Heroism and Luck:

Fate may be employed on behalf of another and is recovered the following dawn if a Fellowship Test is successful.

Fate may also be used to automatically hit an opponent or to make an extra attack.

Combat Experience:

One experience point is gained for every wound inflicted, after armour, toughness and protections, in melee or missile combat.

If a spell is successfully employed against an unwilling individual (or group) or inflicts wounds upon a target (or targets), twenty experience points per level of the spell are gained by the caster.

Magic:

Whenever a spell is cast (disregarding petty magics), the caster must succeed with a WP Test or loose Wounds equal to the spell level plus 2, due to the tremendous stresses placed upon their bodies by contact with The Warp. 

Ingredients and ritual movements are not required for spell casting, but the appropriate focus materials and gestures do add a bonus of +20 to the WP Test to resist debilitation.

On a WP Test result of 00 the magician will burn out, the life of a charlatan begins.

Skills and Abilities:

Strike to Injure ~ Allows the combatant to modify his successful attack locations by +/- 10%. Also allows the combatant to modify the severity of critical hits dealt to foes by +/- 10%.

Bow Mastery ~ This skill improves overall accuracy with all forms of bow (excluding crossbows), thus providing a +10% modifier to any BS test when employing the above weapons. The characters ROF with the above weapons also increases to equal their attacks minus one (e.g., 3 attacks becomes 2 bow attacks). This skill is only available to those individuals who are favoured by Solonor Thelandira and have found a receptive teacher, warriors and rangers of the wood elf peoples or those that have performed great feats of archery or hunting.

- ADVANCED SKILLS -

-Inspiration by David Peterson -

It has often come up in discussion on the WFRP list that non-wizard characters have a tendency to run out of things to spend their hard-earned EP on. One solution could be to send a character down a whole load of unlikely extra career paths in order to collect their advances - but this seems to me to be far more like power gaming than role playing. Another option is to allow characters to "buy" Fate Points - once again I find this option to be rather distasteful.

So here is my solution - Advanced Skills. These are a separate class of skill in that:

They cost more.

They have prerequisites.

Their effects cannot be duplicated without possession of the skill.

They may only be taken by characters who have completed at least 2 careers.

While they add flavour and interest to powerful PCs and NPCs, they do not have an unbalancing effect on the game.

~ Lightning Strike ~

Cost: 750 Experience.

Prerequisites: 40+ Initiative.

This advanced skill allows the character to draw a sheathed weapon and strike in the same movement, meaning that their is no Initiative penalty or loss of attacks when using a sheathed hand weapon.

~ Rapid Fire ~

Cost: 750 Experience.

Prerequisites: 30+ Initiative, 40+ Ballistic Skill, Ranger Career.

This skill allows the character 2 missile attacks per turn instead of the usual 1. If this option is taken then each of the two shots will be at -10 BS to reflect the minimal time spent aiming. Note that this skill cannot be used with a crossbow or gunpowder weapon of any sort.

~ Specialist Knowledge ~

Cost: 750 Experience and at least a year of study.

Prerequisites: varies (usu. read/write).

This skill represents extensive and detailed knowledge of a particular area - usually something fairly obscure. The character will be able to answer any simple question on the topic automatically, but may need an Intelligence test, appropriately modified at the Game Master’s discretion for more detailed of difficult questions.

What would be a suitable knowledge area would be up to the GM to determine. Knowledge of demonology would generally require access to libraries specifically reserved for the use of wizard college members, and would certainly not in itself allow any form of spell casting in itself.

Example: The other characters have all decided to take a year or two off adventuring to attempt to mix in higher social circles. Siegfried the Scholar cares not for such things and elects to devote his time expanding his knowledge of Ancient Dwarf civilisation - an area he found fascinating as a Student. The GM decides that it will take 6 months for Siegfried to find the information he needs at the Udaipur University Library, plus an excursion to the World's Edge Mountains to get further information from the source (and get the party adventuring again).

~ Swashbuckler ~

Cost: 750 Experience.

Prerequisites: Acrobatics and either Duellist, Highwayman, Outlaw Chief.

This advanced skill takes into consideration all of those nifty manoeuvres like swinging from chandeliers and jumping around tables during battle - basically anything Errol Flynn would do (on screen at least). Appropriate tests are made at +10 to Initiative. Attempting most of these feats without this skill would almost certainly result in embarrassing (and possibly painful failure).

Example: The Beige Pimpernel, highwayman extraordinaire finds himself cornered by the Graf's men in a second story room. Being of basically good alignment, he has no desire to cause them serious injury, but yet has no desire to get big gaping holes in his natty outfit.

The furniture in the room leaves insufficient space to Dodge normally, and so he uses his Swashbuckler skill instead to leap onto a table and avoid the flurry of sword strokes headed his way. He has taken a couple of wounds from this turn and so decides that discretion is the better part of valour and leaps out of an adjacent window onto his horse waiting below (failing that test might really hurt) galloping off into the night, leaving suitable witticisms behind him.

~ Weapon Mastery ~

Cost: 250/500 Experience.

Prerequisites: 40+ WS/BS, currently in a Warrior Career, and see below.

Years of training and practical experience in the use of a particular kind of weapon gives the character a +10 WS / +10 BS in its use. Note that the specific weapon to be mastered must be chosen rather than a broad weapon type: long sword, short sword, two-handed flail, long bow, short bow, fist - rather than hand weapon, double-handed weapon, etc. This skill may be taken multiple times for different weapons.

Note that if the weapon requires a Specialist Weapon skill then the cost is 500EP rather than 250EP and the appropriate Specialist Weapon skill must be learnt first.

