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Introduction

“With the Gods, all things are possible.”
1 sit here at my desk, in the quset of the night with beavy heart, for you see, my dear friend and colleague Hrodbert is dead. I shudder

at the circumstances of what was clearly 4 murder, knowing in my beart of bearts that be was innocent of the crimes levelled against bim
posthumously. He was a scholar like myself, and at times, those in our profession must walk in the shadows of corruption to arrive at the
truth. In doing s, we must remain firm in our convictions, leaning against the august power of the Gods to shelter us from the cloyng allure
of the Ruinous Powers. The accusations levelled against bim have cast us all into question, regardless of our deeds and service to the Empire
and Sigmar. I wonder at the time it will ta(g for the Witch Hunters to come to my door, filled with suspicions and righteous Sfervour. I must
take heart though, for Sigmar is my guide.

Is it possible, then, that my comrade faltered? (ould he have stumbled in his ill-advised study of the Ruinous Powers? Long bad we urged
caution, adfuring him to abandon bis foolish course and turn his keen mind toward salvation and succour in the arms of the great Gods of
the Empire. Yet Hrodbert ignored our advice and plunged ever deeper into the mire of madness, plumbing the depths of beresy to explore the
landscape where the Dark Gods hold sway. Whether he finished bis life's work, 1 know not, for he is dead and bis home and possessions were
seized and burned by those opposed to (haos.

I cannot conceive of what would tempt man to turn away from the glorious Gods, to whom devotion is rewarded with divine protection.
Those who placate the (]oa’:, who show them their due respect, can receive great reward, sheltered from the worst of the ravaging touches
and the ruinous temptations of the fouler deities. I grieve for my lost friend, for the tragedy of his abrupt end, and for the loss to us all that
bis passing has brought. But I do not guestion the whys of bis end, for those who dabble with the darkness bave a tendency to takg it into
themselves, wallowing in its despair, ambition, rage, and twisted perversions.

In a sense, I feel a respansibility, a purpose, a holy invocation to expiate the crimes of my friend. Ferbaps I should set to paper the purpose and
cause of the right and true Glods in the Empire, catalogusng their glorious works to, if only in part, diminish those blasphemies recorded by my
departed friend. Truly such a work would glorify our Gods and restore the good faith and devotion of mortals to their service and worship, and
thereby ensure the continued patrimony given to us by great Sigmar.

If I were to author such a tome, where would I begin? In the beginning, 1 suppose. <My library is full of dusty accounts and ancient writings
that claim to tell the true origins of our gads. Whilst such information is indeed fascinating, there are many conflicting tales, even among
those that relate to Sigmar. Such works drip with half-truths and falseboods, and so extracting the truth of these writings is a dawnting task,
Which to choose? I must let Sigmar guide my choice and accept that which is decreed by divine will.

It is obvious that once 1 establish the history of the nine primary Glods of the Empire, that of their cults would follow. There is an abundance
of lore regarding these institutions, though they tend to conflict depending on the era in which they were written. eAlas, the lens of history is
smeared with lies and confusion.

Of course, no discussion of the great Gods would be complete without a look at the low beliefs of the common men of our nation. FPeasants have
such curious ideas when it comes to the gmﬁ, and maost venerate an arrgy of spirits, ancestors, and lesser (jwir ks ﬁvm their ignorance that

fanaticism arises. I acknowledge the zeal of these servants, but I worry that some other spirit, some foul thing of darkness, may seizg thesr souls

in place of the God to whom they prostrate themselves. I suppose some mention of these lesser deities should be made, in addition to the misguided
rituals of their followers. et I must have care when approaching this subject, lest I call down the wrath of those who guard against these powers.

Pious expression is another worthy subject. Our calendar is full of holy and sacred days set aside to honour the pantheon. Doubters believe
these are just excuses to shirk honest labour, but those who have participated in these grand festivals know they are pleasing to the Glods.

Ondoubtedly, the most worthwhile subject is the servants of the Gods themselves. Sadly, many good Empire folk have misperceptions about
the function and purpose of our role, misunderstanding what we do and what impels us to give over our lives to the deities. Whilst I am an
expert only on Sigmar and his cult, I have colleagues in many other cults whom I'm sure would be willing to donate a portion of their time to
the completion of this work, By shedding light on our relationship with the Gods, perbaps some clarity could be achieved.

Is such fancy foolish? Few in our brave land can read, after all. I wonder at this urge to author such a book, Is this some divine impulse,
some path that has been illuminated by the glory of our Gods, or am I motivated by some baser need? (grtainly, I have no need of fame,
wealth, or glory; these are the trappings of the mundane, and they serve only to disguise more sinister agencies. @, this drive must be
drvinely inspired. I must embrace this belief, and listen to the divine utterances as they come to me from my master. I cannot be sullsed by
baser needs, and must remain pure of beart and purpose lest these words be tainted.

The bistory, then. Where did I place that letter to the Emperor? oAb, bere it is...
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Chaprer I: A Brief History of the
Cults of the Empire

“Never have I encountered asupposedly civilised nation where religion and
superstition directly control almost cverélcvel of thinking. The Empire 1s as
much ruled by the representatives of its Gods as it is by its nobles, and that can
make truth a dangerous commodity to own.”

—ATTRIBUTED TO HiGH LOREMASTER TECLIS OF ULTHUAN




Chaptcr I: A Brief History of the
) Cults of the Empire

0 his Imperial <Majesty, the Prince of Reikland, the ruler of our glorious
Empire, sovereign of the heights and depths, Karl Franz I of Altdorf.
oAgain, I am to work by your command, to craft 4 manuscript for your discernment, <Ny commission is to compile the works of all the great
philosopbers, historians, and theists, and the extant works of the Giods themseles, into a tome describing the History of the (ults of the Empare.

Therefore, as Hrena is my witness, 1 shall describe truthfully the formation of the |[ . A

A T T : A nd it began:
religious institutions in this blessed land. I shall begin by discussing matters that Rhys, the beautifl, rose ups T, the

fall into Imperial pre-bistory, and then guide you through time's corridors until we
arrive at this night, where I put my pen to parchment beneath the twin light of
Morrslieh and Mannshieb. Throughout this discourse, I shall provide historical
context, and sections from other essays, papers, and even indwviduals, all to aid in
understanding this complex subject, for it is evident from my studies that there are
many competing truths when it comes to matters of faith. —Tue Book oF GREEN
For although the boly cults are now sedulous powerhouses of the Empire's e

establishment, and all preach similar creation myths, it was not abways so; once, long ago, the cults did not even exist, and neither did their beliefs.

powerful, rose up;
Blossom-broad, hot withlife. Spread of
Horn, firm of will.
Then, they did create all natural things.

Or THE FirsT TIMES

What little is known of the earliest Human population of the land that would become our glorious Empire comes from two primary sources.
The first is the learned Dwarfs—the Elder Race with whom we share our longest allegiance—for they have relevant records that date back_
to our prehistory. The second is the primitive Humans themselves—for traces of their passing still exist, including ancient carvings, cave
paintings, and old burial mounds.

eAlthough the Elves undoubtedly board many relevant records of this time, securing the lore of this Elder Race has proven to be impossible.
Howewer, as they have little regard for our religious rites and practises—viewing our cults, as they view most of our great works, with little
more than undisguised disdain—1I do not believe this to be 4 significant loss.

CONCERNING THE DWARF CHRONICLES

Unfortunately, the ancient Dwarfs have few extant records concerning the first Human tribes that lived in the Reik Basin. It is presumed
that once there were more, but most of the Dwarf holds have since been destroyed, and those that remain have suffered repeated natural
disasters and attacks over the centuries, all of which have resulted in the many great losses. However, some primeval lore has survived the
ravages of time, and from it the occasional glimpse of our antecedents can be found.

; The Chronides of High King Nurn Shieldbreaker of Karaz-a-Karak, dated by Dwarfs to 1347 KeA (circa -1492 I(), boasts the
Sirst known bistorical record of 4 Human tribe in the forests of the future Empire. I was forbidden access to the ancient, golden wolumes, 5o 1

cannot reliably quote from them, but I was granted an abridged copy of the relevant sections when I produced my Inperial Seal of eAcquisition.

The fascinating chronicles revealed the Dwarf Kingdoms of that era were under attack, <Massive earthquakes rived the mountains, and

[ from the resulting cracks the Gireenskin foe poured, starting the conflict

we now know as the Goblm Wars. Karak Ongor and Karak Hirn had

alveady fallen; and many other bolds fell under attack,

1t was against this backdrop of desperate war that one of the first
recorded contacts between «Men and Dwarfs occurred. Whilst bunting
Greenskins in the lowlands of the Worlds Edge Mountains, High
King Shieldbreaker encountered a tribe of Humans. <As far as the High
King's scouts could ascertain, they were clearly scavengers, although
they did emplyy primitive tools, presumably to bunt game and, perhaps,
although unlikely, farm land.

When the High King and bis retinue approached, the Humans
immediately fled from the well-armed Dwarfs. The Humans' fear
of strangers was 50 pronounced that Shieldbreaker took offence at their

“... the Moist Earth, the Mother of all life [two obscure
symbols] Dryad, Naiad, Nymph (list of unknown
symbols] Gods [two lines obscured] devastation [erack
in stone] came from beyond the [half aline worn away]
silver ships [seven unknown symbols] deep waters,
fertile, and [three lines worn away] Worship Her {two
J unknown symbols] nurture Her land {one line worn

| away] we are Her children, we are the Belthani ...~

—EXTRACT TRANSLATED FROM THE T ALASTEIN
CARVINGS, NOW HELD IN THE ROYAL ACADEMY OF
T ALABECLAND, TRANSLATED BY T ECLIS OF ULTHUAN

i
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i: [frightened mien, presuming their xenophobia, or rather their cravenness,

v was an insult. After the abandoned, poorly constructed camp was

¥ investigated, the High King famously remarked in bis personal Book of
§ es that the Humans were Umgal (which roughly translates a5

b band of people who make shoddy things), and “needed to be tanght 4 swift
U lesson in respect.” oAlthough Dwarfs undoubtedly encountered Humans

¢ many times before in the south, Omgal was to be the name that stuck;

¢ and now, almost 4,000 years later, Humans, to the Dwarfs, are still
v known as Umgi, the race that makes shoddy things.

' We are blessed by the Dwarfen forethought, as these Dwarfs recorded

; everything they found in the camp. eAmong the simple tools and fixtures

that littered the camp were suggestively shaped objects, no dowbt of ritual
significance, which reveal a forthright attitude to the acts of Rhya.
Time and civilisation have now replaced such direct depictions with the
wheat sheaf and the antler—symbols that are much more suitable for
public display, and less likely to excite the passions of the easily led.
Onsurprisingly, the Dwarfs had little mterest in these badly sculpted
figures, and they abandoned them.

Later chronicles recount similar tales—Dwarfs spotting nomadic
Humans; Humans fleeing —but very little is added concerning their

R e

i possible religious practises.

Y For this, we need turn to the antiguarians.

