
Il*rrnrNr Dmcu,ry
Some action cards have an additioral difficulty
modifer in the form ofresults symbols, rather thm
dice. These results slmbols are simply added directly
into the results pool, as iftheyhad been rolled on dice.
For exmple, an action card might have a modifier of
I I X 0 ; this means that I I is added to the dice
pool, aad that X Q is added to the resuJts pool after
dice are rolled.

It can be helpful, but is not necessary to add dice
showing the relevant challenge and bane slmbols
to the pool after the dice are rolled as a reminder
when resolving the checlc Ifyou do, it is important to
remember that these results s)mbols are not actually
present on any die, they cannot be "rerolled" by any
effect that would ordinarily allow it, nor can theybe
ignored by effects that allow dice to be ignored.



Srr IcoN
The cards includcd in this expmsion are

noted with a special set icon. This allow I

1".1i:J[fJJ::]"',;ry,i:il?:I""' v
removing cards liom your Bame ex?ericnce.

{JsrNc rtm ExransroN
This erpansion is best used in conjunction with
the Winds of Magic and Hero'.s Call supplements

for Warhammer Fantasy Roleplal, although only
the Core Product is requiled. The cards in this

set can simglybe added to the collection of
action and item cards available and used in the

same manner as other action or item cards.

Titr Enc Thxr
Some action cards haye the Epic trait. These cards
are very powerful and intended for high-level
characters, and maynotbe acquired or usedby
characters below Rank 4.

Masrrry
Some action cards reference Mastery. The rules
for Mastery are fully described in Herot Call, but a

condensed explanation can be found here:

Ordinarily, characters may onlytrain a maximum of
3 ranks in a given skill. Characters ofatleast Rank4
maytrain afourthrankin a skill,but this rank does
not add an additional expertise die. Rather, the
fourth rank ofskill training is referred to as Mastery
in that skill. A character that has Mastered a skill
gains the followingbeneEts to checks usingthat skill:

4 The characteris not obligated to roll for
Simple (0d) or Easy (ld) checks unless those
checks target an enemy character. Should the
chiracter opt not to roll, assume the results are
a single success with no other effects.

4 The character may choose to remove all ofhis
expertise dice from the poolbefore the roll
and replace them with a single Sigmar's Comet
result -he can simplyplace one ofthe dice on
the table showing its comet face.

OJten gifted to those in the Grey
College that show great promiie, these
magicalblades seem to cleave reality
with etery strike.

Damage Rating: 5
Critical Rating: 3
Group: Hand Weapon

Qualities: Magic, Superior,
Attuned I
Encumbrance:3
A Sword ofJudgement is attuned
to theWind of Ulgu. GreyWizards
may add I to Channelling and
Spellcraft checks.

As a superior weapon, a Sword of
Judgement adds I to all attacks
made wielding it.
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Alongwooden stafi topped with
s e v er al smokin g c an dl e s.

Damage Rating:4
Critical Rating: 4
Group: Staff

Qualities: Attuned 2, Defensive,
Magic
Encumbrance:4
The staffis attuned to the Wind of
UIgu. Grey Order Wizards may add
EE to Channelling and Spellcraft
checks.

Once per session , a Grelt Order
wizard wielding a grey staff, may
remove a number ofrecharge
tokens from his currently
recharging GreT Order spells equal
to his character rank.



cur.rently aflecte dby a Grey Order spell,
add l-l to your dice pool
Effect: While this action is recharging, the
target adds I to the dicepool of ail oihis
actions. Ifyou have Spellcraft Mastery,

: ifthe target is in shadow ii

ddi instead

The target adds I to his next action

purposes ofyour other Grey Order spells
Effect; Shadows lengthen and darken.
!verything becomes dim. While this
acrion is recharging, darknes: extends
out from you to medium range. fhe dim
light imposes penalties to checks that rely
on vision (including ranged attacks by or

aa Add 1 recharge token to one ofyour
currently recharg ing Grey Order spells
OC Remove I recharge token from this,

,l{ You conjure a nunrbing fog around the.
target, causing him to stumble and stagge-ii;
,ll,ll,lt As above, and the target suft'e.s I ,,-,, ..,

s tress

against characters within the darkness) and
grants bonuses to checks that benefit from
the shadows, as described below