- COMBAT RULES -

- Psychedelic Goblin -

Untrained Use of Specialist Weapons: At present anyone using a weapon they don't have the specialist skill for attacks at a base 10%. This is ludicrous because most people can hit someone with anything more than 1 time in 10 attacks. It's really silly if you consider an experienced warrior (WS 65) is also stuck at the same level.

Solution: Halve the WS (round down) when using specialist weapons untrained. This still gives a strong modifier and reflects the abilities and talents of each person.

Grishnag!!

You'll Never take me Alive!!

Goblinoids of the World Unite!!

- Regarding Pikes -

A pike is essentially a very long spear, usually 10’-12’ long, but ranging up to 20’ (the longer ones being used in tight unit formations). These rules are for a standard Pike 10’-12’ long.

Pike - Initiative: +20/+30, To Hit: -10, Damage: - Parry: -10. The Pike user receives a +20 Initiative bonus during the first round of combat and during subsequent rounds if they are winning. If their opponent is mounted, they receive a +30 Initiative bonus during the first round of combat and subsequent rounds if winning. The ‘To Hit’ penalty is used for all attacks due to the length of the weapon.

Due to the pikes length, an opponent cannot attack the pike user unless the pike user misses an attack, the attacker beats the pike user with Initiative (don’t forget that the pike user gets a +20/+30 bonus), or the opponent successfully dodges or parries and then makes a successful Initiative Test.

On the downside, a pike is useless once the opponent bypasses the point and closes in.

- Regarding Halberds -

The existing rules for halberds are fine but neglect the fact that many had hooks to dismount riders.

Rules for hook use: Against mounted opponents roll to hit at -10 penalty, but the attack does no damage. The halberd user must then Test against Strength to hold the weapon fast. If successful the mounted opponent must Test against Ride (not Strength) in order to remain mounted. If the mounted character is galloping/charging both rolls are made at -10.

Against foot opponents use the above rule but the opponent makes a Strength Test to remain standing.

From: Psychedelic Goblin <PS4CC@merkland.rgu.ac.uk>

To: wfrp@gojira.monsta.com

Subject: WFRP: Pikes etc revisited

- Roman Spear -

This weapon is a real historical based weapon. Its head is about 1 to 1.5 feet long and is made from unquenched low grade steel. It does one less damage than a regular spear.

It does have several advantages over a regular spear. For one thing (although this is more the thing you might worry about in WFB) if they hit the ground, especially rocky ground, they will bend over. This makes it so that the enemy can not throw them back at the owner. Stone will always have this effect, sand or well cultivated soil never. On regular soil (with some small pebbles and the like) or wood there is approximately a 25% chance of it bending over. Also if it penetrates bone, scales, plate armour or perhaps scale armour it will deform around the penetration point. 

Thus it is very hard to remove and in the case of armour will most likely require that the armour be cut apart. In the case of scales or bone taking the spear out will take a intelligence test by a person with surgery skill this takes about an hour. Failure means a one point critical is rolled on the for the appropriate area. Also the until the spear is removed I is 10, WS -15 and all risk tests are taken at -20. this is to account for the imbalance resulting from having a 6 foot long spear sticking out of you.

From: Gregory Jay Scott <scott3@america.net>

Subject: Roman spears and misc. magic items

- Gurfateh’s House Rules -

- Arms and Armour -

Firearms ~ A firearm strike will punch through and negate armour points equal to its strength, which is based upon its type and the current range category. Toughness reduces firearms damage as normal.

Leather Armour ~ Leather armours provide an armour rating exactly as do metallic armours. However, a blow that inflicts more than 3 wounds will destroy the leather armour. The leather armour will still protect its wearer from this final blow and will then be destroyed.

- Heroism and Luck -

Fate may be employed on behalf of another and is recovered the following dawn if a Fellowship Test is successful. If the Fellowship Test fails the Fate Point disappears until the following dawn and produces no beneficial effects. If the Fellowship Test is a critical failure, the Fate Point is lost forever.

Fate may also be used to succeed against almost impossible odds. The expenditure of a Fate Point will produce an automatic 01 result on any test.

There is no limit to the number of Fate Points that can be used in this manner per turn. “If you’ve got ‘em you can spend ‘em.”

- Skills and Abilities -

Two Weapon Combat ~ A character can employ two weapons in melee. This does not add additional attacks, but does allow the charter to employ two of their attacks simultaneously. Thus a lascar pirate with 2 attacks and an initiative of 50, who would normally act on 50 & 25, could fight with cutlass and gaff hook on 50 and abandon the cutlass attack on 25. It must be noted that the weapons used for two weapon combat must be of hand weapon size or less.

Dodge Blow ~ In addition to its standard uses this skill can be used to evade incoming missile fire. To attempt this the character in question must have either the Acrobatics skill or a total Initiative score of 50 or more. If this is the case, then they may attempt to avoid a missile attack, replacing the standard dodge for the turn, by rolling under half of their total Initiative score (rounding down). It is important to note that firearm attacks cannot be dodged.

Strike to Injure ~ Allows the combatant to modify his successful attack locations by +/- 10%. Also allows the combatant to modify the severity of critical hits dealt to foes by +/- 10%.

Specialist Weapons (Parrying Weapons) ~ These highly trained individuals can employ their free parry to deflect missile attacks, replacing the standard free parry for the turn, by rolling under half of their total parrying score (rounding down). It is important to note that firearm attacks cannot be parried.

- ADVANCED SKILLS -

- Inspiration by the Margrave of Capri -

~ Flashing Blades with Lace & Steel ~

Cost: 500 Experience Per Level.

Prerequisites: 40+ WS/BS, currently in a Warrior Career, and see below.

After attaining Weapon Mastery, a warrior may advance even further with his martial prowess. He can gain the art of Flashing Blades with Lace & Steel only once and it must apply to one specific weapon, either melee or missile. The warrior will rely upon this weapon to the almost total exclusion of all others.

