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CoRE PRODUcr 

Throughout Hero's Call, reference will be made to the Warham7lltr 
Fantasy Roleplay Core Product. This refers to either the books 
within the Warhammtr Fantasy Roleplay Box Set (War/rammer 
Fantasy Roleplay Rulebook, Tome of Advwture, Tome of Blessings, 
TomtoJMysttrits) or the Guides (Player's Guide, Game Master's 
Guide, Crtature's Guide), 

How To USE nns BooK 
The first half of Hero's Call contains information 
useful to both players and GMs alike. These chapters 
can be identified by the following symbol at the top 
and bottom of each page. 

The second half of Hero 's Call contains information 
intended for GMs alone. These chapters can be 
identified by the following symbol at the top and 
bottom of each page. 

CoRRUl'TlONIMUTATION 

Throughout Hero's Call, reference will be made to mutation and 
corruption. The complete rules for mutation and corruption 
can be found in Winds of Magic orlhe Gam~ Master's GUide, 
available separately. If you are not using the rules for mutation 
and corruption, then when an effect calls for a target to suffer 
corruption, the target should suffer an equal amount offatigue and 
stress instead. 

NEWRULES 
In addi tion to a \"ealth of new information and bad:.ground 
material on how to expand your ad"entures into high level play, 
Hero's Call includes some new and expanded rules on character 
creation and epic threats. Players and GMs should familiarise 
themselves with these ne\" rules before using them in play. 

NEW CHARACTER CREATION OPTIONS 

Includes new rules and content for playing both halfling and ogre 
characters as well as rules for playing human and dwarf characters 
from regions of the Empire outside of the Reikland. These rules 
can be found in Chapter 2, starting on page 10. 

ExTENDED CHAllENGE RULES 

High-level characters that are both personally and socially power­
ful may find themselves undertaking tasks and facing challenges 
that are epic in scope and scale. Rules to resolve these challenges 
... :ith a single roll of the dice are presented in Chapter 3, starting on 
page 23. 

SKlLL MAsTERy 

Truly heroic characters can gain Mastery in a skill, enabling them 
to perform nearly impossible tasks. These rules can be found in 
Chapter 3, starting on page 22. 

HERoIc DImCULTIES 
Truly potent heroes can attempt feats beyond the abilities of mere 
mortals. Rules explaining heroic tasks can be found in Chapter 3, 
starting on page 23. 

USING '!HE MATERIALS 
rnCWDED WITH HERo's CArL 
Hero's Call includes a variety of new cards. sheets, and components 
for the Game Master and his players. 

The action, location, item, condition, talent. misc~t. ~d wound 
cards can be added to the other ca rds ofth~ types. 

Hero's Call includes 21 new creature cards. Full ruks for cre.lture 
cards can be found in the Creahm Guide Uld mbrnUr.ed rules can 
be found in Chapter 6 on page ·B. 

The punch board components should be canfuDy raDOTed from 
the fra mes. The pieces can be added to )""OUre:nsnng: supply of 
tokens and standups for lVarhammtr FoUli.u, ~. 

EPIC 'IHREAT SHfEI'S 

There is a saying in the Old World tha.t a man 13'best;u.dgw by the 
quality of his enemies. High-rank.ing aJ,"en~apect to bce 
foes worthy of their great talents iind I: 15 ~ G~r~ us1. to provide 
such challenges. Epic Threiit sheets c.an be ttSed to modUv creature 
cards in order to create an ewn grUleTthrnt.. See Chpter 6 on 
page 44 for more information on Epic Thte.u:~ 

Hero's Call introduces 3 new Enhance c.arrls.. First introduced in 
Omen 's oflVar, Enhance cards are a sp«iil1 robset of action cards 
that are used to make existing actions better_ Rules for using this 
type of card can be found in Chapter 3, on P<ige :!2_ 

SET ICON 

The cards and sheets included with Lurt ofPol<"er are II 
noted with a special set icon. This allows you to quickly 
identify the supplement materials when sorting, adding, 
or removing cards from your game. 
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'\'lith toil and determination, bravery and cunning, a true dedica­
tion to their chosen path and of course just a little luck, heroes may 
re;!ch the ultimate level, the pinnacle oftheir profession, skilled 
Myond the measure of their peers. They may be elevated to the 
most prestigious rank, a leader of their order, the most skilled or 
most pO\'Jerful in the land, accustomed to facing and overcoming 
the most perilous of dangers. Fate has led them to this pOint, mark­
ang them out as shin ing cJ:amples among the multitudes. Truly they 
bave attained the heights of power. 

However, such status means much more than just killing big-
ge-f monsters. The chances are, a hero's new station in life comes 
",-jth a whole range of important responsibilities. High-ranking 
priests must preach and minister to thousands offaithful citizens 
.lnd soldiers. Senior wizards must train the lower ranks and stand 
ready to defend the Empire with their magical abilities. Magis· 
trates will be busy prosecut ing and sentencing the never-ending 
supply of wrongdoers and miscreants that blight the towns and 
cities of the Empire, while the ruthless individuals who control the 
criminal underworld must work constantly to keep an iron grip on 
their organisations. All these duties leave far less time for simple 

adventuring - these vital tasks must be attended to if the character 
is to retain his position, or he may return from a quest to find he has 
been deposed or replaced. 

Fame may wel l be an unexpected side effect of a hero's rise to great­
ness, one that can on occasion be problematic. They will likely be 
recognized by passers-by and those they encounter, especially in 
regions close to their home or base of operation. This can cause 
Significant difficulties when trying to travel incognito, slip unre· 
marked through a crowd or attempting to impersonate someone 
else. They may even attract fawning hero-worshippers, who follow 
them around hoping to witness a great act or perhaps try to help in 
some way, desperate to receive a kind word or just a nod of ac­
knowledgement. Such pathetic fans are a hindrance at best, and at 
worst can put themselves and the heroes into real danger, ruining 
attempts at stealth and getting in the way during fights. Well­
knONn heroes also get many more requests for aid. These may be 
petitions for professional services, business propositions, begging 
[etters, or missions that Nould require their adventuring expertise. 
It becomes rare for such prestigious individuals to stumble across 
an adventure - trouble finds them! In fact fame and success can 
cause particular problems for those in certain walks of life. Those 
that become famous for less than honourable deeds find their 



notoriety attracts a lot of attention, as malicious rivals plot their 
downfall and the authorities devote greater resources to bringing 
them to justice. Even the best of heroes may have to deal with op­
position, enemies, chaJtenges to thei r status and even assassination 
attempts. 

Finally, the missions and quests that powerful heroes are faced with 
..... ill increase in enormity. The peril is greater, the stakes higher. No 
longer will they be saving a village. Now they must save the entire 
Empire. 

ACHIEVING MAsTERY 
Heroes who have reached the heights of power are some of the most 
skilled individuals in the land - the most lethal duellists, power-
ful spelkasters, influential orators and unshakable hunters to be 
found in the Old World. This pinnacle of expertise is not easy to 
achieve or maintain. Keeping their status as the best of the best 
requires long hours of study and training. Champions practice their 
weapon forms and drills, magistrates rehearse their speeches and 
arguments, and priests learn and revise the scriptures of their cult. 
They seek out arcane, lost tomes of knowledge and embark on epic 
pilgrimages to be taught by legendary tutors. For example, the feted 
champion Uchaeba Sungis said to have trained every morning 
while standing under an ice-cold waterfall to hone his endu rance, 
followed by striking the trunk of an iron-bark tree a hundred times 
to condition his fists. Artemis Salk, of the College of the Light Or­
der, battled hill trolls in the elven ruins of west Bretonn ia in order 
to rediscover the Book of Dawn, whose mystical secrets ensured his 
elevation to the rank of Wizard Lord. Mortilla Marathorn, devout 
Ul rican Arch-Lector made a years-long, barefoot trek on the forest 
roads from Ubersreik toMiddenheim, to receive the \.,.isdom of 

Ar-Ul ric. Impressed, the high priest granted her command ofa 
mission deep into the snow-covered Drakwald Forest to eliminate a 
savage beastlord - a task she completed, still without boots! 

Of course, being known as the pre-em inent practitioner in your 
field comes along with some talented and determined competi­
tion. Such high-level practitioners that already exist may resent the 
hero's newfound success. Consumed with bitterness and jealousy, 
they may put obstacles in the way to hinder and undermine the 
newcomer's path to glory. Similarly, upcoming rivals dog their 
heels, making their own bids for power, issuing challenges and even 
actively sabotaging the hero's work. Crime Lord Garros Daggerskin 
had good reason to be thankful that he always slept with a knife un­
der his pillow when a Tilean viper mysteriously found its way into 
his bed. Gold Wizard Ferrubus Hume was only alerted to the fact 
that someone had swapped one of his spell ingredients with black 
powder when he aCCidentally blew up an entire wing of his college. 
During the last Significant greenskin incursion into Averland, the 
newly promoted and ambitious Captain Edvard Sigfrau begged 
his superiors for, and was granted, the honour ofleading a strike 
force to eliminate one of the orc chieftains, whose isolated camp 
had been located by scouts. However, the intelligence maps he was 
provided with somehow got mixed up, and instead of dest roying 
the orc outpost, the nighttime raiders blundered into a huge dung 
pile, tended by snotlings. The captain returned home humiliated 
and in dire need of a bath. 

THE REsPONSIBILITIES 
OF LEADERSHIP 
As he or she grows in status and power, a hero will often gain a re ti­
nue of some sort. The group may consist ofloyal fol lowers as well as 
paid servants, and they may accompany their master (or mistress) 
on his most perilous missions or simply tend to his needs while he 
is at rest. Many serve to aid their master in his non-ad ... enturing re­
sponsibilities. Such staff and hangers-on may be assistants, advisors 
and agents to help with day- to-dayduties, minions and henchmen 
of questionable character and unpalatable skills, sentries and body­
guards for the more cautious or worrisome heroes, aspirants and 
initiates seeking wisdom or offering guidance, apprentices hoping 
to learn a trade or craft, sen'ants, slaves and porters to complete 
tasks of daily drudgery, as well as more skilled individuals such as 
armourers, wranglers and cooks. Particularly famous or egotistical 
heroes may even attract or hire an archivist or balladeer to record 
their noble deeds. 

The members of the retinue will, for the most part, have to be paid, 
and all will need food and accommodation of some kind if they 
are travelling with the hero. They \.,.m also expect their master to 
behave with consistency and fairness, at least if they are to respond 
with loyalty and obedience. A master who is weak or cruel is likely 
to be robbed by his servants and abandoned in times of hardship 
and danger. 

There are many examples of retainers having a beneficial and mutu­
ally respectfu l relationship with their employers. Magistrate Hein­
rich Minch was a good and honest bringer of justice to the citizens 
of the Rcikland, who relied on the able assistance and friendship of 
a scribe he had known and worked with since the start of his career. 
Similarly, the vampire hunter Bors Kesselmann was accompanied 

. on all his successful wilderness missions by a pair of veteran track­
ers from Stirland. 



~~:~r;:;:S~:~: are less admirable. At the height of his 
Ubermier, 'the Duellist of Frederheim', 

porters, an armourer of the highest calibre 

~~.~~,~,::q~;uipment, four training pa rtners fo r practice 
II Blug, an ogre maneater}, a halflingchef who in 

own assis tant pot-washer, a wrangler to look after his 
. .. ,"" one baggage mule, a boy to handle his hunting dog, 

herald his arrival in a new town or village, a smooth-
he had caught trying to rob him and subsequently 

a wizened old mystic whose presence he considered to 
a poet he had hired to write an epic account of his life. 

when word got about of his ignominious defeat by 
the Sword ofthe South' at the annual Bogenhafen fair, his 

ia.,d,;,d up. Unable to pay his extensive staff, they quickly left 
away from his boring stories of all the fights he 

before Slug the ogre had eaten his best steed in 
Only the mystic remained with Ludo, 

attempts to ditch the old man, 
seemed to curse him with bad fortune wherever he went . 

uncommon for a high-ranking hero to be granted, or even 
I area ofland. AI-

might and prowess is well known could be 
or sheriff of a place, without all the responsi­

the land or all the potential benefits. 

Bt-coming Lord of the Manor (or some other appropriate title) 
does not necessarily equate to the life of wealth and luxury that 
commoners might expect. Taxes must be paid year in yearout if 
the ruler wants to retain his pOSition, and the tax collectors are not 
nmpathetic to sob stories of poor soil, failing harvests or beastman 
niders. The land must be worked - farming, hunting and mining 
being the most common methods. T he people must be properly 
motivated to toil and graft, with a mixture of the promise of reward 

OJ. pittance of wages and the occasional festival) and the threat of 
punishment (a night in the stocks, flogging or eviction). Too lenient 
an approach and the land will not be profitable, too harsh and the 
ruler may find himself dealing with discontent and rebellion.lfthe 
funds are available, the ruler may ",ant to make improvements­
but what to invest in? New machinery, livestock, buildings, magical 
protection or bet ter defences are just a few possibilities, and the 
decision may be crucial-It's not su rprising that many landowners 
borrow large sums from moneylenders, and often end up with huge 
debts that they can never hope to payoff. 

An effective ru ler must also be a gifted politician, forming useful 
contacts with peers at court and the town councils, or at the many 
social events open to those of a certain class. Such contacts and ne· 
Ftiations lead to the favourable allocation of provincial resources, 
UlCreased trade and higher status for the settlement - all of which 
ult imately mean more coin in the coffers. 

T here will li kely be figh ting involved too, fo r the Empi re is a 
dangerous place, the hazards increasing the further you are from 
a city. Isolated com munities face raids and attacks from packs of 
wolves, rampaging beast men, goblin t ribes, trolls, mutants and 
even human brigands and bandits. The ruler is expected to pay for 
guards and watchmen, palisades, waJls and watchtowers, and to 
ra lly the ci tizens, set a brave example and lead the defence in times 
of crisis. Even in peacetime there will be a host of matters to be 
deal t wi th: requests fo r judgement in a local dispute, for clemency 
against a harsh punishment, for ret ribution against an unjust act, 

for improvement of the working or living conditions or simply for 
charity. Therewill also be pleas for aid that may lead the ruler back 
into their life of adventure - rescuing a chi ld from nearby caves, 
investigating strange and disturbing night time noises or driving 
away a maraudinggiant. 

