the heart, the tear, or the
drop of blood - are often embroidered on the chest, but otherwise
they wear no ornamentation. Nor do they have much subdivi-

sion or hierarchy. They are, however, strictly organised in a feudal
structure, with every local temple owing tribute to a larger temple
- above, all the way up to the Matriarch in Couronne in Bretonnia.

- All Shallyans can heal, but those with a lesser talent for it dedicate
themselves to organising the faith and they do so with a military-
like efficiency. This ensures every temple has plenty of bandages
and mandrake, but the difference between a beautiful young nurse
and a terrifying Shallyan matron can be startling to a visitor.

Almost all Shallyans are female, but there is nothing that prevents
males from entering the faith. Most Shallyans are orphans raised by
the Cult; few who are not raised within the faith can demonstrate
the life-long servitude required by the Goddess, and most male
orphans are passed on to one of the more militaristic Cults.

Shallyan warrior priests are known as hospitaliers. In times of

war, the hospitaliers tend to the sick and wounded on the battle-
field. Though they abhor violence, as a last resort they will fiercely
defend the army’s wounded, hospices, and healing tents. Shallyans
have wandering orders too, who bring healing to all they encounter.
Since Shallyans often place themselves in dangerous places to tend
to those in greatest need, neither vocation is a safe one, and it is not
made easier by Shallya’s disdain for violence.

T C S Shallya has no such compunctions when it comes to the abomina-
HE ULT OF HALLYA tions of her fiercest enemy, Nurgle, the Fly Lord. This Dark God is
the master of disease and decay, and his followers spread sickness
wherever they go. Shallyan favours are almost entirely focussed

on healing wounds and sickness, but the Goddess will also lend
her faithful strength and courage for destroying agents of the Fly
Lord or any of her enemies. And because she heals all, her allies are
legion. So though many think the Shallyans are fools, only a fool
would ever attack them.

“You think mercy is for the weak? “Twas Shallya’s mercy healed my
broken arm so I could lead the vanguard against the beastmen in our
last campaign. You saying that makes me weak? Think carefully before
you answet, lad...”

— Sergeant Marcus Orton to a green recruit

The Old World is thick with pain, death, and suffering. In such a
dark world, perhaps only a fool would believe in a Goddess of mer-
cy. The Shallyans are used to such cynicism, but they still believe.
For even in the darkest of places, mercy can be found.

It is said that everyone loves Shallya, but nobody trusts her.
Certainly everyone owes the Maiden of Mercy something: there

is almost no one in the Empire whose birth was not attended by

a Shallyan, who has never lain in the Cult’s temple hospices, or
who has never had an ailment cured after offering prayers to the
Goddess. Yet there is also almost no-one in the Empire who has not
had aloved one taken from them by war or illness. Shallya is the
daughter of Morr and Verena, and although she weeps for all who
suffer, she is beholden to her parents. Shallya asks that justice and
death be tempered by mercy, but yields to her parents’ demands.



THE CULT OF SIGMAR

“Sigmar is the hammer, and I am his holy anvil. Woe to any caught
between us!”

— Juergen Dunkel, zealot

Sigmar is the Empire, and the Empire is Sigmar. He founded the
Empire and was its first ruler. After his death, he became alegend-
ary, heroic forebearer of his people, and became worshipped as a
warrior god. Everything the Empire possesses is because of Sigmar.
This is why the folk of the Empire are known as Sigmar’s People —
the Sons of Sigmar — and the Emperor is the Heir of Sigmar regard-
less of his ancestry.

The followers of Sigmar are dedicated to proving themselves wor-
thy of their god’s legacy and protecting his holy Empire. Defence

is the watchword of all Sigmarites: defence of the Empire, defence
of its peoples, and defence of their minds, hearts, and souls. So
watchful are they that they often seem paranoid or superstitious,
always wary of Sigmar’s disapproval or looking for any sign of the
handiwork of the Empire’s enemies. Chaos never sleeps, they say, so
the Sigmarites never rest in their vigil.

To properly guard the Empire, Sigmarites must play a role in every
level of society. The high priest of the Holy Temple of Sigmar,
known as the Grand Theogonist, is an Imperial Elector and a
private counsellor to the Emperor himself. Beneath him are two
Arch Lectors and a great assemblage of lectors, warrior priests,
preachers, monks, flagellants, and pilgrims. Sigmar’s cult is by far
the largest one in the Empire and has a monumentally complicated
hierarchical structure. It is divided into many orders, each with
their own duties.