The first level of Flashing Blades with Lace & Steel adds +10 WS / +10 BS, second level adds +1 damage, third level increases the WS / BS bonus to +20, and the fourth level increases the damage bonus to +2.

- ADVANCED SKILLS -

- Inspiration by the Grey Sage of the Eastern Woods -

~ Flowing Water ~

Cost: 750 Experience.

Prerequisites: 40+ Initiative and Acrobatics.

This skill improves the character's armour points by one through great speed, agility, and evasive techniques. If the characters’ movement is restricted in any way (anything from being in a small cluttered room to being in slave chains) this skill is rendered temporally useless. Also the charter can attempt to dodge missile weapon attacks, this requires a successful Initiative Test. Missile evasion can only be attempted against a single missile weapon attack per turn and is effective against firearms. The use of this skill is considered a free action.

~ Iron Skin ~

Cost: 750 Experience.

Prerequisites: 3+ Toughness and Very Resilient.

Rigorous physical training has toughened the character's skin and muscles to the point where attacks that would fell a normal man can be shrugged aside. This improves the character's armour points by one. The use of this skill is considered a free action.

~ Dancing Mongoose ~

Cost: 750 Experience.

Prerequisites: 40+ Initiative and Acrobatics.

The character has developed lightning fast reflexes and powerful muscles mainly by concentrating and learning how his body controls its movements. The character gains twice the normal number of attacks he is normally allowed and moves at double normal speed. This ability is difficult and tiring. It can only be employed once per day and can only be maintained for five turns. At the end of this time, the character takes 2 wounds (ignoring toughness and armour) and must rest for 5 turns.

~ Tiger Strike ~

Cost: 750 Experience.

Prerequisites: 40+ Will Power and Very Strong.

Through physical exercise and intense concentration, the character can summon immense strength into his hand and arm. With a successful Will Power Test, after a successful strike, the character can deliver a devastating throat punch that inflicts double normal brawling damage. If unsuccessful, the character inflicts normal brawling damage and loses the next two attacks they are normally allowed as they try to recover their inner balance.

~ Weapon Catch ~ 

Cost: 750 Experience.

Prerequisites: 40+ Ballistic Skill and Marksmanship.

Intense training allows the character to actually pick many sorts of missile weapons out of the air and return them with a twisting throw. To accomplish this feat either or both hands must be empty of equipment and the attack must be anticipated. A successful Dexterity Test at half normal value (rounding down) allows the missile weapon to be caught and returned, although a Ballistic Skill Test is required to strike the opponent. If the weapon magically returns to the attacker, then catching it also requires a successful Magic Test. If the character has only one hand empty of equipment then only one small missile weapon (chakram, dart, throwing knife, throwing axe, sling stone, arrow) can be effected per turn. If the character has both hands empty of equipment however, then two small missile weapons or one large missile weapon (javelin, spear) can be effected per turn. This ability is ineffective against firearms.

- The Church in the Lace and Steel Campaign -

Clerics of the Church may use all Petty Magic, Battle Magic, and fire-based Elemental Magic spells. In addition, they have access to the Daemonic spells Dispel Lesser Daemons (Level 1), Zone of Daemonic Protection (Level 1), Zone of Daemonic Nullification (Level 2), Dispel Daemonic Horde (Level 3), and Dispel Greater Daemon (Level 4). Moreover, the following spells may be used by Church clerics:

Sword of Cleansing Flame

Spell Level:

3

Magic Points:

15

Range:


Touch

Duration:


1d6+3 rounds

Ingredients:

None

This spell grants the cleric the ability to cause one touched sword to become a magical flaming weapon for the duration of the spell. In addition this spell grants the wielder of the sword of cleansing flame a temporary increase of +10 to WS and +1 to Strength. Inflammable creatures receive 1d6+2 wounds at the strength of the wielder while flammable creatures receive 2d6+4 wounds at the strength of the wielder. Flammable objects struck by the sword of cleansing flame will be set aflame. The sword of cleansing flame has great power against Daemons and Chaotic beings, causing 3d6+6 wounds at the strength of the wielder. Also, Daemons hit by the sword of the cleansing flame must make an Instability test immediately, even those who are protected by the Daemonic Magic spell Stop Daemonic Instability (Level 2).

Intervention

Spell Level:

4

Magic Points:

25

Range:


100 yards

Duration:


1d3 hours

Ingredients:

None

The spell grants the cleric an appeal to the Holy Ghost to possess a member of the flock (or even the invoking Priest) during an extremely dire situation (e.g., being surrounded by a Shiatanic warband led by a Greater Daemon). The possessed worshipper assumes the profile and abilities of a Greater Daemon. In addition, the effected worshipper grows in height to that of a Greater Daemon and may cause fear in creatures of less than 10 feet in height. Note: the possessed worshipper will always follow the dictates of the Church. There is a high degree of risk to the possessed worshipper, however, in that the driving force of the Holy Ghost may consume the worshipper. The effected worshipper must test vs. Toughness x 10, adding a +10 modifier. Success means that the worshipper will be exhausted and unable to perform strenuous activities for the following 1d3 hours. If failed by 20 or less points, the worshipper suffers 1d6 wounds at strength 5 from burns inflicted by the possession. If failed by over 20 points, the worshipper suffers 2d6 wounds at strength 10.

Adapted from MadAlfred@aol.comWed Oct 4 12:49:21 1995

- KHAINE - Fallen Angel of Murder and Undead -

Description: Khaine is the dread Lord of Murder, the Patron of Assassins and Murderers, and Master of the Undead. Khaine steals the souls of those unprotected by Christendom and those murdered or sacrificed in his name. With these souls he builds a dark realm in Shiatan’s name, a realm from where Necromancers call forth Undead spirits.