NOBLESSE OBLIGE 
Heroes who belong to a noble family have particular responsibili­
ties that may force them to return home at some point. Even ifthey 
are not the first born, set to inherit the family estate, the illness or 
death of an older Sibling may change the situation, making them 
honour bound to come back and take on the mantle ofrulership. 
Alternatively, if the hero's fame and status has outstripped the rest 
of the family, he or she may be called upon to become a figurehead 
and boost the family 's fortunes. 

Along with all the practical duties associated with managing the 
land, governing the citizens and serfs, and protecting the domain, 
noble rulers may have further issues to contend with. The family 
may bear a feudal debt to another house, a great lord or even an 
Elector Count, owing them increased financial or military support 
in return for some service or boon granted generations ago. They 
may inherit problems such as the loathing ofthe badly treated 
commoners, massive debts, a bitter feud with neighbouringlands, 
a crumbling family castle in dire need of expensive repairs, or the 
enmity of a local wizard. Tradition and honour bind them to what­
ever decisions, actions and promises were made by their ancestors. 
Sir Farqha r Boullion came into his inheritance upon the death of 
his father after many years away. He acquired responsibility for 
the family estate 's profitable trade agreement with a nearby dwarf 
brewery, as well as a pledge to supply a hundred soldiers every year 



to the service of Baron von Drexler, and was sworn to upkeep 
the bizarre family tradition of hoisting a live goblin up the flagpole 
every midwinter festival. 

Other family members can also cause problems. Senile uncles may 
cause diplomatic blunders or insist that they are still fit to go out 
hunting beastmen. Younger siblings may run up gambling debts, 
have embarrassing romantic dalliances or get involved with dubi-

• ous organisations. Such situations may mean that the family head 
must embark on a quest to rescue the wayward unde, or extract the 
little brother from the influence of a sinister cult. 

It should be noted that a hero who is awarded land in recompense 
for his mighty deeds mayat the same time be granted the title of 
Baron or Baronet, thereby originating a new noble line. Of course, 
those noble families whose history dates back centuries give little 
credence to such upstarts, and will treat the newcomer with barely 
veiled contempt should he have the temerity to consider himself 
an equal. They may even use their political influence to hinder 
the new baron's ventures. Conversely, it is also possible to lose the 
family lands and noble title, whether through bankruptcy, failure to 
fulfil feudal commitments, devious political backstabbing or even 
destruction by raids or invasion. An exiled, disinherited noble must 
bear the shame of what he has lost, and harbours bitter grudges 
against those responsible. 

A REALM AT WAR 
The Empire is a land occupied by hostile forces, vast swathes of 
barren wilderness, tangled forests and jagged mountains with 
just the occasional pinprick of safety and civilisation. The Elec­
tor Counts inevitably need to defend their provinces and are duty 
bound by the laws and traditions of the Empire to maintain armies 
of State Troops_ Heroes who have pursued a successful military 

career will ultimately be promoted to such rank where they will 
be tasked with organiSing and leading a portion of the Empire's 
armies. 

Potential soldiers must be recruited from the general populace. 
Many sign up for a life in the military as a way to escape the mo­
notonous toil of a life working the land as a farmer or miner, and 
to experience travel and excitement - though this romantic notion 
of a career in the army soon fades as they face the harsh realities of 
war and a few of the terrifying foes abroad in the world. However, if 
invasion is threatening or there simply aren't enough volunteers, it 
will be necessary to employ a few burly recruitment sergeants who 
are talented at 'persuading' men to accept the Emperor's shilling 
through a combination of strong liquor and physical intimidation. 
In fact, when times are desperate it is common practise to round 
up the local ruffians and bandits and empty the jails to form extra 
companies (though they need careful supervision to ensure they 
don't desert at the fi rst opportunity). 

Once a body of men has been formed, it is the ruler's responsibility 
to equip them, but organiSing this task will fall to a senior officer 
(often one getting on in years or too wounded for more demand­
ing duties, or Simply the captain who will lead the regiment). Arms 
must be bought or manufactured - spears are the cheapest option 
and halberds are generally preferred if the funds are available, 
while weapons such as greatswords and crossbows are expensive 
and time-consuming to make, so are naturally much less used. 
Uniforms must also be supplied, generally utilizing the formal 
colours associated with the province or city state of the regiment's 
founding. There is no standard pattern to follow, the exact design 
depending on the individual tailor and the particular materials and 
dyes available at that moment. Consequently, some regiments sport 
brightly coloured tunics and leggings with slashed, puff sleeves and 
stripes in the stylish fashion, while others wear a motley hotch­
potch of patched up garments with perhaps just a cap feather or 
armband in the proper state colours. 

The new soldiers must have some form of accommodation, whether 
a full barracks building or a tented encampment. They will also 
need regular meals, with all the logistical supply issues that entails 
- an army's baggage train is vital to its effectiveness when it is on 
the march. Finally, the troops must be trained, drilled by captains 
and sergeants in battlefield manoeuvres and the art of fighting in 
ranks - for even those destined to spend most of their time patrol­
Jing the city streets may be called upon to march to war. 

Eventually the regiment can be aSSigned to its duty. Some will 
stand post at town gates, on city walls or in far-flung watchtowers. 
Some become watchmen, trudging the streets day and night, deal­
ing with drunks and thieves. Others are employed as road or river 
wardens, keeping the highways and waterways of the Empire safe 
(or at least a modicum less dangerous) for travellers. For the cap­
tains appOinted to lead these forces, there are never enough men. 
However, in some cases a wealthy or warlike ruler may also keep a 
dedicated standing army, allowing him to make proactive raids on 
h i.s foes or even to march off and wage war in fo reign lands. 

Of course, everything changes when a major invasion threatens 
the Empire. Whether the barbaric multitudes of the greenskins 
are pouring out ofthe mountains, the savage hordes ofthe beast­
men are bursting from the forest eaves, or the iron clad servants 
of Chaos encroach from the north, the response is the same. The 
Grand Muster is sounded and the provinces ready themselves for 



war. Duty dictates that the troops are. recalled from their postings 
and the officers and generals lead them to battle in defence of the 
Empire. 

BATTLE WEARY 
AND lADED -The long years of adventuring take their toll on some heroes with 
debi lita ting effects that build over time, and the added pressures 
and responsibi li ties that come with success and fame often ac­
centuate the problem. Facing constant danger and near-death on 
a regular basis can leave a hero jaded, cold and distant. Witnessing 
too much bloodshed and the slaughter of innocents can cause a loss 
of hope and the feeling that the hero's efforts can never be enough . 
The increase in power and status can make a hero nervous of at­
tacks and paranoid about enemy plots against them . Skilled fighters 
may grow overly bloodthirsty, the poli tically minded may become 
power-crazed while others grow obsessed with amassing enor­
mous wealth. Encountering the most terrifying of foes can leave an 
individual anything from curiously eccentric to utterly mad, while 
being exposed to the warping power of the Winds of Magic and the 
taint of Chaos may cause spontaneous mutations. Such abomina­
tions of the fl esh must be kept hidden from the world, lest they 
att ract the attentions of a witch hunter or an angry mob, which may 
be easy or hard depending on the exact nature of the mutation, and 
the accepted mode of dress within the hero's chosen profession . 

Any such traits and problems are likely to be exaggerated by a suc­
cessful hero's power and reach. ForexampJe, two odd shaped lumps 
in the hairline of a spotty student will receive li ttle notice, but years 
later as a well-known and outspoken magistrate, these 'horns ' may 
start to be a problem. Similarly, a lowly peasa nt with delusions 
of paranoia might sleep with a kn ife under his pillow, whereas a 

paranoid Master Wizard would conjure magical sentries, adopt 
mystical disguises, create enchanted wards and traps, and spend 
his days concocting spells and cu rses to eliminate his perceived 
enemies. 

RETIREMENT 
T he lime may come when a hero chooses to hang his sword above 
the fireplace and leave the perilous life of adventuring behind. This 
often happens as the added duties and responsibilities that power 
and success have brought dominate more and more - there simply 
isn't enough time to go trudging through forests, poking around 
old ruins or chasi ng cultists through sewers. He is too busy ruling, 
leading, teaching or otherwise fonowing his new path. Perhaps the 
hero feels he has done enough, achieved everything he set out to do, 
and that he is overdue some well-earned rest. He maybe content to .. 
have reached the pinnacle of his profession, and is happy to rest on j ~. 
hi~ I.aurels, enjoy the glory and live a life of luxury and wealth. '1'::" ~ 
. ,,~/ G 
Elves, dwarfs and other non-human adventurers may have similar ~~ ~i 
reasons for retirement, but there are other possible motivations 111, 

too. They may simply miss their homeland and long to return, to be ?1 
reunited with family and su rrounded once again by th,,;, o' m h,d ri 
T he reason they originally left may no longer be valid - a wrong 
righted, a grudge sett led, an oath fulfilled, or a disgrace forgiven . 

'. Dwarfs mayretuln home rich and successful, their family honour 
restored, or perhaps even to lead a great quest to retake a long-lost 
hold. Wood elves have a deep bond with the enchanted boughs of 
Athel Loren, and do all they can to protect their woodland home. 
They may return to their kind reds if they have completed a great 
service to thwart the enemies of the fores t. High elves wi!! sail 
home older and wiser, ph ilosophical about all they have seen, or 
perhaps because they have received word of war on Ulthuan and 
they desire to lend their aid in defending the spires and citadels. 
Ogre maneaters are often driven by their eternal wanderlust, and 
simply stride away into the dis tance to fig ht in new lands. Others 
have ambitions of winning their own tribe among the Ogre King­
doms and reckon they finally have the muscle to do it. Successful 
halflings often return to the simple pleasures of the Moot, while 
some become rich enough to live a life of gluttony. 

\Vhatever the reason, it is time to let somebody else save the day for 
a change! 

There's old heroes and bold heroes, but there aren't 
any old, bold heroes. Well, except for me, of course. 

- Aleksallder Scltmidt, the self­
proclaimed Hero of Schondlteim, 
retired 
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NEW CHAllACTEll RACE OPTIONS 
'. f 

The Empire is a vast realm that stretches for hundreds and hun­
dreds of miles. Endless oceans of forest cover the land, filled with 
malevolent trees and hideous creatures. Rising up out ohhe dark 
eaves are soaring mountain ranges, towering spurs of rock whose 
peaks scratch the heavens. Huge monsters and terrifying dangers 
lurk within the jagged gullies and caves. The great cities of the Em­
pire are merely isolated pinpricks on the map, battling for their ex­
istence, effectively surrounded by enemy territory, because for the 
most part it is the beastmen that rule the forests, not the humans. 
Even without encountering any of the many perils that ahound, it 
usually takes months to travel across the full extent of the domain. 
Armies march slowly through the land, to counter marauders and 
even full-scale invasions, and merchants travel to distant parts to 
establish trade routes. However, on the \ ... hole the common citizens 
of the Empire rarely venture beyond their province and in fact few 
ever t ravel furthe r than the immediate locale of their homes. 

It is not surprising then that the provinces of the Empire remain 
so distinct in character. The landscape and even the weather vary 
enormously, from the harsh, icy coast land of the north to the 
comparatively sheltered plains and foothills of the south. The 
different provinces have their own traditions, customs and laws, 
which can seem bizarre to outsiders. They have unique dialects and 
slang terms that can be sodistinct that it is as if they are speaking 
in a fo reign tongue. Their a rmies bear distinct ""'IOCO\O',,", "'0'", 

,0 

in various combinations by their regiments. Each province has a 
long, proud history and its own particular threats, problems and 
concerns, and each is ruled by an Elector Count, easily the equal of 
the king of a lesser realm than the Empire. These rulers maintain 
their own vast armies to defend the land and, on occasion, to make 
\\'ar on each other. 

Of course, the civilised parts of the Empi re are also home to a small 
number of non·humans - dwarfs, elves, half1 ings and ogres - who 
have, for various reasons, come to live within the land of men. 

Little Empire people scared. 1 say, "hokay, dOll't 
bother me tlotle." Tltey scared, tllty pay all time, they 
keep mejed. 

• Blor& Ogre Maneater 

------



Ogres are massive by human standards, standing over ten feet tall. 
They are hulking brutes, their broad frames covered in slabs of 
dense muscle, over which lies a thick layer of blubber that insulates 
them in the icy climes of their homeland. Their skulls are thick and 
their hide is tough as cured leather. Their legs are as sturdy as tree 
trunks and their arms can smash in a man's chest without even the 
need for a weapon. However, an ogre's most distinctive feature is 
his gut. The size of an ogre's gut is proportional to his status - those 
that are strong and successful eat well and develop massive bellies 
that spill out over the belt. Ogres take great pride in their guts and 
protect their precious innards with large armoured shields, fash­
ioned from heavy iron and known as gut plates. 

TABLE 2~I : DEFAULT RATINGS BY RAcE 

7 

Every ogre has a ravenous appetite. Their whole society tradi­
tionally revolves around eating, and both their religion and magic 
are also based on food. Ogres can devour practically anything -
powerful, grinding stomach muscles can even crack rocks if there is 
no alternative. They will eagerly consume their enemies at the end 
of a battle, shovelling bloody hunks of raw flesh into their ever­
hungry maws. 