+ CONCERNING THE ANTIQUARIAN DISCOVERIES

: Fortunately for those enguiring into the foundations of our great nation, it has become increasingly fashionable to fund antiquarian projects.

f. All over our enlightened Empire, one can see mall groups of brave men and women sporting shovels and artists' tools, all ready to

- enthusiastically excavate ancient sites and diligently record what they find. This recent development bas led to all manner of discoveries, but
Y nome more pertinent to this mansscript than the Talastein (aruings.

‘ Oncovered in the Kplsa hills in Talabecland by a group of disreputable tomb robbers, the thirteen stome slabs of the Talastein (arvings are 4
" wonder to behold. The pictograms are worn now, but fascinating clues can still be garnered by the educated scholar.

¥
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“Most believe the Cult of the Mother died out long ago. They are wrong. Not only do the Great Families of my Order
continue Her traditions, but the sickle is born by others, which most of whom hide far from prying eyes.

Before he formed our Order, Tedlis came to our great groves. By channelling Ghyran he activated the Waystones we
believed had been raised by our ancestors, and showed us what our “Oghams” truly were: a creation of the Elder Race, the
Asur, the Elves. We watched wide-eyed as Teclis explained the nature of belief, magic, and of Hoeth, the God he especially
revered.

Not all of us accepted his foreign ways. Indeed, a full third of the Druidic Families stubbornly spurned Tedis, refusing to
believe his “truth”, and fled into the dark forests, just like the prehistoric tribes of old.

But those who remained, listened, and then eventually understood.

Notlong after, the Jade Order of Magic was formalised, and we were its numbers. We didn’t change our beliefs—indeed,
we practise the Old Faith still —but we understood them for what they were: a twisted reflection of the truth.

Since then, our role as Natures Guardians has brought us into contact with many others who believe they are the Children
of the Belthani. They are all, I am quite sure, just as wrong as we were.”

—EROWIN GRUNFELD, MAGISTER DRUID OF THE JADE ORDER
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The slabs depict a surprisingly complex society led by priests called “druids.” The carvings tell of Human tribes that fled to the Reik Basin
from a foreign evil, although what that evil was is unspecified. Of note, especially when one considers the tribe's primitive lifestyle, is

how advanced their religion was. Seven of the thirteen slabs are dedicated vo religious rites alone. It is clear they used, and probably erected,
many of the Oghams and stone circles scattered around this fascinating Empire, and worshipped a deity now translated as “the SMother”—a

- fertdlity (jaddm of Creation. They also appear to have understood the cycles of the passing seasons and celestial bodies, as many of their stome

S L e S e e

’

circles were aligned to mark them. Therefore, it seems likely they celebrated the same equinoxes that we do today. However, two of the slabs
also bint at darker rituals, possibly involving Human sacrifice, nature spirits, and, some antiguarians clam, the slaves of the Dark Gods
themselves: Daemons.

Thus, it is most fortunate that the descendants of the Great Tribes of <Mdan were soon to arrive in the Reik Basin; peoples who were
destined to change the face of religion in that great province forever.

Or 1HE FirsT GODS

The time, place, and circumstances of the arrival of the Great Tribes to
our bountiful land are subjects of bitter debate amongst the intelligentsia
of our erudite Empire. Where did the tribes come from? When did

they come? Why did they come? Did they arrive all at once? All

these questions and more are debated in the dusty balls of our greatest
institutions of wisdom. The only matter that is sure is that the Tribes, in
whatever form they took, brought with them knowledge of the Elder Gods.

CONCERNING THE TRIBES

The twelve Great Tribes that Holy Sigmar bound together to drive

the (freem@n menace from the Old World are well known, and well
documented; however, many centuries before our first Emperor was born,
there were many more Human tribes within the Empire's future borders.

eAlthough the Teutognens (or “Tentogens,” as some lesi~informed peasants
prefer) claim to be the first Great Tribe to cross the Worlds Edge
Mountains, it seems likely that this was not the case. Dwarfen runes
carved deep into Black Fire Fass suggest the Teutognens, along with
several other tribes, including the Onberogens, <Merogens, Bretonni,
and Futones, moved through the pass as a confederacy. The runes claim
they were hounded from their individual homelands by an unkpown enemy,
which mast scholars now believe was the Gireenskins. «Although some of
these tribes came from what is now known as the Badlands, the majority came from across the Worlds Edge <Mountains, probably from the
territory we now label the Wolf Lands.

However, these are not the only confirmed migrations of this time. The Norse Dwarf chronicle The Saga of Dread Yngarr Iorvarrsson
describes encounters with many savage tribes of Humans in the lands we now call Kislew, and across the territories of modern Oistland and

“Wolkold’s Teutognens fought through the hordes until they achieved the uplands. With Courage driving them onwards,
they cimbed. Countless weak souls fell in those mountains, all too pitiful to stand by Ulric’s side.

After years unnumbered, Wolkold broke through to the other side, and Ulric’s Chosen howled down the mountainside,
’I irrepressible as blood from an open wound.

Atlast, Wolkold had found Ulric’s Hunting Grounds.

He named the mountains “The Worlds Edge,’ for his people would never cross them again, and gathered the Teutognens
to his side.

Now, they would conquer.”

Lt B

—~TECTOGNENGESCHICHTE, “J AGDREVIER”
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Chapter I: A Brief Histbry of the
Cults of the Empire

Nordland. The chronicle is reliably dated to -1012 I, and claims that Iorvarrsson encountered the ancestors of the tribes we now call the

Ongols, Norsii, Ropsmenn and Frikings. Further, the same chronicle also claims that the Teutognens were already in the vicinity, even
though it predates the Black Fire Fass inscriptions by more than twenty years.

Such small contradictions are common when one studies these early times. The only certain thing is that approximately 1,000 years before
the birth of Holy Sigmar, tribes of Humans migrated to, or were driven into, the Reik Basin. JMost fled lands from across the Worlds
Edge Mountains, although it seems likely some also came from the Badlands. These tribes were warlike by necessity, and conflicts
between them were common. It also seems clear they spoke many different tongues, and had not mastered the art of written language.

What then happened to the Mother-worshipping tribes is unclear. But, it seems likely they were slaughtered by the more belligerent tribes,
such as the Frikings, Onberogens, or the Teutognens, as all evidence of their culture vanishes at this point.

CONCERNING THE FIrRsT GoDs

1t is with the arrival of the (}rear Tribes that we uncover the | ARE THE OLD ONES GoDSs?
first mention of the god': that have come to be 50 important to
our glorious Empire.

“I have spent all myadultlife studying the great works of the
Elder Races, and, without compare, the most mysterious

In those early times, many scholars believe each of the tribes aspects of their writings concern the “Old Ones.”

bad their own patron deity. They cite the confirmed associations
between the Teutognens and Olric, the Ropsmenn and Tor, the
Ungols and Dazp, and the Taleutens and Taal. From these
they extrapolate that other tribes must have bad simdar patrons.

For example: High Elf accounts of the Old Ones appear to
directly compete with the creation myths concerming two of their
Gods: Asuryan and Isha. In Loremaster Finreirs Book of Days,
i . the Old Ones—~who “came from beyond the heavens” —are

The ma{t oo “”ofm"?m i Manann with the E"“'“f"' attributed with forming the world a)s, we knowit, and creating the
Rbypa with the Bretoni, &’,ﬂ with the Merogens, eAbalt ’?’tl’ Elven race. However, contradicting this, Loremaster Beldryal's
the Menogaths, Morr with the thzgm hs, and Lupus with the seminal work on Elven theology, The Flame Eternal, has the
(herusens. However, such propesitions are guesswork at best. Elven “Emperor of the Heavens”, Asuryan—whose plan all Elves

What is certain is that many small pantheons ‘were in existence are said to fOﬁOW—bCing the prime creator, and Isha, a Goddess

at 4 vvery early time, with Gods selecting tribes according of Nature, as the mother—i.e. creator —of the Elven race.

to their whims, or tribes turning to deities most relevant to Further, the High Elves apparently do not believe that the two
their daily life. It seems likely that knowledge of these Gods texts contradict each other.

Ereniferved SR on IS 0 tho) MY, Bl o The only sensible conclusion is that the Gods of the Elves must

gradually developed trade. Thus, the Gods worshipped by the
most successful tribes, and the Glods most appropriate to the
harsh, cruel lives that the tribes endured, gradually spread
throughout the Reik Basin. However, when I proposed this hypothesis to Felanthian, an

_ Elven scholar from Ma.rienburg that I have communicated with
wHHNEY e Realy c ik olviroid e (.joe'i:--ma:r af for many years, hus enigmatic reply simply confused me further:
whom are now long forgotten—frue rose to prominence: Vlric,

MQ)—’, eMdMﬂﬂ, '7341’ and R}]Jg, T hese ngd; rePr“e”:ed 'My friend, youare ncorrect, the Old Ones are not the “Gods~

actually be Old Ones, and that the two books are simply telling
twa variations of the same tale.

concepts of core importance to tribal life: Wr, Death, Nature of my People. However, to ¢ase your mind, I can confirm the
(marine and terrestrial), and Life, and soon came to be two Asur texts you cite in your illurninating missive do not
worshipped by many of the tribes, although they were often contradict each other.’

known by alternative names. Scholars of the Empire know these
Gods by several collective names, such as the Elder Gods, y
nord God, or the quindeus, for they are the oldest deities still —EXTRACTED FROM THE JOURNALS OF FATHER IGYORI |

widely recognised by Sigmar's great Empire, and deserve RHYURVIC OF BRUNMARL, PRIEST OF VERENA
special attention. GRG0 |

Worship of these Gods took a very different form to our modern observances. Not only were there no temples, but there were no cults, sacred
texts, or even priests. Instead, tribal leaders, as representatives of their people, were deemed the closest to the Gods, and part of their duty
included pleading with the mostly uncaring deities during disasters, and thanking them during periods of bounty. To do this, tribal leaders
normally offered great, bloody sacrifices, often Human, upon sacred days important to the tribe or deity. Often these sacred days occurred upon
4 seasonal equinox —perhaps borrowing from the earlier Belthani—but this was not abways the case.

Perhaps my translations are wrong?”
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“It is well known that the greatest danger the Empire faces is that posed by the Ruinous Powers. These Daemon Gads
threaten to break the natural order of all things by mixing the Realm of Chaos—their ever-changing domain—with the
morta realm, allowing the Daemon Gods to rule both as one. Thus, they take any opportunity they can to directly influence
the mortal realm, and mutations, as well as other unsavoury circumstances, are the result.

By comparison, it seems obvious that the Gods of the Empire only rarely touch the mortal realm. This may cause some to
t believe that the Gods of the Empire must then be weaker than the Daemon Gods, for they only rarely influence mortal L
g affairs, but I propose such beliefs are unwise. Instead, 1 suggest that the Gods of the Empire can touch the mortal realm |
: whenever they wish, and are just as puissant as the Chaos Gods, but they simply choose not to. Why this would be, I can only
. || guess, but [have read one myth that may have the answer.

