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DITORI L 

Wei me l th pr lie e diri n of Wa.rpsmnt!, a farizim� d di a1ed to 
� rhammer Fanta. y Role-playing fWFRP . D w r ally n • ·d a W RP 

f< nzjne? [ h1:ar you ry and )''e I belie c we do. With tli · c- ·m'rg nc 
of 'lh" g· nr 1.mJ • the ban er of Ho, head ,publi h]n , r1 w . eem the 
b · 1 lime lo r·clc c Oll'H.:. 

a pects o 
1h· marl.. 
l n�'. th 

ubmi:ssion. P� ii , 

.. "" : ming 

H you haw any '.dea , ilJlides o.r point lo mnke ple-ase communi
a th m to us al the addre in ide 'lhe fronl co er. If po j'bJe pl "ll e 

[ndude your text on a disk (ASCU fonnat if possible). Thi will be 
returned if required. 

If you wish to submit anwork1 U must be no b�gg�r lhan /\·I am.I 
again please late if you would lj k:e it r.emmed. 



A Brief &story of WFRP 

Back in 198·6, Games Workshop heralded the arri al of its new(and last) 
mlep1aying game w"th a pul1out in h monthly magazine White Dwarl' 
and which promised a world of danger, chaos. corruption and adventure. 
By and larg·e it duly delivered becoming the first of the 'dark fantasy' 
RPG's .. 

While Lbe rule wee de cended from the D&D family line, 
simphcity and flexibility were the names of the game with etnphasis on 
keeping it all flowjng, The rules o.ntained plenty of innovative ideas 
and took. the best pans of other games as ]nflu nces, it is a system wer 
combat is dangerou , insanity always a.found the n t comer and in 

hich caree sand skills offe a muhhude of advancements. Sometimes 
the rules are a bh clumsy but all in all they helped hape a unjque system 
bm WFRP inherenHy contained the pmential to be more than any o.f it 
predecessor . 

WFRP was one of the first RPG's in which the world setting wa 
Hally imponant to the game as a whole and yer d.id not 

ha e an established literary world to ba e the founda
tion . The game s.et out to create unique atmosphere and 
tone that would land ·out from the crowd. (the game d'd 

retain a Aavour ,of To11cien). Talcing a Jate medieval/early 
ren · i ance Eur,ope a the tapestry from which to 
embwide its tales of chaos and herois l but in lud

ing a welcome dose of h mOlu, the 2001 insp.ired 'last 
words' line from Empir·e in flam . was a groan induc-

ing cla i.e. 
, Ruks and cenarios foUowed, with honour 
�·..... going m the 'Enemy Withjn' campaign. xcel-���!ij� 

·
····- . · �--,, lent support was also provided by \Vhite 

1 
·

-
· 

-· - ,__ .. · Dwarf magazine and its best art' c1e re now 

v 

to be found in Apocrypha Now ( orne of whi· h 
was earlier cdlected under che Re tle Dea 

(OW)}. 
As with the unseen changes in th 

Empire, dcd ion' were 



unique m 11 



RE I WS 

\V.arhammer antasy Role Play Rulebook - Hogshead Publishing 

As your reading this I will trost you will know what to expect. Little has 
changed since Games Workshop's ver: i.on although Hogshead eem to ha ·e 
amended the few errors present in the originaJ pre sing and they la e aJs.o 
included a newly designed character sheet. 

However would d1i not ha.v.e been a good lime to .evise the rules nd 
re[ea ed 't as a second addition. There are mlc pubJished sinoe that woLJJd 
have fitted comfortably into the main body of the text and other pans that 
could have g·eneraHy tidied. A11 Index wouJd a]so have been nice. 

The only possible emission [ have noticed to date is that Hogshead 
have chosen not to include lhe skill Sen e Magical Alarm which had been 
included in a White Dwa f Errata article .. I include it here out of in1erest� 
Sense Magk:d Alarm: Characters are able to sen e when ao object or an area 
is protected by the peJl Magic Alarm. A successful lnt test is nece sary to 
detect the alann. Two ya d radius. You cannot di ann the spell. 

Enemy Within/Shuduw o er Bofenhagen - ogshcad PublishjDg 

Again, fow change and the book remains u ·eful with ru]es for herb , detaHs 
on Sigmar ere. and Shadow over Bofenhagen is a fine adventure o tart the 
epic Enemy Within campaign. For those of you who alr .dy own the book 
lhere i no reason lo buy .it again but if you don't it ·Comes weU r com
mended. 

The only fault I have is with S.O.B. is the ending. in that the long 
term effo l of fai ure are not rnent'oned and �n thi case i very important, 
ti e writers giving only short te m guidelines .. It eem as if these were only 
put in a a after thought with the assumption that 1the party cannot po ibly 

faH. PersonaHy when running the adventure I ended up witb the failure 
situation after an exchange a:t the climax of S.O.B. along tbe lines of .. 
GM: Ahead are X ·etc. etc. (I'm giving nothing away). Rcana 

Reana: 
Rest ·Of party: 
Reana: 
Olver: 
Grimflet: 
Si]as: 
Ab las: 

takes x damage . 
Down to one wound!!! This is too dangerous. I'm ff. 
???!!? 
Byeee! 
If she'.s going 1'1n off to. 
SoamL 
. e to. 

Wait for me. 



E11emy: H ! Ha! Ha. 
I w uld liked to iw·luded ome guidelines fo �he effect . of fai]ure but 
feel ii would give the ending away to potentia] player and o ] not willing 
to d thi . Mayb� Hog ·head can add an ex ra page to De;uh on th Rei . 

pocrypha Now- Ho head publishing 
Ap lhecary Now is a olJect.ion of w iling m 'Lly ol le led fr m White 
Dwarf and Flam Pubhcation's Warhannner ompani n whi h I ha e not 
een. 

·n1ere i . . oi wide rang. of ma1.eria! here i.n ludin o.rt 
ad entures. and cen.ario id , whi ·h can u ·cd to 11! u •1r ·�t Lwe.en 
c mpaign pivot points. Amon th e · r ne arct!r. , . · 11 • nd le 
chan 

not another ring, f fireb I ls.'' Rarit 1 i a gocxl rul • lu 
frorn mon ters. to a ing the orld. 

0 crnH i you do not own the origin· rl1 ·I thi 1 i, :.i · ·r good 
buy. ome of the articl · nd both scenarios. have :ip ·•a.r · i11 th· Game: 
\V rk hop rdease •The Restle Dead'(1989). 

Dying Of The Light - Hogshead publishing 
The first original Hogshead WFRP prod ct i a complete cenario br en 
down in chapters each penned by a d"fferent writer. OveraU the book' 
style in both content and ppeairnnce remains hn.Hnr to GW's o igina] 

modules. 
The Dying of the Light concerns the adventurer s ar h f r an 

artefact kno n a the 'Moons Egg' in order to a ·1 i nhurg rom 
destruclion. The quest is a race against time with en mer. nu 1•i1ni' from 
hjghl.y interesting whh diplomacy ;. ud 1hought · ., lhc t nl w 1 .. I 1 sol v. 
them to outright ha kn sfoy. 

I .u•ODe 



.Bar a couple of quibb1e which I will ome to 
Jater there i a lot 1 like about this module. 
0 erall the NPC' are well wriuen and manage 
to avoid stereotypes, there i a good use ma e of 
a previously underu ed creature as weU as treat� 

ing an o1d standby in a different way. Two new 
Order are also des ribe.d, both of which are 
interesting and well thought ou . A couple of 
mora] d'lemmas me al o thrown in among a 
number of e ceHenl set�pfoce . 

Now to the quibbles. The players are left 
with ery l.iuJe feedom but are forced along in 

one direction. Now while thj is generaUy exceptionabJe due to the styl · 

of 'fhe Dying of the Light there are a couple of points on which play rs 
cannot deviate and jf they do the plot wiJI completely unravel. The 
adventure i al o so se1f co tained that a number of the NPC' and order 
are unusable in future adventures. 

The Dying of the ight nine adventur s/chaplers need t.o be run 
back lo back which does give lhe GM some respite from wrhing but wit!. 
• bit of work he adventure could be nime.d into a l.onger tum campaign 
sa rificing some of Lhe urgency it generates but making it a fully rounded 
story. 

Thi is a good effort from Hogshead and bode . well for the foture, 
e peciaUy oonsideritng the range of writer who they gathered. There may 
well be future c-0mment on this product once I have actuaHy run it but at 
pr ent i does not fit into my c._mpaign. 

Hogwash· Hog bead pubU bing 
A fr·ee Newsle:tter/iFanz:ne from the Hog head. The fir t i sue contain' 
r lease details and dates for ipc ming Warh.am_mer products as wel I a 
other Hogshead products and is a good, if brief read. Pick this up from 
any good games shop or write the foUo·wing address to be added lo the 
mamng ljst. Write to - Hogwash,. Hogsh.ead Pnbl�shing. 29a. Abbeville 
Road, London, SW4 9LA 

alkriye - olume l lssuc 10 
Returning after a break of orne rnonths, Valkriye is promising a regular 
service from now on. Bar some reviews on WFRP product lt ere is 

(Comfrw d 011 pa t' 4 7 J 

Wup<IOOC - r Ono 



AR CHI 

Li ting o the various skills, careers and other a sorted items that app<:ar 
fo \: arhammer RP. I. may inc1ude them as part of a 1arger Index al some 
future poim in time. om spell and er alillre have not beefll inc1udoo as 
the. e umd to be scenario sped fie and if mentiom:d may gi e player 
clu:es. 

SKILLS 
Call Anima1 
Court lntrigll.le 
Di lrn t* 
Dyna tic nowledge 

Influence* 
Intimida.te 
Scho1arsh'i p* 
Steward hip"' 
Tran fi • 
Warchant 
Whirl' g O·atb 

CREAT 
Gn mes 
Clan cruten ( kaven c1 an)** 

GODS 
. damn an-Lord of th ;rnce* 

Homed Rat - kaven God** 

SP LLS 
Pool Power•• 

V.-ri u B 1.tl ag1c Druidic 

. pens "' 

CAREER 
Bea.s1fri.end, · I ct• 
Dwarf Lor m • .  .t ·r• 
fos·te� 

obl Rank 1-5 

rn� ORD R 
t!l.usion 

DR G /HERB 
Alfuna 
Earll Root 
FaxtorylJ•• 
Gesundheit*• 

Kamos-Lord o B as ts (Aspect o Taal?)* 

Khome - · hao God** 

ig,htShade 
Ra.nailds Delight* 

al wort** 

urgle · haos God,.. 
Ringi1-Gnome Gods of Smith nnd fo ters* 

igmar- Emp'ir"'* * 
lmme h • h os G 

T em h· 

.. 'II 'Ill W11h111 

11 ,..,.. I wr 0Dc 



THE TRAVELLERS TALE 

JO<Wi;41 'Gun _ 4 urc lo hi1me.ll arul dn;w his c:IQGJ!; tigihl�r lo· pc"-ll:ci;1 llimsdf Cr Ill lhc wind .11nd min 

lllmk:.ing Ulric; lh<il hjs wif� had Yj!jll him $lld1 a line garITl!.:illL He slarcd miscrably d wr1 a1 lb\: ""The 
Marsh Gill ani;S Q\lkbali.d', Im fu.vooritc v.·· Lma hQ!e �d wished t� ·wll!I lhere La cad r lllo\t\'.bj1,g up 
llJl.d down dlis l5l1JJ1j) pie¢e of wal!, Toll��hl 1.1ld, h;i.-c been good night �oo. noc only h:i.d : aew bnlch of 
,llJe ani..00 from wthu!'1ll bl:!! two sir .SCD h d arri...-� jusl bcfaro the p!ci had bi.li.m i;Joseod M'li O.m hid 
:s.aid lhcy hoo pmmi5C<J, U.1 ICU sLOfi� f r lhcir klltp. 

The fin of the n-..::o ,.,as obviOO:SI� ii WwTIQ , I lwo hlllld:C $>0.•urd sh111� � \J&s hi.5 11. _ !/.: wa� 
worn com mibly oot 1.h� � w'_ oddc.-. His f;ii;e Wll.'.l. heavlly ;Mrerl o\nd tile eyes. w;nchi:d Lllre a 
hawk but JO':SC� rould aot hl<'lp but ,s!JW 1111 I� two stumps wncri.: hl Mllnds moo�� be 001 yet he� 
anDOUf a11d ia 1.lui p�king he oooli.I 111ilkc out •he shilpC ol "' · ·rd and $] eld, He had gucldoo lhc hone 
h)' ll5ing hi� be.:J.i aod t.Q,gi;Lher Ibey di1m.oo.01cd ilm;I em<:md the Inn. 