It is a gross understatement to say that ogres are not the brightest 
individuals. In fact it is often said that they are dumber than the 
rocks they sometimes eat. They are completely illiterate and speak 
with growls, grunts and belches, using words with as few syllables 
as possible. However, they are capable of cobbling together crudely 
effective weapons. The only thing they excel at, apart from eating, 
IS fightmg In battle, an ogre IS the match often men - a devastatmg J 
force, espeCially once he has picked up some momentum An ogre's 

and bruised to the floor. ~ ., I 
'bull charge' can knock an armoured knight and his steed dazed ~" 

", 
HIsTORY 'i~ ~ 
The ogres' homelands lie within the cold desolation of the Moun­

12: , 

tains of Mourn, far to the east of the Empire. Here they live in ",b,I.'6r. 
groups, loosely organised into kingdoms ruled over by ogre chief­
tains known as Tyrants. It is a harsh environment, where the ogres 
climb onto the peaks with their huge clubs to hunt great mountain 
beasts such as mammoths, ice elk and rhinoxen. They also attack 
the occasional wagon trains and other travellers that pass through 
their domains, follOWing the perilous mountain passes. This has 
provided the addition of mules, horses and men to their diet, and 
over time has taught them the value of gold. 

Despite their tough existence, the ogre population has been grow­
ing in recent decades, enough to spur a massive expansion ofthe 
Ogre Kingdoms and the migration of many tribes into new parts of 
the world. This has led to war with other races as well as among the 
tribes themselves. A massive horde of ogres even made it through 
the Black Fire Pass and into the Empire. Dwarf armies from Karaz­
a-Karak, Karak Kadrin and Zhufbar marched forth to hold back the 
invasion, but only prevailed after the arrival of a human force from 
Nuln. The massed artillery of dwarfs and men finally destroyed the 
threat in what became known as the Battle of a Hundred Cannons. 

, 
CHARACTERlSI'rC OGRE HAI .. FI..ING 

Strength 3 1 

Toughness 3 2 

Agility 2 3 

Intelligence 1 2 

Willpower 2 2 

Fellowship 1 3 

Creation Points 20 20 



Most Reiklanders ' experience of ogres is with maneaters. These 
wandering ogres have left their tribes to travel the \,'orld, fighting 
and eating at every opportunity. Those that come to the Empire 
find that it has a plentiful supply of",ar, gold and food, so many 
stay for some years before moving on. Maneaters often adopt the 
styles and culture of the lands they visit, so they may bear a curved 
Arabyan scimitar or wield a T ilean pike as a spear. After a wh ile in 
the Empire, they may make crude attempts to copy the Imperial 
fashion of dress, hammer together something akin to a halberd or 
brandish a handgun the way a man would hold a pistol. 

Despite their name, maneaters will happily kill and eat anyone or 
anything, and soon become very experienced and powerful hav­
ing fought against every type offoe. They are highly sought after 
as mercenaries to bolster an army's battle lines, hired muscle for 
criminal gangs, and bodyguards for the rich and powerful. It is 
extremely important to pay a maneater promptly - an angry ogre 
will just as readily eat those he was meant to be helping. Neverthe­
less, they are becom ing a more common sight in the province, and 
have proved their worth on a number of occasions. When an as­
sassination attempt was made on the life of a well-liked nobleman, 
at a public event in the ci ty of Altdorf, it was his ogre bodyguard 
Krumplog that saved the day. Turning to see what all the commo­
tion was about, the ogre's huge stomach sent the assassin crash-
ing into a pil lar and knocked him out cold. The would-be killer's 
poisoned blade was found embedded in Krumplog's shoulder - he 
had n't even noticed it. On another occasion, skaven night runners 
infilt rated an army ca mp near Grissenwald, intent on killing the 
general. However, they were unlucky enough to run into a regiment 

of ogre mercenaries, and quickly became the brutes' evening snack. 
Thanks to events like these, maneaters have become an accepted, if 
not welcome, presence in the Reikland. The average Reiklander is 
fea rful and wary of an ogre, but un likely to run screaming in terror 
at the mere sight. 

To refiect their brutal upbringing, ever-consuming guts, 
and unique physiology, ogre characters have the following 
spedal rules and abilities: 

+ StartiDgCareer: All ogres begin playas a Maneater 

+ Career RestrictioDI: Ogres can enter any career that 
both a human anda dwarfcan enter. 

+ Thi<: k Skin: Ogre hide is tougher and thicker than the 
smaller and weaker races. Ogres gain +1 soak. 

+ The Great Maw: Ogres can and will eat almost any­
thing - their hunger is legendary. In fact, ogres must eat 
a pound of mcat c\'cry hour or begin to starve. An ogre 
who fai ls to eat adds . to all checks fo r each kmeal- he 
skips. He keeps adding . to his checks until he is able 
to eat enough meat to make up for his skipped meals. 
Ifthe number of . added to his checks due to hun-
ger ever exceeds an ogre's Toughness score, he either 
descends into a desperate, murderous, rage, killing and 
eating everything around him, or slumps helplessly to 
the ground until fed (player's choice). 
Ogres gain DO to any check to resi:tt ingested tOXins, 
diseases, or any other hazard encountered through 
eating. 

+ Bigger & Stronger: Ogres may improve their Strength 
and Toughness scores at a cost of one fewerc[eation 
point or advance. So an ogre may improve his Strength 
from 4 to S at a cost of only 4 creation points. Since the 
maximum limit on characteristics (6) is based on the 
available slots in the open career advance section, this 
also means that ogres may increase their Strength and 
Toughness scores to 7, ignoring the normal maximum 
values. (They may not, however, exceed the normal 
starting characteristic limits of S). 

+ Fearless : Ogres treat the difficulty of all Fear ratings 
confronting them as I less than normal (to a minimum 
of I). In addition, Terror ratings confronting them are 
treated as Fear ratings instead (but do not have their 
rating reduced). 

+ Wound Threshold: 12 ... Toughness rating. 

+ Corrupt ion Threshold : 10 + Toughness rating 
Ogres are more tolerant to the ravages of chaos than 
humans, but will still manifest mutations if subjected to 
enough corruption. 



HAr.FuNGS 
The halflings alt a race of short humanoids, typically around three 
feet tall when fully grown. They are generally considered to be 
sneaky little blighters, who afC extremely selfish and greedy, and 
;are often accused (with some justification) of beings tun ted, inbred 
,md vulgar. They certainly arouse their share of prejudice, and like 
most non-human visitors to the Empire, the general opinion of the 
human citizens is somewhat at odds with how halflings describe 
themselves. They consider themselves [overs of peace and quiet, of 
relaxation and a pleasant snooze after a good meal. Others simply 
call them lazy. Halflings are also cautious and careful, senSibly 
wary of placing themselves into danger - qualities often construed 
as cowa rdice by all the other races. Similarly, they have a well 
deserved reputation for being light.fingered thieves, while the 
halllings themselves would say they are opportunistic and simply 
take the chances that fortune sends their way. They typically claim 
that ifthe former owner had really cared about keeping the given 
item, he would have kept it in a safer place. It's fair to say that if 
a halfli ng needs some string, he will happily borrow someone's 
shoelaces, and probably forget to give them back (and fail to own up 
when the angry wearer's boot falls off). Consequently, their pockets 
.ue usually full of'useful' bits and bobs that they have acquired. 

Fortunately, they do have a couple of redeeming features - firstly 
that they are rather good shots with a bow (a short bow of course), 
and secondly that they are excellent cooks. Unsurprisingly, these 
talents have grown from the desire to hunt and prepare a tasty 
dinner. 

HISTORY 
The halflings' homeland is known as the Moot, a large, fertile area 
that was formerly pa rt of the lands of the province of Stirland. This 
domain was controversially granted to the halflings many centuries 
ago by Emperor Ludwig the Fat (allegedly in gratitude for their fine 
contribution to the cuisine of the Empire), Ludwig even decreed 
that the Moot's fo remost leader, called th" £Id,., "o"ldh,n"'fo"~ 

have an electoral vote. It is not surprising then that the humans 
of the Empire traditionally harbour a degree of resentment towards 
halilings, and the citizens of the provinces neighbouring the too'foot 
- Stirland and Averland - hold a particula r antipathy for them. 

As a less than martially proficient race, the halflings ofthe Moot 
have fared badly when hostile invasions ravaged the Empire. They 
suffered terribly from the greenskin armies ofbolh Gorbad Iron­
claw and Gram the Paunch of Misty Mountain, which rampaged 
across the land slaughtering and pillaging at will. Thousands more 
were killed recently, during Elector Count Marius Leitdorf's brutal 
suppression of the so-called Halfling Rebellion. 

HALFiJNGS IN THE R.ElKLAND 
Thanks to their few good qualities and talents, many halflings '" S j 
have found gainful (if not entirely honest) employment within the J ~ 
human lands of the Reikland. They are widely acknowledged as .. $ 
the best chefs available, and it has become something of a status '.~~ Ci ~ 
symbol to have one in any wealthy household or retinue, though ~~ ~ "I 

the employer would be well advised to keep a close eye on the Z P: 
silverware. As experts in the gathering and preparation of herbs, .. 
berries and fungi, hal flings may also gain more dubious \\'ork creat· 
ing drugs and poisons. Those with a less delicate touch are often 
hired as cooks in army barracks and even to help feed troops on the 
march. It is a fact that halfling cooks can make stew so fiery that it 
can be used as a weapon or Nar, one that has been deployed on the 
battlefield in times pas!. 

Halflings are natural, instinctive poachers, and sometimes find 
work in grand estates as game wardens. They are excellent archers, 
but prefer to fire from a position of relative safety. As such, when 
they are called upon to join in the defence of the land, they often 



To reAKt their sman, nimble stature and avaricious nature, 
halfling characten have the following racial abilities; 

+ Career Reltrlctions: HalOings can enter any career 
that a human can enter that possesses either the Menial 
or Roguetrait. 

+ ROJullb PursuUs: Before investing any creation 
pOints, a haUling may train one of the following skills 
for free - Ballistic Skill, Guile, Skulduggery, Stealth. 

+ Naturally Sneaky: Halflings often escape notice and as 
such all Observation checks to detect the halfling add 
•• misfortune dice to the dice pool. 

+ Night Vision: Two.fewer •• misfortune d ice are 
added to a hal fling's dice pool for any eifects from dark· 
ness or lack of sufficient light. 

+ Wound Threshold: 7 + Toughness rating 

+ Corruption T h reshold: 15+ Toughness rating 

become stealthy scouts, operating on the flanks, hidden in the trees 
and undergrowth - they do not possess the confidence to stand 
their ground in the main battle line. 

Other halflings embrace their natural aptitudes to become thieves. 
They are quiet and small, and thus often escape notice, allowing 
them to pick a pocket or reach a hand in through an open window. 
They are ;able to squeeze through narrow gaps and holes Cat least 
before lunch) to gain admittance where they are not wanted, and 
are su rprisingly fast on their feet when fleeing the scene of the 
crime. 

MEN OF OsTLAND 
Ostland lies on the frontier with the land ofKislev, a firm ally of the 
Empi re. T he frozen steppes of Kislev form the most direct route for 
any overland invasion by the marauding tribes of the north, and if 
the Kislevites cannot hold back an invading army then the province 
of Dstland invariably receives the brunt of the attack. Indeed, some 
incursions seem to deliberately avoid the cities and roving caval ry 
patrols of Kislev, intent on ravaging the rich lands of the south - a 
fur greater prize. T he capital Wolfenburg, as well as Volganof, Kol· 

Osru.Nr>ER CHARACTERS 
To reflect their stubborn nature, and long enm ity against 
the forces of Chaos, Ostlander characters have the follow· 
ing racial abilities: 

+ Stubbom: Ostlanders' mental characteristics are con· 
sidered to be one higher for the purposes of determin· 
ing whether that characteristic is distressed. 

+ Fiahten Against Chaos: Dstlanders treat the difn· 
culty of all Fear ratings of foes aligned to Chaos as I less 
than normal (to a minimum of I). In addition, the Ter· 
ror rat ings of foes aligned to Cbaos are treated as Fear 
ralings instead (but do not have thei r rating reduced). 

+ Diversity: At character creation, Ostlanders begin with 
25 creation points. 

+ Wound Threshold: 9 + Toughness rating 

+ Co rruption Threshold: 5 + Toughness rat ing 

lengrad and Ferlangen have all been besieged at one time or other. 
Truly it can be said that Ostland is one of the provinces that form 
the fron t line in the defence of the Empire. 

Yet invasion from the north is not the only concern for the men of 
Ostland. Much ofthe land is covered by the Forest of Shadows, a 
forbidding, haunted place fi lled with raiders, bandits and Chaos 
warbands - in fact it is said that there are more brigands than trees. 
The province is also overshadowed by the Middle Mountains, 
which wh ile technically are largely within Ostland's borders, are in 
fact considered more or less enemy territory. This range of jagged 
peaks is surrounded by impenetrable forest, and .he rocky uplands 
are perilous in the extreme, and in its furthest reaches sta nd the 
towers and walls of the Brass Keep - once an Imperial fortress, now 
in the hands of the warriors of Chaos. 

Litt le wonder then that the Ostlanders are grim folk and proudly 
stubborn as the bull that adorns thei r flag. T heir armies defend the 
borders clad in stark black and white livery, and are led by the fierce 
Elector Count Valmir \'on Rau kov - a man who exemplifies the 
virtue of defiance in the face of any odds. 

REGIONAL OiARM:rERIsnc 
RATINGS 
Slight regional differences aside, humans are characteristi­
cally the same throughout the Empire. The default char· 
acteristic ratings of Reiklander humans are listed in the 
Warhammtr Fantasy Roleplay Core Product on Table 3·1. 
These same ratings should be used when generating human 
characters from any o( the provinces listed in this book. 

Similarly, besides a few minor distinctions, a dwarfis a 
dwarf no matter what stronghold he calls home. The de· 
fault charac,teristic ra tings listed (or Azgaraz dwarfs in the 
Core Product on Table 3·1 should be used when generating 
dwarf characters from any of the strongholds listed in this 
book. 



fighting monsters and defending 
Ostermark characters have the following racial 

:~~~:;~:;~::::'~:~~i~;~;! 
0 

to all MdeeAt-, or Spells or Blessings that target 
with a Fear or Terror rating. 