} Withelm Brehnsson’s Myths the Cities Forgot contains an oral tale that suggests the only reason the Dark Gods cannot

destroy the mortal realm is because they are somehow trapped. Further, so the tale goes, every time any other God
influences the mortal realm, the prison about the Ruinous Powers grows weaker.” |

—eA SPECOLATIVE ENQUIRT ((ON CERNING THE NATURE OF THE GoDs, DAGMAR HoMMEL

oAs your Imperial Majesty will observe, the formation of the cults we know today was still far off, but travellers from the sun-drenched
south were soon to bring them one step closer.

E Or 1HE CLASsicAL GoDs

Gathering reliable infarmation about the ages preceding our glorious Empire is difficult. The Dwarfs bad, as yet, little interest in the
belligerent tribes of the Reik, as they were still engaged in their centuries-long war with the Gireenskins, which they were losing badly.
Further, the Human tribes left little bebind for antiguarians to study, as they were constantly on the move, and rarely settled in one place for
any length of time.

? Howeer, some details, although suspect, can be found. Although the tribes of the north were illiterate, the tribes in the south of the Old

Waorld were not. It may be widely disputed in the Empire, but modern Tileans claim to be the primary civilisers of the Old World, for they
not only spread the use of letters, but also organised religion and the god: that 1 :
here title the “ (lassical Gods;” and, most importantly, they claim to have records [y
proving it “In the breast o the sea I served me time. :
‘Eave away, me jolly boys,

CoNCERNING TILEA ‘Eave awa;' righi ngw. 4

It is well known that the founding of our glorious Empire was the starting Then aright-pretty girl pardon’d me crime.
point of Human civilisation in the Old World. However, the self-important ‘Eave R S _IOH‘CS: or "
and pointlessly stubborn scholars of the Tilean city-states persist with fictitious The King will 5’.“]{ thee down;

claims that it was their ancestors that were the true civilisers. Onfortunately, ‘Eave away, s jolly boys,
the oboious falsehood of their lies is all but impossible to prove, particularly as the 'E;'we away right now! ]
dishonest Tileans have scrolls and records they clam date from this early time. Said ‘er name was Shallya; an’ ‘er “ips were fine. |

P

. . : | Eave away, me jolly boys,
These academics of dubsous veracity assert that, much like the fertile Reik Eave away right now.
Basin to the north, the drier lands to the south were also populated by tribes of So1 tipp'd ‘er a wink, said she'd be mine.

Humans. However, unlike the northern tribes, who were invaders from foreign ‘Eave away, me jollies, or
soil, the Tileans incredulously argue that their ancestors had long inbabited their The ng will shake ‘is crowns
lands, and cite unlikely myths of great Tilean cities supposedly founded during the Eave away, me jolly boys,
occupation of the Old World by the Elves as proof of this—a claim I believe has ‘Eave away right nowt"

% no historical basis.
%

—»
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The legacy of this mythical civilisation was, according to the biased Tileans, the Tue TWENTY-SEVENTH SHANTY’
written word, which their ancient texts suggest was gifted to them by Verena,
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{.‘ the Cjoddeu of Wisdom. Whatever the origin of this ancient written

principles of modern philosophy, medicine, theology, astronomy, and,
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language, we now call it (Jassical, and its modern equivalent is still
used across the Old World as the primary script of academic study, and
as a common tongue between enlightened folk of all Old World nations.

Thus, long before the great city-states of Tilea bad been wrought, it
is clatmed there was an intellectual elite that could read and write in
the south of the Old World. However—as if this were not already
enough! —the arrogant Tileans go even further. eAls most of their
early settlements were built in and around the ruins abandoned many
centurses ago by the Elves, the Tileans also reason their ancestors
must have translated the impossibly complex runes of that race! From
these translations the Tileans then clatm to have learned the founding

mast importantly, they believe they uncovered many new Gods.

Whatever the truth, the Tileans, as well as being liars and tricksters,
were an adventurous and curions folk, and soon organised expeditions
to explore the surrounding lands. When they eventually encountered
the northern tribes, they brought with them knowledge of their written
language and Cjodf, and bad a broad-reachmg impact Hpon our

ancestors,

CONCERNING THE CLASSICAL GODS

To aid your Imperial SMajesty's understanding, the Gods introduced
by the Tileans to our tribal forefathers are bere called the ™ (lassical
Glods,” after the language the soutberners intyoduced to our ancestors.

Where the Glods already worshipped in the Empire mirrored the harsh and bratal life in the northern Old World, the (lassical (fod:

represented more refined concepts, such as Mercy (Shallya) and Wisdom (Verena). Indeed, Shallya and Verena are the most commonly cited

(Jassical Gods, as they now have a great deal of influence in our glorious Empire. But, other less-well-known Glods should also be included,

such as: Kbaine, the Lord of Murder; eMargileo, the Guardian of Honour (who may, disregarding his sex, actually be Myrmidia); and

Seripsisti, the Patron of Scribes. Further, some scholars claim Ranald is also a (lassical God, although some Ranaldan factions wociferously

argue aganst this, for they believe their god was once mortal, and bad not yet been born.

THE TRUSTWORTHINESS OF TILEANS

Your Imperial Highness, if you are unsure of my clasms concerning the reliability of Tilean sources in vegards of theological and
bistorical matters, consider the following:

W‘ “The best way to win any debate is to have proof. If you don't have any, fake it; after all, you can abways use the time your opponent
spends trying to disprove your fake looking for real evidence.”
—ATTRIBUTED TO BOETIO ARDITO, HiGH PRIEST OF VERENA IN SCORCIO

“You wanna da olda manuscript? I makea... ab... finda you da real thing, bub? You know, how you say? ...da reala deala? You gotta da
gold, 1 gotta da old. So, whatta you say?”

—Honest Giovanna, NULNER ANTIQUE DEALER

“The answer to all points made by scholars of the Empire is this: “Yes, I understand what you are trying to say, but you do know that
concept originated in Tilea?'. NGt only is it probably true, but it invariably infuriates.”

—PROFESSOR MORVALLI MARMIDEO OF PavonNa UNIVERSITY
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oAs the Tilean traders spread word of their (jod:, they, in turn, were influenced by our ancestors, and returned to their homelands with new
myths and legends, some of which were incorporated into their existing traditions. Thus, many of the earliest surviving Tilean texts have
tales including the northern names for the (jod.r, rather than the original Tilean names. For, although Morr was a name that originated
in the south (the northern names for the God of Death have been lost to time), the Tileans used different names for Manann, Laal and
Rhya (Mathann, Karnos and Ishea), and had no equivalent for Olric at all (although some brave theists have dared to draw comparisons
between Olric and Khaine). The extant texts of the time have many myths of one Glod meeting another, typically a (Jassical God meeting
an Elder God, mirroring the contact between the Old World tribes.

If the Tileans are to be believed, which I suggest they should not be, another important export from the south was the priest. Where the
northern tribes relied upon temporal leaders—their chiefs and kings—to guard their spiritual welfare, Tileans likg to beliecve the southern tribes
bad temporal and spiritual leaders.

Whatever the truth, at 4 similar time to the arrival of the southerners and thesr (Jassical Gods, it is generally accepted that priests soon
spread throughout the north.

OF ORGANISED RELIGION “Words vanguish the Sword.”
eAlthough Tilean scholars claim the arrival of traders from the - THE THI®RD OPUSCULE OF VERENA S TEACHINGS,
south of the Old World brought priests and organised cults to the Provers THE NINTH

Reik Basin, this is easily disproved with fust a modicum of careful

research.

oAs a single example: It is well known that the Teutognens had long worshipped lric, their tribe’s patron deity. Although the Vlricans freely
admit they did not have any temples until 63 I(, when a high temple was completed around the Eternal Flame of <Mitgard (modern-day
Middenheim), the cult does guard many ancient records which prove the Winter God had long been served by 4 dedicated priesthood and
organised cult for many centuries before their high temple was raised. Thus, are yet more Tilean “truths” exposed for the lies they are!

W hat is sure is that some time in the third century before the coronation of Sigmar, priests began to replace tribal chieftains as the sole vehicles
to the divine. oAnd not long after this, the priests began to organise themselves.

CONCERNING THE RISE OF THE PRIEST

With the spread of so many religions through the ‘Rei{‘Bd.rm, it became impractical for a single clan chief or king to deal with all divine
matters for bis people. N one man bad the time to understand all of the Gods, minor deittes, nature spirits and simdlar, and also organise
bis people. Further, many of the Gods did not favour the leader over all other men. For example: eMorr favoured the dead, Shallya tended
all, and Ferena championed scholars. Thus, as already shown, the academic theories of Tilea are demonstrably untrue, for it seems likely
that the rise of priests simply came from a need to appeal to, and understand, many Gods, which is something one man is incapable of doing.
However, it is clear from Tilean texts that the southern tribes may have bad an advanced concept of the priest long before our blessed land,
50 an influence from them should not be entively discounted, but should be understood as a limited influence at most.

Soon, most clans and tribes sported an arvay of priests dedicated to the Glods that were important to their people. <Almost all communities
worshipped the five Elder (jodr, and their priesthoods were joined by those of local nature spirits, and those of other now-long ~forgotten Gods.
Shallya's priestesses soon joined them, as the Gloddess's influence quickly spread from the Tilean trading settlements that were established

in the Reik Basin (with Niuln being the largest, which was then a fortified willage built within EIf ruins). «After Shallya came her holy
mother, Vrena. Verena's rare cultists bad an immeasurable impact, for they brought the Blessed oArt of Words, and for the first time, the
myths, legends and fables of the Gireat Tribes were recorded.

Unfortunately, almost all of these early texts have been lost—and those few we have are almost impossible to translate, as the (lassical
language bas developed much since that early era—but their influence is still felt, for many of the holy books we revere today are copies of
copies of copies of those Vrenan-recorded originals.

CoNCERNING THE Rise oF THE CULT

oAs the tribes met, traded, or conquered each other, their priests did the same, spreading their beliefi. Soon, there were many groups of priests
respecting the same central tenets across our great land, and some even bad access to primitive, boly texts, recorded for them at great cost by
the priesthood of Ferena.
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Thus the cults did slowly form. However, methods of disseminating
boly teachings varied, and some were far more effective than others.
Where the wild-haired priests of the Teutognens put any cultist
competing with Vlric to the axe—thus, by the time qf Sigmar's birth,
there were no cults openly claiming to represent winter, wolves or
war—most other cults were less aggressive. Indeed, some cults did
not even try to enforce their religious views, which resulted in some
Gods being worshipped in many different ways, and by many different
names. <A good example of this is the many Earth Mother cults
that can be found throughout our pions Empire, including the minor
cults of Dyrath, Haleth, and Hyacinth, which, amongst scholastic
circles, are all presumed to be revering Rhya under different guises.