Khaine is depicted as a grotesque, squatting daemonic being with a huge, leering fanged mouth, a great horned head, and four arms, each holding a bloody dagger. He also wears a necklace of innumerable skulls. Khaine is an insane fallen angel worshipped either by murderous men or would-be Necromancers eager to wield the powers Khaine offers in return for service. Khaine is generous to those who add to his dark realm with offerings of blood and murdered souls.

Alignment: Evil.

Symbol: Khaine's symbols are a scorpion poised to strike and a human bone carved in the likeness of Khaine. In secret rituals and ceremonies, Initiates and clerics wear black robes or other outer garments trimmed with red and yellow, and elaborate masks depicting the horned, fang-jawed face of Khaine. Additionally, they bear staves carved from human bone which feature the fanged skull motif.

Area of Worship: A secret cult proscribed and actively persecuted in Europe and the Ottoman Empire. Khaine is still worshipped openly in isolated areas in the Middle East. Worship in Europe is rare and followers remain few.

Temples: There are no obvious temples nor shrines to Khaine in Europe or the Ottoman Empire. Instead, his worship is pursued in secret temples and shrines hidden in basements, caves, remote areas, and the like. There is no common architecture to these places of worship, except for blood stained altar before a statue of Khaine. Participants in ceremonies and rituals take mind-altering drugs which facilitate communion with the Lord of Murder and Undeath. Primarily, these rituals consist of consecrating souls in ritual sacrifices to Khaine. In other cases, these rituals may be conducted as a petition to Khaine to grant participants Unlife so they can better serve his will.

Friends and Enemies: Friend to no one, although he does bow before Shiatan. Khaine's worshippers tend to be treacherous, unpredictable, and highly unreliable. Khane is an eternal enemy of Christendom and Islam.

Holy Days: Khaine has no holy days. Khaine will always accept a soul dedicated to him. If the sacrifice pleases Khaine, he may bestow a blessing. At times, initiates and clerics may be directed by Khaine to undertake more aggressive programs of murder and assassination or more ritual sacrifices. Failure to perform to Khaine's pleasure will usually result in an insanity point or two. After all, his followers may be able to perform better if a little more unhinged.

Cult Requirements: None. However, Khaine does not permit worshipper to renounce his worship at a later date. Any attempt to do so guarantees a horrific death which sends the soul to his dark realm for eternal torture.

Strictures: Followers of Khaine must abide by the following strictures:

Serve Khaine by feeding his power through sacrifice and populate his dark realm.

Never permit an opponent to live as their deaths - preferably as a ritualised sacrifice - better serve Khaine.

By advancing his cause and performing required tasks one will gain power and eternal (un)life.

Failure to perform a task requires a death, even one's own, to atone for that failure.

Those souls populating Khaine's dark realm may be called forth to perform specific tasks in the Land of the Living. These tasks must involve additional deaths so that Khaine's cause is advanced.

Spell Use: Clerics of Khaine may use any Petty Magic, Battle Magic, and Necromantic Magic spells.

Skills: In addition to the skills normally available to initiates and clerics, followers of Khaine may pick one extra skill at each level, from the following list: Arcane Language (The Dark Tongue), Concealment - Rural, Concealment - Urban, Disguise, Frenzied Attack, Herb Lore, Hypnotise, Prepare Poison, Shadowing, Silent Move - Rural, Silent Move - Urban, Street Fighting.

Trials: Trials set by Khaine typically involve the capture and ritualistic murder of a Christian or Muslim enemy.

Blessings: Khaine favours the skills listed above. Favoured tests include fear and terror so that the servant of Khaine can retain some control in their dealings with the more powerful of the Undead. A blessing from Khaine may include a temporary increase in Will Power and Cool, as well as a permanent increase in the number of Insanity Points, so that his worshipper may better serve Khaine.

Adapted from MadAlfred@aol.comWed Oct 4 12:49:13 1995

- MORNGRIM - Dwarf Ancestral Hero of War -

Description: Morngrim represents the ideals of dwarf conflict, and unlike the human ‘god’ Ulric, he is no berserker. Morngrim is the stone of steel who stands strong against all enemies and fells them with decisive blows. he represents resilience and stubborn determination, along with the dwarf tactics and technology of war. He appears as a dwarf of average height but brutally broad, with flesh of stone and eyes of steel, clad in plate armour and wielding an axe and huge shield.

Alignment: Neutral.

Symbol: The symbol of Morngrim is a clenched fist of stone. This design is worn as a carved pendant, by his clerics. They wear flint grey robes with crimson hoods. His symbol is engraved on any armour they wear.

Area of Worship: Morngrim is worshipped by dwarfs throughout Europe, but primarily those in the ancient dwarfholds. He is the patron deity of Jawarhar Dwarfhold.

Temples: Every dwarfhold in Europe has a temple dedicated to Morngrim, while most dwarf settlements have way shrines.

Friends and Enemies: The cult is on friendly terms with the dwarf pantheon. It has little to do with others, but is closest to Vahiguru and the Sikhs. The cult is very hostile to the natural enemies of dwarfs.

Holy Days: The holy days of Morngrim commemorate major battles.

Cult Requirements: Initiates and clerics of Morngrim must have followed at least one military career (including sapper, artillerist, et. al.) and will continue to serve during their clerical career. Before progressing each level they must enter and complete another military career. Thus, a typical career path might be ‘Tunnel Fighter, Initiate, Mercenary, Cleric 1, Mercenary Sergeant, Cleric 2, Mercenary Captain, Cleric 3, Templar, Cleric 4’.