: Add . to all Mdet Attncks or Ranged 
that target the defence of 

'~~'~~i ?,: At character creation, Oster markers begin 
!-, creation points. 

Wound Threshold: 9 + Toughness rating 

Corruption Threshold: S + Toughness rating 

MEN OF OsTERMARK 
The people of Ostermark have strong ties with Kislevites from the 
lands to the north and have marched to their aid on many occasions 
when Chaos worshipping tribes have rampaged southwards intent 
on spilling blood in the name of the dark gods. Like neighbour. 
mg Ostland, Ostermark forms a vital part ofthe Empire's fronlier 
against invasion from the north. 

T his rural province is a sombre place with a long history of warfare 
and d isaster. To the south lies the cursed land of Sylvania, erstwhile 
bome of the infamous Vampire Counts, and the lerrible Mannfred 
\'On Carstein was finally defeated in Ostermark at the Battle of He 1 
Fenn. 

The realm features bleak moors and endless, fog-shrouded 
marshes, where entire armies have been lost, never to be seen again. 
Rumours abound of ghouls, ska\'en, and even stranger creatures 
lurking within the damp mists, and that whole fnmsteads and 
villages have van ished without a trace. While many of these stories 
are undoubtedly fanciful exaggerations, there is surely an element 
of truth, for the province is bounded by the towering Worlds Edge 
Mountains - home of slavering monsters and countless foul crea­
tures. These terrors often roam down into the lands of Ostermark, 
forcing the people to defend their homes. The State Troops of 
Ostermark, dad in reddish purple and yeJlow or white, have faced 

wyverns, ogres and giants, while the province's banner bears the 
emblem of a manticore, slain, according to legend, by the very first 
Elector Count of Ostermark. 

~"~:"~~-"","~Jil Drabvald Forest and its northern border comprise of the foothills Z ;: 
of the dangerous Middle Mountains, a mighty range of peaks that 
harbour many vile and terrible creatures right in the heart of the 
Empire. Under the dark canopy of the trees, roads theoretically 
connect the far-flung towns and logging camps, but contact is tenu· 
ous at best. The vast tracts of wilderness that separate villages are 
full of savage beastmen, goblin tribes and other dangers. A series of 
forts, watchtowers, armoured shrines and fortified coaching houses 
dot the forest highways, and patrols of road wardens regularly 
march or ride the routes between. However, any journey is perilous 
and there is often time for just a single volley before foes are upon 
you. As such, Hochlanders tend to become top-notch marksmen 
and leilrn to make each shot count. Their armies, clad in the state 
colours of red and green, often include many handgunner regi­
ments, and many of the Hochlanders who travel south hope to find 
work of a similar fashion. 

The Hochland long rifle was developed by an Imperial engineer 
from the accurate weapons used by the hunters of the province. 
Known properly as Leon Todmeister's Fantabulously Far-reaching 
Harquebus of Unforseeable and Unperceived Bereavement, the 
gun has become the bane of enemy generals and unit commanders, 

HOCHLANDER CHARACrERS 
To reflect experience of the dangers of the forest, Hoch­
lander characters have the following racial abilities: 

+ Ral tii Compol are: Hochlandersgain DO on initia­
hve checks when in a rllral setting. 

+ Marksmen: When a Hochlander spends a fortune 
point on a Ballistic Skill check with a weapon with 
which he is specialised, he adds 0 to the check instead 
ofO . 

+ Diversity: At character creation, Hochlanders begin 
with 2S creation points. 

+ Wound Threl hold: 9 + Toughness rating 

+ Corruption Threshold: 5 + Toughness rating 



r 

its firer being a.ble to single them out even within a. regiment of 
troops thanks to the excellent precision and magnifying telescopic 
apparatus mounted on the barrel. The Hochlanders are su itably 
proud ofthe invention and have often put it to good use. When the 
provincial capital of Her gig was threatened by a sudden attack of 
massed goblin tribes, sharpshooting engineers on the highest tow­
ers targeted the goblin lea.ders with the biggest profusion of ban­
ners a.nd feathers, a.s well a.s a.iming for the eyes of the gargantuan 
spider that spearheaded the assault. The enemy quickly fell into 
disarray, and were soundly beaten when a reliefforce arrh'ed from 
the nearby Count's castle. 

MEN OF TALABECLAND 
The province ofTalabecland is so called after Taal, god of beasts 
and wild places. It is an appropriate name, as most of the realm is 
covered by the ancient boughs ofthe Great Forest. Though large 
tracts have been cleared to form farmland, many of the felled trees 
have necessa.rily been used to build sturdy palisades, designed to 
keep the fierce creatures of the woods at bay. Despite the dangers 
of the forest, the sparse population has a strong affinity with nature 
and the wild. Talabeclanders are at home camping, tracking and 
hunting, although they are always vigilant and sure to post enough 
guards and watchmen. 

Worship ofTaal is especially prevalent in the province, "mong its 
citizens as well as visiting travellers - it is considered good luck to 
cross the wide River Talabec, and army regiments will often dip 

TALABECLANDER CHAIVCrERS 
To reUect their association with Taal, god of the wild, Tal­
abeclander characters have the following racial abilities: 

+ Lore ohbe Wild: When a Talabedander spends a 
fortune point on a Nature Lore check, he adds 0 to the 
check instead of O. 

+ Trackers: Talabeclanders add 0 to all Observation 
checks made in a rural environment. 

+ Diversit y: At character creation, Talabedanders begin 
with 25 creation points. 

+ Wound T hreshold : 9 + Toughness rating 

+ Corruption Threshold: 5 + Toughness rating 

their banners or weapon tips into the waters to gain Taal's bless­
ing_ The State Troops often bear the image of a stag or a tree on 
their banners, both symbols ofTaa!' 

The capital of the province is Talabheim, a city state in its own 
right, situated within the bowl of a massive crater. The crater edges 
have been built up into high bastions that make the city one of the 
best protected in the Empire. The city's troops wear red and white 
livery, while the armies of the wider province wear striking red and 
yellow. 

While it is largely surrounded by the other provinces, Talabedand 
has its share of hostile threats. Beastmen lurk in the forests and the 
Barren H ills that lie north of Kemper bad are riddled with skaven 
warrens. 

MEN OF STIRLAND 
Stirland is the poorest province of the Empire, a situation not 
helped by their most fertile lands being given away to the halfl ings, 
centuries ago when the Moot was fo rmed (which still causes bitter­
ness and resentment). The Stirlanders are rustic people, and their 
strange customs and old-fashioned ways are the cause for many a 
sneer and snide comment from the citizens ofRen-land and other 
more progressive provinces. Their pronounced accents and collo-

STIRLANDER CHAIVCrERS 
To reUect their battles with the restless dead of Sylvania, 
Stirlander characters have the folJow ing racial abilities: 

+ Poor: During character creation, it costs 3 creation 
points fo r a Stirlander to start as comfortable, and 4 to 
start as affluent. 

+ Unflinching: Stirlanders treat the difficulty of all Fear 
ra tings of undead as 1 less than normal (to a minimum 
of 1). In addition, the Terror ratings of undead are 
treated as Fear ratings instead (but do not have their 
rating reduced). 

+ Hatred of Undead: Stirlanders gain the InVigorated 
condition whenever they are within long range of 
undead. 

+ Diversity: At character creation, Stirlanders begin with 
25 creation points. 

+ Wound Threshold: 9 + Toughness rating 

+ Corruption Threshold : 5 + Toughness rating 
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MEN OF MIDDENLAND 
Middenland is the land of Ulric, god of winter, wolves and battles, 
,In ancient warrior-god who predates the birth ofSigmar. All those 
,,·ho travel here offer up a prayer lest they fall foul of the vicious 
whi te wolves that roam the land. These creatures are sacred to 
Ulric, and h is icon takes the form of one of these ferocious beasts. 
Middenland is the centre of Ulric an worship, and his great temple 
ulocated in the capital, Middenheim. 

T he realm is wide and covered by the dark, perilous Drakwald 
Forest. In fact, a large part of Midden la nd used to be the separate 
province of Drakwald. However this land was lost during the time 
oithe Black Plague over a thousand years ago, with almost the 
entire population wiped out by disease. The province was formally 
divided up between M iddenland and Nordland, but has never re­
.ally been reclaimed. Towns and Villages lie ruined and overgrown 
deep within the dense trees, ruled only by the beastmen. 

Beastmen seem to be especially numerous within the Drakwald 
Forest and are a major threat to the people of Middenland. These 
savage man·hati ng mutants are not content with lurking under the 
eaves, and regularly pour out of the forest in frenzied hordes to tear 
down human settlements and feast on the torn fles h of the fallen. 
Isolated farms and outposts maintain h igh walls and a careful 
..... atch, while the fo rest roads are heavily pat rolled - but the danger 
is a lways there. M iddenlanders have learned to be wary, and are 
~.,"- :pn"';,,d in batt les with the accursed half· beasts. 

MmDENLANDER CHARACrERS 
To reflect their constant battles with the beast men of the 
Drakwald Porestand their close ties to Ulric, Midden land· 
er characters have the folloWing racial abilities: 

+ SpJrit of the Wolf: Once per session, when targeted 
by an attack, a Middenlander may increase his defence 
value by an amount equal 10 his Agility. 

+ Slayers of Beast men: All of a Middenlander's Melee At· 
tacks or Ranged Attacks, or Spells or BleSSings that target 
the defence of a beastman gains: 
... +2 damage 

+ Diversity: At character c reation, Middenlanders begin 
with 25 creation points. 

+ Wound Th~shold: 9 + Toughness rating 

+ Corruption ThrC'shold: 5 + Toughness rating 

Only Middenheim, seat of Elector Count GrafBoris Todbringer, 
offers a reliable haven against the beast men. This great city state is 
built atop a huge pinnacle of rock that rises up out of the trees, and 
is only accessible by long viaducts or hair'raising lifts. T he armies 
of Midden land customarily wear blue, while those from the capital 
are differentiated in blue and white. The province is also famously 
home to the fierce Knights of the White Wolf. 

MEN OF AVERLAND 
Averland is one of the weal thier provinces of the Empire. This is 
largely thanks to the fact that the domain is far less fo rested than it 
is furthe r nor th, and the climate is less unkind. These advantages 
make it easier to farm the land and have provided Averland with a 
flourish ing trade in breeding fine horses. The province's affluence 
means its armies are often clad in gleaming armour, eqUipped with 
the latest innovations in weapon ry, and adorned with outlandish 
feathers and decoration on their yellow and black livery. 

The main route into the Empire from the south - Black Fire Pass, 
which leads through the mountains from the lands of the Border 
Pri nces - winds down through the foothills into Averland. This 
is the route taken by many invasion forces into the Empi re, and so 
the province has formed the fron t line against attack on innumer· 
able occasions. Mighty fortresses and watchtowers guard the end 
of the pass, but there have been times when these defences were 
overwhelmed and maraudi ng hordes have poured through into the 



AVERLANDER CHARACTERS 

To reflect the incessant ore and goblin attacks into their 
province and the fi ne horses bred in their lands. Aver­
lander characters have the following racial abilit ies: 

+ Grunskinoers: Each time an Averlander kills a non­
henchman greenskin, he may recover either I stress or I 
fatigue or may perform :II free manoeuvre. 

+ Superior Stock: The Strength score of any horse rid· 
den by an Averlander is increased by 1. 

+ Diversity: At character creation, Averlanders begin 
with 2S creation pOints. 

+ Wound Threshold: 9 + Toughness rating 

+ Corruption Threshold: 5 + Toughness uring 

heartlands of the Empire. Most notable was the terrible invasion in 
1707 Jed by Gorbad Ironcla ..... , the greatest orc warlord in history. 
Gorbad 's armies rampaged and ravaged the lands afthe Empire, 
and he was only stopped after his attempt to beSiege and sack Alt­
dorffoliled. The entire province of Soli and was wiped from the map, 
and the disinherited nobles of that land settled in Averland, whose 
bannernowbe.us their icon, a stylized sun, in memory of those 
terrible events. 

The greenskins have proved a grave threat time and again, and 
Averlanders have developed a particular loathing for these war­
mongering brutes. In 2420, the goblin chieftain Gram led another 
massh'e invasion that swept across the Empire, and a recent incur­
sion saw the ElectorCount Marius Leitdorf slain, and the invaders 
were only thrown back by the intervention of the Emperor himself. 

MEN OF WISSENLAND 
After the arc warlord Gorbad Irondaw's invasion in the year 1707, 
the devastated lands of the province of Solland became part ofWis­
senland. It should be noted that certain descendants of the exiled 
Solland nobles, who (Jed and settled in Averiand, still harbour a bit­
ter resentment over their lost family estates and dream of refound­
ing the lost province. The \Vissenlanders themselves also suffered 
terribly at the hands of the greenskins, and their numbers have 
never entirely recovered. As a resu lt, the province today is sparsely 
populated and is dotted with hundreds of abandoned, ruined and 
burnt out villages, farmsteads and towns. More recent invasions by 
orcs, goblins and other attackers out of the Black Mountains have 

To re8ect the devastating atUcks upon their province, Wis­
senlanclercharacters have the follOWing racial abil it ies: 

+ DevoUt: After resolving an action in which a Wissen­
lander spent one or more fo rtune point, roll O . If the 
result is a ~,the Wissenlander gains I fortune point. 

+ Grim: When performing an action, a Wissenlander 
ignores the fi rst ' that is not canceled by a . ,before 
triggering any bane effects. 

+ Diversity: At character creation, Wissenlanders begin 
with 25 creation po·ints. 

+ Wound Threshold: 9 + Tough ness rating 

+ Corruption Threshold: 5 + Toughness rating 

kept the province on the back foot, and its population '"on>t,nti,,' 
rebuilding shattered towns, repairing defences and re-seeding rav· 
aged farmland. 