You cast tlre spell. Your shadows add I or
td'most checks, as appropriate ::,11:1;,

'l!,l{,l. As above, but the darkness adds ii
or [[, as appropriate

bv2
,$,lt Thc targct suflers I fatigue

$a Add 1 recharge token to this card

al: Add 4 recharge tokens to this spell
when it is unsuccessfully cast. This spell isr
itself, non-obvious

'l{ You maskyour own powers. Until the end
of the encounter, your G rey O rder magic
becomes difficult to detect. Apart from a

ll's function (such as the darkness caused
by a spell to cause darkness), there is no
obvious indication that you have cast a spell
at all. Furthermore, you are not required to
make gestures or chant mystic words to cast
your spells and when you use the Channel
Power action there is no obvious cue that

action

A6 Add I to your next action 1.r,.:

ial: This action r".hirglr it-;ffili

burdens lie impossibly heavy upon their
shoulders. While this action is recharging,
your target's Strength is reduced as

described below (to a minimum of 1) ,

,l{ I he rarget s Strength is reduced by I

,{ The target s Strength is reduced by.2
Itttlt The target suffers I fatigue

AaAdd 1 recharge token to this card
i AJd 2 recharge tokens to this card

CC Your strength is reduced by 1 for 2
turns

Effect; Your shadow detaches itselffrom vou
and quickly flies to the target, attaching itself
as a second shadow to him and following
him wherever he goes. Your shadow can

i Si:fi'er 1 stress

Effect: You reach into the mincls of
your fbe, instigating nebulous images of
weakness and doubt. While this action
is recharging, your target's Toughness is

reduced as described below (to a minimum
of l)

he target's Toughness is reduced byJiij.
,a,ra,la The target's Toughness is reducedli5i

you are holding nragical power

I Anyone using Magical Sight to see if you
are awizard must pass a Hard (3d)
to notice your magical aura until the-
the encounter
S Lose all your power

ial: This spell mry cause critical

,ll The target's shadow suddenly strikesl
he target sufers normal damage, as ifit

had just hit itself with its own weapon
,l{.l{,l{ As above, +2 damage

damage; use the CR ofthe target's equipped
wedpontodeterminethe 4t cost.Ifthe 1,. r

target has no listed CR. treat its CR as 3

.see and hear, and when the spell ends it
speeds back to your side and reports back
on what it saw and heard. The target can
potentially notice the extra shadow (a Hard
(3d) Perception (Int) check), and perhaps
take steps to destroy it, in which case it never
reports back (but you do begin to cast a
shadow again when the spell recharges)

qfyour next turn ;. :..: iir':iir'

Youcastthespell ,1 Q Suffer 1 stress and I fatigue
CC You can't cast this spell on the same
target again for at least a week ,*.'

Effect: Deceir.ed by your wiles, the target's

Add 2 recharge loLens to this card

EE Your Toughness is reduced by 1 for 2
turns

Special: Anyone wirhin medium range of
you counLs as being'in shadow' for the

'l{ Your shadowy illtrsions tug at the trrget s 
,]

mind. The target suffers I stress I

,l{'ll'll As above, but 2 stress instead
rB4r Your illusion has such subtlety that the r '

is uncertain that you have cast a spell
n him, or even why he has suffered stress *. .

all

I Trigger the tSttt effect

tD Suffer 1 stress n 'i J,3'
*+-

'll A winged shape ofshadow carries you
awa, lifting you up and depositing you
somewhere within medium range
tlttlt You are veiied lrom sight until the start

tttttt Ignore the soakvalue ofthe target'$. r- ,:

non-magical armour
CQ.l Jrnrage

CQ Suffer ) fatigue

eq&*x-*tlwq*



,li Your shadowy illusions tug at the target's
mind. The target suffers I stress

1{,1{d As above, but 2 stress instead
,ll,.ll,l{,ll As above, but 3 stress instead
Itt4t If the target's Willpower is distressed,
he saffers 1 fatigue for each stress beyond...
his Willpower he is suffering
O Suffer 1 stress

C Sufer I stress

I instead

'll You conjure a numbing fog around the

purposes ofyour other Grey Order spells I -

Effect: Shadows lengthen and darken.
Everything becomes dim. While thi.s action
is recharging, darkness extends out from
you. The dim light imposes I to checks

that rely on vision (including ranged

attacks by or against characters within
the darkness) and grants E to checks that
benefit from the shadows
,ll You cast the speil. Its effects extend out
to close range

'll'll As above, out to medium range
,fl,ll,ll As above, out to long range

ari Your next Gr ey O rder sp ell gains fl
Q Suffer 1 stress

'l{ A winged shape oIshadow carries you

away, lifling you up and depositing you

Willpower amongst its targets. For each tarjit
beyondthefirst,add I toyourdicepool' .'