The cult has many warrior priests; Sigmarites are inseparable from
war and are part of the Imperial army as well as the priesthood.
Almost every Imperial army marches out accompanied by warrior
priests of Sigmar to bolster the courage and faith of its soldiers.

Sigmar’s cult is ingrained in every level of society. Most citizens of
the Empire, from nobles to dung collectors, visit a temple of Sigmar
at least once a week. In these grand, austere buildings, priests de-
liver the word of Sigmar in readings and sermons. Sigmarite priests
are guardians of their communities, looked to for insight into
proper behaviour and holy law. Sigmarites keep secular law as well,
for that too comes from the edicts of their god when he founded the
nation. This is right and proper, for only by controlling the laws can
the cult protect the Empire’s citizens from themselves.

The cult takes initiates who have been touched by Sigmar in some
way, a tiny proportion of his power manifesting itself in them.
These initiates come from all walks of life and the Cult asks for

little beyond unquestioning obedience, so even in the mainstream
cult no two priests are ever the same. Even their robes may vary

in colour, style, and insignia. All bear some symbol of their god,
however, be it the warhammer sigil or the twin-tailed comet that
foretold Sigmar’s birth or the griffon which symbolises the strength
of his Empire. Most priests can also be recognised by their shaved
or tonsured heads, a practice performed on new priests, male and
female alike, by almost all Sigmarite temples.

The favour of Sigmar allows his servants to better combat his
enemies, calling down holy fire against greenskins, scourging the
undead, and bring his wrath against Chaos. He also grants hope and
healing to his warriors, and this is Sigmar’s true gift to his people.
He united them in the belief that they could be something more, in
the hope that they could stand against the greenskin armies, and
every day he gives hope anew to his followers, so that they can stand
against the Empire’s legion of enemies. These foes are many, and the
task of guarding Sigmar’s legacy is enormous, but his priests” hopes
spring eternal through their defiance and hatred of evil. z
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Tue CULT OF TaAAL

“The cities can have their grand temples, their golden idols and burning
incense. All the hustle and bustle of men, praising the great gods. Taal
needs none of that. Look around you — these trees are his temple. The
birds are his choir. Out here, those gods are small and far away. But
Taal is everywhere.”

— Rickard Strauss, Woodsman




RHuya, TAAL’s WIFE

Rhya is often associated with the gentle, providen-
tial, and giving side of nature. Hers is the heart-
beat which quickens in a mother’s belly, the first
birdsong of spring, and the bleat of newborn lambs.
She taught humans how to plant and harvest, and
it is she who makes the grain grow each season and
makes the fruit ripen on the branch.

Rhya cools Taal’s rage and ameliorates his stub-
bornness, but as a good wife, she is also beholden to
his will, so oftentimes frost kills the lambs or floods
take the crops.

More, hence, ask for Taal’s mercy than Rhya’s bless-
ing, and apart from country matters, her worship is
limited. Some say that once the two gods were two
aspects of the same god, but the wild warriors of
Taal dismiss such foolishness.

B

Taal is the oldest of all the gods of the Empire. Some say he is the
king of the gods; others call him the All-Father. From him came
the lands and the rivers, the forests and the mountains, and all the
beasts that live among them. He has little concern for humans, for
his domain is the remote wilderness, the primal fury of the beast,
and the relentless strength of nature.

g AR A RN g N T R W

- SAMPLE STRICTURES OF TAAL

o A

A+ Taal’s children give themselves to you for food and
sacrifice. Honour that gift as well as the abundance of
the forest and the soil

4+ Make a sacrifice of flesh or grain once a month at the
dark of the moon

e 2

3 #+ Spend eight days a year in isolation in the wild, living
only on what you can hunt or gather

FRAB

#+ Do not clad yourselfin metal, only hides and leathers,
and arm yourself only with wood

. Take pride in natural strength and skill, and the natu-
; ral ways. Shun firearms and other works of engineer-
ing and science

Taal is a god of action rather than contemplation, and his cult

P shuns the trappings of civilisation, considering them unnatural and

emasculating. His followers champion self-reliance, and initiation
into the cult begins with an ordeal of surviving alone in the forest.
Priests of Taal are often loners, visiting the most remote villages
and patrolling the darkest woods.