Such a grim existence has led Wissenlanders to ding to religion for 
succour in their time of hardship. They have become devout wor­
shippers of the entire pantheon of gods of the Empire. Shrines and 
temples are well maintained (or at least the first things to be rebuilt 
after an attack), and priests can always find willing ears to listen to 
the divine \ .. ords of their cult. Warrior Priests are a common sight 
in the province, stirring the Wissenlanders to defend what remains 
of their homes and instilling the fires of vengeance and fury. 

• 
Many lose all hope and ultimately lose their sanity in the face of 
so much war and hopelessness. These poor souls abandon their 
squalid lives to join the roving bands of flage!lants . These doom­
filled fanatics wander the land, seeking pen itence in the fi res of bat­
tie. They hurl themselves at the enemy in a lunatic frenzy - ut terly 
convinced that the end of the world has arrived. 

MEN OF NORDLAND 
The northernmost province of the Empire is the only one with a 
substantial coastline. The icy Sea of Claws lies beyond its shores, 
and a chill wind blows off the waves and through the sno .... ,bound 
fo rests. Strange monsters lurk beneath the waters, but that is not 
the worst th reat that comes from the sea. When the northern tribes 
of Chaos-worshipping marauders and iron clad warriors invade the 
lands of the south, ofttimes they will bypass the realm of Kislev 



their knowledge of ocean lore and acclimatisa-
. Nordlander characters have the follow-

Nautical: Nordlanders add 0 to any check made to 
handle a boat, navigate a ship, swim, or work with ropes. 

Nuthero~n: Two fewer •• misfortune dice are 
added to a Nordlander's dice pool for any effects from 
cold, wind or bad weather. 

Diversity: At character creation, Nordlanders begin 
with 2S creation points. 

+ Wound Threshold: 9 + Toughness rating 

+ Corruption Threshold: 5 + Toughness rating 

completely by constructing a fleet of longs hips. Seaborne incur­
sions are a major issue for there are hundreds of miles of cliffs and 
beaches, and little warning as the dark sails appear looming out of 
the fog. 

Consequently the coast is lined with watchtowers and sea fortress­
es, manned witll stern-faced regiments, and mounted shore-guards 
patrol in between. Systems of warning beacons and fast riders are 
maintained ready to raise the alarm whenever enemy ships are 
Sighted. Time is of the essence, for once an invasion force has made 
landfall, it can easily disappear into the cold forests and become a 
much greater problem to deal with. The armies of Nordland, dad 
in blue and yellow uniforms, are often forced to trudge through 
knee-deep snow as their scouts attempt to locate warbands that 
have slipped inland. 

Nordland has its own navy that, for the most part, patrols the Sea 
of Claws to intercept enemy ships or bring early warning of large 
invasion fleets. As a result, Nordlanders are far more familiar with 
boats, ropes and nautical matters than the average Empire citizen, 
and it is common for young adults to serve time on board ship 
before taking up their chosen profession. 

DwARFS OF ZHUFBAR 
Zhufbar lies within the Worlds Edge Mountains, overlooking the 
Empire province of Stir land, and north of the huge upland lake 
known as Black \Vater, or Yarn Druh in the dwarfish tongue. The 
dwarf hold is built in a deep chasm, into which a raging torrent 
from the lake cascades. The tumultuous waterfall is channelled 
into cunningly built culverts and flow-pipes to drive hundreds of 
waterwheels. These in turn operate enormous drop hammers, ore 
crushers, and steam bellows, driving the industry of the dwarfs as 
they process and smelt the precious ore mined near Yarn Druh. 
After much toil and expertise handed down through generations, 
exquisite items made from the priceless meteoric iron are complet­
ed - impregnable suits of armour and mighty rune-forged weapons. 
These go to the stout armies that defend the lower tunnels against 
skaven and goblins, or are traded on to other dwarf strongholds. 

Zhufbar has long represented the best of dwarf engineering, 
guarding the ancient knowledge and techniques ofthei! ancestors. 
The city contains the principle shrine of the dwarf Guild of Eng i­
neers, and is a centre for metalworking and industry of every kind. 
Although the beardlings sometimes display a desire to experiment 
and innovate, their elders ensure that the old ways are learnt and 
treasu red, lest they be lost for all time. 

Not surprising then, that a dwarfborn and raised in Zhufbar invari­
ably has an innate mechanical expertise and a talent for building 
things, not to mention a love offine craftsmanship and a loathing 
for shoddy, rushed workmanship. A common saying among Zhuf­
bar dwarfs goes: 'If a job's worth doing, it 's worth dOing slowly: 

~=y~"-,,""",~.",. Al 
Mountains, where two mighty rivers converge and open out into ~~ ~ d 
the sea known as the Black Gulf. Uniquely in the entire dwarf Z 
realm, it is asea port, carved out from the towering cliffs to form a ~ 
series of vast underground harbours and docks, as we]) as the cav­
erns and tunnels that form the rest of the city. The stone piers and 
quays bristle with cannons to defend against attacks from the sea, 
wh ile the dwarf armies patrol inland, warding off raiding orcs and 
goblins from the Badlands to the south. This provides an invalua­
ble barrier between the greenskin tribes and the frontier kingdoms 
of Border Princes to the north. 

The dwarfs' sea-gOing fleet is based here, though dwarfs are not 
fond of the ocean and consequently their vessels are quite unlike 
those of other races. They are heavily fortified against both enemy 

To reflect their innate aptitude for engineering and proud 
d",-arf traditions, Zhufbar dwarf characters have the follow­
ing racial abilities; 

+ Natarai Engioeen: During character creation, a Zhuf­
bar dwarfmay train one of the following basic skills for 
free - Discipline or Resilience. Alternatively a Zhulbar 
dwarf may acquire (but not train) the advanced skill 
Traclecraft for free. If you have access to Black Fin Pan, 
a Zhuf1nr dwarf may instead acqUire (but not train) the 
advanced skill Dwarf Engineering for free . 

+ Grudae: A Zhulbar dwarf gains 0 to all Melee Attack 
and Ranged Attack actions against green skins, and any 
target that has wounded him. This bonus lasts until the 
end oCthe encounter. 

+ Sturdy: A Zhufbar dwarf adds 5 to bis encumbrance 
limit. 

+ Niabl Vision: Two fewer •• misfortune dice are 
added to a dwarfs dice pool for any effects from dark­
ness or lack of sufficient light. 

+ Wound Tb~shold: 10 + Toughness rating 

Corruption Tbre. bold: 10 + Toughness rat ing 



To reflect their cosmopolitan outlook and mercantile 
experience, Barak Varr dwarf characters have the following 
racial abilities: 

+ Born Tn.ders: During character creation, Buak Varr 
dwarfs may train onr of the following basic skills for 
free - Charm, Discipline or Resilience. In addition, 
when a Barak Varr dwarf makes a successful Charm or 
Guile check when haggling, add .,. to the results pool. 

+ Grudge: A Barak VaTT dwarf gains 0 to all Melet At­
tack and Ranged Attack actions against greenskins, and 
any target that has wounded him. T his bonus lasts until 
the end ofthe encounter. 

+ Sturdy: A Barak Vare dwarf adds 5 to his encumbrance 
limit. 

+ Night Vision : Two fewer •• misfortune dice are 
added to a dwarf's dice pool for any effects from dark­
ness or lack of sufficient light. 

+ Wound Threshold : 10 + Toughness rating 

+ Corruption Threshold : 10 + Toughness rating 

attack and the elements themselves, and are powered by coal-fired 
steam engines instead of sails, in order to rely on the weather as 
little as pOSSible. 

Barak Varr is a great trade centre, not just with the other holds 
but also with the wider world, and as such is one of the most open, 
cosmopolitan dwarf cities. Traders from across the world bring 
goods from every realm, including Bretonnia and Estalia, Tilea and 
Araby, and even exotic items from Ind and Cathay. The merchan­
dise is then transported inland, to the dwarf capital or th rough the 
Black Fi re Pass into the Empire of men. 

Afte r a lifetime surrounded by commerce and trade, any dwarf that 
harks from Barak Varr is a stony-faced expert at haggling a good 
price, and has the contacts to obtain the rarest of goods. 

DwARFS OF KARAz­
A-KARAK 
Karaz-a-Karak is the mighty capital of the entire dwarf empire. Its 
towering halls are carved out deep in the heart of the Worlds Edge 
Mountains,.m impregnable fort ress-city that has never hllen, even 
as the rest of the realm slowly crumbles. It is the seat ofthe High 
King of the dwarfs, who rules from a vast th rone vault the size 
of a human town, wielding the full might of the dwarfen armies. 
Ornately carved pillars and statues line the walls and elaborate mir­
ror systems reflect shafts onight from above. T he noble clans that 
dwell here have long and proud h istories, and can trace their an­
cestries back fo r thousands of years - a fact which earns them great 
respect from dwarfs of other holds whose hmily line dates back 
mere centuries. Many are the guardians of ancient artefacts and 
rune-etched rel ics whose secrets of manufacture are long forgo tten. 

To reflect their pride and serious nature, Karaz-a-Karak 
dwarf characters have the following racial abilities: 

+ Ete rnal Grudge : A K:.araz-a-Karakdwarf gains 0 to 
all Mtlet Attack and Ranged Attack actions against 
greenskins, and any individual that has ever wounded, 
taunted or insulted him. A Karaz-a-Karak dwarf may 
choose to suffer stress in order to add additional 0 to 
the dice pool of any such action. For each stress suffered 
in this way, add 0 to the dice pool. 

+ Proud and Strong: A Karaz-a-Karak dwarfignores the 
first point of stress and the first point offaligue suffered 
each session. 

+ Sturdy: A Karaz-a-Karakdwarf adds 5 10 his encum­
brance limit. 

+ Night Vision : Two fewer •• misfortune dice are 
added to a dwarf's dice pool for any effects from dark­
ness or lack of sufficient light. 

+ Wound Threshold : 10 + Toughness rating 

+ Cor ruption Th reshold : 10 + Toughness rating 

Here C;in be found the high temples of the ancestor-gods Grungni, 
Grimnir and Valaya. Here too is kept the Great Book of Grudges, 
wherein is written every \\'rong, sleight, broken oath or outright 
attack ;igainst the dwarf people. For the dwarfs are bitter and 
grudgeful, and none more so than clansfolk of [(araz-a-Karak, 
who nu rture the memory of every last misdeed until vengeance is 
exacted. It is considered woefully shameful for a dwarf ofKaraz­
a·Karak to go to his grave and pass a long list of grudges on to his 
sons and daughters. What exactly constitutes a long lis t is debat­
able, but certainly includes anything over an entire bookful. Conse­
quently dwarfs of the capital are famously quick to anger and seize 
upon any perceived insult with rage and threats (at the very least) 
of violence. 
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Hero's Call introduces a selection of new rules to expand your 
Warhammer Fantasy Roleplay experience. Some ofthe rules listed 
in this chapter are optional and are dearly indicated as such by the 
word -optional - in the section header for that rule. 

TIERED CAREERS BY 
ThAIT (OITIONAL) 
Each career indudes a trait that suggests its relative status and 
prestige, which effectively breaks them into five distinct tiers. As 
an optional rule, GMs may enforce some or all of these ranks as 
restrictions for entering the career: a character must have attained 
the requiSite character rank before entering a career of a given rank. 

Tiered careers may be introduced at two levels of impact. At the 
strict level, each career rank is restricled to characters of at least 
that character rank. At the relaxed level (recommended), only the 
Elite and Heroic careers are restricted by character rank. 

Basic careers are available to all characters Rank I and above. 

Intermediate careers become available at Rank 2. 

Advanced careers become available at Rank 3. 

Elite ca reers become available at Rank 4. 

Hero ic careers become available at Rank S. 

NEW AcrION CARD, 
TALENT CARD, AND 
0n-rER. RULES 
There are a number of additional considerations for action & talent 
cards in this expansion. 

ThE EPIC ThArr 
Some action and talent cards have the Epic trait. These cards are 
very powerful and intended for high-level characters, and may not 
be acquired or used by characters below Rank 4. 

The Epic trait also appears on party sheets and enemies. In all 
cases, the trait indicates that the component in question is intended 
for the higher l ier of play and should not normally be available to 
pes before Rank 4. 



Game Masters are advised to keep this in mind when choos­
ing actions for NPCs and monsters, and to use Epic action cards 
sparingly, especially when the PCs are not yet Epic themselves. As 
a rule of thumb, GMs may wish to use Epic trait actions and talents 
only with Nemesis NPCs or with Epic threats. 

lNHERENT DIFFICULTY 
• Some action cards - particularly Epic action cards - have an ad­

ditional difficulty mod ifier in the form of results symbols, rather 
than dice. These results symbols are simply added directly into the 
results pool, as if they had been rolled on dice. For example, an ac­
tion card might have a modifier of • • ~' ; this means that • • 
is added to the dice pool, and that }( ' 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 
after the dice are rol led as a reminder when resolving the check. If 
you do, it is important to remember that these results symbols are 
not actually present on any die, they ca nnot be ·rerolled ~ by any 
effect that would ordinarily allow it, nor can they be ignored byef­
fe cts that allow dice to be ignored.) 

NEW ORDER at FAITH CARDS 
Htro's Call includes a fu ll selection of new Order and Faith cards 
for wizard and priest characters. These additional Order and Faith 
cards are new, bonus talents that are available only to wizard and 
priest characters of the appropriate order or faith. 

These talents may be purchased like any other talent, and once 
acquired the character may exchange the Order or Faith card in 
his appropriate talent slot just like any other talent (by spending a 
manoeuvre). In essence, he gains 2 Order or Faith abilities that he 
may swap between whenever he likes. It should be noted however 
that these new Order and Faith cards also possess the Epic trait, 
and may not be acquired or used by characters below Rank 4. 

T he stance meter on the original Order or Faith talent remains in 
fu ll effect as long as the PC remains in a wizard or priest career; it 
does not have to be his active Order or Fai th talent. 

ThE "ANY" SocKET 
Some high-ranking career sheets feature an "any· talent socket. 
This socket follows the same rules as the other talent slots except 
that any focus, reputation, or tactic talent card can be socketed into 
it. 