The wind ;imd rain c.:11;1 d i:h.e lnDs w11cn 10 ra'lllle but c:�cc:pt Ii 1lw �urp L>'ftl11:1 lmc new. e 
d tankard OQ lliOl."111 lh.crc � few sot.mils ia tine lnn u the 5traoji:r Jipolc:. The f1� ·c or 1hc ll!!!ln had 

� fo IWQ boon I.fie rLlldiCllCC lis.timi:Jlg iD rnptu� ii !he: tu.le of hl:mism and d'.;uigi:r llll Dtljl the d;uk of 
lhe Ernf:iln:!i frire3A SQ1111e of the 1uwnsfolk !l;}IJ lookoo W<Jn:i;:d whc-n Khms the oonnar1 l11u lllSkcld lbe 
h>lml.l!:M tm"llllet to Lcll 1hJ m truw l1c I i lu:so ilm bu1 h� I k:. :rm nt w1ci: .ad tQ d hl-i; ' lOC}'. 
··T·eon YCT!IJ �ro }'CIU woold h vc found us lighting "''•lh I.lie l)!ii.•;E · 11L Khaz Durio, m!OO.I �l:'!Lkmcm Ill 
tbe nmralllii:i� 10 lhc we ' w.:i-� we: h d g ri� Lo help �a old l"'ri<-�ii We w.:re on Patrol w.ilh oor frir:nd Doi 
Am'Ouilh111 llDd l'i!.'O 4..l!Jitcr.l o:f hl Dwarw 8R:1lmm. l!i'h� nillllC'.ll ·C oilJ...: me 111 pr�enl when w:c "''c:.n: 

mushed bi � rniding piltly. Now Nil1Cmh:r lbe Tuam:l.s of Uie Dw.n:rf� UC Jilli: and L LlUplmhic, 
when: :somdjn ii rool!"a.!l (! � for tnlles 1100 0U1c:r times nat a( all. The ['IU ru· .sei:m:d lo _ onv: ool 
vl nowl'lere 'i:mcrgtl!!g f11J1111.hc: walls, a soorc. :.nil a half of cilillas lc:dl by an ogre wh� head Wll5 1tllat of ;i 
dt:i.iil 11111.l in h.i h.a11ds h hdd ll b!ade fully tw Iv band� long. f�ed from 111 · l:l!Llli lire lllld cralled by evil 
i11cm\l!Aioo�. 

"Now T1111�I f1ghtirl is 1.J11lquc mcill - Wll)' of ligl1li1l.ll. it'. d;vk. WUPJ111 :!iwing h 10 be 
nK!difi.ed. eoo-�t;m1ly illld your fei:t MC f e. king 11.dpped by dead llcdio:s mil cqui11f11!;Jfll nl.ll to atlf.m 
the blllOd. Thls li�I W<l3 no difrc""'11I, ·Gobliri.s erowdcd llli.l tun.m:I �oppl11g 1hcir foadi!f "'1.1111ing ll1m111,gh 
bul " ooc or l'he Dwarfs . lipp..ij und Cell Qt.If liac fllltc:red �d l �hei.l lhrough 10 cto i.: lhc gap. Tiib '-Ya!5 
my 11111.l lag Fi r a., U:� wMf fou · 11 J 1i� way upriglil (, J.oo:nd. !II}' elf ll.laru!· nh du: Ogru-crearure bcMing 
QOl!ID OD llltl!l, J lillll oon(! ootf'liing lib: ii and ,lJ.JCl{Qe.JI! , J illilr ( stood nag al lhc IWO bah-cs or ITT)' wordl 
OO;fure � wung pi.11 cutling oodi my hrul4s oll ... 

Till: �pcab:r Wtl�cd 13 if ill riiiJI and, StCX'll,j illJd woJJc.::d '!fWil)' i'n.JID lt\e lire, his fHC:ildJ OOtn]nu(I() 
lhi: slmy ;w1di tile udll.!111CC focused lhclr atwmi.ou 1.111 llim. 

"'Tihi:i Goh!li111 ..,'t-.,.. .;ii from b kcl1 llnd " �u'l'ri oo 0.;.tilin l:lnd fell t� !he �rouad 
·C:liC'<.ll.lraJ! :-<I by ta)' bQadc: I . W Aris .lllUQlp Lo hi.s ln�-, !blood pouri11g lrom die �IYD�!; or his am Th 
Q'Clllu1-e 111itdc: .ree.d)' r plunge IM .swonl iliro;,tgh lllis hc.u\ ruid 1tic:11 f�tn m>wbcre Doi Am'Guj'IJa11 
l:iunchcd hinw:I i11 l111.� ll1iup body. blood Md �I c:verywbcrc. I w· Ji�lruclc4 and when J nnl "-: t:lll 
they lbo<l11Ay un Ibo gro11100 u11rnavi111J. Tbe Gobi iflS rut11l.cd 11.fllit in 51.:lCCOdii IJ!-R!N wil!i sil�ce rukca n[)' 

by my heavy bfu;illili1!) Wll.l me dri,pping of bl<Xld, ou� t1,f d!.'I: Dw rfs had served as l-f�y5kiaru ppN!LtiA;i.: 
i1:1 Tal!!. helm illld sa\'ed Ari · s life a!.Lhoo&h Do.I wllS di ad. We FL'tumed to Che lm\'Jl, wi.:rc Del �· 
bw:ii:d and i�L held ·n hb honoci.r tile we w�1:\l() 10 sec if Ari.s wwlcl wl""iw. Weck� l11tcr \lo!!; � 001 
rorl"')DJI: ibr Aris wished 10 nm1m to hll:' 1U111ly. He be ie"'ed hi'!l lifo w:.s o�. lit II tll· 11:1JJ sloo� oftti 
p<ii$l. white fed by othc·_, but ;u we Mid •OOr goodb)•es "Dwamin lord �lepp<:d i rwml with twu gill.ii ia 
his " Ill b.·edil'Jg OOWll he 1mrullcdl die clod holding the<m " 

"J\rld [ Willi whole aga.in:· "file: cro...W 1unwJ to Aris a11d • w tha.t he lll:cldi ii shiC'Jd d urd 
built Imo the two !eil1h=" lal:ie yp sllll:iltm ll!w!t CO'>-cn:d i-u .11rni. bu1 he !I di � • loot od' the willrior. "Tb-., 
Lol\b il11is.a!l l'IMi pmdu.ccd two tilic l!llilS (ur nw:: !In th. I I QOO.Ld Ii.Wit .again. Whlle )'OU IIlllo}' pU;y 1n;: ii 
IDll.llcu ftd for· i111 cOll"j_)flt I 1.ruly H\'-C ·1gnin and J am lli.c c:qu11I o. aay man �n:<11urc 111ad! <.: liiOs ha.-. nnc 
more wlllrior 1:0 canquer." 

S�e Page 39 for Prosthetics article 



AL SUSPECT 

TI1e usuaJ suspt!cts wi II be a regular column pmfHing different on P]ayer 
harncter. that can be sloucd in an se ion al hort notice. 

ard �Ska\'Cn Hunt r 

Phy ically ard ppea ance is that of a half elf except sto kier and taller 
6'3") than usual. Hi· clo t ing and an nour i.s simple nnd dark e ccpl for a 

highly stylised golden brooch. I js tcmpdmn nt i Id • . laconic and stern 
xpect for th.ose with wh m h truly know· and lru ts a.nd lho e who come 

into tbi aiegory are few. 
Sa d hn no idea o · his pmemage and was rai d by lh amcd Dwarf 

Anon Bum. who t.:mght Sard e erything he knew b or they argued over 
Burn' ref u al lo divulge the ideruily of hi parent du · m a11 oalh he had 
sworn 1 that aff ·t. Th y ha v not een ea h · chcr . incc. 

Jn l.ime he fe]I in with a party of ad ·enturer • nd for ten y ·ars Lhey 

became his fam11y um' I the group wa hired co' md �lc.-venbli ht and find it 
they did, howe er the a en al. o ound them. As they ti ught Skaven 
mages called for Sard. l:apl.ur a.nd he was the lasl to foJL 

He pem over ten year in a kaven jail Sie.eing only the rey eer 

who tortured and exp ri mcntcd 011 hi n . Once a rer be[ng tonu r.t!d within a 
moment reach of death he remembered ee' ng 1h.e over eager torturer kined 
personaHy by one of the Thirteen Lord of Decay. He be�am a hadow of 
his former elf and Lh Seer guard Japsed enough for him lo e cape. 
although it took bim a year to travel to he urfaoe. S� rd has ne er found out 
why the higher echdon of Skaven sociecy were s·o interested in h"rn. 

Sard is now an expert ·Oil and Skaven and their culture as well 

kno i.ng mos1 of kavenblights layout. He is convinced the follower of the 
Horned Rat are the greate s l threat to rhe 01 d Wodd. They in turn fo�r him 
and hat•e him .. 

His activity in SkavenbJighl i n ade po� ibl·e by hi" unnatural ability 
l opera.le underground with 95 ' in i ibility. I le h·1s ·tls1 dcvdopcd a 
po· on which i fal l to kaven. Ska\'enbane On D . r = c·Hh)) 

Where !her i · k· en th •r • i. a I ,', 1 illly 1ha1 S. will be 
w:n hing ;111.d wailing lo -;tnk • 1 1  • 1, pi. I· ·n i II a >L w t I a lly but his 
uu�l nc ·ti· to ·ultiv:.il J for h • h · nt L st1ff · r ro •L gfadly. 

• h ·liJrt, ( II llll_.-
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Howe er Sardis only one 1nan and there are few that e en beHe e in Skaven 
and fewer that believe in them as anything other than a sob- pede f 
beastma.n .. He hould not be used as a rent-a- PC but a skilled , k:nowkdge 
and powerful individual who will use the party fo hi own ends and 
certainly wm nev r, we anything lo anyone. 

ard believes chat his ni>lhod · approach evil and som times t ere is 
1inle that separate him from the Skaven. When Sard has time to dwell on 
lh:i s and lhe b ref that he alone h Id back the Horned Fl'll tide. he 

ometimes sends Sa.rd de cend the blackest of depres ions where he can 
withdraw for days. This is actually an iUness caused by hi ordeaJ which ha' 
also lefl him pron to ightmare 

M ws BS s T w I A Dex Ld I nc WP Cl el 

5 71 52 6 5 13 75 3 61 44 63 58 78 40 

Skills: Ambidextrous, Read/Write, Dodge Blow, Acute Hearing, ScaJe Sheer 
Surface , Excelknt Visi·on, Nighl Vi ion (100') Sing, Speak 
Languages- Qu·cekish, Dark Tongue 0 d Worlder, Dwarf, Gobli
noid, Animal are, AnimaJ Training D dge Blow, Etiquetre, H r
aJdry, Ride-Horse, Strik·e Mighty Blow, Orientation, Strike to Injure. 
Strike to Stun. Disarm, Ride-Hor e, S.L.- BauJ.e Tongue. S. W. - AU, 
Concealment - Rural:Urban Prepar·e Poisons. Shadowing, Silent 
Move· Rur.al; Urban. 

lt·erns: Chain (LAP), Swor-d ''A tn i (Bite of the Shadow)' (Minor death rune 
v;s Skaven), Left hand dagger,, Brooch (Hi parents} 
Nol.es: 95% Silent/ Invisible while undeJgrrnmd 2 Dodge blows .Per round. 

Lu "Knuckles" Galler .. 'Mr • . i itt 
Known as knuckles for constanUy crnck�ng of hi fingers, Lu Galler i a man 
of considernb]e perso11aht.y and com.acts. He can be used in any city in the 
old world where the law is reasonably in control allowing him to find a niche 
lo ply his trade. 

Lu's 'job' i the as a middleman for whal ever anybody want from 
as assination to document forgery. He knows anyone and everyone and ono 
he is convinced of a patron can pay he find the best people for the job. 1 1  
can act as an jdea] enl ance to any ad.venture. 

Adorned in large amounts of cheap gold jewellery and the late t 
fash'on , Lu is an easily recognjsab]e figure never seen oul in pub]ic without 
bis discreel (but not too discreet) bodyguard. He is we]) know 
among both the law and criminal fraternities and both leave him 



well alone du t a mixture of w U pla i.::d bribes and powerful friends. Lu 
is oocky proud, generou and egotistical bul wh ' le h� wrn brag abolll 
him elf .rind hi deed he wiH ne er ever mention name o p cific 
priding himself on being honourabl . Be is · ame<l JocaUy for having a 
" ·ilver tongue". 

Lu grew up in the· itie poore l di trict and pent year as a clipper 
and then a fence for a local g.ang befo ·ate played a hand. A Joc::i1 noblc 
came 1' ·pawn ome family mefacrs bemoaning the facr he was owed 
money by a coupl of gamblers known for their di honesty and violence . 

Lu arranged a fee and con acted n old riend to pm the quc 1!. on th 
debtors and since then he hasn ·c looked back. 

He h� no do c friends • be rrusts no one and any moraJs 
cone ming his Busine have long in e gone . However he is forever in 
company li aenjng m gossip and making acq aintanc�. He will often buy 
groups of struggling adventurers dinner and drinks for the night just in 
cas one day they can return the favour. He is always paid and always 

. ood m ney. 

W B T W 

2 8 54 
A Dex 

41. 

Careers: ex', 'hi·ef ( lipper F"nce 

Ld Int WP Cl el 
28 47 

Ski l : Bl thee. Public Speaking. Palm Object, Con eaiment rban. .L. 
·Thi· ve. Tongue, S . .  -Thie e S'gn , Silent Mo e RurnlUrban. 

aluatc, Magical. Sen e. uper 1L1mern 
Hems: 50 OC' worlh ofj weUery, 70 1 • ca h. Throwing knif 
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Short Scenario 

Miseraole ere 1urcs., thrown for a 11101 n1 on th surfai.:e f du!; litlle pile of mud, js i1 decreed 
lhur ooo half of 1he flock h uld be tlK! lXU· ecutor of lh 1h it for you man ·ind, lo 
pr n.01.mce on wllat i good and what L vii? 

fear IS our ye test ·weapon. 
Fire oor ch en 1001, 

Marq i& Ile Sade, 1 182 

Wilch·hunier Gell •ryl lliU1al Ree�·e 

This i a short sc nario th. t can be pla ed on any road journey without lo 
much effort. How you run Per eculwon depends on the kind of campaign 
you run the attitude Lo Mutants. pow,ers of Witch hunter etc. A alway 
fee] f ee to- make any change when you run it All details on NPC's can be 
found at the end. 