(ontrary to many expectations, one of the most warlike cult expansions
came from the Taleuten cult of Taal, which attempted to draw all
nature deittes under its sway. To 4 certain extent, it succeeded, but

as there were countless minor Glods dedicated to one form or another I
of nature, Taal was never going to replace them all in the minds of
Men. Newertheless, by Sigmar's time, Taal was seen as the King
of Nature, and all animals, rivers, weather, plants and more were
his domain, with any other nature deity automatically presumed to be
beholden to him. Indeed, the Taleutens often went further, proclaiming
that Taal was actually the King of all Gods, a message that was
never accepted by the Teutognens.

eAs your Imperial Majesty will percerve, the formation of the cults
was a very slow process, and would take many centuries before the
organisations we recognise today can be identified. There were boly

texts to write, temples to build, and traditions to jbma!x’:e—and no |
two priests ever agreed. It was a difficult time, made no easier by
influence from other tribes to the west, east and south, all of whom
had their own opinions about how the Gods should be worshipped.
Dhuring this time, the rise of the frve Elder Gods became complete,
and most of the competing Gods lost their influence on Humanity.

Examples of lost Giods are many. Some were lost as they were no longer
relevant to tribal life—such as Beoforn, God of Fire Mountains— |
and others were subsumed into other cults—like Soll, a God of the Sun,

whase cult was absorbed by the Taalites. Indeed, absorption often occurred

i oyofthe >
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Old Wolf White Back
Old Wolf White Back prowls the hills,
Belly craving fresh newkills.

Bloody Blitzbeil wants him dead,

So, it slices off his head!

Old Wolf White Back howls out loud,
To the cheers of Ulric’s crowd.

“Every morning, as [ don robes in the vestry, I hear
the Temple Wards singing their simple rhymes. As they
are Middenhetmers, their childhood songs are different
to those I was brought up with; but they are noless
interesting, and are certainly as brutal.

In particular, the rhyme “Old Wolf White Back-
fascinates me. 1 have read that it was once recited by
children at public executions, and perhaps implies that in
Middenheim’s past, capital killings were accompanied by
wolf howls, but I have come to my own conclusions.

Evina Klug, Verena's high priestess in Middenheim,
allowed me access to her libraries, and there I uncovered
the tale of Lupos, a Wolf God associated with Taal and
Rhya, possibly as part of an ancient triumvirate. In
particular, the White Wolf was of especial importance
to that deity, and represented the long-dead religion’s
ferocity and passion.

Does it not seem likely that the early Teutogens may

have absorbed the Cult of Lupos, probably at the end of an

axe? Thus, Ulric's association with wolves may be stolen
from another cult, and may have nothing to do with the
original cult atall?

If my suspicions are true, they will bring many Ulrican
religious texts into question, for wolf iconography is now
associated with Ulric from the beginning of time —and 1
believe that may be alie!”

—THE 3RD JOURNAL OF W ERNER STOLTZ, SIGMAR'’S
HiGga CAPITULAR IN MIDDENHERM

| I E— S———

against the will of the lesser cults, such as happened with eAbalt, 4
God of Fertility, whose priesthood was slaughtered by Taal s cult for not

submitting to it. However, when an individual God slipped out of Human sight, it was rarely a permanent occurrence, as the (jod in guestion did
not dic with his followers, and some took meassures to be known aguin. This can be seen in the current resurgence of Lupos worshp in Hochland—

where be is now seen as 4 God of Predators, not Wolves or Winter, bis original domain—or & the pervasive worship of Soll i Wissenland.
Lupos and Soll are of especsal note, as they may once have been the patrons of the founding tribes of those Girand Provinces (the (herusens for
Hochland, and the JMerogens for Wissenland), and may suggest all the original tribal patrons still watch over their peaple to this very day.

Or SIGMAR

The many legends of Sigmar Heldenbammer, First Emperor, Forger of Empire, are known by all right-thinking men and women of our
great nation, and rightly so, for he is the greatest mortal that bas ever lived, and watches all of our actions to this very day.

eAs his Imperial Highness will alveady know, Sigmar was the son of (hief Bjorn of the Unberogen tribe, whom the Reiklander P rinces
clam as their revered ancestor. The future Emperor's birth was marked by the passing of a holy twin-tailed comet, and by an unprovoked
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assault by savage Orcs from the forests. Famously, Griselda, Sigmar's mother, dued =
the attack, an event that would forever fill Sigmar with batred of the Greenskm foe.

OF all the tales told of Holy Sigmar, one of the most famaus comes from before be became

“And fell Nagash, Master of Undeath,
beanng years il-measured by mere

= wdl
chief of the Unberogens, and distinguished hmself a5 a master of war ond dplomacy. ?ﬁ;’éﬁ o dt:)ﬁh: X::O“:;hglg,m

oAs we all know, Sgmar rescued the bigh king of the ‘Dwaf:nfh_*rm momdny Star in the night, and it had two tals of Holy
enskins, an enemy they both despised with deep passum, and pefeed Sgmar the magpical Fire; then he cried with Exceeding Great

warbammer Ghal Maraz (Skull Splicter), and named ko Dewongr (Dwarf Friend). Terrot, for the Enemyhad come.”

But the greatest tales of bis life were yes o come. Nt ondy wondd the Heldentammer unste

the twelve Great Tribes of Man, and forge an Empee waster than any cmld possibly bave

magmed, but Sgmar would sles transeend the (o of Life. Sgmar would become 4 God.

;
E CONCERNING THE EMPEROR SIGMAR

—THE GEBSTBUCH, THE
STERNSCHNUFPPE'

Nt nly does the study of Sgmar's life aid i understanding the cult that would come to worship him, but it also comforts the pious soul, and
is 4 worthy undertakang for any man of faith. Thus, even though I am aware your Imperial Majesty will already be fully conversant with
the followmng legends, I will briefly retell them nometheless.

oAfter becoming chief of the Unberogens, Sigmar realised that his tribe alone was not enough to defeat the (jreem{:_'m that assatled his
folk, and ke knew that bis people were doomed if he did not take action. Thus, Sigmar did what be bad to, and planned to bind the tribes
of Humanity together into a larger, more effective force. Eventually, after a string of heroic battles and tense negotiations, Sigmar united
twelve of the tribes of Humanity into 4 single, mighty force. <As well as personally leading the Unberogens and Teutognens (whom be had
conguered by that time), the chiefs of the Endals, Thuringians, (herusens, Taleutens, eAsoborns, Brigundians, JMenogoths, JMerogens,
Ostagoths, and Vdoses all accepted his command.

The deciding confrontation between Greenskin and Man was the Battle for Black Fire Fass. There, Dwarfs, Sigmar's strong allies,
Joined the Humans, and together they scattered a Greenskin horde larger than any the world had seen before. The battle not only drove the
Grreenskins from the Reik Basin, but it also ended the Goblin Wars that had plagued the Dwarfs Sfor centuries. s we all know, most of
the Human tribal chiefs tragically died in the battle, and countless thousands more also lost their lives. But, even though the cost had been

unthinkably high, every throat still cried Sigmar's name. He had not only saved all Humanity, but be had also saved the Dwarfs.

Soon, mirroring the Dwarfen model of 4 High King leading the Holds, Sigmar was crowned Emperor of the twelve Tribes by the bigh priest
of Olric in Reikdorf (modern-day Altdorf), and our glorious Empire was born. He formed twelve g;mzd Provinces from the ancient tribal
lands, and the survrving tribal chiefs (or the descendants of those who bad fallen) were installed to rule for Sigmar as (ounts.

For the first time, Dwarfs, Sigmar's greatest allies, came to live alongside Humans, and some even sold their skills to the new Empire,
raising stone busldings, aiding the laying of roads, and planning the first temples to the Human qu:. The Tilean settlement of Niuln,
within the new Empire's borders, was quickly seized, and the Empire's first boly sites to Vrena and Shallya were established. The language
of the Onberogen tribe was formalised and a written form was created using (lassical characters influenced by Dwarf runes, forming the
language we now refer to as Old Reikspiel. oA official calendar was created, with the first year dating from Sigmar's coronation. oA frenzy
of actrity buzzed throughout the Human Empire, and even a concentrated assawlt by a mighty force of Ondead in 15 I, and various
Beastman attacks, could do nothing to stop the rise of Sigmar's mighty nation.

- Those tribes that did not join Sigmar were driven from his lands. The remaining Bretonni in the south fled across the Grey SMountains and
settled the fertile lands they found on the other side. Thus, it is perbaps appropriate that they became either beaten peasants or arvogunt fools
obsessed with thick plate armour: somewbere in their backwards society lurks the primal memory of their early defeat at the hands of Sigmar.
The Frikings had already been effectively wiped out by Sigmar, s0 were no longer a threat, and the remaining ‘Roppsmen were driven decper
into Ongol territory, where they were eventually destroyed by that warlike folk, Similarly, the Norsit, the tribe that bad long worshigped the
Dark Gods, were also driven north into Ongol tervitory, but they fought through that difficult land, and continued north, there to settle the
cold wastelands of Nrsca and eternally regret their failure to foin Holy Sigmar. Instead of warring with the Ongols, Sigmar named them
allies, for they bad occasionally aided his wars against the (.}mm@'m, and agreed not to assault his Empire.

When Emperor Sigmar mysteriously abdicated 50 years after his coronation, be left bebind a magnificent Empire that claimed lands so
far=reaching that they conld barely be imagined. But with Sigmar gone, the (ounts of the grand Provinces were in disarray, for he had
left no beir. oAfter a great deal of argument which almost led to 4 bitter civil war, a high priest of Rhya suggested that the counts ote
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for a new emperor from amongst their own number. To avoid
the borrible possibility of destroying Sigmar's Empire, the
nobles agreed this was a suitable method to appoint Sigmar's
replacement. Eventually, they appointed (Count Siegrich of
oAverland to succeed Sigmar. His first act as Emperor was
to enshrine the election of 4 new Emperor in Sigmar's Law,
and he re-titled the (Counts of the Girand Provinces as
Elector ounts.

CONCERNING THE ASCENDED SIGMAR

What happened to Sigmar after his abdication is uncertain.
Some say be beaded east to Talabbesm, twrmed south down the
Old Forest Road to Black Fire Fass, then headed for Karaz-
a-Karak to return Ghal Maraz, Other stories claim he went
east, and then continued east, heading for the Worlds Edge
Mountains, But, as the applicable texts contradsct each other,
any attempt to discern the truth amongst the myths is impossible.

What can be confirmed is what happened to the Empire
Sigmar left bebind,

Within twenty years of his disappearance, there was already

a strong cult of personality growing around the memory of the
first Emperor. He was well loved by bis people, and statues
had been erected, special anniversaries of important events
bad been set aside, and many children were named after bim.
Thus, when a wandering friar named SFobann Helstrum
arrived in Reikdorf claiming he had received a vision of
Sigmar, the early folk of the Empire immediately believed
him, for they were bungry for more tales of Sigmar. Holy
Helstrum preached that be witnessed Ulric standing cold
and proud, holding a magnificent, golden crown in bis heavy
bands. Surrounding the W inter God were the other dsvinities,
looking on with pride and approval. Kneeling before Vlric
was Emperor Sigmar, and Olric slowly placed the crown on
bis bead. Helstrum preached that Sigmar had ascended and
become immortal, that Sigmar was 4 God.

oAs Helstrum taught that all Sigmar's laws were holy, thus
enshrining the Elector (ounts with divine authority, his
message was immediately popular with the nobles. Indeed,
Helstrum went even further, proclaiming the Emperor was
Sigmar's divine representative, and thus should be obeyed in
all matters.