ENHANCE CARDS 
Enhance cards are a special subset of action cards that are used 
to make existing actions better. They are acquired and learned 
just like other action cards, but can only be played in concert with 
another action - one that can be enhanced by the card in question. 

When playing an Enhance, the active player fi rst announces his 
action and his target, then announces and plays his Enhance card 
while assembling his dice pool. When he does this, he may remove 
dice from his dice pool to tr igger specific bonuses to his action. Up 
to 1 die of the appropriate type to fi ll each ~slot · on the Enhance 
card may be removed; for example, if a card has a Fortune die slot, 
a Characteristic die slot, and an Expertise die slot, the player may 
choose to remove up to 1 each of Fortune, Characteristic, and 

Expertise dice from his dice pool. For each die that is removed in 
this way, the corresponding specific effect from the Enhance card 
is triggered if the action is successful. 

Each action may only be enhanced by one Enhance card. 

Enhance ca rds are always considered successfully played if their 
"parent~ action is successful. If the "parent~ action fails, then so 
does the Enhance card. 

Enhance cards are considered action cards in all respects, except as 
noted above. 

SKILL MAsTERy 
Ordinarily, characters may only train a maximum of 3 ranks in a 
given skill, adding up to 3 expertise dice to the dice pool. Charac­
ters of at least Rank 4 may train a fourth rank in a skill, but this rank 
does not add an additional expertise die. No character may ever 
add more than 3 expertise dice to a dice pool from skill training 
(additional expertise dice may still be added from other effects). 
Rather, the fourth rank of skill training is referred to as Mastery in 
that skill. A character that has Mastered a skill gains the following 
benefits to checks using that skill (in addition to the 3 expertise 
dice added by his prior 3 ranks of training) : 



;~~~~~~:~:::~:::;:~g~~:~:~t;o roll for Simple (Od) or Easy urget an enemy character. 
character opt not to roll, assume the results are a 

.... ,u,,,,, with no other effects. 

f:;~:~~:~:~:'f;:Choose to remove all of his expertise dice the roll and replace them with a single 
result - he can simply place one ofthe dice on 

table showing its comet face. (If the character has already 
ftmoved 1 or more expertise dice· for example to use an En-
lunce - he must still have at least 1 expertise die in the pool to 
~move to trigger this ability of Mastery.) 

DIFFICULTIES 
heroes can attempt feats beyond the abilities of mere 

~~~~~}ln~~'~d~d~it:j;o;n~~tO~it~"~k~;,::t~ht:,~ti'i"~'~;m~p~IY~d~i,u~,~nting, heroic tasks legendary feats 
one should expect to succeed at a heroic task, but 
on a character and he is successful, he can expect 

on in song and story. Only characters with exceptional char· 
~t"j";,, and training have any realistic chance of succeeding at a 

task. A heroic task adds five purple challenge dice ••••• 
the dice pool and may be listed as a Heroic (Sd) check. 

Heroes can accomplish great things ... but they can also fail spec­
ucularly. As tasks exceed the Daunting (4d) level of difficulty, 
they become more dangerous, more difficult, and carry higher 
consequences for failure. As more purple challenge dice are added 
to a roll, there is a greater chance that the check will result in one or 
more -¢- Chaos Stars. To further increase the challenge of high­
difficulty tasks, GMs may consider the following special rules for 
-¢- Chaos Sta rs on checks with more than 4 purple challenge dice or 
checks with 4 purple challenge dice and at least I black misfortune 
die. 

+- In addition to their effects as {l- Chaos Stars, GMs may treat-¢­
as X. 

+- If the check generates 4 or more -¢- Chaos Stars, the check auto· 
matically fails regardless of the number of '" successes rolled. 
Addil ionally, there may be other narrative or mechanical effects 
based on the -¢- Chaos Stars. There are no guarantees at Heroic 
difficulty! 

These changes will make heroic checks slightly more difficult than 
they would be otherwise, so they remain appropriately challenging 
~ven for powerful Rank 4 and S PCs. 

ExTENDED CHALLENGES 
High-level characters that are both personally and socially power­
ful may find themselves undertaking tasks and facing challenges 
that are epic in scope and scale. Heroes may launch themselves 
from a mountaintop to swing an axe at a dragon's neck or unravel 
the secrets of an ancient tome written in an alien tongue while 
daemons claw at the door. Fortunately, the existing dice and game 
mechanics are enti rely able to represent such immediate and short­
term events and tasks. 

However, some heroes may lind themselves attempting tasks 
of enormous complexity that play out over a period of time. A 
character of notable military rank may be responsible for leading 
an army against an orc Waaagh!, a crime lord may wage a sustained 
underworld campaign to consolidate his hold on the lotus tude 
in Altdorf, or a magistrate might run for an election in a friedstadt 
(or engage in a bribery campaign to ensure a post). Such a series 
of events and challenges, all part of a larger mission, could form 
the core of an adventure in its own right. However, some GMs­
especially those with groups in which many characters have similar 
long-term ambitions - may want to resolve these challenges with a 
single die roll. 

Extended challenge dice rolls can be resolved just like any other 
check in the WFRP game. However, the construction of the dice 
pool for such a check is where things get interesting! 

Most dice pools are constructed by considering various factors 
such as characteristics, inherent difficulty, skill train ing and spe· 
cialisation, and then various circumstances represented by fo,,,,.n,' ~ 
and misfortune dice. Ho\\'ever, that is not the only way a dice pool 
can be assembled, no more than dice rolls can only be used to 
resolve skill or characteristic checks. 

The same system could be used to, for example, model a game of 
skuttles (a game similar to skittles, played with skulls and common 
in the seedier parts ofUbersreik) between two teams. The teams 
assemble dice pools, a single characteristic die representing each 
character, and then roll competith'e checks against one another. 
The GM allows the two players (one on each team) with training 
in Athletics to adopt a stance and convert their individual charac· 
teristic die to a stance die. He also awards the team with the uhome 
court ~ advantage a fortune die and gives the away team a misfor­
tune die after the home team captain explains that he has hired 
some hooligans in the crowd to ·cause some trouble» whenever the 



away team is attempting to bowl. Finally, the away team brings 
in a ringer, noted skuttles player and 3-time All Reikland Champi­
on Ludo Lightfinger. The GM decides that Ludo is worth an exper­
tise die, rather than a characterist ic die. Once assembled, the two 
dice pools are rotled to represent the entire skuttles match, and the 
results of both checks are compared to determine the winner and 
any other effects of the day's play. (As it happens, Ludo's expertise 
die generates a Sigmar's Comet, so the GM rules that Ludoshares a 
number of useful pointers with the rest of the team, giving them all 
the · skuttles· specialisation for Athletics for free.) 

Once dice are decoupled from representing only the abilities and 
skills of a Single person, any number oflarge and involved tasks, 
often including multiple people, can be modelled using dice. A dice 
pool can be constructed over the course of an entire play session or 
even adventure, the GM adding good and bad dice to the pool to 
represent the flow of events and successes or failures in various sub­
tasks. What follows are a number of suggestions as to what else the 
WFRP dice can represent when assembling a dice pool and several 
examples of using this system in-game. 

CHARACI'ERISTIC DICE • 
Characteristic dice form the basis of the dice pool. For the sake of 
simplicity, only one of the options below should be used. 

+ A unit of manpower, whether that represents a person, a mili­
tary unit, a gang ofthieves, or a well-read broadsheet publisher 
and his staff acting on behalf of the active character. In this case, 
adding additional characteristic dice gradually over the course 
of the story may be the thrust of an encounter or adventure. 

The active character's natural talent or potential in the arena 
in question (perhaps based on the active character's character­
istic). In this case, the characteristic dice are probably added 
all at once at the beginning and form the starting point for the 
narrative of building the dice pool. 

+ A Single piece of evidence or other basic building-block of an 
argument or long-term campaign (unit of building materials 
when constructing something, volume of an encyclopaedia 
gathered, etc.). 

STANCE DICE • at 0 
Stance dice should stHl be swapped out for characteristic dice, but 
not necessarily based on the active character's stance. It may even 
be possible to have both Reckless and Conservative dice in the 
same pool. 

+ A special or unique unit of manpower with a clear penchant for 
a given stance, such as a military unit of troll slayers, an infa­
mous cat-burglar known for meticulously planning his crimes, 
or a truly ·yellow· brand of·journalist.~ 

+ A reflection of the overall demeanour or stance of the acti\'e 
character, perhaps as reflected by his choices over the course of 
the narrative. In this case, the active character may be presented 
with a series of choices on how to proceed, each choice chang. 
ing the stance of one of his characteristic dice. 

CHALLENGE DICE • 
These dice may represent the inherent difficulty of the task or 
specific impediments or obstacles that are accumulated in the same 
manner as characteristic dice. Note that challenge dice are more 
powerful than characteristic dice and should be added to the pool 
accordingly. 

• 
+ A unit of manpower working against the active character, espe­

cially if the unit is more potent, skilled, or fearsome than that on 
the active character's side. For example, ifthe active character 
amasses a militia of lightly-armed peasants, the challenge dice 
may represent mobs of orcs. 

+ A reflection of the opposition's skill and talent, perhaps estab­
lished by comparing characteristics as in an opposed test. 

+ A specific action or event triggered by an antagonistic agent, 
such as a powerful NPC.ln most cases, these should be reflec· 
tions of the failures or choices ofthe PCs (for example, if the 
PCs leave the valley to ask for help from the baron, they are not 
present to stop the villain desecrating the Temple of Sigmar). 
They can also serve to highlight the danger or power of a spe­
dficNPC. 

+ A specific challenge standing in the way of success or a vital 
step in a complex process, such as first gaining the right to speak 
in an accused heretic's defence, gathering enough evidence to 
acqUit him, and then actuallycon\'incing the Witch Hunter and 
the crowd of his innocence. 

ExPERTISE DICE 0 
These dice are extremely potent factors working in the active 
character's favour. Often, they should represent an important fac­
tor in the story and acqu iring the necessary support to gain such 
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be an enti re episode or adventure in its own right. A 
wish to speci fi cally identi fy the availabil ity of such a die 

~'::::~::'o~:;;:~ the pes a medium-term goal to work towards 
II longer-term goal of the adventure. 

A specific, elite, and probably unique unit of manpower - a 
&mous and skilled duellist, an elite unit of Knights Panther, or 
.a major noble. 

A major benefit, potent enough to turn the entire course of the 
challenge - a fortified position, proof that the prosecution has 
manufactured key evidence in the cue, or the official sanction 
of the Cult ofSigmar. 

other minor benefits acting 
i fa\'our. In most cases, they should be a 
of player choice and action. Spending fortune points can 

to the pool, but they should only be added just 
the dice pool is rolled. In cases where the active character 

~~~~~:;~',the entire party, the GM may wish to limit the party to 
:, I fortune point per PC (otherwise, the pool could easily 

with fortune dice). 

A favourable circumstance that the active character has ar­
ranged, such as t iming his attack for just before dawn or arrang­
ingfor a trial to be held in his hometown. 

DICE AND THE NARRATIVE 
In the example given below, the GM is using the Extended 
Challenge to insert uncertainty into his narrative. He 
wants the hero players to know that the outcome of the 
trial is in doubt, despite their best efforts, and that in the 
Old World no one is safe '- especially someone accused of 
heresy! 

For some GMs, Otto's guilt or innocence is an established 
fact and the uncertainty arises from the trial itself. Such 
GMs gem:;rally like to plan things out in advance and have 
an idea (or, more usually several ideas) as to the direction 
the story will take. Other GMs may be happy to leave Ot­
to's gUilt or innocence up to the whims ofthe dice. These 
GMs find the WFRP dice a valuable roleplaying tool not 
only because of their ability to resolve conflicts, but also 
their ability to prOVide narrative prompts and sometimes 
take the story in une;l:pected directions. In short, some 
GMs use dice to reveal the narrative. Others may use dice 
to drive the narrative. 

There's nothing wrong with either approach, and most 
GMs probably use some combination of the two. GMs of 
the former sort may be more reluctant to use Extended 
Challenges, as they have a plan for how certain circum· 
stances are to proceed - it's the same sort oflogic that 
says rather than roll to find a secret door necessary to the 
advancement of the plot, the PCs simply find it. But just 
like the secret door example, an Extended Challenge can 
still be of use even when the -outcome~ has been decided 
beforehand. In this case, it's not the success or failure that's 
in doubt, but the quality of the success or failure. 

+ A minor unit of manpower or other benefit, such as a mounted 
messenger boy for a large battle or a map th rough a dangerous 
area. 

+ The actions of pes during the moment of crisis - one acting as 
leader, another as messenger, etc. If the PCs can all describe 
how they assist in the overall struggle, they probably warrant a 
fortune die. 

MISFORTUNE DICE • 
As usual, misfortune dice are the · dark twin~ offortune dice. Any­
thing a fortune die can represent working in favour of the active 
character, misfortune dice can represent that same thing working 
in favour of the opposition (if any). 

+ An unfavourable circumstance working against the PCs. In 
most cases, they should be placed into the dice pool at the 
beginning of the challenge so the PCs know what they must 
overcome. 

+ An unintended side-effect ofthe PCs' efforts returning to haunt 
them, perhaps as the result of banes on checks or as failures in 
certain efforts. 

+ A ne ..... factor introduced either through the action of the opposi­
tion or the inaction or failure of the PCs. 

EXAMPLE OF AN EXTENDED CHALLENGE 

Otto Hi/II, a friend oj the PCs, has bun accused of witchcraft alld 
hutsy by Herr Krieger, a Witch Hunterofgreat repllte. His trial is 
thru days away, and the PCs art well aware that gillen the standards 
ofjllstiet in the Empire and Herr Krieger's reputation, thtir friend 
is -gllilty until proven inllocent.· They resolve to do what they call to 
exollerate Otto aud speak for him 0', the day of the trial. 