Effect: While this action is recharging, the
target adds I to the dice pool ofall ofhis
actions. If you have Spellcraft Mastery, add s,ll.

Special: Anyor:e within medium range of';
you counts as being " in shadow" for the :l

target, causing him to stumble and stagger lS:
,ll,ll,li As above, and add I recharge token ffi
tothiscard ffi
ttt One target adds I to his next action ffi
rtrOnetarsetadds I tohjsnextaction 

rytitliti Each target suffers I stress ffi
E0.Remove I recharge token from this ffiactron ffi
iOAdd I toyournextactio" ,H11-L"re**c@..f

Special: Add 4 recharge tokens to this sfell
when it is unsuccessfully cast. This spell is,
itself, non-obvious
,lil You maskyour own powers. Until the end
ofthe encounter, y our Grey Order magic
becomes difficult Lo deLect. Apart froir a
spelJ's function (such as the darkness caused
by a spell to cause darkness), there is no
obvious indication thatyou have cast a spell
at a.ll. Furthermore, you are not required to
make gestures or chant mystic words to cast
your spells and when you use the Channel
Power action there is no obvious cue that
you are holding magical power
\ Anyone using Magical Sight to see if you
are a wizard must pass a Hard (3d) check
to rotice your magical aura until the end of
the encounter ,, :a'

* Lose all your power

Special: This action recharges at midnight
Effect: Your shadow detaches itselffrom you
and quickly flies to the target, attaching itself
as a second shadow to him and following
him wherever he goes. Your shadow can
see and hear, and when the spell ends it
speeds back to your side and reports back
on what it saw and heard. The target can
potentially notice the extra shadow (a Hard
(3d) Perception (Int) check), and perhaps
take steps to destroy it, in which case it never
reports back (but you do begin to cast a

shadow again when the spell recharges)
ll You cast the spell

Qt You can't cast this spell on the same
target again for at Ieast a week

,o-.-h.t&ithin medium range

,ll,ll,ll As above, but long range lnstead

SrBWhenyou arrive rt your destination'

you may Perform a free maneuver

aa Gain I to Your next action

G Suffer I stress and I fatigue

Special: This action is npposed by the .l,:ii
highestWillpower amongst its targets. Fo'i

each targetbeyond the first, add I to your'
dice pool
Eflect: You reach into the minds ofyour foe,

instigating nebulous images of weakness

and doubt. While this action is recharging,
your target's Toughness is reduced as

described below (to a minimum of 1)

4{ The targets'Toughness is reduced by 1

lFtlt The target(s) sufer I fatigue
tttttt Add I recharge token to this card

I Add 2 recharge tokens to this card

iC Your Toughness is reduced by I for 2
turns

Special: This spell may cause critical
damage; use the CR ofthe target's equipped
weapon to determine the tlt cost. If the
target has no listed CR, treat its CR as 3

'l{ The target's shadow suddenly strikesl
The target suSers normal damage, as ifit
had just hit itself with its own weapon
,lad,ta As above, +2 damage

Ar$ +2 damage

QG -l damage .. ...:

OO Suffer I fatigue: 
"

Effect: Deceived by your wiles, the target.s
burdens lie impossibly heavy upon their
sh oulde rs. Wh ile t h is ac t ion is recha rging,
your target's Strength is reduced as
described below (to a minimum of I)
,ll The targets'strength is reduced by I

Special: This actio, l, oppor"dff,if
highest Toughness amongst its targets. For
each target beyond the fiit, add ja yor.
dice pool

AA The target(s) sulfer I fatigue
,illtt Add 1 recharge token to this cardI Add 2 recharge tokens to this card
CQ Your strength is reduced by 1 for 2
turns



!tr1ct:.Y9u credre an triig" "ii;;ilffidesire. It looks and soundi real, but is made
ofnothing more than shadow and evaporates
iftouched. You create one image ofor" it"-,
person, or tightly integrated scene, which
continues to behave as ifreal until this act

'l{ All the target's weaknesses and feirs
burst to the surface! For each characteristic
that is less than 3, the target sufers I stress
and 1 fatigue

,l{ Anyone attempting to see through r.."

yo.ur illusion must.pass an Ave."g"-(Zd) iObservation (Int) check . ' ,, ,l:,...:.,-:.'".