By 73 I, Fohann Helstrum was accepted as the first bigh
priest of Sigmar, a position we now call the gnmd T heogonist.

Of course, some of the cults complained, claiming they bad
recerved no proof of divinity, but it was too late. The people
wanted it, the nobles wanted it; Sigmar the God, and his new
cult, were established in the Empire, and would forever play a
significant part in its future.
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Humanity’s Onry Hore

“Your 7th Objection:

Major: If multiple Gods were once mortal, then ascension from mortality to Godhood cannot be unique.
Minor: Sigmar, Ranald and Myrmidia were once mortal.
Condusion: Ascension is not unique.

I deny the entire proposition.

I deny the major thus: If a God chose to be mortal, then became a God again, he would just be returning to his original
state, not ascending. Thus, proof of a God's previous mortality does not prove an individual God began as amortal. Only
those that began as mortals can be described as ascending when achieving Godhood.

I deny the minor thus: Myrmidia was a God before she was amortal. It 1s dear from verified Tilean and Estalian texts that
Myrmidia chose to become mortal. Further, I offer evidence from the Universities of Altdorf and Nuln, where many old
Oghams have been translated that refer to an Eagle Goddess known in the Reik before Sigmar was born, long before Myrmidia
walked as amortal. Lastly, I do not accept Ranald was ever mortal, and I would be interested if you have any proof that he was.

Therefore, T will continue with my assertion that Sigmar’s divinity is unique, and that all Bretonnia must convert
immediately for the safety of their souls. There is only one God that truly understands the Human condition. There is only
one God that ascended from mortality. There is only one God fit for Humanitys worship, Sigmar.~

—FROM THE 11TH LETTER OF PROFESSOR Hans PEAFF oF ALTDORF UNIVERSITY TO THE KINGDOM OF BRETONNIA

OF THE FIRsT MILLENNIUM

The first millennivm of our glorious Empire brought many developments for the cults: most of the well-known holy texts were recorded, and
by the end of the millennium many were beautifully illuminated; the modern cult structures were formed, and many of the orders we know
today were founded, such as the Order of the Anvil for the Sigmarites; many bigh temples were built, such as the High Temple of Olric in
67 I(, and the High Temple of Sigmar in 246 I(; and an expanding network of lesser temples and shrines were established.

Indeed, by 1000 I(, the cults were very similar to their modern-day counterparts. Sigmar's cult bad grown swiftly, and Vlric's had begun its steady

decline. Taal had subsumed Rhya's cult into bis, and Rlyans were becoming less common. Ranald had mysteriously appeared, although no records
confirm when or where. <Manann was worshipped in almost all coastal commanities. Shallys was popular everywhere, although boly sites were almost

non-existent outside the cities. Hrena had forged forth fmm Nidn, and was mrsbgzpea'
in maost cities, especially Talabheim. eAnd Morr, as be abways had been, was an ever- “We ori Al
j i i ; grieve for those who are mspxred

present God, lokng on t Uife s it bnsied & boverds B patl Their genius stolen, or acquired
However, as the cults became more organised and claimed more power, divisions Who watch with hope, and risk their dreams
began to form. To see them born as dark regimes”

! ] —SonGs OF THE RAVEN
CONCERNING THE EXPANSION OF SIGMAR’S EMPIRE e el i
eAlthough almost all the Reik Basin had been claimed by Sigmar's Empire, little less ‘

than 4 third of it was under Imperial control. The resulting conguering of this land,
now called the “Drive to the Frontiers,” was a time of war and conflict, which the cults of Sigmar and Olric supported with fervent passion.

The few extant chronicles from this period are fragmentary and obscure, making any hard facts of this important campaign, and the cult
actrvities surrounding it, difficult to confirm. Some texts seem to imply that there were disagreements between Olricans and Sigmarites
nvolved with the Drive, which seems likely as some extremist Olricans doubted Sigmar's divinity. However, this cannot be stated with any
certainty, and some Sigmarite texts flatly contradict this interpretation, What is sure is that when the borders of the old tribal lands originally
claimed by Sigmar were reached, disagreements between the nobles arose, and it seems likely that the cults were also involved.

Ostland and Talabecland wished to expand their eastern borders into Ongol territory, the land we now call Kislew, Westerland sought
to expand into Futonspyk (the Wasteland). Middenland strived to quell the wild northern lands (modern-day Nordland). eAnd many
others agreed with this expansionist view, including the Olrican cult, which has abways been aggressive. But Reikland and her allies, all

|
E
b
i




pter I: A Brief History of the |2
; e
Cults of the Empire .J\ Ay
entrenched Sigmarites, wanted none of it. Instead, they

wished to butld more fortified towns and connecting roads
throughout the Empire, continuing Sigmar's civilising work
and securing the land already conquered.

It was inevitable that with so many of the Elector (ounts
wishing to expand their lands that emperors with Olrican
sympathies were repeatedly elected. The most aggressive was
Sigismund the (ongueror of «Averiand, who not only ordered
a war on the Futones, but also led armies across the Girey
and Black Monntains to found new provinces outside the
Reik Basin for the first time.

However, these provinces proved to be difficult to defend, and
were constantly under attack from other tribes of Humans,

as well as Gireenskins, Beastmen, and other, darker, foes.
Thus, by 9oo I(, our glorious Empire had mostly quit its
expansionist policies, and stead focused wpon defendmg what
it bad already secured. By that time, the conquering Empire
mcluded all of the wide-reaching territories that your Imperial
Majesty now guards, and also spanned most of what we

row call Kislew, all of Farravon, 4 large part of the Border
Princes, and, of course, the Wasteland.

oAs the borders were slowly consolidated, the (Cult of Sigmar steadily secured more influence within them. s the centuries passed, it had
gathered a great deal of support from both the nobility and the peasantry, and was easily eclipsing the once-all-powerful cult of Ulric. In
990 I this was finally recognised in Imperial Law when the cult of Sigmar was granted an electoral vote by Emperor Ludwig the Fat,
granting the Grand Theogonist the same voting powers as an Elector (ount. The other cults howled at the injustice of this, and all manner
of accusations of corruption and bribery were bandied about, mostly concerning the Emperor's love of great food and the massive banquets the
Grand T heogonist was known to host. But the complaints were for naught; the Emperor had spoken.

Ten years later, the last stone of the massive rebuilding of the High Temple of Sigmar was laid. Exactly 1,000 years after Holy Sigmar's
victory at Black Fire Fass, the cult of Sigmar had secured itself as the dominant cult of our glorious Empire, and openly demonstrated it with
the completion of the largest temple in all the Grand Provinces.

However, the other cults did not approve, and some openly grumbled their dissatisfaction at the new developments. Amongst these, the
passionate and angry Olricans had the lowdest woice. But, for the moment, their voices went mostly unbeard.

}
{
3
)
§
E
b
{
s
f
i
¥
;
S.
y

e

S M

e M o b i R R e s o A e

CONCERNING THE SOUTH

oAs our glorious Empire expanded to the north and Sigmar's cult grew in power, the disparate southern tribes were all bound together by 4
warrior-woman now called MNyrmidia. Displaying remarkable ingenuity and strategic genius, she conguered all of modern~day Tilea and
Estalia, but on the day she was to be crowned queen of 4 territory even larger than the Empire to the north, she was assassinated.

The resulting destabilisation and civil war marked the foundation point of the Tilean city-states and the Estalian kingdoms. And, much like
Sigmar before ber, SMyrmidia's people, filled with anguish at the loss of the much-loved queen, deified ber.

However, unlike the north, the southern folk claimed that Nyrmidia bad always been a God, and had chosen to walk as 4 mortal to better learn their
ways. Not long after this, rumours spread through the Empire that Sgmar had actually been the son of Olric, and had always been 4 (jod as well.
The Sigmarites tried to quell this, as they preached their Giod was unique because of his ascension, but it proved to be a popular myth.

The (ult of Myrmidia grew rapidly in the south. But, it would be many centuries before it had any impact in the Empire.

OFTHE CiviL W ARS

I am sorry that I must discuss this dark period of our Empire s history, but to fulfil my commission to your Imperial Magesty, and to ensure
Ltbat the mistakes of the past may never be repeated, I cannot shy from the truth. Although it may be hard to concerve how 1,000 years of
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THE SPEAR OF BETRAYAL “

H
“Today, I was taken by Sefior Albarano to the High Temple of Myrmidia in Magritta. It is asight that I shall never forget. In

particular, it has impossibly large, unsupported domes. When I enquired as to the force that kept them from falling, the amused

reply was simply: “Science. I remain unconvinced, and believe there must be some magical component to their construction. i

I received a tour of the wondrous place, and the myths associated with each carving, frieze and window were explained to ' ;
i
{
i

me. One story stood out as particularly unexpected, so I will recount it here.

Myrmidia once chose to walk the earth as a powerless mortal. At this point, she was, like her sister Shallya, a pacifist. When
still a girl, her parents died, so Myrmidia went to live with her aunt and uncle, who were farmers, and very poor. They
* 1 hated the giri, and took any opportunity to spite her, forcing her to work from dawn to dusk. Eventually, when she came of

age, they gifted her toalocal lord, hoping he would be grateful, and ease their taxes.

The lord was not akind master, and the mortal Goddess was subjected to many indignities. Eventually, unwilling to accept
the injustice any longer, Myrmidia, enraged, rose up and took a ceremonial spear from the lord's collection, thrusting it into
his abdomen.

Myrmidia was changed forever. And from that day forward, she never walked again without a spear, a weapon that came
to symbolise her future struggles.”

—THE JOURNALS OF LORD KARL-RIXKARD GOELLNER, 2ND GRAND MASTER OF THE KNIGHTS PANTHER, 1556 1C

successful Empire could collapse without any strong external threats, collapse it did.

Do begin, a string of disasters struck, many of the Empire's own making. The cults and Grand Provinces long harboured many batreds
and grudges, some reaching back before the time of Sigmar bimself, and a millennium of new politics bad only compounded these differences.
Soon, the Grand Provinces and the mafor cults lashed out at each other whenever the opportunity arose. They meted out blame as susted their

causes. They drew closer and closer to war. ;

In wery little time, each of the Elector (ounts had a faction in this growing
turmoil, and the cults gifted or sold their support as they saw fit, often
changing sides as the ebb and flow of politics changed.

eAnd although it is true that the second millennium brought many
advances, it was also riven with corruption, decadence, and arrogance.
Ewventually, the differences became irreconcilable, and cioil war broke out.

CONCERNING THE CRACKING EMPIRE

The spider-web of fractures that cracked the sheen of Imperial strength
was as old as the Elder Gods, dating back to the hatred of Teutognen and
Onberogen, of Talenten and Ostagoth. New threads were spun as every

noble passed a new unjust law, as every cult supported another corrupt

official, as every soul slowly gave in to despair or excess. Rather than

serving a wnited Empire, the cults and nobles began to serve themselves,

all at the expense of the people.