PLAYER OULD TOP ADIN H E  

ntroduction 
M ayor Dodem fonson and Jo ef Fedris are afraid.  Bo h of them or 

difforent reasons and one is ready to ri.d hi m elf  of hi· fear by any mean 
pos ible. 

Jen on · s Mayor ·of the town of Roden te i n , a smal l  man lending a 
small low:n, populated by supersthious citi.zens. Jenson i s  afraid because 
he is a mutant, an off; nee punishable by de� th in Roden. tein h wever 
'because his mutat ion is hjdden h · urvjves from da to day s lowly 
becoming m r and more paranoid. 

His fear slipped into terror with the news lhat two witch hunter 
were approaching Rod nst.eiri, travell ing from town to tow - root ing out 
those practising the black arts and tho ·e bearing the marks of chao . 
I enson beUe es that the two Witch hunters. will pot him for what h.e · s 
and burn him. 

Togelher wilh his ri,ght hand man Stod, he has hatched a plot 'tO 
show he is ant '-mutant, timing a burning of a mutant with the arrival ·of 



the Witch hunters. His Victim is. tanli· a Fedris, eight year daughte of 
the mwn c ier Josef , one of the most iked members of the town as well 

s o ne of lhe biggest critic of botb Jen on .and St·od. 
Stod hns kidnapped tanHsa and hidden ber away awaiting Ehe 

itch hunters appearance. Her father meanwhile ha exhausted hi nl
tc:1. pts to con· inc·e the Mayor to free her and has e�. out lo the find some 
mercenaries to re cue her. Josef has ua- eUed to the Moon and Comet 
road i.de [nn m await hi only hope . 

On the Road 
Burnt tak 
The pany arc heading toward <party's desdnat' on> Lravelhng through the 
fore t o the Empire. H has b �en raining steadily for Ewo days and 
e eryone i mi erable and damp when there is a break in the tr·ees on the 
left of the m.ad where the ruin of a cottage now stand. The bu · Jding is 
burnt out, i ts roof or windows. Outside the from of the bui lding tand . .a 
cake with u burnt corpse manacled to it. 

There i nothing of value surviving in th oUage although i f  ihe 

n hes around ti1e . take are earched the oon of a ca can be found as 
wel l  as . charred n klace o Solkan around the corp c neck and a gold 
ring (6 0 . Th� old onmn Mrs. De dt) who l ies hurnl a. convicted 
by the witch humers and di d moment bcfo c the rain beg n. Mrs Desdt 

wa the id w o an adventurer who had left h�r a magic ring on his  death 
bed, whi h '1hh ugh it cont incd only one firehal it was lh is · he u e-d on 
� group of ores who attacked he . , an easy tar ct and from then on he 
was Jefl alo11e as being dangemu . 

Burnt Steak · at the Moon and Com t 
Through the ca iI g rain }o'OU ee can see the road ide j nn sit.united at the 
top of the fork .i n  he road, from the ou tside it looks no di ferent from a 
hundr d other 1nris you have visited. A you approach the bui lding you 

e two arrow� on each corner off a waU , one pointing lo <p:.11rty's 
desti r . tion> the o he· lo Rodens.tdo.  Over the entra oe hang a ne ly  
painted sig The Moon and Comet' . 

The Moon and Comet is a Inn constantly fulJ of farmers and tr_ ders 
passing through, staying in it two large d nnitor.ie . The c. t blishment is 
run by Helena inton and her on and tw , d ughler the the stuff 
be'ng Ran, a l,f b doe the c king � 11d Reece • bouncer/ table boy. 

Th al mo phcre i I · san t nnd th r. d 0\ ( '  f I '  U]c over 



cooked) and rhe locals. are talka.ti ve after a couph! of drinks; al though they 
w:iU give threatening/uno ual behaviour the cold sh ulder. 

Conversation · n the inn centres around the passing through of the 
two wi tch hunters lwo nights previou .ly and the burning of Mrs. D dr 
along the l ines of "She alway t:emed l ike uch a nice old lady, you ne e.  
can teH, can you?" and " [  heard her cat wa a evi l forest spirit." etc. 

As the pai ty are about lo retire w bed or Jeave, they are approach d 
by Jo f Ft:dris who offer to buy them a drink. He waits for the dri n and 
then begin" to talk . ' '  y name i Jo ef Fedris and I m from Rodenstei n 
(en mile up the road. I come lo you on my knees to beg your help. y 
daught,er StanJisa has been kidnapped and entenced lo death, please he1p 

rne rescue ber. I have a purse com.aining a SOGC's as a deposit for your 
help and th re is more . '' 

The total amount of gold he offei:; hould be nough Lo intere t 
your party. J. ef will  teH e erything he know (i.e. ayor i going lo burn 
his daughter in two days t ime) and lhal lhe only re-.a on he can think off for 
the mayor's action is due to h's peak ing out against h i poJicies. He 
beJieve it  wi l l  be better for the pany to behave as if they don't know him 
so . s not to alert the Mayor and warns them against crossing Stod. 

Scenario Timeline 
Day l A oornoon 

Dusk 
Day 2 Morning 

Day 3 Dawn 

Rod nstcjn 

Burnt ·Cottage 
Arrive at the Moon and Comet 
Arrive at Roden tein po sibly?). 
Mayor giving anti- nutanl speech. 
W i tch hunter arrive. 
Stanli a burnt (possjbJy?).  

Rodenstein ] a smal l market lm n {pop. 600) which serves a.s a cent e o 
commerce fo surrounding farmers and woodcutters. The town i run by a 
council of twe1ve oled for by the towns ptofe sioaal citiz-n and who 
then vote for a mayo:r who heads the council .  The council have powers 10 
h're a Watch captain who is in charge of two sergeants and twenty men 
(eight part time). 

·n1e peopJ.e ar: friendly but uspicious of magic u er . etc. and 
afraid of the de pravations of chaos even though few h� . experience of it, 
beHevjng and exaggerating lorie . The popu lar on generaJ!Jy trust the 
council although are becoming fed up with the mayor mainly due to i:he 
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x cesses of Stod. aad hi men. S tod hold th rank of Watch Captain (after 
the mysterious di appeara oe of the la t incumbent) and his. men are treated 
a honor�ry · rgeant . This  j tuacion bas resulted i n  bad feeling between 

tod' men and the . at h .  
Everyone knows Sta.nlisa is to  be burnt and most ar� very disquieted 

but a raid m do anylhing nbout i.t ,  cared of being accused of being r cove n 
member . Mo. I. j nhabitants also know of her minor deformity and everyone 

(·e:iwept the watch , belie e the girl i being kept at the jail .  

l'l cri.1 , no bl.aspll.emy, 
Fe:ir fuel' Uu · l:lumin fi , 
Bum a.w y my difference . . 
U ntd I am �h •" und dirt. 
ArKI in a thou nd year you will be IJ'1e :nm, 

Han A "bfmd's lasl w !I'd! 11 1hc take, 

rrival at Rodenst i.n 
The toU to enl·er Rodenstein i · one shiHing per .leg ( includes horses) .  

Two m mbers of the watch are on duty here and w m  happily give 
direction to The Ele to. Pmxy. 

A lhey make there vay to th 1nn t lhe town square. they see a 
hund ed people gathered around a ]ectern on whkb the mayor i in '  h�ng a 
fel'\l0em aru i -mut.ant peech. T one ide tands a take covered surrounded 
by I gs co e.r,ed with wat r pr of shee ts, lwo guards stand in · ronr o him.  

\ h n in Rod enstein 
TI1e airri a] of the party in cown will  not go unnocked and ' tod w·11 

order Sgt Dapps and SmeJJy Ivan to find out the reason for the visit. Dapps 
will take two men along and if he party are generally plea i:mt they wm 
find h.im good humoured and po sibl.y a useful fri nd Ivan wiJI keep quiet 

If the pany sr rt asking too many quesdons two things will happen.  
tod wiU get the watch to n rr·  st them and Jo ef Fedris for incitement to riot 

( gc Dapps wm try to warn them if they were fri ndly previou Jy bm 
generally it houldn'l be to difficult to . ape ) .  · e ·econd i_ th t ventu
aUy a loca] wi.11 point them in rhe direction l rvine !Bra � the mayor's. old 
partner ia th m rcham trnd . 

I rvin Bragg i. bill  old m. n r 1 incd b the M yor when 
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conned i n  a busines deaJ but he could never prove thi . Irv.ine b _ licves that 
tbe ayor is trying to hide omething a11d H at Stod ha a large amount o.f 
influence over the mayor. If a_ ked were the girl. might be he point out that 
the mayor owns a num er of pr·openies around the cown and keeps thi; 
deed in hi tudy de k. 

t the Mayor house 
The Mayors house is e111pty between e ight and six when he is • l the 

�o»wn hal J . From six to ten be, two guards (Gilbert & L arso.ri) ,  a cook and a 
butler are pre em. Over night he sleeps up tairs and the guards downstair  
(usually playing cards until late). 

The property deeds are keep in a locked drawer in the study a Irv ine 
said .  The de.eds show The Elector's Proxy. t.wo shops (MiJlers and arm ury) 
mon y[enders and last1y a tailors. Wrinen on a sheer of paper igned by the 
mayo i a order for Two re inforced doors (with hatche ), ix waJI hung 
manacles, cooking utensils, piping and stove. '  It is dated two months ago. 

All lhe pmpertie are normal. they happily pay over a set foe 
(reasonable) 1to the Mayor e. ch month, ·except the c.ailors which I i.es de� 

. erted. 

he aiJors 
Any passer by can tel l  lhe party it  has been empcy for ove n yt:ar 

since M:r M•lner died .. Jn ide all the equipment, piles of fabric and Mr 
Milner's per onal effects he rouing. The stair to the basemen t  h c been 
made impassable filled with rocks and tar and the tro:1pdoor leans against a 
wal l .  Once the mat· have be n pulled up this  is very obvim1s. 

When Mr Miln.er  died. the Mayor ealcd up the baseme.nt and then 
bui 1 t  an emrnnce from the eweli and fortified it  as a prison. The bujld r who 
put it together went horn to Nuln and the Jocal Rat catcher was paid for hi .  
silence (not to many pe-0p1e speak to him anyway). Ibis i were the girl i s  
being kept 

Unle s they decide to wait to ambush them on the way to th · burning 
then the pany will probably attack the pri on . 

The Sewers 
Rodenst.ejn sewers are very easy to· explor·e wit only four pas age 

(in a cross · hapeJ tha are man sized (those over '6 feet t� J1 uffer a - ]  OWS 
and ·20 Dodge blow) if forced to fight in them. he sewers are al o 
very sme11y once you are inside, they are also fille-d with smoke fr m 



the guards stove. 

The area sho:u]d not be to bard to find and fro111 nder ten feet 

away 'the door is . ,e .ry  ob\•]ous. ]t is made of wood, reinforced with .i ron 
(T4 W8) and ha a maH ha'l.ch at. eye [, vel. To on.e side is the smoke pipe 
for the to e and &f th is is blocked will fin che room whh smoke a]tho1.1gh 
Stod win be ieve the wor t and exdnguish the . u :e .  

l .  Smelly lvan and F rgo live her,e and the pla e is a tip fiUed wich half 

eaten food, 1n one comer sits half ful1  barrel of ale in whkh a dead mt 
floacs. The roo_ il aJso comains two bunks. a st.ove and a table for playing 
cards. Both m n s I ee p· ( b·ad1y) in 'thei r  arm.our and one al ways remains 
inside co open the doo,r. Slied can oflen be found here pla.yi ng cards and 
keeping them in l ine. 