'll,lrAs above, but the Observation (ln0jl
check is Hard (3d)rx ts nard (Jd)

ll,1l As above, but the Observaiiofr::l:'.l.ti:
) check is Daunting (+d)

harges or it is revealed as an illusion
,ll,ll,,tl As above, and for each characteristic
that is less than 2, the target suffers 1

additional stress and 1 additional fatigue
4U$ All ofthe target s characteristics are \

reduced by I (to a minimum of I ) until youi
next turn I

tltrtt Your next Grey Order spell gains I
il Your.image has a tactile componeiit
can ehdure being touched!
CE Suffer I stress and I fatigue

t: Several copies ofyou stand nearbn
all identical in every respect, making it
very diftrcult to hit the real you. While this
action is recharging, all actions that target
you add XG to their results pool. Each time
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,la With a llourish you produce a st

tlttlt Add or remove I recharge loken from
one ofyour recharging 6rey Order spells
I The tmget acquires a temporaiy llganlti

Masrrry
Some action cards reference Mastery. The rules
for Mastery are fully described in llerot Call, but a
condensed expianation can be found here:

Ordinarily, characters mayonlytrain a maximun of
3 ranks in a given skill. Characters ofat least Rank4
maytraina fourthrankin askill, but this rankdoes
not add aa additional expertise die, Rather, the
fourth rank ofskili trainingis referred to as Mastery
in that skill. A character that has Mastered a skill
gains the followingbenefits to checksusing that skill

* The characteris not obligated to roll for
Simple (0d) or Easy (ld) checks unless those
checks target an enemy character. Should the
character opt not to roll, assume the results are
a sirgle success with no other ellects.

f The character nay choose to remove all ofhis
expertise dice from the pool before the roll
and replace them with a single Sigmar's Comet
result - he can simply place one ofthe dice on
the table showing its comet face.

I As your target seems weaker, you seem
stronger. You may recover 1 stress for each
stress the target suffers, and I fatigue for
each fatigue the target suffers
lC Add 2 recharge tokens to this card \

Srr IcoN
The cards included in this er?msion are

noted with a special set icon. This allows

you to quickly identifr the supplement

materials when sorting adding, or
rcmoving cards from your gamc er?erien(e

[JsrNc rr*s ExraNsloN
This erpansion is best used in conjunction with
theWinds of Magic and Herof Ccllsupplements

for Warhamner Fattcsl Roleplal, although only
the Core Product is required. The cards in this

set can simplybe added to the collection oI
action and item cards available and used in the

same manner as other action or item cards.

Ti<r Enc Thalr
Some action cards have the Epic trait. These cards
are very powerful and intended for high-ler.el
characters, and may not be acquired or used by
characters below Rank 4.

n action targeting you fails, remove I ith the Sup ern atural or Enigma tr ati. :: t:.i,:
recharge token from this card C Remove I rechargc token from this card

You conjure doubles ofpure shadowstuE
Lose all your power

{'ll'lt As above, and add 2 recharge iqke
to thfs aard

:d

Ellect: )iru conjure an enormous pendulum
ofshadow that swings from your location
out_to a point at Iong range you designate,
striking every creature in its path. At the
end ofyour next turn, it swings back,

iking every creature in its path again
f Your pendulum strikes for 6 + Int damas!
'l!'l{'L As above, plus additional damage '..,1r;

equal to your character rank - 
.

one to I different target in the pendulum's path
Suffer 1 stress and I fatigue

Effect: While this card is recharging, t
target's Str, To, Ag, Int, and Fel are reduced
to 1 and cannot be furiher reduced or
increased

Spe ci a I : I f yn u-[;.;" ;;;;-;f,:

lJou cast the spell

,tr4t Your next action gains I
*.Reinove t recharge token from this



Effect: You create an imrge ofanything you
desire. It looks and sounds real, but is made
ofnothing more than shadow and evaporates,
iftouched. You create one image ofor" it"-,
person, or tightly integrated scene, which ..:

continues to behave as ifreal until this action
recharges or it is revealed as an illusion

Effect: Several copies ofyou stand nearby,

Efiect: You coniure an enormous pendulum .;l

'll All the target's weaknesses and fears

burst to the surfacel For each characteristic
that is less than 3, the target sufers I stress

and I fatigue

that is less than 2, the target suffers I
additional stress and 1 additional fatigue'la Anyone attempting to see through .i:,:

your illusion must pass anAveragt (2d) i;.:,
Observation (Inr) check .. 