It is generally accepted that the problems began at the end of the first
millennium I(; the Bretonni tribes were forged together into 4 new
nation by Gilles le Breton, and the Westermark province across the Grey
Mountains was attacked then overrun. The Bretonnians then gathered
forces to forge northwards, but fortifications along the Grey Mountains
were soon populated with soldiers from across the Grand Provinces, and
the Bretonnians weak knights were repulsed.
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This was followed by a thread of increasingly desperate problems that so
componnded upon each other that a division was inevitable. To begin, 4
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Chapter I: A Brief History of the
Cults of the Empire

procession of incompetent, decadent, and thoroughly corrupt
emperors significantly weakened the position. Ferbaps the worst
of these was Emperor Boris Hobenbach (1053-115 I(),
often called " Goldgatber,” or, less politely, “the Incompetent.”
He used his important position for nothing more than personal |

“—The perfect crime, I say; for if we succeed, we cannot be caught,
even if all know of our deeds. Only if we fall can we be punished.

—But, how can this be? When we commit a crime, the law of the
land always follows, especially if they know what we have done,
and who we are.

gain, and let the Elector (ounts act as they pleased as long as
they sent him frequent, expensive gifts. Imperial offices were
imvented and sold whenever bis coffers got too low (which
they reportedly did a4 great deal), and Indicrously grand titles
were appointed to friends and lpvers as the whim took him.
Perbaps worse, rather than acting against such disreputable
emperors, the cults mostly supported them, as this provided
greater freedoms, and, sometimes, political advantages. Soon —THE RippLES TEN.
scandals including the clergy were just as common as those of ———J
the nobles. Several eAltdorfer chronicles tell of priests whose

mistresses and harems were paraded through the streets in shame, and monks whose crimimal activities were uncovered by rivals. However,
one must be careful with such reports, as many were recorded by political enemies, all designed to support their counter-positions.

oAs the Empire swayed in this crooked wind, the horrors of the Black Plague suddenly swept through the Reik Basin in 1in I(, wiping out
entire communities. T he death-toll was appalling, and some provinces may have lost as many as nine in ten to disease. Onfortunately, the
power vacuum that this created was soon filled by war. The Drakwald Province, already depopulated from many unwise attacks into the
Elven-held Laurelorn Forest, was effectrvely destroyed, and was soon overrun by rampaging Greenskins and Beastmen. In the aftermath
of disease and death, even weaker emperors were installed by selfish Electors, allowing them to wage internecine wars for now-uninbabited
territory. Indeed, such conflicts were so common that we now call this time the oAge of Wars.

By 1360 I, one Grand Province could take no more, and finally declared its independence. Significantly, it had the support of two of the
largest cults of the Empire: the Taalites and the Dlricans.

—Not for this crime, my friend. I can guarantee that success will
bring us safety.

P——

—Please, do not taunt me so, what is this crime we must plan?

—You tell me.”

CONCERNING THE EMPRESS OTTILIA

When the Girand Duke of Stirland, an obvious Sigmarite pawn and long ~standing enemy of Talabecland, was appointed Emperor by the
Electors, C}rand Duchess Ottilia of Talabecland bad finally had enough, and after consulting the (ult of Taal, began to make preparations.

In Middenbeim, the (ult of lric had also had enough. The Grand Dukes of their city had long distrusted the influence that the cult
had over the populace, and had been trying to force the (ult of Olric to reorganise itself. Further, the (ult of Sigmar effectively controlled
the elections of new Emperors, which was intolerable to the Ulricans. When Ottilia approached edr-Olric with claims that she had proof
that all Sigmarites were heretics, and that Sigmar was no God after all, the High Priest happily accepted her invitation to move his cult to
Talabbeim.

Ortilia welcomed eAr-Vlric to the Eye of the Forest, and the Olrican cult claimed all Sigmarites were beretics after viewing Ottilia' s
fallacious evidence. Ottilia then banned the cult in her lands.

When Talabecland then declared itself independent from the Empire, and Ottilia claimed the title of Empress without election, being crowned
by oAr-Olric just as Sigmar bad been, the other Grand Provinces were stunned. They were even more stunned when Ottilia marched an
army from ber unassailable bastion of Talabbeim and destroyed the numerically superior force the Stirlander Emperor had sent north to quell
ber rebellion at the Battle of the Talabec River.

Her statement made, she withdrew to impregnable Talabbeim, and war raged all around ber.

oAlthough successive emperors tried, none could break the crater walls of the Taalbaston, and Talabbeim never fell. The Ottilian Emperors
(as they would come to be known) would rule Talabecland until Magnus of Niuln finally reunited them with the Empire in 2304 I

CONCERNING THE COLLAPSE OF EMPIRE

(Chronicles from the «Age of War are filled with bitter hatred and woe, and it is evident that not even the greatest threats to our glorious
Empire were enough to force a resolution to the conflicts and hatreds.
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THE SHADOW BLADE

“This myth is not known to the cults, for it comes from the Asur, whom I have had the fortune of discussing these matters
with.

When the Great Gates collapsed, and the mutating energies of the Aethyr were released, mourning Verena was approached
by Taal to join the defence against the Dark Gods. He had become king after his father, Asuryan, had been struck down by the
Blood God, and was rallying those who still lived. After much persuasion, Verena eventually agreed to join the survivors at the
Great Pyramud.

When she arrived, she was shocked to see how few remained. Knowing they desperately needed an advantage, Verena
studied the great tablets of the Old Ones, and uncovered the existence of Tlanxla’s Sword of Judgement, a weapon of
incredible power. So, without informing Taal, she travelled to the Southern Gate disguised as aservant of the Dark Gods.
After hardships unnumbered, she eventually found it in the hands of a Daemon God.

Like many other artefacts of the Old Ones, the Sword was being used to further the schemes of the Dark Gods. The
Daemon God in question was called Ulgu, who had been commanded by the Lord of Change to join with seven other Gods
to flood the mortal realm with the Aethyr. Verena, using her intelligence and wit, tricked Ulgu into giving her the Sword,
then fled back to the Pyramud, to join the last stand against the Dark Gods.

When she arrived, the forces of Chaos were already making their attack. She swooped down and joined the defence. Step-

“ by-step the defenders were driven up the pyramid, until there were only ahandful of Gods about the Diamond Throne atits
top. Just as it seemed all waslost, agreat, white fire erupted from the Throne, and Asuryan the Phoenix, wearing a bifurcated
mask of white and black, strode forth. Withastrength borne of fury, the resurrected King of the Gods drove back the confused

forces of Chaos.

To this day, Elven servants of Verena, whom they call Hoeth, all bear swords, much like their God. In turn, we, the Wise
Magisters of the Grrey Order, also favour the weapon, all in memory of amyth that probably isn't even true.”

“ ~MaRKUS FISCHER, MAGISTER OF THE GREY ORDER J

Indeed, when Estalia was invaded by Sultan Faffar of eAraby in the fifteenth century with forces so r'mprméble that the entire Old World seemed to

be threatened, the Grand Provinces did nothing to respond. Embarrassingly, it was King Louis of Bretonnia who put out 4 desperate call for all men
of noble intent to rid the Old World of ivvaders. The resultmg (rusades against Araby are notewarthy because neither the cults nor the Elector (ourts
apenly supported it, but indsvidual nobles and pious men from across the divided Empire responded nonetheless. «/After the (yusades, the veteran knights
that retwrned formed some of the greatest secular knightly ovders the Empire has even known, mcluding the Knights Tanther, Knights of the Giolden
Lion and the Knights SFaguar. This did not please the cults, for their templars had previously been the only formal orders of knights, but Mrabyan gold
bought the support of the Elector ((ounts, and the orders were formally recognised. Only the Knights of the Blazing Sun, a new order of Empire kpights
that had corrverted to Myrmidia during the (rusade, were not secular. But as they worshipped 4 foreign deity, they were no mare welcome.

The Age of Wars came to an end when eAr-Ulric returned to SMiddenbeim in 1547 I(. The Vlrican cult had fallen out with Ottilia's
successors, and so reluctantly accepted celibacy for its priesthood (in order that rival dynasties to Middenbeim's grand dukes could not be
founded) in order to return to the cult s high temple. Within 4 month, Niddenheim declared itself independent from Sigmar's Empire, and
oAr-Olric crowned Grand Duke Heinrich as emperor. The fact that Heinvich had just been spurned by the Sigmarite (ult, with the Grand
T heogonist crowning a dsfferent emperor to the one voted (him), was claimed to be coincidental.

—

Now there were three Emperors, with each supported by a different cult: The Ottilian Emperor was supported by the Taalites, the Wolf Emperor
by the Olricans, and the Electorate Emperor by the Sgmarttes. It is important to note that the elections supported by the Sigmarites were so corupt
by this time that they are now perceived by most scholars to have been mere formalsties for approving the Grand T heogonist s choice.

This eAge of Three Emperors was one of unending war, pain, and disaster. Necromancers and daemonologists were rife in the lands.

The Gospodars, a then-unkpown tribe of Humans, invaded across the Worlds Edge <Mountatns, defeating the Ongols, Ostlanders and
Ostermarkers, pushing back the Empire's borders to forge a new nation: Kislev. Greenskins constantly attacked from the mountains and
Jorests, and even managed to wipe out the ijnd Province of Solland in 1707 I(. Norse tribesmen repeatedly harried the coastlines, and
sacked Marsenburg in 1850 I(. (Cult persecutions became commonplace, especially from the (ult of Sigmar. oAnd the final stone of Morr's
Portal was laid when in 1979 I( when <Magritta of Marsenbury declared herself Empress, but the (ult of Sigmar refused to accept ber,
or indeed, any Elector (ount. N@ coromation took place, leaving the Empire without a voted emperor.
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oAs if to show Sigmar's displeasure at the mockery his Empire had become, 4 twin-tailed comet slammed into the capital of Ostermark in
1999 I(, flattening it.
This was seen as the final sign that Sigmar's dream was over, and bis Empire was at an end. Soon, all of the Qrand Provinces were

effectively independent, and war amongst them, and the cults that
supported them, became commonplace.

' of

“And Blessed Myrmidia observed: When
confronted by a vastly superior foe, the Good
General must use her guile, and her enemy’s hubris.
The general of a vastly superior force expects to
win, and through that expectation, victory can be
plucked.

And Lagario exdaimed: But, general, they 3
g
3
4
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OF THE GREAT W AR AGAINST CHAOS

With the Girand Provinces crippled by war and acrimonious hatreds,
dark_forces rose to claim the land that was once Sigmar's. In the east, the
province of Sylvania fell under the sway of the Ondead, and the terrible
Wars of the Himpire (ounts nearly brought the fesding Girand Provinces to
their knees. To the north, the Norse made raid after raud into Westerland,
Nrdland and Ostland. From the mountains, the constant threat of
Greenskins never died. ednd, from the forests, Beastmen sacked willages
and razed frelds.