They do, however, value community — the deer and stags are safest
when they herd together. As the oldest and most pervasive of all the
cults in the Empire, the community of Taal is mighty indeed. He is
the chief god of Talabecland and the eastern provinces, and patron
of the great city of Talabheim.

Despite its priests’ affinity for the wild, the cult is surprisingly
structured. The cult has two high priests, known as a Hierarchs.
Theoretically, the Hierarch of Rhya rules in spring and autumn and
the Hierarch of Taal rules during summer and winter. Although
supposedly equal, with the waning of Rhya, it is the Hierarch of
Taal who has the greater authority all year round. Beneath the
Hierarchs are the arch lectors who act as guardians over important
communities, wild lands, or sacred sites. Lesser priests deal with
smaller areas, maintaining shrines and ministering to farmers,
hunters, and travellers.

Taal’s warrior priests are known as longshanks. They are experts
with the yew bow and forest lore, who guard against the needless
destruction of nature such as excessive deforestation, and protect
the land against the taint of Chaos. Their aid is invaluable in cam-
paigns waged within the wilds and forests of the Empire.

Taal’s temples are wild spaces, perhaps marked only by a ring of
trees or standing stones. His shrines are similar, usually carved
from arock or tree, and are found throughout the great forests of
the Empire, so that all those that wander may request Taal’s protec-
tion. Although the cult is well-ordered, its priests seldom meet and
their temples are rarely occupied.

Similarly, the cult exerts little political pressure despite its large
numbers, as it is too busy tending to its duties to play the games

of civilised men. They need no holy books or calendars, for their
rituals are the ways of nature and their sacred days are determined
by the seasons.

Taalist priests wear only natural hides and skins. Even the long-
shanks shun metal armour and swords for leather, wooden bows,
and staves. Taalists thump their thighs, chest, and arms - “roots,
trunk, and branches” - as a greeting and an invocation to their god.
Taal rewards his devotees with favours to control wild beasts and
forest trees. He also grants them the strength and fervour of the
wild, so his priests are always passionate in whatever they do. Fear
the quiet Taalist, goes the saying, lest the mountain wakes.
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THe Curt ofF ULRIC

Old White Wolf will sniff you out, Old White Wolf with braided hair,
Old White Wolf will hunt you down, Old White Wolf will rip and tear!

- Middenheimer children’s rhyme

Before the coming of Sigmar, the men of the Old World looked to
a different god in times of war: Ulric the mighty, Ulric the proud,
Ulric the wolf as white as snow. Now his cult is overshadowed by
that of Sigmar, but his devotees know that there is only one true
warrior among the heavens.

According to legend, the great city of Middenheim was founded
by Ulric himself. Ulric’s brother, the god Taal, gifted the tower-
ing mountain to the Wolf God, striking the mountain top flat
with his mighty fist. This is why the mountain is sometimes called
Fauschlag, from the ancient word “fist-strike.” It is here that Ulric
established a home for his followers.

The northern lands of the Empire remain a stronghold of Ulric, but
elsewhere the cult’s influence has declined. Sigmar and Myrmidia
share the domain of war, and Sigmar’s cult has taken over most of
Ulric’s political presence. Ar-Ulric, the cult’s high priest, remains
an Elector, however, and the power of the faith in the north cannot

be denied.

More than once, posturing between the two cults has thrown

the Empire into civil war, and under a weaker Emperor than Karl
Franz, it may yet do so again. Even today many Ulricans regard
Sigmarites as arrogant upstarts, while Sigmarites reciprocate with
the view that Ulricans are boorish barbarians.

The situation isn’t helped by the fact that Ulricans love to fight.
Ulric teaches his warriors never to back down when challenged,
and even brothers-in-arms will frequently fall into brawls. Yet
these fights rarely cause division: Ulric’s devotees know that they
are strongest together, like a pack of wolves. However, Ulric also
demands that his followers should be strong alone, and initiates
must prove themselves worthy by surviving an ordeal alone in the
wilderness, preferably during the icy winter.

The followers of Ulric are fearsome fighters, and the cult’s warrior
priests are admired across the Empire for their legendary battle
prowess and courage under fire, as are the Knights of the White
Wolf, a temp