Strictures: All initiates and clerics of Morngrim must adhere by the following strictures:

Never surrender to the goblins or their kin.

Never give up in the face of adversity.

Never compromise your honour.

Spell Use: Clerics of Morngrim may use any Petty or Battle Magic spells. They may also use the Elemental Spell ’Assault of Stones’.

Skills: Initiates and clerics of Morngrim may select one of the following skills whenever they advance a level. The standard cost of 100xp must still be paid. The skills are: Disarm, Dodge Blow, Specialist Weapon (Double-Handed, Flail, Polearm, Thrown, Firearms), Strike Mighty Blow, Strike to Injure, Strike to Stun.

Trials: Trials set by Morngrim are always of a military nature, and often involve the annihilation of goblins and their kin, as well as the retaking of fallen dwarfholds.

Blessings: Skills favoured by Morngrim include those listed above. Favoured tests include Fear and Terror. A blessing might take the form of a Toughness or WS increase.

Adapted from: Psychedelic Goblin <PS4CC@merkland.rgu.ac.uk>

To: wfrp@gojira.monsta.com

Subject: WFRP: new god: Morngrim

- Templar of Morngrim -

WS +30, BS +30, S +3, T +2, W +6, I +20, A +2, Ld +20, Int +20, Cl +30, WP +20, Fel +10, Disarm, Dodge Blow, Read/Write, Strike Mighty Blow, Strike to Stun, Strike to Injure, Specialist Weapon (Double-Handed), Specialist Weapon (Flail), Specialist Weapon (Thrown), Specialist Weapon (Firearms), Tactics, Theology.

Trappings - Full Plate, Large Shield, Symbol, 2 Specialist Weapons of Choice (including firearms).

- Wood Elf Options -

Entertainer:

The forms of entertainment in wood elf culture are:

Actor

The elfs love great plays.

Poet

Elf poetry is eloquent, detailed and highly structured, much like Japanese Haiku.

Comic

Elf humour tends to be high brow, subtle, and cryptic.

Singer

Elfs have lilting voices and the songs sang in their native tongue are truly beautiful.

Dancer
Elfs prefer elaborate troupe dances, and the wardancers excel at them.

Musician
The most popular wood elf instruments are flutes, piccolos, and tambours.



Only the Minstrels play stringed instruments such as the lute, mandolin, or lyre.

Forager:

Foragers are the main food providers in an elf community along with the hunters. They are if anything more important because they provide the bulk of the food the community eats. They tend to operate in pairs, and can be ingenious in the places  they find food. They are very much at home in the wild.

W +1, I +10, Dex +10, Fish, Forage, Herb Lore, Identify Plants, Orientation, Scale Sheer Surface.

Forest Runner:

Elf communities are spread out throughout the forests. To maintain communication, every elf outpost and community relies upon a network of messengers. These forest runners carry messages back and forth. Warnings of danger, fire, invasion, summoning healers, and all other purposes. their roles are similar to that of the town criers in the cities. These typically nimble young elves play an important part in keeping elf safety and solidarity strong.

M +1, WS +10, W +2, I +20, Ld +10, Cl +10, Conceal Rural, Dodge Blow, Flee!, Fleet Footed, Follow Trail, Orientation, Silent Move Rural.

A career created by Garett Lepper.

Hunter:

The elf hunters are among the best bowmen in existence, and revel in the freedom of the chase. In times of war they make great archers. The hunt is one of the few times an elfs primal instincts are allowed to surface. 

Remove ‘Immunity to Poison’, but add ‘Fleet Footed’ and ‘Marksmanship’.

Sentinel:

Basic Career

The sentinel is in essence a wood elf watchman and guard whose concern is not the actions of his fellow elves but those of outsiders. Sentinels keep an eye on the forest and watch for the approach of any unknowns. most have stationary posts that they share with Forest Runners, but some are involved in active patrolling. They communicate by means of highly complex bird and animal calls that they mimic to perfection. Messages can be relayed in this manner via a network of sentinels to a settlement very quickly. For messages between settlements the Forest Runners are dispatched. Sentinels often deal with accidental trespassers by drugging them with poisoned darts (sleeping sap) and dumping them at the forests edge.

WS +10, BS +10, T +1, W +2, I +10, Dex +10, Cl +10, Acute Hearing, Concealment Rural, Dodge Blow, Follow Trail, Mimic, Orientation, Scale Sheer Surface, Secret Signs (Sentinel Calls), Silent Move Rural, Specialist Weapon (Blowpipe).

Sentinel Patrol Leader:

Advanced Career

WS +20, BS +20, S +1, T +1, W +4, I +20, A +1, Dex +20, Ld +10, Int +10, Cl +20, WP +10, Disarm, Marksmanship, Strike to Stun.

Sentinel Captain:

Advanced Career

WS +20, BS +30, S +2, T +2, W +6, I +30, A +2, Dex +30, Ld +20, Int +20, Cl +30, Fel +10, Strike to Injure, Strike Mighty Blow.

Wardancer:

The wardancer is a powerful combination of warrior and graceful dancer. They are the shock troops of the wood elf communities, and are viewed as bizarre by their counterparts. they live in groups called troops led by a powerful wardancer and cleric of Adamnan, called the 'Dance Master'. Their favourite tactic is to approach their enemy unnoticed, surround them, and launch a lethal attack.

The wardancer relies not on strength and power, but on speed, accuracy and their powerful skills. No wardancer would wear anything but the lightest armour, and many wear none, believing that it shows cowardice, and noting that it impairs their grace and manoeuvrability. Some have even been known to enter combat 'skyclad' 

Emerald Weave:

Emerald weave is a beautiful 'cloth' fashioned from living plant material. It is a fine weave of very fine tendrils and has the colour and sheen of leaves or grass. It is smooth, supple, and used for the very best wood elf clothing. It changes colour with the seasons (green in spring and summer, fire colours in autumn), but 'dies' in winter. When it dies it is returned to the soil and will not regenerate. It is gone.