However, all these conflicts did nothing but mask the true threat. Far
to the north, tribes older than Sigmar's broken Empire were gathering in
numbers unimaginable. They were mustering beneath the banner of one
they believed bad been chosen by the Dark Gods themselves: an evil by
the name of eAsavar Kul.

The time of the Great War eguinst (haos had arriveds 4 war we now
know the Elder Races had predicted, and dreaded, for millennia.

outnumber us by too much, we will be enveloped. I
will not allow the slaughter of my people.

And Blessed Myrmidia said: Fortunate for us that we
outnumber their southern force.

And Laga.rio goggled: They have asouthern force?

And Blessed Myrmidia smiled: Not yet, but we can
resolve that.”

—THE Boox oF Wz,
“THE BaTTLE FOR FOUR TEARS BRIDGE’
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CONCERNING MAGNUS THE Pious

If your Imperial Majesty will allow, I believe this following extract from Futte Sigmarzoon's (Chronicle of Magnus explains the terror of
the time far better than I could replicate. It is particularly relevant as it also mentions the actions of some of the cults. Unfortunately, much
like the (rusades before, the cults did not initially support the cause we now know to be correct.

“From the Northern Wastes they came. The Kurgan. The Hung. The Nrse. <At their sides rode the mutant and the heretic.
oAt their head rode Daemonic Servants of the Dark Gods. «And leading them all was eAsavar Kul, (hampion of the Rusnous
Powers, Damned, Indomitable.

The borde was unimaginably mighty. Countless thousands poured southwards, and the priests of Dark Gods urged them on,
demanding blood and sacrifices for their fell masters.

When the gibbering horde reached the Kislevite city of Praag, it swiftly ravaged the strongbold. Soon, all that remained was a
foul and profane wreck, fashioned from the twisted ruins of hate expressed. The shattered walls screamed with the trapped spirits of
tormented defenders. Dreadful daemons haunted the imsane streets, cavorting with unrestrained glee. ((haos reigned unchecked.

Kislev desperately called for help, but the Girand Provinces of the once-Empire were in dire straits themselves. For uncounted
years, mutation had inundated their lands, and plague had followed, slicing through communities like a pus-coated blade. The
once-great cities echoed with tear-staimed mothers wailing for their dead and mutated children. The blasted fields were littered
with shattered men, their backs broken by fields unwilling to yield crops. Fumine, disease, misery, and bate were all that remained.
Despair ruled Sigmar's beirs.

But then Magnus came.

He first preached in Niuln, and all who heard him listened. He spoke—heen as a sharpened blade, passionate as a wronged
innocent, outraged as a father whose child had been murdered—and the eloguence of bis words broke through every despair. He
touched something long lost. He gifted bope.

But the hatred and mistrust of a thousand years of war were impossible to sgnore, and many did not want to hear bim, especially the
embittered cults. However, where they damned Magnss, their Gods supported bim. In Middenbeim, the (ult of Olric ridiculed
the preacher; so <Magnss walked through the Eternal Flame, proving the War God s favour. In Altdorf, the Grand Theogonist
claimed he was a heretic. But when the Templars of Sigmar tied bim to 4 stake for burning, the flames would not catch, even

Tue DArk GoDS

“And then the Catacdysm came.

ang Taal rose from His Forest, and with Dark Morr muttering dire portents in His ear, He banished all immortals from
the world.

But the Cataclysm’s architects refused His order.

The Crow, the Hound, the Serpent, and the Vulture were jealous of King Taal, and had tried to use the Great Gates to
take what was His.

They had failed.

As the other immortals fled, the Four attacked, bitter and angry with their frustrations.

Many died.

After countless battles, King Taal was eventually surrounded. There were few still by his side.

Ulric the Whlf. Noble Margileo. Just Verena. Sotek the Snake. Manann of the Sea. And Gentle Shallya, tear-stained and
afraid.

Even Smiling Ranald had fled, and nowhid in the Places Between, fearful for the future.

Then, just as the Four and their allies arrived for the Final Battle, Flaming Phoenix, whom all had thought dead, returned
from atop His Gleaming Pyramid, and He smote about Him.

Thus the rebels were pushed behind the Great Gates, and were sealed there forever.

But they were restless in their cage, and soon worked to escape.”

—TRANSLATED FROM THE OBERNARN STONE, NOW HELD IN THE IMPERIAL MUSEUM, ALTDORF
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THE GREATEST TRICK

~And I'said: Can you tell me the tale of Ranald, and how he achieved Godhood?

And the child replied: Yes. The Greatest Trick. A well-known tale. Ranaldans daim that, when mortal, Ranald was 2
bandit; a gentle soul who robbed from the rich and gave to the poor. This so enchanted Shallya that she fell in love, ensnared
‘ by the romance of Ranald’s deeds.

One night, when distributing supplies to victims of the Fly Lord, Ranald fell dreadfully ill, and was approached by Morr.
Shallya could not bear the loss of her love, so she stole Ranald from her fathers grasp in the only way she knewhow: she let
him drink from her holy Chalice, and granted him immortality.

Ranald, nowaGod, laughed at Shallya's naivety. He admitted to the crying Goddess that he had never been sick at ll, and
that he had manipulated her from the beginning.

And I said: So, the tale is true?

And the child replied: No. It is false. The greatest trick Ranald ever pulled was convincing Humanity that he had ever
been one of them.”

—THE TESTAMENT OF PERGUNDA, ||

‘ON RiGHTING W RONGS’ |

when fuclled with oils. When SMagnas arrved in Talabbeim, the Taalites ordered bim to leave. In response, the wolves of the
Taalgrunhaar forest howled louder than thunder, and & Gireat Stag marked with a white bammer appeared in Taal s temple. W hen
eMagnus spoke in Marienburg, and the Manannites jeered at bis foresgn war, the sea came altve, and it is said Triton himself
swam between the islands. Wherever be went, Magnus unflaggmgly spoke of war, of the coming threat, of the necessity of relieving
Kislev before it was too late. eAnd the Gods responded.

oA force larger than even Sigmar's gathered and marched north at <Magnus's command. Plague surrounded them. Mutation
was everywhere. But Magnus was pure. Magnus was strong. oAnd so was his army.

oAt the Battle of Kislev's Gates in 2302 I(, <Magnus met with the far-greater (haos horde of eAsavar Rul, and, against all
odds, prevailed.”

CONCERNING THE EMPIRE REBORN

Magnus's popularity was absolute, and quite impossible to relate in this simple manuscript, He had defeated an immeasurably powerful foe
and personally slain the great enemy, eAsavar Kul. More, be had united the Empire unlike any save Sigmar bimielf.

Some believed that SMagnus must have been Sigmar reborn, and Sigmarite chronicles of the time feature countless accounts of miracles the
great hero supposedly performed, all supporting this claim. Many more believed <Magnus was certainly Sigmar's (hosen, which certainly
seems to be the case. However, no matter what individuals believed, almost all clamed be must be crowned Emperor.

For the first time in almost a thousand years, the leaders qf atl the great Provinces gathered in one place to elect an Emperor, and it was
they chose Magnus to lead them.

Nt all the nobles liked it, but they bad little choice. They would have been lynched if they had refused <Magnus. He was loved like no
other—and this was something that Emperor Magnus of Nisln used to great effect when be implemented his many reforms.

In particular, two of his many decrees directly affected the cults.

In memory of the Cult of Sigmar's unflagging support of the Electoral Emperors, «Magnus granted the cult three votes on the new Electoral
(Council to appoint Emperors. In recognition of the (iult of Vlric's unique position in the Empire's history, he granted them one vote. It is
commonly believed that the (ult of Taal and Rhya was offered an Electoral position by eMagnus, but it refused to accept it for unexplained
reasons; however, this truth of this is impossible to verify. This split of the votes managed to infuriate most of the cults and the other Electors
Sfor different reasons, but Magnus ignored the complaints, for be had greater plans in mind,

efware that the cults had been a primary reason for the original breakdown of the previous Empire, SMagnus formed a council that all the
important cults in bis Empire had to attend by Imperial decree. The Girand (onclave (which is what Magnus called the council) would take
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were dealt with. His choice of cults for inclusion was controversial. Beyond the fie obvious cults of the Elder Gods, and those of the widely
worshipped Sigmar, Shallya, and Wrena, be also admitted Ranald and Myrmidia. The last was ostensibly included because the Knights of
the Blazing Sun were the first knightly order to respond to bis call to arms; but, it 15 widely
believed that the real truth they were included is because of the cult's pervasive influence in
Tilea and Estalia, which <Magnus wished to both recognise and monitor. | am Sigmar. 1 am Golden. Iam God.

Harken for my name, for it wall echo
OF THE COMING OF KARL FRANZ  ERTAY i e
Magnus ruled for 65 long years. The lengthy, stable reign successfully erased many of strike down my enemies wherever
the memories of the previous turmoil. Nt one of the Electors that gathered to vote for they may hide. It will be heard when
Magnus's replacement bore enough years to recall the previous turmoils. <Al they bad the need is greatest.”
#@wnm was Maﬁgfm and E;;fpzn. They sol.emrff} agreed to title their lost Emperor "the —DEUS SIGMAR
Pious” in recognition of the miracles be had instigated.

But, if your Imperial Majesty will permit me to be 50 bold, I believe the real miracle was

bow thoroughly <Nagnus bad rebuslt our glorious Empire. He bad carefully rebalanced the (}mmf Provinces, re~establishing twelve Elector
Counts as Sigmar had done long before bim. He had created the (olleges of Magic with the belp of the High Elves, providing for the
Suture defence of the Empire with mighty magic. He bad dragged the cults togetber and forced them to gather before him every five years to
air their differences, something they now happily accepted. He had even
established tight diplomatic velations with all the surrounding nations,
even though they were historical enemies.

oAl of this be did for one reason: to bis dying day it is recorded that
Magnus often claimed (haos had not been defeated, just driven back,
He believed that the Dark_ g'od.r would return, and that the Empire
must build dams of faith, stome, and steel to defend against the returning

tide.

oAs we all now know, Magnus's fears would prove to be accurate.

CONCERNING THE COMING STORM

Ower two bundred years of relative peace followed the Great War.

Our glorions Empire endured attacks from Beastmen of the forest,
Sfrom marauding Greenskins, and from greedy neighbours; it even
survived several attempts to pull it apart—including brief bouts of crvil
war—and prevailed through the loss of the Hhsteland, which bought its
independence with its deep coffers; but it stood firm and strong.

However, slowly, the old hostilities between the cults began to resurface,
and the streets became more dangerous. Beastmen again rose from the
forests, and the Drakwald, in particular, became incredibly dangerons.
Further, the cults of the (haos Gods became more blatant, with witch
burnings spreading to all corers of the Empire as prophets by the score
lined the streets proclaiming the end was nigh. /And, perbaps worst of
all, mutation begun to spread again.

ods your Imperial Highness will know, when be was voted by his illustrions peers to lead our gloriows Empire, it was already clear that
something was wrong. There was an impending sense of doom in all bearts, and none seemed capable of shifting it. Relations were worsening
berween Ulricans and Sigmarites, and also between Taalstes and Sigmarites. «And although much was done to quell this religious unrest, the
engramed bostilities were too old, and riots soon sparked across the Empire, threatening to light the tinder of war.