2. CeU.  Thi cell c.ontajns only Stanlisl'I cha' ned by one hand to a wan. half 

starved and hiding a fork under her 1eg wait ing for the mo -nt to be 
unchained. She wm attack anym1e,, incJud�ng tho�e who ay chey are 
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Con umer Guide 292 
Contenl 6 
Con.torti · ni$I 49 
Control U ridt:..d 

-0nlrollin • 11dead 
Cook 49 

J ?6 

C.ool I J  

Coll!iteJJ"feiLer 96 
Col,J!0011e '215 
Create Bog I g I 

11\'lale Quid:sand i 6 
rre-0! • S¢ · r ·d Gm"� I 8 I 

Ciiie-iilJn , Cl tiracl.ers .I 4 

Credi Ill 

E perie11ced 
Profiles l 4  
. 1  l � • e  NPC's 

Critical H its 1 22 
Chart 1. 22 

1 75 

J 5 6  

2 

6ftec1s 1 22- 1 24 
Ctoss.oow 1 2  7 

Orossoo Pisl. I 1 .27  
rnmble Slone t 69' 

CL1''Ptognphy 49' 
Cure D.iSc: _se 49 
C1,1re Light lnj ury 
Cun: Poison J SO 

55 

Cure Se•tlre Wound 1 60  

Curij o:isorders 8. 7 
Currency forgery 2 7 
C1,.1r.;c l :S3 
Curse of Arrow Attraction 1 59' 



urse o. Dealli 1 7  
D�e. Addili.o.n.al 122 
Dane 49 
D;1rk Eh·� See �1 f 
Dark Land 26 I 
D· wn:;.� fle I 0 
Dtoornpose I S I  
Delou.se I 0 
0enta O@UIC 356 
Demateri l i.stion 1 66  
Dementia 8 
Dem.i -Human J.n Old World 

In Empire 2 84 
DeJ:Don L _-.;: 4 
Dem 11, Gre ler 25 
Dem. n, Le s:cr 2 7 
JJem.onbane 8 I ·& 7 
Dem nic Darg11ins 1 6 1  
De m  nic Por1al I 65 
De.moni cn-WJI 2 7 
Dem.onologj.u I J6J 
DelllCnologis� 1 60 
JJet 1ml ' • .Penal1ie1> l 3 ll 
De!fl n. l 5 

6 
1 74 

1 7  

Dil JCllll Ground 74 
Diracl1 Se Fimir  
Dire Wolf 247 
Dl:;.abilitte 

Dis.am1 
Disease 

on: uin 
4 . 
8 1 -82 

1 -10 

Comm0t1 Di ea.�e 82 
Contr ctinLl 82 

TMtl> 68. 
Di Jiguremenl .L38 
Di. •ui 0 
Di located Limbs I JO 
Disorders 83 

Cur'11g 7 
Minor 6 

Di pel Aura 1 59 
Dis.pel Delli011 Horde 

D ispel Eleme11t l l 10 
Dispel Gre:ller Demon, 1 6  

Di pel Le. er D mon 

Dispellin Demon 

2 7 J  

L 65 

1 62 

6 1  

Di pel ling illusion I 7 1  
Divin Lllg SO 
Dodge Bio..,,· S O  
Dog. War 2J4 
Door-s n 

Bumi11g through 1 1 6 
Movin,i; Through 7<J 
Secret 79 

Do�legim er 235 
Dowsing 50 
Dm' Horses 239 
Drag.on 235 
Dragon Tunle 235 
Dri,,·e Can 50 
Drug Addiction 8 
Drug Treatment 117 

Druid 24 45 
Druidic Pric::sl 97 
Druidic �rie ·t pells 1 7  
Druidic Pl'iests 1 5 1 - l 2 

Ad 'ru\Ce T hie I 2 
Also s.ee Old faill1 

Druid See Druidic Priests 
Duelli t 97 56 
Dust Stom1 1 69 
Dwarfs 2 1 6. 284 

De\ielopm.enl of 266 
Set1leme111s 2118 

D' ell .Uqµ;, Cost 29& 
-1 2 3 ()  

El.emecntal Spell 166 
Elementalist 1 46 3 3 
Elementals 154 
Elf 2 l 7  
Elf B<Jw 1 27 
Elf Klngd001$ 26 1 
E.llhane 8 1 -83 
Elk See Kerd AniurnJ 

Ehes 284 
De\.·elopmenl of 264 
Tree Settlemenlli 287 

Emoov.Jer o 3 52 
Eml>etili�n.8 S (I 
Empire, he 2 I 

!Ii ap 2 2 
Emp o. me111 6S 
Encl\Ani eapcm 1 60  
En hantcd Rope 1 85 
En ountcr l 'e:51.� I I 
En um ·r ncc 75 2Q -2% 



75 Value 
t!lfso 
24 

·� Goad!.· trnd Seroice 
E�i11e�r 
Ent en.a i ner 25 

so 345 

Employmcnl as 68 346 
Erenga.rd 279 
Esca,polog> 50 
lls1m;ralda 2.0S 
�slalian KiJ1!.>dQ4l 277 
E.stlrnate 68 
El.here l Unde d 252 
Etiq111e ue SO 
fa•.ade M agic Alano ] 99  
E\•aluate 50 

�·ii 119 
x.cellent Visl.on 50 

E..xcisematl 26 Jd6 
faperieJ1ce fQ Spells 93 
Expe ie1 e Pdnl · 90 

Spend [n.g 9 l 
• :qlerien.oed Char .c ren. Creat-

ing 92 

E.'Plorer 97 356 
E lend Control :1 71 
fallilgul'5h Hre 1 68 
Fall 75 

T·ests 
FamiliMS 207 
Far �a. t 2 6 1  
f111msle d T)'!'ical 
FDI PoinlS l 5 
Fear 68 

68 

332 
72 

Fear of Darlmes!i 
Felio\ ship· l J  

Soe Scotophobia 

Fen Worm 237 
Fence 9 3 5  
Fimir 2 1 11:  
Fimm SOI: imir 
Fire RO 

E. li1111ui bing 
Fire B H l s 
Fire Ealing 5 1  
Fi h [ 
Fishcnnan 26 346 
Flatl\e Sheet l 69 
Aawlfirnblo 'fwg Ls 80 
l-1ee !i i  
l-1eeing Combat 1 1 9 
i'1eet Footed 5 1  
Flight l S6 
F1y 1r " Creature 76 

80 

2 1 5  

Attacks From 1 26 
Follow frail 5 l 
Food and drinl see SLJbs is1.e11. :(: 
foolp;id 26 3-16 
fQre -t · hado� s 383 

R ·ik,.,ald "' 8J 
Forger 98 356· 
forget"}', Currency 1.97 
F'Ol.l I /\ iT 1 70 
Fo. es See Small Anim J 
Free Lan e 98 35,7 
Pn.:nzlctl /\Uad, 5 I 
Frenzy 68 
Frcn:1.y 85 
frog See SmaU Animal 
Fungus and · �ould 23 7 
Gan1ble 5 1  

Goinbl ii 27 346 
G.:imblin& 69 
Game Hunting S l  
G rune  Time 72 
Grune · eper 2.7 3 6 
Gamemil$ler, The 63 
G!IZC A tl.llcks See Of1s1e1� /\tt ck-s 

Gem Cutting 5 1  
Ge:ograph. , Old W ri 270 

Gho t 2 · 2 
GhOSclly Appear nee l 73 
Ghrml 2'1S 
Gianl 220 
Gianl Animal Mastel'y I SO 
Gi al I }-er 99 357 
Gifl f Te111i;.11 s 
Jisouretix .276 

G lo� i.ng Light I 5J 
Glultony 115 
Goome 220 
Goblin 220 
Goblins, Le ·sr 
GCM:Lq Cha 

See · o Jin 
1.9 

D'\\'arf 20& 
El 20.8 
Haln itig 
0 Batlle 
Of Chaos 
Of D alh 
Of Hi?alting 
OfH 'llrth 
Of H me 
0 Ju tlce 

Of Lii\ 

209 
202 
2 1 0  
1 97 

200 
2 0  

209 
2 04 

2 1 0  



or Learning 204 
Of krc;. 200 
Of tining 208 
0 Mu ·r 20S 
Of tu.re 20 1 
Of Se L 96 
Of S4Jl1g 203 
on1 1i�,·� · 1 c.is 
Of Tri ksters 198 
Of Wnr l 9S 
Of Wild l'laJ el. ":tQ l 
Of WiJ1.e 20 
Of Winter 202 
Of Wol ·es 202 
Ou11a �ed 
Sk ' elli 

1 95 
2 26 

"old Worm 2 1 
Good S9 

ood :mi:I Sen·ice 292 
Gos:;ip 69 

rave Robbie 7 16 
GrEn•c:root 1 -90 
G�eat '>'olf 24 7 
Grey Moonluins 27 
Griffon 238 
Grimo.i.res I s 
Grun• ti 20 
Gunner •Q<) 7 
Haggle 5 1  
Hail Stonn J &O 
Hailfiing 22 1 284 

o�\'d pm.enl f 2.66 
S ulemerns 288 

.H11lluci111a1e I 1J 
HammcrhlUl.d 1 56 
I land 1:1r Dea1h I 76. 
Hand �r Ou I 177 
Hillld Hire 1 67 
HaJ'IP)' 1'.3 S 
Haued 69 8 
Hettd11c he S7 
Heal Aniim1 1110 
Heal Se•\':rc Wountl See Silrget) 
He l Woun S I  
He:iliJ 194 
He:iliJ'lg Time LJ O 
Heiwily Wou11dt:d Characters L JO 
Hedge orT!niool.� 1 70 

Herald!) 52 
Herb Lore 52 
HerbaHst II 16 

Herd A11i11111I 238 
Herdsman 2 J 7 
Heroes, a.n.d Champi M 2 1 4  
Heroic Idiocy 5 
H ide 69 
H igll Elves s,-e Elf 
H ighwa.yman 99 3 7 
H i.ppogrilI 239 
t-llrelings 297 

�11 •rating 2 8 
Hirin� Ch!Lrticlcr , 297 
History 52 

of Lhe Empil'e 2lM 
r lhe \ orld 263 

H i,t locJUions 1 1  7 
Hil ' 1oo ifo:r. 1 1  . 
Hobgoblin 2.2 l 

Hold Flight I S 7 
Homed R l, hi.: ee S ·a en 
Horse 2 9 

Household II.ems 
Human 
Humilllily, Rise o 267 

Hum id Creature 2 1 6  
Hunter 28 34 7 
Hydra 239 
Hypno i o 2 

1:-lypnolism 69 
H) ptl 1.ist 29 347 
lden1jf Ma ic�I Art ifact S 2  
ldenlif Plant S 2 
ldenlify U1'\dci!d S 2 
l llumia tioo 2�6 
I llusion or Darl..1 es I 74 
l lluion r Migh .' ppearan.ce 1 74 
lllu:;;i nary Arm • 1 74 
I llusionary Build i1tp 1 73 
LllusionaJ) E!lem. 1 73 
I llusionary oods 1 73  
l llusioni I. 1 47 .364 
l llu iOfli ·1 · pe LI I 7 1  

l S6 
52 

Immun i ty from Poi c'l!l 
lnuuW'lit)' To Disea� 
lmtnwtity to Po· son 2 
]mprm•i ed I 27 
l!m:endiarie I 2 
lnfeeled Wo1mds 83 

· rom rnOJ I.Siers 21  
lngn:d ients 1 3  5 
l11i Li JLr:: 2Q ... -17 
h1il i 11 i11g Ii :md l-0 l land , ,.ombat I 1 7  



lniti the I 1 1 6 
lnsa.n1ties Sc Dl:wrd rs 
Insanity 8 1  83 

lnsuihy 1Poi1 1.! G inin� 
lns1abilit) 2 I 5 
ln•elligem:e I J 
1ucrroga1 i.m1 69' 

lnlliWer.s ion 85 
[1Tan , MOL111tainl; 270 
Items 29'3-297 
Jabberwock 240 
Jailer 29 347 
Javer l 1 2 7  
Jest 5.2 

Jewels o Power 1 85 
J dicial Champion 1 00 357 
J !™le 52 
J ump 7i'l 75 
Khaine 205 
K11ome 209 
Ki kw 27 
Kislev Ci1y 279 
Kleptontllnl ,5 
L'Ang..ii lie 27 
Labourer 30 

Eruployment a. 6S 34 7 
Ladders 75 
Lamps 76 
Lan.guages 29 1 
l.anguafFJ. Secrel mld A re !Ile 29 l 
!..anluns 76 

Lash"o.tm 240 
�o 1 27 

· w  52 9 
La.,.., er I 00 3S7 
Le. dership I J 

Le;ip 70 7� 
Leather AmlOu 1 22 
l..o:eh, .OllSlroUS 240 

. s · r Goblin , ee Goblin 
Liridriel 20S 
Liches, 249 
Life in Dealh 1 77 
L.ightenlng .Bolt I 57 

Lightening Relle.\.es 52 
Ligh ly  Wounded, Characters .1 29 
Lingui tic.s S2 
Lip Read Ing 5J 
Li$te11 70 
Live lock, C Is 29'> 
Lil.lll!dbrute a l  -&6 

Lizardm1m 222 
u l,Jiow;t;;!i 2 1 
Long Bow 1 2 7  
Loyall 70 
Luccini 279 
Luck 53 
Luslri Ui l  
Mabr«lv!!!. 257 
Mm:lmaru , p 8 

Ma es: See Wl:l.llrd. 
M k 70 1 33 

Lc:vi:.U- 1 33 
M :igic Al rm I 3 
M iigic Brit! •e l 59 
M gic Flame 1 53 
M ic 11ems l 83 

De�lroying, 1 8"' 
!dentil)1i11g I Sl 
Rrutdom I SJ 

,pell Sto� ! 83 
Magic LighL 1 67 
Magic Locl 1 53 

· Ml)gic Poin1 J 9 I J J  
RcCO\rering I J4 
Clt'.rir; l49 

�fag· Te l 3  
Magical A ware-ness. SJ 

M r>cal Ser1$e S 
M irui 278 
MaJlal 209 
Manann 1 95 
Manb ne S 1 ·82 
Mani s 
Manic depll'eSsive I! 5 

M anticore 24 1 
M nufactur·t· Drugs 53 
Mru1u· aeture Ma�· ll(:m" 3 
M nu acture Polioos .S3 
Manufacture Scrolls 53 
MllTC!lagg 258 
M!lf' cnburg 2S l 
Maru1e JO 34? 
MarksJ um hip 53 
M�h LighlS 1 53 
Manhli ht 252 
Mearcf1 See firnir 
Medical Atte.1itim1 DO 
N egalomania 1! 5  
M '�(mnl)· 30 34 7 
Mercenll)'· Cmp1ain I O I  358 