Emerald weave is extremely detailed and 'crafted' with delicate sorcery, making it all but priceless. As it is crafted from grass and fine vines it often grows tiny leaves and flowers in the spring and summer, adding to it's visual appeal for wood elves. If emerald weave is ever magically 'hardened' it offers the same protection as leather but has the encumbrance of the article of clothing. Wardancers favour 'hardened' emerald weave as armour, on the rare occasions they wear armour. It is far from common.

Teg 'nas:

This is a short (3' long) 'hardened' war spear used by the wardancers. Despite its length it is fairly heavy which adds weight to its impact. The wardancers usually carry one on their back and lob it at opponents prior to entering melee. The wardancers bring them to hand while approaching the enemy, so they do not have to perform acrobatic manoeuvres with them.

- The Underworld in WFRP -

BEHIND THE SCENES

A Warhammer Fantasy Roleplay Look at the Underworld and Covert Organisations in Europe 

In the darkened room where he felt most comfortable, Hans Lichterfinger worked quietly; quietly as a cat prowling for mice. This job was his most challenging yet. More so than the townhouses in Budapest’s Neupalast district. He had thought crossing the Niederfluss district would have taken more effort, but his skills at disguise and concealment proved more than adequate. Entry into the townhouse of Ludwig Grossfaust, chief bookkeeper for "Il Padrone," was also relatively easy. In fact, the only hard part of this job was finding the hidden safe. It had to be somewhere in this room.

Hans had approached the bookcase at the far end of the room when he heard footsteps. Scurrying toward the window from which he entered, Hans hid behind the heavy drapery. The sounds of approach ceased. The door opened and two men entered.

"As I told Il Padrone, I think the new guy in Protection, your partner, is some sort of spy. Maybe one of Kafka's men, or even one of the Graukappen."

"Where d' ya git da idea dat he's a spy, Herr Grossfaust?"

"A couple of the boys have noticed some rather odd behaviour on his part. In addition, the collections from Protection have not met the projections."

"Whatcha goin' ta do?"

Ludwig walked towards the window. As he neared, Ludwig paused for an moment, then turned toward the man from Protection. "At the moment, nothing but watch and wait. Anyway, it's getting late and I need you to keep an eye on this new guy. I'm going to get someone from Enforcement to talk to you about some plans to trap your partner. Why don't you return to your flat and get some rest. Enforcement will be there by early morning. Karl will show you out."

Hans remained as he was while Ludwig returned to the centre of the room and the other man left. Slowly, quietly he reached for the window latch. Ludwig seated himself at the large oak desk and began to write a note. Moments later, another individual entered and stood near Ludwig. The bookkeeper put down his pen, folded the paper, and sealed it with wax.

"Karl, send this letter to our 'unofficial' contact at the Schwarzmantel. She has an appointment with the man who just left. This pouch," Ludwig tossed something onto the desk that clinked like a large amount of coins, "will ensure that it will look like an accident." Ludwig rose and walked over to the open window. Closing it, he espied a figure clad in black racing across the grounds. "Also, put word on the street that there will be 20 Crowns for anyone with information on an uptown 'Cat' who lost his way tonight."

ORGANISED CRIME IN EUROPE

Organised crime is found in all cities and most of the larger towns in Europe. Some of these organisations are family run operations like those headed by Fritz Kafka in Budapest and Francesco Sarducci in Bonn. Others are organised as a guild similar to most any other guild (some say that the Merchants' Guild is just another name for a Thieves' Guild).

The rest are street gangs of young toughs (known as "Punk Gangs" in some quarters). Except in large cities, only one of these organisations exist in any given city or town. In the larger cities, a number of these crime groups will coexist in a rather uneasy truce. Each will operate within established turfs whose boundaries change with an organisation’s relative strength to its rivals. An exception to this is Bordeaux, City of Thieves, in France where the city is run by a council of crime organisations, Le Cartel des Poing (headed by the Governor of Bordeaux himself).

Structurally, these crime organisations have many similarities, as well as differences. At the top, these structures are directed by a Crime Lord. Depending on the nature of the group, these individuals are called Guildmaster, Padrone, Boss, Big Man, Godfather, Big Cheese, Numero Uno, etc. After the Crime Lords are their trusted lieutenants. In the cases of Guilds and Families, these lieutenants are responsible for a specific area of the "business" (Enforcement, Protection, and Collections). Reporting to these lieutenants are another layer of "bureaucrats." These would be "blind contacts" for the grunts in the organisation. Blind contacts are those who meet the foot soldiers in darkened rooms, behind screens, through closed windows. Essentially, any situation in which communications are other than face-to-face. In contrast, Punk Gangs deal directly with their members and lieutenants are merely a second level in the pecking order.

The central difference between the three types of crime organisations is found in their methods of conducting "business." The most basic of the three is the Thieves' Guild organisation. The Guild (as it is known by its members) is a secret organisation that operates outside the mainstream of society. Members are sworn upon pain of death not to reveal or acknowledge the Guild's existence to outsiders (using Guild secret languages, rituals, and signs to recognise one another). In the tradition of pyramid schemes, the Guild exists so that the leaders can sponge off the profits of criminal activity in their turf while giving the illusion of benefit to its members. Ranald, God of Thieves and Tricksters, does delight in that jest! "Jobs" are doled out based upon favouritism with the most dangerous being assigned to dissenters within the ranks. "Benefits", such as training and protection, still require payment of a tithe to the upper echelon of the Guild.