The GM explains that tlley mllst acquire tht right to speak on 
Otto's behalf in the trial, overcome Herr Krieger's evidwce, and ulti­
mately convince the Witch Hunter and (mo" importantly) the crowd 
of Otto's innocence. He places 3 purple dice ••• in the dice pool to 
represent the inherent difficulty of the task. He then adds 2 misfor­
tllne dice •• , explaining that the crowd is eager to Set a witch burn­
ing and that Herr Krieger enjoys a fearsome replltation. The PCs can 
now Set the dice pool representing tht challenge they must overcome 
and sd about adding good dice to the pool. 

The group dtcides to search for evidence to exonerate their friend, 
tach solid piece represented by a bille characteristic die. Over the 
next three days of game time, the GM adds dice to the pool for the 
following reasons: 

+ Birgitta, the roadwarden, visits the scene of the alleged 
crime and finds tracks that clearly belong to a peg-legged 
man; Otto has both his feet. Birgitta trusts that her status 
as a roadwarden in good standing will be sufficient to 
admit her testimony to the trial. • 

+ Johann, the charlatan, c~joles a skilled actor into provid­
ing a (false) alibi for Otto during the time in question­
quite the risky move ifit is discovered! • 

+ Erich, the priest ofSigmar, pleads his case with the local 
lectorofSigmar, explaining that Otto is a devout Sig­
marite and couldn't possibly be a Chaos-worshipper. The 
leclor eXlends his blessing on Iheir endeavour and agrees 
to speak in Olto's defence allhe trial. 0 

+ Gurni, the dwarf, attempts to intimidate Herr Krieger 
into backing offbefore the trial. His attempt fails, badly . 

• 

+ Birgitta and Johann inquire with the local watch about the 
peg-legged man. They d iscover that a man matching that 
description was seen fleeing the town shortly after the 
crime occurred . • 

+ Erich confers with Otto the evening before the trial and 
offers to lead the crowd in a prayer to Sigmar, during 
which Otto can make conspicuous shows of piety. 0 

+ As time grows short, Birgitta rides from the city in pursuit 
of the peg-legged man.lfshe can bring him back in time, 
it could be the key to Otto's freedom ... • 

Finally it is time for the trial. Tht group roleplays out the tarly stages 
of the trial, with the GM taking tht opportllnity to add a few lIIore 
fortllne and misforfllne dice to the pool for good roleplaying. When 
it's time to reach a verdict, the dice pool is assembled ... 

••• ••• •••• 00 
.and the GM rolls! These are the reslllts: 

All the wlllts canal exapt for a single.(J. Chaos Star ... the GM 
cackles with glee as he describes the trial, during which the Pes 
almost manage to convince the crowd and Herr Krieger of Otto's 
innocena, but after Birgitta comes back from her hllnt with a grim 
expression on her faa and shaking her head, Otto shrugs and cries 
out in Q twisttd tongue! His skin rips open and the monster within is 
revealed ... 



As player characters growin power, fame, and wealth, the GM's 
task to provide them with challenging encounters and scenarios 
becomes more difficult. At higher ranks, the game's scope widens, 
embroiling PCs in the affairs of entire realms rather than just towns 
or villages, and pitt ing them against the machinations of infamous 
.arch-villains or the might oflegendary monsters. This chapter con­
tains advice that will hopefully inspire GMs with ideas for running 
high-level games and producing adventures that will tax even the 
most advanced player characters. 

PCs in their fou rth ra nk or higher are approaching the zenith of 
their career. After combating the perils of the Old World and striv­
ing hard to achieve positions ofinfluence and power, their expecta­
tions and ambitions wi ll be radically different from those they had 
when they took the fi rst step on the long and dangerous path of 
adventure. High-level games should be run very differently than 
low-level games. The best way to illustra te these differences is by 
comparing and contrasting the two. 

GOAlS 

Low-level parties usually have petty goals, with a relatively low 
price of failure, affecting a localised .area. For example, the pes 
must stop a Chaos cult from sacrificing a victim in order to sum­
mon a lesser daemon that will kill a {ewdozen townsfolk ifil 
materialises. 

\\fhen a party reaches the higher ranks, its goals become loftier, 
with a higher cost offailure. The plot might incorporate a far wider 
geographical area. The example scenario given above might only 
be the starting point for high-level adventurers. T hey must go on 
to stop an entire conspiracy of Chaos cults from performing rituals 
that involve dozens or even hundreds of sacrificial victims. If they 
fail, the Chaos cultists will open a series of Chaos Gates that will 
plunge the entire Empire into disorder and destruction. The C haos 
cults are spread across several cities, and thwarting them involves 
travel and coordi nated communication across the Empire or even 
beyond. 



For beginning groups, a small reward can prove to be a major 
source of motivation, whether that rewa rd is a few gold coi ns, a 
minor magic artefact, a sn ippet of knowledge, or a sou rce of minor 
influence, such as the patronage of a petty noble. 

When the PCs reach the higher ranks, because they might already 
possess everything they need or can purchase whatever they 
require, incentives of money and treasure might not interest them. 
Rewards need to be greater and much more rare to motivate them­
a long-lost magic item oflegenda ry power, a unique tome contain­
ing ancient words of wisdom, an all iance with an Elector Count or a 
fleeting audience with Emperor Karl Franz. 

OBsrACLES 

Minor obstacles can prove to be a major challenge to low-level par­
ties; sudden death or social stigma is an ever-present danger. For 
example, a warband of orcs poses a Significant threat to the PCs. 
Watchmen bar the door to the building the pes have to enter and 
must be bribed, eluded, or overpowered. A ret icent barkeep with­
holds vital information unless the adventurers successfully charm 
or intimidate him - ifhe really dislikes them, he will ensure their 
names are dirt in the surrounding neighbourhood. 

For high-ranking par ties, minor obstacles are no longer any chal­
lenge. They can despatch a Single arc \ ... arband with contemptuous 
ease. The watchmen might recognise the PCs and allow them into 
the building, bowing low as they pass. The barkeep is honoured 
that such famous individuals should visit his humble tavern, tells 
them everything they need to know, and plies them with free 
d rinks. 

T hus, challenges must be amplified. The PCs must mobilise an 
entire army to oppose a vast are horde. They must enter a build ing 
that is patrolled by elite guards utterly loyal to the duchess who 
resides there. The only way to gain free access is to seduce the no­
ble lady with gifts and flatte ry, which takes considerable time and 
money. The barkeep tells the PCs that the man with the informa­
tion they need disappeared ten years ago under mysteriOUS circum­
stances. Although the trail is cold, highly experienced investigators 
could probably follow it. 

Low-ranking adventurers generally face foes of a lesser Threat 
Level or similarly low status. More powerful enemies may pull 
strings in the background or influence events from afar, but the PCs 
must defeat them indirectly by overcoming their henchmen. For 
example, a group oflow-ranking PCs may be only vaguely aware 
that the Chaos cu ltists they must thwart are merely the fanatical 
minions of a shadowy, unseen master. 

As PCs become more powerful, they face increaSingly powerful 
enemies. T heiradventures bring them into direct conflict with the 
puppet masters themselves, who will seek to dest roy or discredit 
the PCs if they pose a Significant threat to their plans. These arch­
villains may be powerful individuals (see Chapter 6: Epic T hreats 
for a few examples) or be secretly entrenched in high society and 
difficult to openly oppose - the master of the Chaos cult might be 
a high-ranking member of Imperial society or even an advisor of 
the Emperor. The risk of failure may have grave consequences to 
the party's reputation and safety. If the PCs blunder during their 

investigations, they cou ld be alienated from their acquaintances in 
high society or even risk charges of treason, resulting in exile or the 
threat of the executioner's axe. 

Al.IJES 

Low-status NPCs playa greater role in scenartos fo r low-level 
parties; the most inOuential and powerful NPCs are more dis­
tant, ha rder to approach, and less interested in the pes' affai rs. In 
addition, the adventurers lack support and gain allies only with 
considerable effort. What few allies they have might be unreliable 
or limited in abil ity. 

In contrast, when a party reaches the higher ranks, high-ranking 
NPCs may begin to take an interest in thei r affai rs. As the PCs' 
political or social influence increases, or wealth grows, so they 
increaSingly mix in influential circles as befits thei r new status. 
The party may have acquired many all ies, some of great exper­
tise, others of great influence. T he PCs' high reputation means 
that new allies are easy to win over. The adventurers may be rich 
enough to afford a small army of hirelings. They can delegate tasks 
- their Leadership skill may become the most important of their 
attributes. This means they can accomplish a variety of tasks in a 
short space oftime. 

WEALTI-! 
Beginni ng PCs often start out impoverished. Even if characters 
heavily invest in weal th during character creation, their few gold 
coins bardy lift them from the lower social tiers. If they are not 
careful, they can easily lose their meagre riches to cutpurses and 
confidence tricksters or fri tter them away if they find no means of 
steady income. Day by day, they live from pocket to mouth. On the 
whole, they are stuck in the Brass t ier, or the Si lver tier if they are 
lucky, with little immediate hope of advancement. 



~~;:::::~,~ the higher ranks, pes have likely amassed a 
:I or be associated with a wealthy patron who is able 

wilU;,,.,o support them. Mundane expenses do not concern 

~:~:::~~:~'~~!i~:~;;;n the Silver or even Brass t ier socially, hut they have with individuals in the Gold 
the respect of the higher orders of sOciety. Perhaps 

were lucky enough to rise to the Gold tier during their adven-

::i,';,~~::"m."""d""d ,.,.ith \ ... ealthy pes are detailed later in 

of a campaign, player enthusiasm is h igh - their 
and exciting, they have ambitions to achieve 

points to ga in and spend. The GM is brimming 
it is easy to come up with new and enlivening 

:~~i:!':~:;;~~:~?:,:~~:,~'~;;:~:: the players may have reached heights offame and power with many adventures under 
The PCs may have defeated thei r arch-foes and fulfilled 

and now wonder where to go next. Although the 
running out oHresh ideas for plotlines, he must 

the players and thei r characters 
order maintain an interesting campaign. 

I of how to keep high-ranking 
more given in the 

The players haW! invested a lot of t ime and energ)' developing their 
characters to such a h igh level. The worst thing that can happen 
10 a campaign is for it to fizzle out so it is important for a GM to 
decide when to bring the campaign to a close and how to end it with 
a bang. The fi nal quest should stretch the PCs to their limit - their 
act ions alone can save the Old World. It is tempti ng to send the 
PCs out in a blaze of glory, securing victory against the odds with 
thei r heroic deaths, but the GM might also allow them to survive 
as living legends, winning a peaceful retirement for their actions. 
Perhaps he might include them as bmous personages in a future 
campaign - ideal rote models to which a new generation of adven­
turers can aspire. An example of a 'golme-ending' scenario can be 
found on page 41. 

THE PERILs OF PREsTIGE 
T he first chapter of this book desc ribes the power and influence 
that high-ranking adventurers might achieve, as well as the vari­
ous responsibil ities that come with such power. In brief, the main 
spheres of prestige are leadership, rulership, military power, exper­
tise, and nobility. T his section highlights the problems that PCs 
with such prest ige can pose for the GM and gives possible solutions 
to deal with them. Everything comes at a price in the Old World, 
and power and influence are no exceptions. 

ExPERTISE 
A PC who has devoted himself to acquiring a complete command 
of a particular field of knowledge is much easier to incorporate 
into adventures than one who has taken the path ofleadership. 
For example, a wizard lord is invaluable in any si tuation, a master 
thiefis useful where stea lth and guile are needed, and a university 
professor is an asset in any situation requi ring investigation and 
fact-finding. 

The key to motivating high-ranking PCs specialising in a pa rt icu­
lar set of skills is to involve them in si tuations where their abili t ies 
can sh ine. It is easy for the GM to accommodate them in his own 
campaign, but in a published adventure he must be prepared to 
tailor certain encounters to ensure that any specialised PCs in the 
party can overcome some challenges using their specific fields of 
expertise. 

An influential PC may have a great number ofNPCs under his 
command and can delegate tasks to his minions, thus removing 
himself from the immediate stage of action. By relying upon serv­
ants, the PC becomes more of a director than a doer and faces li ttle 
direct danger himself. 

The GM can use several methods to reduce a PC's reliance on his 
underlings: 

+ Incompetence . T he N PCs are too useless, lazy, or cowardly 
accomplish some tasks, or important tasks are simply too diffi­
cult for even the most skilled among them to accomplish alone. 
A leader may have to be present among his m inions to motivate 
them, thus putting himselfin the front line of action. 

+ Expense. It requires Significant income to:.~~:;;:~~~::;::~y. ~ hirelings, and employ agents. Unless a PC is 
he will have trouble maintaini ng his entourage, and 
the task they are employed to do, the more money they \ ... i11 
demand recompense. 

+ Make It Personal. The GM might have to tailor the most 
important tasks a PC must accomplish so that they are of the 
utmost importance to him personally or too vital to be allotted 



to underlings. For example, one of the PC's family members 
or loved ones is in danger, his hometown is threatened, or he 
harbours a personal grudge against the enemy he faces. When 
emotion is involved and the PC's blood is up, the vendetta must 
be settled with his own hands. 

RULERSHIP 
A PC with political power has access to the influence, wealth, and 
resources to solve many situations. Beastmen are attacking the vil· 
lages? Send in the militia. A minor nobleman is suspected of Chaos 
worship? Have him arrested and put on trial. 

The wealth and power wielded by a ruler is mitigated by his many 
responsibilities, as well as the constant struggle to maintain his 
dominance. A ruler is often too busy controlling his fiefdom to con· 
tinue adventuring as he did earlier in his earlier life. The GM may 
have to shift the focus of adventures thai include a ruler in the party 
to involve threats directed at his domain, as well as political com· 
plications from within his sphere of control. This ties in the ruler's 
responsibilities with the aims of the party as a whole and turns his 
duties from a bind that restricts his ability to go on an adventure to 
a source of motivation to participate in a scenario. 