Mcut:emuy Sergeanl I O I  358 



Merch m 
te111llurg)' 

Mitfdcnh i m  
Mililiaman 
Mime 

imic 
M imi111 
Mim�taur 
Mi11strcl 
M ira11lin 
Mi fire.� 

I O I  
.)3 

28 
3 L 

2110 

1 29 
i � ile Fire J. 2.6 

35 

·.:.trcrn.: Ran�e 1 29 
Procedure 1 26 harpsho.llim; 
1 2  ML ilc W apon Cli:u1 1 2  
M � I r Alt cl� 2 1 5 
Morr 1 97 
Mother-Goddes · 5el.! Rh} a 
Mould See Fun1;�s and1 m ul,d. 
tom11 i ns Pille Sisters 274 

M utttcd Com'Da1 1 r 
toussillon 270 
fove Object 1 68 
fo\'t: 111ent I J 7 

M 'l< in 
,..fol  es 

7J 
239 

I Jowancc 

Mulcsi..i1u1<:r 3 I 3 4  8 
Mummy 2�0 

74 

u:sit: I Ii lrume.pls 296 
Mus iciili! shill · 4 
M ut 1 i0d1 ·, I.! 0111(')� � as11m1n, 
M ym1 idi:i L 9  
M�·sLi M i st I 7 
N rc issi m S7  
Na"i  amr 1 02 3 & 
Necromanccn; 1 4 !!  3 64  
N1r-cromancy, Pcn,aillles I j 8 
N�rnmatic Spe l ls. I r  

e�ual 89 
t'W Coosl 26. 
e w  WOJ"l<I 262 
ighl �sioo 54 1 1 5 
ightman: S7 

Nightshade 5 
ooJ.e 2 J-1 
on Pia er h.araclers 1 1 0 

Gcncratin • I l l 
mt�Hum;i.noid Opponen� 1 2 5  

Normal Bow 1 27 
Ol'SC-.\1 262 

ortl1cm S1e1lnes 262 
PC's 1 1 0 

Geneniling 1 I 1 
Nuln 28 
N u:mismaric 54 
N urgJ.e 209 

B as.t of J I S  
N Ulr. ,.,�� Rot 3 I a 

Obs.ef'\'e 70 
Obstacles 7'1 
Ogre 224 
Oil, Burning SO 
Old faith, Tl e 206 
Old rtd 26 1 2 70 

Map 272 
Plctoi-ial .M p 11 

Oldenhalle.r Co.ntroct 0 ]  
Open 1 54 
Orncle:s and Olher M:u �I 19  

Ore 224 
Blue 225 
H If Caste 225 

Ori ntalfon 54 
01ters Sec mall AnlmJll 
Outla'• J2 1 
Outlaw Chief I 02 358 

Oulrid r 33 3.48 
o"� I, Giant and Normal 24 1 
Ox!1mf 85 

l'nck Wolf 247 
Pillm Obje t .>4 
Palmistr)' 54 

Pat�) I J9 
1:'311'3\.l\I\ 2 7  
? IT) ing 1 1 & 
Prut Wa•er 1 6  
Palhologic al L�·inl! Sf> 
Pedlar JJ -l 
Peg11s,us l<I I 
Per!iOn I Eq uipn1en1 296 
Petty M g,ic 1.53 
l'ft1Uill3Clst J) 349 
Pl:lobia 86 
Phys.Lei an 11)2 
Physkian Stude111 
PL · Locl 54 
Pick m gic Loe k 
Piel Pockel (Sl..ill) 
J>iclpoc et Car-e r) 
Pirot 34 49 
Pist J 1 .2& 

) 59 
3 

10· 
J. 99  

5,1 
411 

349 

7 1  
352 



ii Fighter .34 149 
Plot l 07 
Polson 8 1  

Admlni �erlng 8. I 
E:ffic ·ls l U  
M anufa 1uri11 
ODlamin • l U  
Pt'ep:ire 5 5 
1<- OO\'e.ri1 g fmm II 
Tt5ils 7 1  S I  

Portl¢ 239 
Poticms 1 .s6 

JiloVICI' Levels J l4 
l.ncrea5ing .1 34 

.P IM!!g 279 
Prayer 1 93 
Prepare Poi.svns SS 
Pri ·t:s See · ler.ics 

.Prob em So� log 7 1  

Prod11ec Sm11.ll Cl'l:alure U4 
Profile l 4  
Prone and ialic Targets 1 1 8 
.Prospoclor 3.S 349 
.Protagonist 3S 349 
ProteciiOfl fu'im Rain J 54 
Puolic S�1da11g 55 

Quei'lelle 2n 
Rabbits See Sm_BI Ariim_I 
Race, Tests Te:rts 6:5 

Kaci.al Abillii.es 
D,.,arfs 1 3  

Halfling � 5 
Human 1 4  

W ood  EJve 
Racketeer W3 3.59 
.Raconteur 35 349 
Raise De.ad 1 78 
Ran Jd l98 
Ral 242 
Rat Ortclw:r 36 JSO 
Ra\'e!:\S Sec Small A:nima'l 
Ramrl:Jiill 242 
Reaction 1 1  

Rend/Wri.te 55 
Rending and Wrl1in · Equipment 2% 
Red Pox &J, 
ReWoroe Door 1 54 

Religion & Belie 1 93 

PopulM /\ tlitudles 1 93 
Riemm 2 80 
Riemove Curse J 54 

R.epeati1'lg Cros.sOO\\ l l7 
Resist Fire " 6S 
Rhya 205 

R.i:de 5 5  

Rings, Ma,gic 1 8.7 

ltisl 7 1  
River A\'er 2 83 

Brienllt:: 27•1 
Grismarie 274 
Lymk 27& 
Morcea1.1. 27'4 
Ois 2 74 
Reik 283 
Sannez 274 
Sol 2 8.J  
Stir 283 
Tai bee 283 
Urskoy 2 7& 

Ri er Lore 55 
R)1;en and Can •� 3111 
Road Ward.eris 289 

' Rooi1s. 289 
Roodwarden ] 6 3 -o 
Rope ' 75 
Rounds J 1 6,  
RO'.'o 55 
RUil1 R:lle 7J 

Ru11e Lore 5 5  
Rune M aslcl)' S 5  
R.un:c:i. 1 90 
Runner 36 3,5 0 

Ru Iler 37 50 

s iii.I .. 55, 

Wld Clnm 243 

' app:.r ]Or) 359 
s:m:osa 280 
Sc.alt: S111:i::r Surfor;o 55 
Soonari _, Desig:njng. I 07- 1 1 0  

Schizopbrenia 86 
Scholar lllJ 359 
Scorp.ton, Giant 243 
Scotophd!J.ia. 5 
Scout 1 04  359 
Scrib\l 37 .,, 50 
Scroll LoJt 55 

Serous,, Magic I & 7  
� Caplain I 04 J 60 
:se- Eh•es ee Elf 

rad lng Communities 28 8 
A lw see kiarirmb.urg 

&::111 1ate 1 04 36 1 



Sc man 7 3 50 
Sc;mh 7 1  

Rapid 69 
Sec.-et Doors and !'an I �  79 

·re L Langu:1gt: S 
, e�r.;I ign!i 56 
'ed11ctiL)ll 56 
Seer JR J5 1 
�nanl 3 

68 35 1 
Se;; SUl"J;t:I) 

Sel Trail 
'ettlement Panems 2 Ci 
C\erely Wounded h<1 cter I 0 
liado" ing 56 
haJ.ii1g 7 
h J lya  2 0 

Sh c hange I 80 
Sh:upshootilll!! I 29 
St-.c.a St Fimi r  
SJwrt Bow 1 27 
Shrin s I 3 
Sigmar Heldenh nme 20 
Si ient Mo,·1: Rurnl .S.6 
• ilenL Move l rb;rn 56 
• in_g 6 
• i. 1h Sense 
Skavcn 226 
si...ellon 250 
Ski I I  harts Academic I 7 
Ranger.; 1 7  

Rogu 1 7  
W ;;i�niors 1 7  

Slilld Hiireli &� 297 
S iJls 5 

Listing 45 
w 92 
n·Career 9 

Rand m 46 
• k.L111 Compl aint 7 
. lann, Dec I kllC: of 264 
• lann, F'11H of 26"" 

l.a\.er I 05 3 60 
' leep l S  

Sl ing 1 27 
Smal.I nimal 2.4-4 
Simi I 7 
. mithinc 56 

Smugg!er 38 5 1  
Snal..e , G iiin ormal 2'I S 
Sriea 7 1  

Snorlings "2 
oldier 39 

Stllli.M 20Q 
Sounds I -
Soolh L8l1ds 262 

peak Addili naJ Lrnguagc 56 
• pear 1 27 
• pcciali I Wcupon 56 1 26 
• peetr 253 

pell /fe t Enhancements 1 35 

pellcasters 1 33 
Spells 1 34 

C- ·ting I J  
-nJmn i!'lg I J  5 
In M gic Items I 
le ming 1 36 
Magic Point Cost J · 

ta. imum number I 3 7 
1a · imlii.rn 11um-

oor(Cleri 1 49 

. ou.rce or I 7 
Targeling I ""  6 
Types 1 34 

pid.er Giant 245 
Spot Trnp 57 
Sprc d Insanity 1 6  

I 05 60 
Squire 35 1 
�q,uirrel � e  'ma l l  Anillllill 
• i!il - ' li11 1 2 7  
Stammer 8.7 
Stand Stl ll 1 60  
Standmd J{ te 73 
Slati.c Taq;r:'lll ee Pirone and latic Tar •c:I 

le I · 1 ind I 6 
Sur l See Small A.nirr al 
Stnne hrower 1 2  
Slonew{lrldn 57' 

Slop Dc:monic In ta illl)' l 62. 
Slop Ln.rtabi J i1 1 77 
' top Wound Loss Sec: urgery 

Story Tellin T S 7 
Street fighter 7 
S!,renglh I J 
Stlength Los 1 39 
S1Ie11g1h of Corn at 
St.ren�th of .1 ind 
. trite lighty Blo\ 

trii.- to lnj uri; S 7  
Strike to Slun 5 7 
S1rot1i;man S 7 



lude111t 39 3.l l 
· lum 12 
Stupidit�· 7 l  

Subsislenee 293 
Sudd1m De th :rilical Hi l  ') tern 1 24 
Sum1110tl D ni�n Horde 1 65 
SummoH Elem ntal l 70 
Swnm<m Ellilll 111 I Horde .17 I 
Summon Energy ] 62 

Summon Great Powu � 65' 
Suinruon Gre !er Demon � 6 

Summon Gurudian 1 162,  
Summon Lesser De mons  1 63 
Summon M g,ical Aid l 63 
SYllUDOn kef <tot1 Champjon 1 16 
Summ n Sk ton Horde I 7& 

Summon Ske�eton Majm Hero 1 78 
Summ n Sketctan Miner Hero 1 77 
S\lfilll1 ill kch:toos 1 76· 
Swmn n Sleed 1 62  
Swnnmn S ·am1 l 7 ! 
Summon Toi I Po\11,er J 6S 
S ummo.nin 1:>emo1- � 60 

SlUCC� i'ili.; l 6  l 
Summoning Element�ls l 66 
Summoning Pm er 1 6 1  
Swmmming Undead .1 75 
Sunww:m 2.45 
Su,per N ulller le 57 
Supplies See Goods and Sen.·ices 
Surgery S.1 1 1 6 

Cl!rinl! Ois:<Jll'ders 87 
Surprise U 6  
S \  • aJ1111 245 
Swim .l8 

Tii;;tJ 2•0 1  
Tailor S R  

Tests 74 

Talab.helm 286· 
-ralkll� :i11 Sleep 117 

alldng lo '  e lf :87 
Tal l OpponenlS 1 2.S 
Timgle!hom L 0 
Tap IC:ruthpo\'l'ci; l 8 1  

�cer 1 OS 361 
I!UT,elit i;, Spells lJ.6 
Tasks 164 
Teleport H:S 
Tenipli!!!i W 6  J 6 l  
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( Co111i1m1?d from ptJ t I ) 
going lo hdp her. 

The W.itch huni • · a ·t i · 

The Whch hunters normal tac t ic i to arrive in town and afl.er rid ing 
round the jns ide f the \ an , they take lip res.i.dence in the �nn. A fow hours 
later the Lh.ird member o· their team arrives and J isten to the gossip (Le. I 
bet there after so and so. etc. and th n pn thi information m the Witch 
hunters . 

Executfon Day and Conclu ion. 
The events of execution morning depend l.argel.y on the actions of 

the pa y but th most like]y possjbHities are below. 
On the mom1ng that Sta.nl isa i s  due to be bum.t me whch hunters 

wiH arrjve with rbe dawn {for effect}. A crowd wm already have gather.ed 
and the mayor wUJ pass Lhe time waiting for umU a to be brought by 
Siod. Ivan and Fargo by gi . ing a rant against. the eviJ and corruption of 
mutant . 

If he has been re cued and the mayor ]s. unaware. lhe Witch 
hunters will  Joo on amused as he become more embarras ed and wiJd, 
accusing e eryone of hiding ber and ptouing against him but the Witch 
hunters wiU begin to en ·e hJ fear. e en as he orders the Watch to earch 
Rodenstein. 