Naturally, most thieves in a Guild are blind to any negative aspects of the Guild. Actually, many truly believe that the Guild is their protection against an otherwise hostile world (Ranald smiles upon those with the foresight to take advantage of the unknowing).

Unlike Guilds, family-run crime is operated in a manner similar to large merchant houses. The Family's business extends from illegal activities (loan sharking, smuggling, and extortion) to legal businesses (trade and operating gambling casinos) to philanthropic causes (financing soup kitchens). Businesses are strictly segmented (e.g., Protection, Enforcement, Loans) and headed by a high ranking member of the Family. These individuals are, in turn, ultimately accountable to the head (Crime Lord) of the Family. The Family works within the framework of society by compromising or bribing those who may interfere with or adversely affect the Business. Any who cannot be compromised may find themselves tied up in the courts by the legions of lawyers employed by the Family. Worse, they might be tied to a rock at the bottom of a river, lake, or other large body of water (the deeper the better).

The Street or "Punk" Gangs are the most violent. Eschewing any pretence of working within society's framework (avoiding them altogether) Punkers utilise intimidation and violence to cower others. Needless to say, many Punkers are young (teens to early twenties) and impulsive. Rarely do they live a long life. Most will meet a violent and bloody end (usually at the hands of another Punker) long before they realise the trap into which they have fallen. Victims of their crimes also stand a good chance of being snuffed out. Punkers do not have the patience, finesse, nor inclination to plan a "job" to minimise their risks. A source of great pride for a Punker is the number of victims they have "taken out". It increases their standing in the Gang (Worshippers of Khaine, Lord of Murder, find some of their best recruits from Punk Gangs).

Given the violence which surrounds them, Crime Lords and their lieutenants are always accompanied by bodyguards. Especially when gang warfare erupts in their turf. Such wars may be caused by:(1) nearby organisations sensing a rival's sudden weakness;(2) a new Crime Lord trying to carve out his own turf; (3) a more powerful organisation’s desire to humble an upstart rival or (4) revenge in a blood feud.

Naturally, these wars result in a large number of casualties (many fatal). Some of those fatal are found and buried in paupers' cemeteries, while others find their way into more imaginative locations such as lake and river bottoms, or the foundations of new manor houses or castles.

CRIME LORD

Description: Crime is well organised in the large cities of Europe. In some places, things are organised in guild fashion with a Guildmaster at the top surrounded by trusted lieutenants. In other places, such as Italian City-States, these organisations are like a family business with the head of the extended family ("Don", or "Padrone" in Italian families) as "Boss" surrounded by his sons and other trusted family members. These Crime Lords usually control most of the illegal activities in their areas of control (smuggling, extortion, slavery, illegal gambling, and loan sharking).

These activities are covered by legitimate ones (mostly the Family-run operations) such as trade and craft. In addition, many Crime Lords contribute to openly philanthropic causes, especially for the poorer classes. The Street or Punk Gangs are the exception to this as they deal with the world on their own violent terms.

Would-be Crime Lords have to either take over a current Crime Lord's territory or carve out a piece of that territory. Either way, the would-be Crime Lord would have to initiate gang warfare. A would-be Crime Lord can become a Crime Lord in fact only by surviving such a war and gaining territory and exclusively directing criminal activity therein. Ensuing warfare can erupt at any time.

 M  WS  BS  S  T  W  I   A  Dex Ld  Int Cl  WP  Fel

 -- +30 +30 +2 +2 +5 +30 +2 +30 +40 +30 +30 +20 +20

Skills: Bribery, Charm, Dance, Embezzling, Etiquette, Evaluate, Immunity to Poison, Numismatics, Secret Language - Guilder, Specialist Weapon- Firearms, Spot Trap, Street Fighter, Torture.

Trappings: Hand Weapon, Hidden Pistol, Townhouse, Warehouses (Various), 10D6 Gold Crowns, 2D6 Bodyguards.

2D6 Racketeers

Career Entries: Assassin, Outlaw Chief, Racketeer, Slaver.

Career Exits: Nil.

COVERT OPERATIONS

No self-respecting crime organisation would be complete without some way to handle those delicate situations in a rather final and tidy manner. This is where the assassin steps in.

Assassins' guilds are rumoured to exist in only the largest of European cities. These guilds are headed by a Grandmaster whose identity, and those of their lieutenants, are the closest of secrets. Few of the lowest rung of assassins know who the identity of their most immediate contact, much less that of those above. The cost of an assassin's services is predicated upon four things: (1) the experience of the assassin; (2) the social standing of the target; (3) the abilities of the target itself (i.e. another assassin? A Judicial Champion? Perhaps a skilled fighter?) and (4) whether the assassin controls the manner and timing of the hit.

Assassins who are not members of a formal organisation are known as "free agents." They are commonly found in the seedier (and deadlier) parts of the largest cities and towns in Europe. Contacting these people for a job is a risky and uncertain proposition. Many are the times where the client ends up as the victim instead. Generally, contact is made through the barkeeps whose run down taverns and dives are frequent in these vermin-infested parts of town.

Like assassins, spies are also feature prominently in the world of organised crime. Unlike assassins, spies are generally attached to one organisation or another. It is not, however, altogether uncommon to find a free agent spy. Like the free agent assassins, these spies are contacted through sources in the worst part of town.

USE OF SPIES AND ASSASSINS

In normal, everyday operations, crime organisations may employ spies against rival organisations. The more tense the relations between organisations the more spies are used to probe the rival's defences for weaknesses. Most of their efforts are directed towards identifying a disgruntled member of the upper echelon likely to "turn" or betray the Crime Lord). Spies are also utilised to keep tabs on Merchant houses (another natural rival to the organisations), the City Watch, City Garrisons, various Guilds, and selected Houses of the Nobility.