So, for example, while beastmen warbands ravage the PC's bnds, 
he is unable to muster the militia. Perhaps they are engaged against 
enemies attacking elsewhere or are badly trained and refuse to 
fight. Perhaps their captain 'misinterprets' the PC's orders - he 
is in the pay of a rival powerbroker that wants to stall the PC's at· 
tempts to protect the peasants in order to denigrate his reputation 
as a competent ruler. The PC becomes embroiled in a struggle to 
control his limited resources and must call in his old adventuring 
friends to save the peasants from being butchered. 

In the case of the second scenario, the nobleman suspected of 
heresy has less political power than the PC im'estigating him and 
so cannot use influence and favours to deflect suspicion. Instead 
he resorts 10 subterfuge and intrigue to push suspicion away from 
himself and onto the PC ruler. Before he can bring the true perpe­
trator to justice, he is jailed under false evidence. Only his faithful 
comrades, his fello\v PCs, know for certain he is innocent and must 
break him from jail, clear his name, and prove the heretic noble· 
man's gUilt. 

NOBILITY 
Some players steer their characters to the top of the social ladder 
and acquire all its attendant privileges. Howe\'er, although a noble 
appears to lead a carefree life ofluxury and leisure, he may privately 
endure stress and struggle to maintain his air of grandeur. The 
nobility are obsessed with social status. The higher their rank, the 
more money they must spend to make a conspiCUOUS demonstra· 
tion oftheir status. The frequent social spectacles that a noble is ex­
pected to maintain, such as grand balls, week-long hunting parties, 
or the staging of mock sea-battles on the estate's expansive lake, for 
example, might devastate the family inheritance. PCs who want 
to remain in the highest social tier will soon exhaust their wealth 
holding such e\'ents. If their names are not routine fixtures on the 
social calendar, they may become pariahs among their own class. 

A hotbed of intrigue, banquets and balls provide fe rtile territory for 
the dissemination of rumours and the GM can feed attendant PCs 
with various plots and scenarios that they can later pursue. They 
are also excellent places to make influential allies or, if the wrong 
word is spoken or an inadvertent snub goes without apology, im-

placable enemies. Meam\'hile, a hunt can make an exciting scenario 
in its own right - particularly if the prey is a ferocious griffon or 
wyvern. And \\'hat happens if one ofthe attendant nobles is found 
propped against a tree with an arrow through his heart? Murder or 
accident? 

MILrrARY POWER 
A PC who has risen to top military command finds it difficult to 
extricate himself from his duties to the army and to his men. He 
cannot simply go off adventuring when his realm requires him to 
be on constant standby against invasion. However, the responsibili­
ties of a military commander can be the seed for exciting scenarios 
that can involve the entire party. When the PC is called to lead his 
men to war, he might want to invite his old adventuring friends to 
campaign alongSide him. They may have skills and talents useful to 
the military cause and he can enlist them as temporary specialists 
or advisors. 

\"'hen running a battle, rather than fOCUSing on one-on-one com· 
bat, the GM should involve the military commander in the motiva­
tion and movement of units of troops, formulating battle plans and 
manoeuvres. When the armies clash, the commander should be 
faced with such challenges as rallying wavering soldiers, bolstering 
his men's resolve in the face of an enemy charge, reacting to enemy 
flanking attempts, recapturing a banner seized by the foe, or hold­
ing a hill in a desperate last stand while waiting for reinforcements 
to arrive. Perhaps the battle ends with the enemy leader offering to 
meet the PC orone of his champions in Single combat, the fate of 
the entire billtle hanging on the outcome. 

During rare times of peace, a military commander is expected to 
train his men, recruit volunteers, and ensure his force is provi­
sioned adequately - hardly stirring subjeclS fo r adventures. How­
ever, political intrigue \vithin the officer ranks might be endemic in 
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FAVOURED 

Those who regard the character with renown ply him with gifts as 
a token of their esteem and everyone wants to make his acquaint­
ance. A PC ofRank2 or 3 may simply be offered free food and 
lodging ifhe is recognised and bought plenty of drinks at the local 
hostelry. Local tradesmen might perform small services, such as 
sword sharpening or repairing armour, at a generous discount. A 
PC of a higher rank might be the guest of honour at prestigious 
banquets, where they are feted by influential nobles and pursued by 
the opposite sex. They might even be given the freedom of a city or 
named an honorary fellow of a university or guild. 

Social actions performed bya PC targeting an NPC who regards 
him with renown might add one or more 0 to the pool. When hag­
gling, a renowned character can adjust his Customer Rating up by 
one increment or can automatically increase it to Favoured ifhe is 
Rank S or more. 

SocIAL MOBIUTY 

In the Old World, social status is often considered immutable. 
However, some individuals, through luck and perse\'erance, can 
raise themselves to a higher social tier. For example, a humble but 
skilled barber-surgeon might eventually be admitted into the ranks 
of the Physician's Guild, entering the Silver tier after years of hard 
work and study. After many more years of diligent pl<1ctise, he 
manages to become the personal doctor of an Elector Count, ef­
fectively becoming a member of the Gold tier. Such occurrences are 
very rare, but of course PCs are possess a unique mettle that marks 
them above the mundane herd so social advancement is not such an 
impossibility forthem. 

Merely entering a high rank career is not enough to raise a PC's 
social status. He must also accrue sufficient .... ·ealth to impress those 
of the tier he wishes to join, and gain allies and influence among 
them - a hard task when the higher tiers look down upon those 
below them with contempt. As a general rule, most careers of Rank 
4 allow a character to be eligible to become a member of the Silver 
tier, whi le those of Rank S permit him entry into the Gold tier. Of 
course, a character's race and background should be taken into 
account. Reikland characters of noble blood, for example, \\' ill be 
member of the Gold tier from birth, though their circumstances 
at the beginning of a campaign might render them less prestigious 
than many NPCs of the Silver tier and they will have to work their 
way up the social ladder like the other party members. The cultures 
of non-human PCs and foreign humans differ markedly from 
each other and it is ultimately up to the GM to decide ho ..... these 
characters are viewed among their own kind and ho ..... they fit into 
the social tier system of the Empire. For example, a dwarf who wins 
renown amongst Empire folk may be despised as an outcast in his 
home stronghold. 

'ThE DRAWBACKS OF RENOWN 
Reno ..... n can also have drawbacks. Some examples are described 
below: 

REcoGNmON 

Renowned PCs may find it impossible to act covertly without tl<1\'­
elling incognito. They may even need to hire bodyguards to keep 
excited mobs of admirers at bay. Hangers-on eager to win their 
idols' attention might prove to be a nuisance. Notable citiuns are 
eager to be seen in the company of such great heroes and will try to 
monopolise their time in order to raise their own social or political 

status. If the PCs comply to their demands, they are in danger 
of becoming nothing more than the noble's 'pets,' yet if they try to 
extricate themselves from the endless round of dinners and dance~ 
held in their honour, they are in danger ofinsulting their hosts, 
resulting in a social backlash and ostracism. 

GREAT ExrE.crATIONS 

vVhenever danger strikes, the people turn to their heroes to save 
them yet again. PCs famous for their daring exploits are expected 
to deal with greater threats and more dangerous foes. Perhaps 
their deeds have been exaggerated in the retelling and the PCs 
are expected to face an enemy too powerful for them to handle. If 
they back down, their past deeds will be forgotten and they will be 
scorned as cowards. 

Lowborn characters face abject discrimination as they try to scale 
the social ladder. The higher they climb, the more precarious 
their position. Jealous peers may attempt character assassination 
and other intrigues against the characters if they feel threatened 
by such parvenus. Social climbers also risk alienation from the 
tier they left behind and may breed resentment among the lower 
classes. They may become ripe targets for agitation and even mob 
violence if they do not court popularity with the commoners. He­
roic deeds are soon forgotten when the twin vipers ofjealousy and 
rivalry rear their heads. 

NOTORIETY 
Too many misdeeds can earn the character a sordid reputation for 
notoriety. Although most PCs try to avoid such a mark, some bra­
zen criminals re\'el in their bad reputation as a badge of'honour'. 

Renown and notoriety are often in the eye ofthe beholder. A bandi 
considered notorious by the merchants and taxmen he preys upon 
might be a renowned hero to the starving peasants who receive the 
proceeds of his robberies. A noble general might be considered a 
renowned commander by the Emperor, but his many victories are 
won through flagrant disregard for the lives of his o ..... n men-ai-arm 
and he is hated as a notorious butcher by the common folk. 

Whether a low-life thug, known for his brutality in the gangland 
streets, or an ambitious crime lord who controls a vast criminal 
underworld, notoriety can affect a character as follows: 

FEAR 
Folk fear to cross the character, or fear that they are to be his next 
victim, especially ifhe has built his bad reputation on violence. 
Anyone who knows him ..... ill do almost anything to appease him, 
unless they are brave or foolish enough to stand up to the villain. 
Perhaps he gains one or more 0 to Intimidate checks against 
NPCs who are aware of his reputation. Characters of Rank 4 or 
higher might even inspire Fear 1 in some NPCs. 

A notorious PC is admired for his misdeeds among his underworld 
peers, whether they are criminal scum or his brutal bodyguards. HI 
easily attracts henchmen, especially ifhe is generous in distributin! 
his ill-gotten gains. A notorious individual can quickly b.,om."f,~ 
leader of a gang or faction - thugs and desperadoes eager to prove 
themselves to him. However, the PC must constantly guard 
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STATUS AND POWER 

A PC d ripping in gold might expect instant admission into the 
Gold tier, hut rarely is life so straightforward in the Old World. A 
character must prove he is worthy of joining the aristocratic class, 
which often involves an extravagant display of personal wealth (this 
has already been described in the discussion of the pitfalls of nobil­
ity in the Perils of Prestige section (page 29). A character must also 
learn proper etiquette before being accepted into high society. Of­
ten, it is a matter of 'who you know'; an entire scenario feature the 
PC attempting to impress the right noble contacts in order to attain 
that all-important invitation to the Elector Count's masquerade. 

Once a character has gained slat us, power does not necessarily fol­
low; it is nurtured by winning influential allies and wrong-footing 
political enemies. Perhaps a character tries to rise to power backed 
by the city mob, whos~ fickle loyalty must be bought. His support­
ers can easily desert him for a richer or more charismatic rival or 
be routed in street fighting by the mob of another powerbroker. 
Perhaps he can wheedle his way into power by winning over those 
at the very top - the Elector Counts or even the Emperor. But to 
gain the trust of such an influential patron, the PC may be obliged 
to successfully perform several challenging or dangerous tasks. 
Meanwhile, rivals for the patron's ear try their best to undermine 
the character's efforts. 

A MATTER OF HONOUR 
Being rich attracts enemies. Perhaps rivals are intimidated by a 
PC 's wealth or are jealous of his success. Intrigue and slander are 
inevitable bedfellows of the wealthy. A PC may have to prove he 
is innocent of malicious rumours spread against him - he cannot 
buy offbad publicity, but rather must investigate the source of the 
rumours and unravel the conspiracy targeting him. 

FAMILY AFFAIRS 
The PC can be spurred into action by a threat to someone dose to 
his heart. Perhaps a well-loved relative or friend has gone missing, 
his hometown faces imminent destruction from invaders, or the 
theft of a family heirloom compromises the family honour. 

There are some problems that cannot be solved by money. Perhaps 
the character, or someone dose to him, contracts a deadly disease 
that foxes all physicians. The only chance of recovery is if the PC 
undertakes a pilgrimage to a remote Shallyan shrine to pray for a 
cure. The shrine must be defended against enemies or its priestess 
will only affect a cure if the pilgrim fulfils a special mission. Per­
haps famine sweeps the land and the PC must take up his adventur· 
ing gear once more to locate and destroy the supernatural cause of 
the blight. Perhaps the character grows fearful of his own mortality 
- what is the point of all his riches ifhe is not alive to enjoy them? 
He hea rs of a means to extend longevity and organises an expedi· 
tion into the wilderness to find it. 

REsrLESSNESS 
At heart, the PC still yearns for adventure. He discovers that a 
life of luxury is quite a dull existence. Having lived his dream, he 
quickly tires of it and realises that what he truly desires is life on the 
road again. 

A CoNFLIcr OF 
INTEREsTS 
It is inevitable that many high-ranking parties ind ude PCs with 
split interests. This is not as much of a problem in low-ranking par­
ties because they usually have to muck in together just to survive. 
However, as they progress, their career choices might lead to very 
odd pairings - for example, a crime lord and a magistrate or a Witch 
Hunter captain and a practitioner of dark magic. 

There are various ways in which the GM can encourage such party 
members to deal with theirsituation: 

+ Some of the pa rty members are unaware of the path others have 
taken and the characters with the less savoury careers must take 
pains to hide their secrets from their companions. 

+ The party members are aware of what thei r fellows are up to, 
but tolerate one other due to their history. Perhaps they owe 
each other their lives or the bond between them fo rged during 
years of adventuring together is stronger than their duties to 
their career, a\lo\'ling them to turn a blind eye to each other 's 
actions. 

+ The party members are forced to cooperate. For example, a 
Witch Hunter who travels alongSide a warlock castigates his 
companion at every opportunity and would have him burned 
in an instant, except that the warlock has proved useful in the 
past in infiltrating Chaos cults and helping the Witch Hunter 
bring them to justice. Against his conscience, the \ Vitch Hu nter 
decides that the warlock is better to his cause alive than dead 
and hides his unlikely companion's secret from his Sigma rite 
brethren. 

These solutions might be unsatisfactory for s'"ome groups, p,,-ti,u­
lady where religiOUS zealotry or political duty is involved. H"w'''' ,,1 
for the sake of party unity, the GM might feel to gloss over 
any inconsistencies within the party to allow his 
chan.cters they want. The party tension meter wi 'li ""'i,d"oin'ol 
overdrive for such groups. 

Despite my reputation, I am not a heartless man. I 
often struggle to reconcile what must be done with 
my sympathies for those accursed by the taint of 
Chaos. The day I consigned my own sister to the 
flames was especially hard. She didn't ask to be 
tainted ... but tainted she was. 

- Witch Hunter Captain Leopold 
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