S$
,l.'li As above, but the Observation (Int) re
checkis Hard (3d) ffi
tl,ll,tl,l{ As above, but the Observation W
(Int) checkisDaunting (4d) ffi
[rtltYournextGreyOrderspellgains! ffi
I Yourimage has a tactile componentand ffi
can endure being touched! ffi
00 Sufler I stress and I fatigue ,re
-IErr.@ffi.],.#

ofshadow that swings from your location ..:, 
'

out to a point at long range you designate, i*i
striking every creature in its path. At the $&
end ofyour next turn, it swings back' d
striking every creature in its path again ffi
l{ The pendulum strikes for 5 + Int damage ffi
{rrThependutum strikesforT+ Intdam-age Ht
,ll{'ll The pendulum strikes for 8 + Int damage ffi
rtutr *2 damage W
,li,lr -2 damJge ffi
QO Suffer 1 stress and I fatigue I ?
riil.E !IE*s*&-!=w6'r 'e

rtr4r All enemies within medium range

suffer I stress ,'i
irl$ All enemies within medium range H
suffer I fatigue ffi
lAll enemies within mediunt range suffer ffi
I stress and I fatigue &
EO Suffer I stress and I fatigue ffiffi

,BflErr-..re*w.lt

f,ffect: While tht.."ra t. *J['ffi[f
target's Str, To, Ag, Int, and Fel are reduced

1{With a }:lourish you produce a stringless
fiddle and flal a tune thar only the tarlet(s)

Ittti Add or remove I recharge token from
one ol you r rech a rging Grey O rder spel)s
I The trget acquires a temporary rnsanity
with the Supernatural or Enigma trait

by I to a minimum of I

G Remove I recharge token irom this card
* Lose all your power

Effect: You exactly duplicate I particular
person, down to the smallest delail. As long
as the spell Iasts, you must use the subjects-
physical characreristics and gain access to
all ofthe subject s skills, tale"nts, and actions.
You Iook a nd sou nd exactly J i ke the su bject
and your disguise is completely impeneirable
to normal means ofdetection. Ifvou ever
come face-to-face with the subjeit ofyour
speJl, the spell ends. Furrhermore, all'ofyour
actions gain "+ Add I rrackinq token to ihis
card, 'and when there rre i tricking tokens
on it the spell ends

'fl You cast the spell

INusnnrr DtmcurrY
Some action cards have an additional diliculty
modifier in the form ofresults slmbols, rather than

dice. These results slmbols are simply added directly

into the results pool, as iftheyhad been rolled on dice.

For example, an action card might have a modifrer of

i I X Q ; this means that I I is added to the dice

pool, and that X 6 is added to the results pool after

dice are rolled.

It can be helpful, but is not necessary, to add dice

showing the relevant challenge and bane symbols

to the pool alier the dice are rolled as a reminder

when resoh'ing the checlc Ifyou do, it is imPortant to

remember that these results s;mbols are trot actually

present on my die, they cannot be "rerolled" by any

effect that would ordinarily allow it, nor cal theybe

ignored by effects that allow dice to be ignored.

connection t-o the subject ofthe spe1l,
remove XX from the difficulty modifier.
This action recharges at midnight

all identical in every respect, making it
very difficult to hit the real you. While this ii+
action is recharging, all actions that target ,il$
youaddXCtotheirresultspool. Eachtlme S
an action targetingyou faili, remove I ffi
recharge token from this card ffi
,lrYbu conjure doubles ofpureshadowstuff ffi
,ll,li,ll As above, and add 2 recharge tokens ffi
to this card ffi
tlirh Your next action gains ! ffi
i Remove I recharge token from this card ;$
flre. rll@affi 'F