If he does know he wm hav·e the watch searching the town for her 
and 'the chaos worsh.i pers who r·escued her' .  

ln either case J ef wil l  pl ad with the party to e cort hi d�ughter 
to her aunt. Mat11da in <pany' s  destination>. Cf thi i accomplished 

before the Wilch hunlers arriv1e, they wiU not be activeJy followed al
though - antana and Strauss. wiU make a mental note. 

If she is nol r·e cued he will  be mken out and burnt, with a failed 
attempt by her father to rescue her and the Wit.ch. hunter: wiU be sali fied 
that the Mayor ·s acti e in rooting om: chaos in Roden te�1 . If th party 
has been captured they too wilJ  be burnt, unJess. they can convince lh.e 

itch hunters they wue pawn in J osef Pedri · •evD ploc'', or can 
convince Sergeant Dapps lo set them free. 

If the Mayor is revea1ed to the Witch hunters a mutant. Stanl isa 
wHl be pared as the Witch hunters will  be gJad to bum such a prom�nent 
citizen. 



E peri nee Jtojnt 
Th� foll.owing are guideline . adjust  as you equire . 
W-40 Role-playing elc . 
I 0-40 Rescuing ta J isa ( lnclud · fi nding th ba emen! )  
40 Re eaHng the mayo a a mutam: 

·rn. 
odem J n on · Mayor 

DO<iem i aged 45 and is fat. opulent and paranoid. He also ha the 
mutation of having n eye in h1s che t and a he become more frightened 
of being di overed he attempts to comrol. everything a ound him. A· SI.ad 
is the only one who know bi ecret , h has plans to di po e of him, but 
cannot becau e he sti l l re1 ies on him heavily as well as bein very cared of 
hjm. 

M ws BS s T w l A Dex Ld Jm CJ WP Fe! I 
4 28 3 1  3 3 6 43 l 28 46, 42 30 24 4 1 ,1 

kill : E al uate, Publi.c Speaking, HaggJe, urnismacic , Law. D. Blow 
hems.: Knife, Chait of Office (30GC' s), ayer of H avy c]othe • SOGC's 
Note:. 1mant , A]wa has GHbert and Larson wi.tb him. 

tod - Captain of the Watch 

1 WS BS s T 
I 

3 6 1  50 5 4 

Stod is a man of e iJ ,  ruth1es temperam nt not to 
mention n murderer and rapi l .  He · pent years 
travel l ing the world as a solide.r of fortune bur after 
a near fatal wounding h · decided to retire · rom 
warf. re and took with him his four loyali t com
P• njon . In t ime he wa hired by Dodem as a 
b dyguard but gradually took on mor.e re ponsibi]
ity untU he dis. uvered the mayor ' s e.creL rom 
that point he tanecl lo demnnd more and more 

from him . 

w • I A Dex Ld l nt Cl 11 WP Pel 
1 0  -41 3 43 5 1  43 391 56 46 

C reer : Mercenary, Mernenary Serg1;:.ant 
Skills: A Career . Luck 

hems: Ba tard word, Sleeved Chain oat, 

Note : Wal with a limp 



Smelly J an . ar�o, Gilb · .  t a 1  d ar: ·.cm 
Stod's com.p ni n �..r� comi li;tc 1y  loy l to him and 1each ther, d pite their 
frequently iol nt qLJ1arrel . Anyon outs'de their group is treated with 
complct djsJain and nin.  i ty. I v an got hi ni brnmc after fal ling jn  the 

ewe.r and not rrying to much ut cleaning himself. 

' T I W Ld lnt. Cl  · P fel 

Sk..i l l  : Di arm, Dodge B Jow. 1 B ,  Ride, Consume Alcohol, Gambling 
hems: 'w ds, (Shields . . i f  xpe t ing a figh( ) .S1eeved hain Coot, 

erge.ant Dapp!ii and the alch 
ergeant Dapps has p nt thiny years on he \ atch and is l iked a111d 

respected by the whole town even the min imal criminal element as he 
always tri.es to b fair. The mwn has always valued th.e watch �nd they are 
well equipped. Dapps wa disappointed not to be promoted to· Captain. and 
genuinely believes that Sood is  the wrong man for the job. 

M ws BS I T 'v I A Dex 

4 ·48 39 4 4 8 47 2 40 

Sergeant Dapps 
SkiUs.: Dodge Blow,  SMB. Strike to Stun 
Items: MaJI St in, Sword Pot Hel m  

T.he Watch 

M WS BS s T w I 
4 43 35 3 3 7 35 

Skills,  Suike uo Stun, SMB 
hem : Mai1 Shirt, S wo d.  Knife 

Josef Fcdr:" - own cri.er 

A Dex 

1 35 

Ld Int C] WP Fel I 
38 42 36 36 1  44� 

Ld I nt CJ WP Fel 

30 30 30 30 30 

Fedris is a contempo ary o Dapps a»d like him i.s highly re pect:ed by the 
townspeople.  Stan]isa is his joy and since his wife's de.alb hi focus in J i fe .  
He is more than wil ling to �ay hls l i fe on the l ine for her. 

M WS BS s T W I ] A Dex 1 Ld I nt \VP Cl 

4 40 2:5 3 3 7 4 1  1 3 2  25 35, 30 30 

SkiJJs: Law. PubHc · peaking , Cook 
I tems: Bel] . Unifom1� Brooch (2GC s) i rh picture of h is late wife 

Fel 

35 



"tanl isa 
StanHsa is a trong willed young girl ( 1 2) although she has u fered ome 
abuse in l er hfc due to htwing a hump on her back. Her hump i the rea on 
that fhe ayor h . picked on her ]though it is not ai m1Jtation . Howe er ]f 

oil! wish lO make i t  a mutation feel, free, a en1bryo11ic pair of wings, maybe. 

M WS BS T w [ A Dex Ld h l  WP Cl I Fe.I 
3 ] 6  20 2 2 4 30' l 23 20 27 26 24 ).0 -

antana and trauss - it h hunters 

M WS BS s T 
4 64 54 5 5 

These two whch hunte s ( ollowers of Solkun) 
ha . e be n traveUing together for over ten years 
and thei r partnershi p  is starting to ragmen . 
Wl1ile Santana i· stiU fanatical ia his bel iefs 

tr:mss' f. i th js l ightly tarting to waiver. Re
cently hi dream have beetn f the Dark Ctty (see 
artide ·Oil page 35). 
Sant a - Found comfort in  Solkan after spend· ng 
hi teenage year a a pit- ighter. 

w I A Dex Ld I nt WP Cl FeJ 

1 4  62 3 43 35 39 69 42 3 1  

Career : Pit-Fighrer, Judici ] Champion. Wilch-hunter 
kills: Di  arm. Dodge Bl w, .W.- Mose. MB, Strike lo Injure, Public 

Speaking, S i  cnl Mo- e Rur l :Urban. Sixth en e, Theology, Luck 
Items: 1 pl chain,  Dreastplale, Knight. He lm, sword, hield, 1 -H Fl i i  
Notes: Very large r acr .kuU 
Str · uss - A the younge. t on o u poor noble he w;:ts senl to the nearest 
l.empk and her he bl.!· ame indoctrinate 10 the ways of Seikan. Although 
u ual ly a quiet re c ved i nd i vidual he feh constrained by tempJe hfe and 
left to pursue the car er of Witch�hun1, r. 

M 1 ws B S  s T w ] A Dex Ld Im \VP Cl Fel 

4 53 48 4 5 I I 52  I. 34 37' 39 34 54 36 

Career : Initiate,  Cleric l\•] 1 Witch hunter 
SkiH s: R ad/Write, Scrol l Lore, .L. la. ical, The 1 ,gy, A.L.-Magick. C .  
S .-ClerkaJ 1 .  edit.atie, Publi  Speaking Law, S .W.. < so, MB, D. B .  
Magic Points: 10  SpeUs: S trength o omb� t ,  Cure Light Injury 
hem : Shield, Sword. Chain 1 P), Breastplate, Grea e 



Order of th it 

1 his artic1e br:ieny d I e y lies .ribe an order of knights. indjviduals 
of ruch c ·1 bt: used in any campaign. I have kiept the detai 1s  sparse 
prov id ing infom1 ti n known only m the Orders members. 

Kaspen Denris s.rood up to address hi felloi knights,. hi.s face 
� armed by the lmgefire which burnt al the cemre of the ring of his 
thirty tliree brethren. 
"/ welcome you all to rite 1e1uh gatheri.Jig ofthe Order ofthe Dark 
City and especially those that join us for the first time. I hope rhat 
some of us have found wme cfoe that will .lead us to the end of 
our q.uest. " 

This anic1e describes an Order of knig,ht who travel lhe old 
wodd j n  a quest fo a goal whi h none of lhem know for cena· n is truJy 
obtainable. o an intent and purposes they crre grail knights earcttlng 
for something physical but which is also a spiritual quest for personal 
attaintnent .  

The Order of  th Dark Ci'ly is  a coUection of, a l  pre em, thin 
nine knights who ha c d :dkated lhei:r l ives to searching for a Jost set of 
ruins known only a the Dark City. The Order was founded twenty year 
ago by Kaspen Denris, two yeai:s after reunion w�th h.is old friend Cotol 

Cappe when they discovered they had botll received 'Lhe ,a.me dream. 

'The fir!it of our new brethren is Slia von Wi1umstei11. and he �. ill 
tell of he.r dream� for a further clue ma • /Je comained there in. " 

In the dream the dreamer stands on a ledge at the s" d of • va t 
cavern which tretch into th · di tanr darkness. Along the c�wern floor 
je lhe ruins of a thousand building co ered in a laye:r of black soot, 

statues He broken in plazas and what may once have been garden . ln the 
streets. lie the mummified bodies of men, women and chi ldren and 
something else humanoid but unfamiliar al l caught in the throes of an 
earJy deach. Each is curled ifl(o a foetal position as if trying to protect 
themsel e,c; i n  some pre- nata1 memory from 'the horror that overtook 
them . 

Stariog ut into this destruction Lhe dre r en e a change in 



the dead i Jence, distant rumble carried on a wind which grow slo ly 
stronger stirri ng th dark ool into the ai r, cracks appear in the roof of Lhe 
ca ern arid momentarily the watche believe they can see the city as it  
t uly tood, bu1 on]y long e nough lo gra p the magnificence and 1he po·wer 
thnt once re ided there. 

Rocks begin to ·an further aggravati ng the dust, now da cin,g in 
the dayhghl hin i ng through the cracks i n  the ccihng. for a. second rhe 
coUap e stop·. ilence reigns and in  the rubble the dreamer is sure he c n 
i:e hadows movi ng, coming closer. The dreamer is tiddenly forced to 

co er their ears a . singJe crack rip o,p n the .roo echoing throughout  
the cavern . The re t of the ce ihng falls  to the ground i n  one huge piece 
and a it  falls, a c i ty is seen on lOp of the ock. A moment later thi i 
recogni. able as Altdorf others h;lve seen Middenheim uln and Talab
heim befo e i i  hatters on impact, glass and s1one fragment cu( painfully 
j nto lhe dreamer s skin and blood begins to flow down their  face. 

As the dlllst c lears no sign remains of the city but at the cent:r-e of its 
impact can b · een lhe bloodied figures of a dwarf and a wolf. TI1 

hadow seen before now tart to show thernselves. e i l ,  hooded figures 
poi on d blade" held out bcfo e them. They damber silently over the 

t nes in three l in :s forming a triangle around he two figures. who know 
the . 1ght can only have one ending. The dreamer awake and one thing 
remai n cenain, the evil c c·1tures have come home and everything j al an 
end. 

The laJ·t of the gam ' wcu eaten and the bon 'S black ned in tlu: 
fire. Pas. ing hes hip flask w Cowl, Kaspen bm,glit the meeting 
hack to order. "Let us now spetik u new ixn and progres . " 

Denri. nnd apper bo1h ame to the conclusion that they h· d been 
ho en to find the Dark City and protect ii. again t rhe 'hooded e i l . '  They 

set · Ul together and earched through the l ibrarie s. and universitjes for any 
reference to their dream bul could find none even amongst the obscurest 
vo:lumes aind most e<.:cent .ic scholars. 

In a I n outside Altdorf lhey dejectedly came to the conclusion 
th y had wasted Lhe la t two years i n  a fmHlcss search and agreed to go 
their O\VO way come tomorrow. A there hor blew clouds · n the 
morning ch.ill they shook hand and promised o meet again when the 
wo ds ' I  to have cen the dark dty and the corpse of the Emp ' re upon it. '  

g< ve them the hope they have not ince lo l .  

W'!IJ'Ulllllt - t s su"  One 



The ·akcc 1 .  J w  Stu ·s · n \ nous · ml feared s laver on the 
Ti1ean oo t w king , k l lL  I S;1 1< .. a. ' tu  ic • :ntl ongs of h r h. d iong 
circulated llround h Olc.ll World u cd b Lrnvel ler as urr,ency for a nights 
bed and b wl I" s \l • 'I � Ir d re · i •etl Lhe dream uf rhe Dark City five 
thnc v , llu y a r. and had h n ded her t lue · h · ps o ,er to her econd 
(wh he exp ct ·d t have m figh1 on her return) and headed to her 
h meland o Lh Bmpi re. 

The.y spenr lhe day talking and it was here the Orde-r was born 
aJthough J ":za refose"1 lo join ( she has on�y attended the second gathering). 
They also agreed o.n the .ru les. of 'lhe order; 

The e ·  no· hjerarchy. all members .;ne equa1 ahhough Kasp n 
Demis is se·en by mo a· th pir.ilual leade.r. 