In times of gang warfare, assassins are hired to eliminate rivals, other assassins hired by their rivals, and any other perceived threats. These assassins are not members of the crime organisation, but are free agents whose methods of operation are known to a number of Crime Lords and their lieutenants. Sometimes after an assassin hits a particular organisation he may find himself in the employ of that "victim" organisation to return the "favour" by hitting the organisation that initially employed him.

Like crime organisations or guilds, most European nations and city-states employ spies. While serving a similar purpose, these organisations vary by nation as to the manner in which they operate.

Some groups are highly structured, centralised, and efficient like the Rotterdam Effenmunten and the Imperial intelligence-gathering agency, the Graukappen. Based in Bonn, the Graukappen are attached to the Imperial River Patrol headed by Count Siegfried von Walfen of Reikland. A cousin of the late Emperor Karl Franz I. The Count was Internal Minister of the Imperial River Patrol during his cousin's reign and continued into that of Heinrich X.

Other covert operations, like the French Les Sans Face, are distrustful and decentralised. Their members spend more time spying on other chapters than they do on other targets. Still others are a combination, highly centralised but untrusting. The Estonian Los Piadosos exemplify this variety of operation. An arm of the Inquisition, their time is spent rooting out heretics from the people as well as their own ranks.

As with crime organisations, assassins are a tool of European governments. In a few cases, they are a branch within the Intelligence agency, as is the case with the Estonian Los Piadosos. More commonly, they are an organisation in a separate Ministry and described as "Special Services." These organisations discreetly handle situations involving traitors, spies, demagogues, agitators, and any others designated as "Enemies of the State." The Vilnyus-based Schwarzmantel, serving the Empire, is a well known example of a Special Services organisation.

Other organisations that may employ large numbers of spies and the occasional assassin include most of the powerful guilds (such as Merchant Guilds) and the large Merchant Houses. These spies are generally used against one another for market and other advantages. It is a rare occasion when the large Merchant Houses or Guilds employ spies against the crime organisations. Lesser guilds (Teamsters and Stevedores) hire muscle and thugs only from within their own ranks.

CAT BURGLARS

There are times, all the same, when the skills of spies and assassins do not fill the bill. For these highly specialised jobs only the finesse of a Cat Burglar will suffice.

When it comes to break-ins and thievery, no one matches the Cat Burglar for sheer ability. Although loners and very independent, it is the rare challenge that will entice a "Cat" to leave his normal haunts in the high and upper middle class districts. Since successful conclusion of their work furthers their reputation, these jobs must be against high-profile targets with an exceptional degree of difficulty. 

Contacting a Cat is very difficult as their identities are 

closely kept secrets. When not prowling places a Cat frequents are as individual as the Cat. Some organisations use spies to track Cats back to their lairs. This will enable the organisation to compromise a Cat, making them more agreeable to "accepting" commissions. Of course, finding and tracking down a Cat is no easy task. Many are the occasions where a Cat was spotted and lost after a long and merry chase (as if the Cat sensed that it was being followed). Thus, trying to find a Cat or a place to leave word to arrange a meeting with one is a challenge in itself.

CAT BURGLAR

Description: In most European nations, only the eldest son of noble inherits the family fortune. Many younger sons follow a military career so as to experience the thrilling, and bloody, pursuit of war. Others seek a celebrated status more suited to their class. So they undertake the task of becoming skilled in the art of burglary, while developing the flair and style which will give them the notoriety they crave.

Many take on colourful monikers ("the Panther," etc.) and leave a calling card (perhaps a white monogrammed glove) at the scene of their crime. Besides the nobility, more talented charlatans may become "Cats." Most develop a facade of noble birth, as well as the style and flair required of Cats.

In order to locate and case potential victims, Cats mix in High Society. They attend the lavish parties and social events frequented by the nobility. A number of Cats adopt foreign accents and titles (Count or Viscount of something exotic) so as to intrigue potential victims, especially those of the opposite sex. Cats may, as necessary, develop a "relationship" with their victim before the heist. In most cases, however, the Cat will avoid any deep personal involvement.

Besides the thrill of the burglary, Cats need the money. Fencing stolen merchandise funds their extravagant lifestyles. After all, living as nobility requires lots of money. The fencing of stolen items is usually handled by underlings who will never reveal their employers. These underlings will deal "blind" (anonymously) with fences or they will hire other "blinds" to interact with fences.

Whenever a Cat senses that they may have "overhunted" their territory (i.e., they have robbed just about everybody) and are at high risk of capture, they move on. In some cases, too many Cats may turn up in a city. This situation will usually end up in an unseen, though not unfelt, war between Cats until the number is reduced to that which the city can support. The losers of these secret wars are either driven off to another locale or are killed.

 M  WS  BS  S  T  W  I   A  Dex Ld  Int Cl  WP  Fel

 -- +20 +30 +1 +2 +4 +30    +30 +20 +20 +30 +20 +30

Skills: Blather, Bribery, Charm, Concealment Urban, Dance, Etiquette, Evaluate, Gamble, Heraldry, Luck, Numismatics, Palm Object, Pick Lock, Pick Pocket, Read / Write, Ride (Horse), Scale Sheer Surface, Secret Language - Thieves' Tongue, Secret Signs - Thieves' Signs, Seduction, Sense Magic Alarm, Silent Move Urban, Sixth Sense, Specialist Weapon - Fencing Swords, Spot Trap, Wit.

Trappings: Black-Hooded Tunic, Expensive Clothes, Hand Weapon, Lockpicking Tools, Ordinary Clothes, Rope - 10 yards, Townhouse, 6D6 Gold Crowns.

Career Entries: Charlatan, Noble.

Career Exits: Locksmith, Spy.
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