• Anyone who has had the dream and is comml ued to the search 
for the Dark City can jojn _  

• A meeting i to be held every two years ( 1 7th VQrgeheirn) to 

discuss developments allhoug 1 it i not compul ory to attend . I t  
i s  held fr1 a fore t cle�ring oulside Altdorf. 

Dopar Joseph .rtood and began to speak, 'I have sad ii.ews to speak, 
Our brother Gel'.gor Tou..rs was killed two moon .ago in the forest 
outside Bofenllagtm. 111e· Road warder1 I spoke lo said the had n o  
.tdea who the killers w.ere bu.r he .rus1J.ected beascmen or mutanu a '  
notfiing had be.en tolen mid l'here were si  •1u ,qftonure. ' 

The order's memb rs are all  warriors that have had years -of experience in 
fighfiog chaos, and they include ex-wi tch hunter and templ.an in their 
ranks (Jiza Stri.es seems to be the odd one out). AU have a primary loyal ty 
t-o the Order and a sense of fanatic�sm that tends w make others uncom
fo:rtabk�. Each membe is on the:ir third career at ]east ,and most l.l!re over 
forty years of age. They have a w�de range of contacts and a few enemies 
around the Empire. 

Member of the Ord.er trav,e.I around talking to· nemo�e scholars 
lisleniag to Joca1 tales aind generally trying to discover any ·Clue to the dly. 
They are not adverse to trnvel1ing with olhers if they are going in the same 
direcrion and wm happUy jo,.in a pany on a quest if ther,e is a chance of 
finding a source of undiscovered information. 



Ka pen Denris .  tood to lose the me tlng, saddened that once more 
no real lead had b en found. The sun ltall begun to ri ·e over the 
rr es and the fire was low whe11 the stranger stepped from the u-ee 
litu: ,md wrode forward ignoring the mass drawing nf swords. H. 
, lopped a foot from the nearevt blade and p"Ued bac:k lits hood, to 
rel)eal a handsome haif·elven fa.ce. 

"My name i Sard and l hav · come to speak. I k.ne · •our brother 
K pen D 'iris and I know he spoke of me before his death. " 
The others 1umed to Kasp n nd .then most sheathed the.ir 
weapons. 
'Speak then Sard. " 
' n  o ra.gmenrs of information is all I ha e for you and I leave it 
up to you what you make of thern_ These are garner dfrom nr1 las.r 
joumey imo Ska enblighl. " looking iflto their faces he could tell 
that even among the e travel/ d men and l on.um there wa a 
ni. ,ture of disbelief mulfear al rhe a cursed name. 'The Thirteen 

lords of De ay Ila e. a secret bod of knowledge tltat is hidden 
from all. even their Gre Seers, bm among them i;j talk of a pla · '  

rhey call Sp'.,·s 'darg. There is 110 direct transla1iori for tbi but it 
means Sp 'scar' · Hom , Sp ' car's M dian <md Sp'scar 's Stone. 
Sp 'car.<; is a forbillden word outside the prie thood and they speak 
of it with a re e.r nee clo e to that of the Homed Rat. It is pon·ible 

. our city aml Sp 's�r 'darg are one and the sczme " 
The Order \vus sllmnul, tliis was .impnrta11t news but rhere l as 
mo re to com . 
"Th ,. , i · one 01'/ler thin " Your Order's nam • lw been mentioned 
among the Gre ' .  ers ,iho hav sem members of Clan Eshin to 
,·earch for ou. M_ i11 ormarion is thm the ha e already killed 
one of your number and I ca11 tell ·ou frum experience, h ' won 't 
be tile last. '' 

DED 
Tire GORME CHAST TRILOGY by Mf. �YN PEAKE (Tilus G ' 1, GooQC gli;ast und Tlru� Al oc) 
Me1y11 l'@ke·� Gochk FillltasY ·tOf)' is b.lSCd nrotrnd Ulc c; Lie Gormcn � md it' wb.a.bitan . The 
wl1o0lc story · really roni mc:d in th..: far.st 1w1;1 lxl!Jks, whi h vc c:":ii:o:c!J nl (Titus Alllm:: is really , separate 
cnLlty Wld Wll!I uncompleted c lite till)? of Mayi! · e's de· Ill ) .  

FOr W:uh;unncr player and GM's !hey are worth �ing for lhe gcncnl t1t1L11iphcrc wW�h is 
very sunilllr lo lhat [ tbe Old Wo.r1d and 1lbere :is p 1.?111 or id hen: cs - lily f. r har.1 !en.. I WO\l]d 
. a;· 1h1rt. Cllltte WininKs1i:1n from Death ooi the Reik Wiil h.-.:a•·iLy inipl n::d oo Gottr 1glmsL 

atpst.- - l ur: O"" 



PR· I 

p.rm·lh!.·t-1 (pri'J thi; ' ) adjcctive 
l .  Sc:ning o nd g IO a pruslh • is. 
2. 0 or n:btmg lQ pJOIMhe · . 

- pros-lhcl1 i·c�·ly !.!�lb 

pro!i-1.b t· (pro&-lhCt'iks) noo:n used wllh . sing.. \'crll) 
The bi.la :h of 1111\ldkinc °' smgery 1h111 drn.s wilh lhi.l produe.UC111 arul · plri;;Uioo of arti fl'cial had)• !":ti'! . 
- prix'ilic·tist (pro 1.t'd·list) noon 

pros•lhl:M>iS (pro. -thi;' oiS) IKIWR 
plu � pt'1S·the•5i:& ( -!i!z 
l .  An art.i fi _111 Jevi� used to r�ploc" 

" . 

mg bt.lll )' 1pi1rt. such H 11 hrnh. 1ooi;Ji. ilJI 1:yc, or heart 

2. R pl tr!l:lll ufa mi in body pan w11h · 1;b 11 device. 
11 are �. iiddiuJ11, from ,p�tLLIWil:U. LIN i' d :  pltlll-. PN - + mtM:n· i. 10 put ] 

Prostbcti  in our orld 
The fi st mention of fa] e J i:mbi are lo b found in ancient H indu texts and 
Iri b Legends which speak of Kings aud Queens with faJse hands. Whil.e 
the Hindu texts gi detaHs of no e replacemems. the lri h l - 1 . are 
vaguer and possibly only embellishments as. part of the story. 

ot lookiing at lhe mo t basic JeveJ of prosthetics (i.e . Peg ]egs, 
Hooks etc.) the nexl st.age of development comes in the middJe ages with 
advances for knights and other soldiers {tho ,e mosl likely to l.ose hmb , 
especiaUy later once gunpowder came i.nto use). Ri  h knights would ha e 
their r,epJacer. nt l i mbs built into their s.uits of armour while foot oldiers 
woul d  have far more ha · c  i tems. 

Tl e nmaissance peri.od moved the de elopment of prosth t' c 



rward and from this period came some of I.he g c�tes pieces of p ro the
i h weve many of these were un· que, uinsurpa ed for two hundred 
ears . 

Present day pro thedcs cover almo t every po ible aspect of l i inb 
loss and thes.e parts c n copy aJmost a wide a range of mov n1 nts while 
looking l ik i t  imended part. 

Li m b  Lo · A  u m mar)' or effects 
Wh.en a body pan effect· ·ue le t up to the G 1 to· i mpose, Table A 

,g· ve ummary of the e effects. AU the e are open to chainge especially 
on characteristic such a F l lowship where it really depends on who you 
are d a.ling witl but tho e whh .lost l imbs. are genernll_ rereotyped a .  
either e x--old�ers/advemurer or begg.ars someti mes. o:ne and the same). 

he WS and BS figures ct a � guide to th e attempting to u e 
and m::mu a_ tur pro the tic l imb . Obviously a character with no hand 
cannot us a sword buc if th y u e � hook then they would ·only suffe lhe 
·20 penalty che hook brings.  Common en e is the main guide here. 

Th .1gure in Table A below repla lhe adjustments on page 87 of 
Apocrypha ow applying tJo tho e "Ii ithout a prostbeti . 

T BLE . 

ILeWi 

Arm." 

··"� 

M ws e� I w I D• Fd En um 
Penaltv -

Abo 'e k n  e ·2* -20 - 100 

B lo K n  -2" -10 . 1 00, 
At Kn e -2· -20 - 100 

IA I  P d  il -2'*' - 1  .3() - 150 

Foot '-.2• - 1 5 - 100 

1''ingcr( ) - l ea& · l e-a& ' 
Hand -20.£! -40:£! 
6clow Elbow - 0£ -60£ -2 II 
·Cnmpl te Arn -10£ - 100£ -30# 
E�·e -20 - 1 :5 
[Non I -20 
Teetlh I -2d6 
Ea� I -200% - l d6+ L  

" '1oi.•c100I1t rates. for running re c  I uJ:uelJ a1 -3. Cl-uirac1cr · with f. I c lew will  al o 
lire qui �t.cr duri [lg moveJ nt. 

'"'I"" · h� Or 



#: Bal 11 • tc. t. 
%Effe<:t 11 )" II h.c mg I loi;L. 
& Thumb COUii� �fJ W • Wt11m loor figures M\'e been loM, count .a. I . t h _ nu . 
£ Also adcl pe.flally f r ll. ing wrong liat1d If · pplicaibl • 
! Cw• ·ull u " sl1iehl , (nrn buctlm 

Purchase and Manutuctun: 
I have categorised the pros,hetics into five levels depending on their  

co1np]e j y and 'lhen:::fore their avai labi J i ty and cost. ( able B). TechnkaUy 
ea_ h requ ired replaoemen can be from any l·e e] , for example i f  a charader 
.loses his foot Lhc opt i n are from levd 1 { rutch} to evel 4 (Anicuh:.tcd 
leg) via Peg Leg's  a11d other . 

Pm thelics ma11ufocmrer cannot genernUy be da:ssified as such. They 
are u u·d ly a mixture of surgeon . carpenters or blacksmiths sometimes only 
ever mak' ng one l i mb. he most successful of these ha ·e k.now]edge of aU 
rhree sk.iUs. 

TABLE B 

Le\o-el 1 2 3 4 5 
A "'aibbiJity Very AVfl.� Rm Uniqu� Unique 

Co1111p1c1111 (M»�k) 
Co.'il 0-2 GC's lfl.SGC' II I OGC'H QOOC' s+ n/!1 
(on1n·-0.x.) 
ExmnP.lc i C:wtch Hook Snlid liml));I F'Je,;ible leg 

A level 3 prosthetics can take an hour to make while a leve] 4 piece 
could take up to a year t,o fi i� h. Level four ·pieces are generally a mi Jure of 
materials (Leather. wood and Iro ) and have a l imited life span ( although t� is  
may as long as ten years) 

In some of the ]arge t citie with weU fundied uni ers·icies there an be 
found those that have dedicated thei r research to the deve l.opmen l of fal,se 
l �mbs. These indi idual wiH take some finding as they are usual ly only 
recogn.ised as Physicians and S holars (Se,e page 46 for NPC). 

Combat 
Those us�ng false l imb will  need co observe a coupJ,e of points when 

they enter combat. Each Limb hou ld be given a oughness and Wounds 
rating and the Hi t ]ocation figllllres shouJ d be amended. For example someone 

with a peg Jeg is going to have a Hit  Locat'on of 9 1 -95 Leg, 96&00 Peg l.eg. 
For exarnpJe, if a limb 1s lost in Combat then again common sen e is 

your best guide. If a false leg is knocked -off during comb ( then a 



dexterity roH ar -20 should b made, i f  faded the character falls to the 
ground and if faiJed by m re than 30 than the charncter is tunned for 1 D4 
rounds.. Optional ly h e the char�cter make a balance t.esl each ti me they 
are wounded in combat 

IJ a gla eye i de troyed � + ]  sudden death roU shou ld be made 
due to the fact it i dangerous to have , hards of g.lass in your head. 

REPL , E NT IMBS - E ample 

RM 

Hook - ( Level 2, @ 4G ' 

Made famou by Captain Hook in J . M .  Barrie ' s Peter Pan, the l ook i 
d signed to rep lace � mi sing hand (or a hand with no fingers). U sual ly 
made wilh i1 steel hook held by a leather hol.der fill.cd with a softer material 
(i .e. ur) �md attacht!d by leather straps lO the forearm. Some ha e been 
-nown to have the hook driHed directly into he stump. Hooks ,can be used 

ni an auacking weapon but they ar,e more oftt.::n used to parry. (Encum 10  
T + l O, TH 0,  D -2 .  P +20) 

Solid An < nd Hands evel 3 lOGC's+) 
olid arms an.d hands arc gene ally pre-built from wood al though some

time from m�taJ and then custom fined. By simply wearing tong sJeeves 
rmd glove the wearer c� n make Ehcir  disabHity almost in is.ible.  The rmn 
can b used for i rnpl 1,  sks which do not requif,e much effort aithough, 
tho e with n1y hand or beJow ann repl� cements can open door handles(if 
not 10 i 0 etc . ( Wood:T2 W3 M taJ :T5 W7) 

Horseman's  Arrn (Level 4 I 20G 's+) 
The Hor eman.' arm .i - a w  apon d · -igncd to nable rid r to control their 
horse or u · a shJ Id ,  1 ly being de .igned for u in ball les a i t  is  
unwieldy. The � rm can be u ·�d b those with any le el of missing arm. 
although those with no houl · 1:r hould suffer a disadvantage. The arm is 
made of metal m:id coiup]etely enclo any remaining arm and both 
shoulders where it is also fastened by leather traps around the body. The 
arm hangs down pa l the knee and at the end i attn hed a mace head or 
blade. (T6 W l O  Encum 280 I -30 TH 20, D +2, P 0) 

A va.r'able of the Hor eman' arm is auachin c hield which gives the 
wearer 1 AP on each location except I.he arm and leg opposite to the 



side the hi Id .. w m ( . .  i wum c "  th 11 ht Llrnl then the left arm and 
left le do not do I A P) 

Sword Arm l"'cv ·I 3 I f  
Simi lrtr to l h  Hor. enum's arm lhi is sword attached to sheath secured to 
the arm. TI'8 blade is uct.ual ly built into a metal casing which is secured 
by letllher trap.s. Wearing the sword arm is obviously going to be an 
unreasonable prospect in population centres and "Drop your weapons 
your surrounded by fifty crossbow men." situations should be avoided. A 
forearm version w i ll obviously have a lot more flexibility than a upper 
arm attachment. Lower Arm:(T3 W3 Encum 1 50 I O. TH + J O, D 0, P + 1 0) 

Upper Arm: (TI W3 Encum 200 I • 10, TH 0, D 0, P -20) 
Again a shield can be attached i nstead but only as a below arm replace· 
ment. (T4 W3 Encum 1 90) 

Iron Hand (Level 4 1 OOOGc' s) 
Gotz von Berclichengen ( 1480-1562) was a notorious Gennan free
booter who lost his lower arm during a siege . He was unhappy with the 
first replacement which could only have been described as a claw (Level 
3 20GC's Encum 30 T2 W2 I-20, TH + 1 0, D - 1 ,  P -20 Will generally 
prove distasteful to a population in  fear of chaos). Gotz replaced this with 
a elegant aniculated model made of Iron with fixed thumbs, flexible 
fingers , ratchet locking and adjustable wrist. All these features had to be 
operated by the other hand but he used it to continue his career and bis 
fame as Gotz 'The Iron Hand' stories spread across Europe. 

Baz•aqars Vengeance- (Level 5 Price n/a) 
An ancient ann made of a unknown bronze like material inscribed with a 
lost Arabic language and Magick symbols of Death and battle , its orig.ins 
lost in time. The arm radiates Magic and to those attuned to such , evil 
and chaos. The ann is spoken of in many legends and generally in tales of 
The Wandering Cleric, which speaks of an immonal cloaked man. 
However this is a composite of all the owners of the arm each of which 
possessed the ann for a limited period of time before being driven insane. 
The arms propenies are (T6 W50 Immune to fire Regenerates at I W/ro I 

+ 10, TH+20, 0+ 1 ,  P + 1 0). Once worn the wearer cannot remove it and 
becomes driven by a desire to search for something unknown and 

becomes subject to frenz.y. Each time the wearer kilJs they must make a 
Cool test or gain an Insanity point . The last stories of The Wander-
ing Cleric sighted him in the Border Princes leaving a trai l of dead 



b hind. 

LE 
Crulch {Le e] 1 t o  Shiflings or Free · f you DIY) 
While not strictJ y  a prosthetjc Umb J haiv,e: mentioned i t  here becau e those 
th-at lose a l.eg wil l  probably end up usi ng it at sot · point. It can be used 
as ai weapon u ing th same tats as a Quarter laff w" th an additional 
- ]  OW if " ha :ic(er i .attempting to bafanoe al the saine t j me . Tho e w�th 
a rutch wiU most almost always be seen a poor a� d possibly d' ea ecd, 
while  ·ome wil l  take the vi.ew that they are obvious target's  for abuse. 
Remember using a crutch wiU fully occupy a arm. lnc:re.ases Movemt!nl 
rate by I .  (Purchased or airpenl.ry ltiH u sed T2 W3 olherwj e Tl W2) 

Peg Leg Le cl 2: @ 2GC) 
Vital i wrote "(Peg Legs are th ) ProstJ1eses of che pea ants and poor'' and 
lheref re in  both our world and Warhammer's th,ey are mosl common . 
Made from wootl they consist the of tlte peg and a base for the stump 
whkh is. again � ttach d by ]ember straps. nc r,e.ase mo ement rate by l 
and redu es lniliali e m ifier by l O  also reduces B alance tests by - J O  
�mies.  a crmch .i also u d .  (T l W2) 

ol 'd  -eg and Feet (Level 3 J OGC+) 
ohd wooden leg are u 'lorn ar ed and can be used to replac.e any l evel 

of mi ing leg. The d.vantage uf r1 solid leg i that dothing and shoos can 
be· worn . s. non al and ilh ai foo� or bel w knee ep]acement onl y  a l it tle 
st iffness �. n be di cerned . A knee, ubove knee or full  leg replacement 
wm force the own r to walk with a not'ceable l ' mp although ag�ln �his 
may b m11ly be · een a. lame Jeg. �ool or Be]ow knee rep]acem nt 
increase movement by l, mid Im by W whUe abo e knee oidds m1e to 
mnve menl al thot:1gh character nnot m e � t the ru nning rate.(T2 WS) 

Verduin - vel 4 350Gc· s/ 50Gc's m intena.nce per year) 
I have named th:i after the first owner of the above knee proslhetic 
0696). It ha.s made of a Leather so ket wi.th hinged steel sides aua.ched 
by a thigl1 corse:t. (Encum 280 o ement and M ovement aUowaince - 1 .  
lnt  - l O) 

Hombu.rg s foot - (Level 700Gc's nOGc' ma�nte1Mmce per ye.fil') 
Agaim I have named df after the r al wodd owner of sud1 a J imb 



� i n  c f l u nbu g ( ] 633- 1 708), whose leg wa Je t dangl ing by a 

in • l  l, nd n which he severed himse]f). T; � l in  b i metre long 
wcjghs over 5Kg, and consists of two wooden h ·nths ,  h ld logedter by 
bone g1lle and two wooden dowel wi th a prin • lu ho d the '10 t. m th 
correct angle. lbese are anatomi ! Uy pl� d mul bui l t  . o that at both 
joints move Corre lly. Rmrnin • m dili r ;  I 1 M. 

·m i ·nt ! l indu I xl · J s ·rib· the proce s of repl.ac
ing u �.. I 1iv 1y r cnlly I.his knm ledge was lo l. However 
in the Old World th"' a 11h t l ·an p rfonn such <.m oper ti n. 

artilage is take" from the leg and over d whh skin t. ken from the 
for1 head. A u gery roU wi.tb a - 20 modher needs lo made to success
fuUy c mplete the operat'on. Suoces leav,es mdy a + 1 5 :mod i fier to Fel ,  
·ailure gives a funher -5 Fel whHe faiJure by o er 30 gi es -20 
FeHows.hip and l 02 Insanity points. 

Glass Eye (Level 2 approx. 5GC's) 
I f  a. character los.es an eye he must u se a glass eye or wear an eye patch 
to protect i£ from jnfcction. Glass c:ye-s look effec[ iv1e from a disrnnce 
although they move sl ightly it w.il] never �ook naturaJ. Glass ,eyes must 
b regular1y deaned. 

Teeth (Levels 2-4 Costs ariable) 

False teeth are made from a variety of materials from wood 1.o animaW 
horn. Lo·wer �evd fobe l,eelh .are probably going lO be pureJy functional. 
being bmh uncomfortable and unusual looking. Level 4 teeth wi.n be 
fitted and adjust,ed unlil they comfo:rtable and if ma.de of expensiv,e horn 
wh1t.er than the originaWs. All. fobe teefh musL b� clean d (Fel  - L O  if not ) 
mid re,placed regular1y. 

Hopefu l ly this article has given you some ideas for th u· in,g pro theti.c 
in your gam.e. Al ways reMember that a false Hmb shou1d never be better 
than the orig�nal l imb aDd 1L hat p�ayers and situations will forever cause 
you to make decisions Qll their use. For example, those using the Fallo 
trail skill always be able to teU if it has been made by someone wilh a 
false leg and secret compartments in lirabs. cost extra and weaken the 
l imb.  



Dr Pro thee 
The most famous, of the Empire s prosthetic researc-hers is  Dr Prosther 
of uln uni ersity. the name is known amongst large numbers of the 
iEmpir,e m.edicru co.mm nity and is famous amongst Nuln's academi.c 
1comJn1.mity. Very few people have actuaHy met him bm papers on hi 
re earch t'lre posted with impres ive regul arity. 

Proscher is a bri l l iant man constantly re earching new ave�ue to 
take pro thetics down. He i.s also a regular build r of false limbs but 
un es he ts doing so to I.est a new invention he wm be doing it 
begrudging], and only for funds_ 

Prosthe r started om a an app entfoe to a necromancer i sol.ated j 11 
the Grey Mountains and as his training continued he started to sl!lffer the 
,onsequenc· s. Hi · lef  hrind withered to uselessne. and he developed a. 

sleeping i k.ness which mec m he w. s awake for only five hours a day. 
He was al o hecorning di iUusioned w�th necromancy and one day he 
escap d m Nu. In  wher·e he impressed the medical estabUsbmern with his 

nowledg1e of anatomy.  
Soon he was addkted to Ranalds Delight which all.owed hi,m lo  

work twenty four hours a day, . ix days a week and at the same t ime h 
gr.ew self-con. dou" , f his  hand, withdrnw1ng to f:he sanct i.ty o bis 

Sll1dje • , · e a lso remain c::ired that witc'.h-bumers would reve.a] him a,, 
a former · ccromanccr. 

Hi· ord •rs and day to day acti i ly are carried out by llis  assi tant 
Hodo_ hose that w ish t u e hi service wiU have to go through Hodo, 
,prnvi:ng tney an pay. Dr. Prosth r wiH then de ide if he needs tlle 
m ney and i f he can pare ·the t ime.  l f  he agree to take the ca se he will 
then invi te the i ndividual to a con ·uJ tation. 

Pro her tends to make most peopk (�nd patients) 11e rvou as he 
is o nstaintl'y on 1edge. occasiona1 ly descending into paranoia � nd 
explaining none of his, procedures m?,a t ing patients as non-ent itie . Also 
he regularly can be eeo. taking doses of Rana ds Deligh:t*. 

His sparse H ing quarters adjoin his workshop which is a chaotk: 
collection of tools,  workbenches and materials. False limbs in variou 
stages of completion hang from the cei 1ing s·o that visi.tors are required 
·10 wea e their way betwee.n them.  The meU of boiHng ,glue pervades 
the whole mea. 

Hodo aJso li es hem and spends his fo w free l·ml!lrs dri 11king ia 
ti e nearby tavern 'The SpUt Pear' with h is friends. of whom rno t an! 

local apprentices. 



BS S T W I A Dex 

33 3 3 7 45 3 5  

SpeHs:  

Insanity's : Drug Addict ion, Introversion,. Talking 10 Sc] f 

*Apocrypha Now page 83 

REVl.EWS( Ccmii"uedfrom pag� 7) 

l .i .I M. iml , 

nothing jnstantly useful in this issue but al l  the anicles are \i el l  wri t ten 
and cover a good range of subjects. Their news and revi.ews s-ections are 
very good but the the typeface on the letters page is truly horrible . 

A reane - Issue 4 
Arcane takes a broader look at the gaming world publi.shin,g no sy lem 
specific artides and only one pusedo�scenario every month. Again fi l led 
with up to the date news. good articles (I ·especia1ly l iked Lee 
Brimmicombe-Wood's feiuure on acting i n  Roleplayin.g) and reviews. 

Both Valriyk.e and Arcane are good and weJl wonh reading and should be 
supported. Too many good magaz:ine!s have gone under in lhc: past. 

NEXT ISSUE: WARHAMMER ON THE INTER T 
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T�� Al-ThD(<f" CAiJIV!;l'<.<;11'1 

ubnA TiiJt; �Dc1r;;:':ri 

�osre:D 8Y '?MFS'Of!042. Hr.i.r.Jf> vot.J Mo�v 
Ail W€1;C0'"'1C: - WEP.POIVS AND SP&U. 
cat-1P006rvr5 ro e.c- !.C.FT f.\T nts OOOk!.. 

h.is is an open forum for di cussing opinions on arious Warhamme 
related topjc . Al l  opinions and points of iews are \vekornc. Each is

sue a number of point win be rai ed and hopefully will be re .ponded 
to. Every R_pG group llas a difforenl method of p]aying and no answer 
is wrong or right, so get w .i ting with your viC\\'S. or questions t.o be 
poked and pro bed. 

Th·c first is ucs to be thrown to the jabberwock are· 

Shoul.d Fate points be keep . ccret from the players, control led 
solely by the GM . How much would ·1his affccl a ph1y1er c-
t ions? 
Are TroUslaycrs good player career ·  o r  are they too psychotic if  
p I a yc,d propcrl y? 

HE ULN CO RJER ERVlC1!1 

Do you have any opin ion or comment that you would l ike 1 0  rais . 

Arl(; Hog. head doi.ng a g,ood 'ob'? Js Warp ·tone for that matter? D e 
Warnammer have a fotur,e in the Roleplaying world or does it deserve 

to be .sud«ed dry by the ne\ breed of game (Vampir·e, Cyberpunk et 
al . )? 
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