It is fortunate for us all that your Imperial Majesty bas proven to be not only 4 remarkable warleader and talented diplomat, but an
important patron of the arts, and an undaunted foe of all that is impure and profane. Evven though these last years have been plagued by the

slow encroachment of (haos, your Imperial SMagesty bas tirelessly worked to fight back this evil, and has worked closely with all the cults to
gudrantee this worthy fight is not in vain.
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In 2522 I, none of us could belicve the foul slaves to the Dark_ [
Gods would return just as Magnus had prophesised, and in numbers

unimaginable. But retwrn they did, and this time they were unconcerned
with Kislev. This time, <Archaon the Everchosen, the new leader of the »All lies. ALL LIES! There is no Afterife. Morr

(haos Hordes, headed straight for our glorious Empire. ferries you to the gaping maws of hungry, uncaring
Gods. We are naught but food for their insatiable
[[ hungers! Deny him! Deny them all! ALL IS CHAOS!~

We are blessed indeed to have bad your Imperial Mdafesty lead us ~FoUuND ANONYMOUSLY SCRAWLED ACROSS THE

through the war that has now been dubbed “The Storm of (haos.” W ALLS OF THE T ALABHEIM T EMPLE OF MORR IN 2522
Without such leadership, and such diplomatic brilliance, there is no doubt

that our glorious Empire would have fallen to the Ruinous Powers. Of
particular brilliance was the (onclave of Light, a great council your
Imperial Highness called to decide the future of all our people, for it drew the cults together with the great leaders of the Old World; and you
guided them to work together, and eventually, the council formed a mutually agreed strategy to repel the incoming blasphemies.

The resulting war was devastating. <Most of Kisle, Ostland, Hochland, Nordland and SMiddenland were ravaged by the merciless
marauders descending from the north, while Ostermark and Stirland were assaulted by another borde from across the Worlds Edge
Mountains. Greenskins also grasped the opportunity to attack, and ploughed through efverland, Stirland, Ostermark, and Talabecland.
oAnd, as if this was not enough, all the war and bloodshed stirred another ancient evil, and the Vimpire (ounts of old Sykvania rose again,
wresting total control of their cursed land before also marching to war.

oAs your Imperial Majesty knows first-hand, it was the Siege of <Middenbeim that saw the end of the Storm of (haos. The great (ity of
the White Wolf held out against eArchaon and bis seemingly limitless armies, reinforced, as it was, by your tactical genius. Exalted Vlten,
a hero of the Empire rumoured to be Stymar reborn, also gave bis life in single combat against eArchaon to guarantee the victory. It was a
sacrifice that wounded the Empire to the core, but it won the day.

LiFE AFTER DEATH

CONCERNING THE STORM OF CHAOS

Our glorious Empire, though ravaged, had survived.

OF THE PRESENT

Today, the cults of our glorious Empire influence almost all matters. Temples to all the mafor Gods, and many minor, can be found in every
town and city, and shrines of all shapes and sizes are scattered everywhere else.

oAlthough the major cult schisms are in the past, the memory of them is persistent, and some cultists, including many Sigmarites and the
Ulricans, still bear 4 deep, abiding suspicion of each other. However, full-scale and lasting civil war has not afflicted our Empire for over
two centuries, and as long as we have our history books to learn from past mistakes, we can, Sigmar willing, ensure that we avoid such
awfulness happening again.

oAnd even though Sigmar Heldenhammer's Empire may have been balf destroyed by the insane tribesmen of the Dark Gods, we have the
enlightened leadership of your Imperial Highness to see us through these dark times. Muverland, Mootland, Reikland and Wissenland may be
the only Girand Provinces mostly unscatbed, but that only means they are freer to aid the rebuilding that will ensure the name Karl Frang is
as celebrated as Magnus, and echoes down through the ages of our descendants.

oAs is right in these dsfficult times, people will also turn to their priests; so, now mare than ever, it is important that the cults preach the
correct message. “Yes, some may have ancient enmities dating to the Time of the Tribes; yes, some may feel justified in hating each other; but
they are all men of the Empire, they are all your Imperial SMajesty's subjects, they ave all servants of the Gods. Be they Ulrican, Taalite,
Sigmarite, or anything else, they will spend their last to deny the ‘Ruinous Powers, and this is something they all share.

Thus it is to these brave folk, these cultists of the Gods, that we, the common people of the Empire, will always turn, for they never lose
bope, they never despair.

They are our salvation.

25
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he citizens of the Empire are a deeply religious and

superstitious people. There are a grear many spirits and
otherworldly creatures, but the greatest of these are the Gods. There
are variations across the Empire, and more beyond its borders, but
ten Gods are recognised as being the most powerful deities that
demand offerings and sacrifice. It is the worship of these powers
that binds the folk of the Empire together.

The most popular Gods have extensive cults of loyal worshippers
that do the works of their divine patron, give them honour, and
placate these elemental beings. The cults are important because
they persuade the Gods to stay their hands. Life is anything but
easy in the Empire, and like existence, the Gods can be cruel,
vengeful, and even uncaring of mankind. It falls to the cults to
help Humanity flatter and persuade the Gods for their help.
Although there are always tensions and disagreements berween
cults, it must be remembered that the Empire is a society where
everyone worships all the Gods to some degree or another, A
priest of a given cult may be extremely tied to the service of cheir
group, but still recognises the power, majesty, and importance of
the other Gods.

While each cult operates independently from the others, and has

its own goals, agendas, and methods, there is a great deal of unity
berween cults. A priest that understands this may politely and
gently guide a wayward worshipper to the priest of another cult if
the advice sought falls outside the realm of the priest’s experience or
sphere of influence. In theory, all priests must follow the festivals,
rites, and practises of the other cults, and it's considered bad form
to criticise the rites of other cults, although it's done on 2 daily
basis. True schisms and conflict between cults are rare, but not
unheard of. Indeed, some of the worst internal strife in the Empire
occurred berween the believers of ene culr and another,

Although the main Gods are worshipped throughout the Empire,
every province and town has their preferred, patron deity that
receives more adoration than the rest. Taal and Rhya are beloved in
the province of Talabecland, particularly the city-state of Talabheim.
The grear city of Middenheim is the holy site for worshippers of
Ulric. As the father of the Empire, Sigmar is particularly popular in
the capital of Altdorf. Other deities, such as Ranald, Shallya, and
Morr, lack central points of power, and their influence is scattered
throughout the villages and towns of the Empire. The God of the
Sea. Manann, is most popular along the coastline, bur his priests can
be found along every major river and body of water as well.

TuE GRAND CONCLAVE

As described in Chapter I: A Brief History of the Cults of the
Empire, the various cults have been anything but peaceful, and
when they do agree, it is a tenuous alliance that almost always
dissolves into heated debate, bickering, and outrage. Indeed, much
of the Empire’s history is fraught with the infighting and the
machinations of the various cults, each jockeying for power and
influence, even at the expense of their beloved Empire. However, at
the close of the Great War Against Chaos, Magnus the Pious called
a great convocation, summoning the high priests of all recognised
cults, and decreeing that they would meet once every five years

in Nuln to work out issues berween them. Because this meeting
would occur under the warchful eyes of the Emperor himself, it was
believed that cool heads would prevail, lest his wrath come down.
So was the Grand Conclave formed.

Since its inception, the Grand Conclave has changed seats,
following in the steps of the Emperor as the capital moved over the
intervening years. From Nuln, the Conclave has had a time in most
of the Empire’s greatest cities, but for now, it is firmly entrenched
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in Aledorf. Each Conclave is a moment of great celebration, revelry,
and excitement. Old Worlders from all around the capiral come to
the city 1o see the spectacle of the high priests and their fanrastic
entourages marching through the streets of Sigmar’s beloved city.
Wending their way down the labytinthine corridors of this grand
city are representatives of Manann, Morr, Myrmidia, Shallya, and
Taal and Rhya, while those of Sigmar hold passion plays on the
steps of the Great Carthedral. In recent years, cultists of Handrich
have carnestly lobbied for formal recognition by the Conclave,
though their bribes and impassioned speeches have made little
progress. Despite their failures, most people of the Empire believe
it is but a matter of time before the Conclave gives way to public
demand.

Although the Grand Conclave is a meeting of religious orders,
once the various elements arrive. and the pomp and ceremony has
passed, the event acquires a sombre, formal air. For a week, the
Grand Conclave meets. On che first day cach high priest makes a
big show of thanking their respective Gods and pleading for divine
blessings on the Empire. This continues until the Grand Theogonist
grants the final blessing. It is at this point that the Emperor
addresses the gathered audience. asking for respect, understanding,
and fellowship during the proceedings. The working of magic,
regardless of its source or intent, is strictly forbidden while the
Grand Conclave is in session.

During this time, there is much feasting, politicking, the arrival

and departure of pilgrims, reports of miracles, bestowal of titles and
promotions, and mere. This is a period of much intrigue, of whispers
in shadowed alcoves, of trysts and affairs, and a great deal more.
During this time, the cults air their grievances, voice their concerns,
and debate amongst themselves and against each other. These talks,
though theeretically civil. often erupt into heated exchanges full of
velling and threats—though the presence of the Emperor and his ever-
present guard keeps it from ever resulting in bloodshed. Interestingly,
theological debates are not allowed at the Grand Condlave, only
pressing matters affecting the day-to-day affairs of the cults and their
impact on the Empire as a whole. Still, its unavoidable for the high
priests to avoid slipping in such language, although the Emperor has
final say in keeping the debate steered towards ecumenical marters.

Common topics debated at the Grand Conclave include the
rights of priests as they apply to Empire law, taxation of religious
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property and institutions, ownership disputes beeween cults,
and dealings berween the cults and the secular powers. Also, the
representative of a cult formally proclaims any edicts of their

given group thar are then included in the Imperial Registry—the
announcement of new holidays, induction of new Venerated Souls,
and the passing of esteemed members.

Needless to say, a tremendous amount of back-room brokering,
intrigue. and skulduggery occur during the Grand Conclave. Each
high priest typically brings along a large entourage of cultists to
handle other matters and other interested parties come to Alrdorf
in order to sway opinion towards their own special interests.

— THE CuLT OF MANANN —

Seat of Power: Marienburg

Head of the Cult: Matriarch Camille Dauphina

Primary Orders: Order of the Albatross

Major Festivals: Spring Equinox, Fall Equinox

Holy Books: Of Sea and Man, Tales of the Albatross, Liber Manann

Holy Symbols: Waves and wave patterns, albatrosses, five-tined
crown

he Culr of Manann is most active along the western border of
the Empire, where the waters of the Sea of Claws lap against
the rocky shores or mingle with the powerful rivers that drain
the realm. Manann’s cult focuses on practical matters relating to
the sea and its members are sought after as navigators, pilots, and

able-bodied sailors, for having a priest of Manann on your vessel is
considered very good luck.

Like the ocean, Manann is a fickle and touchy deity, who can

turn on the faithful and non-believers alike with little to no
warning. Because the Empire is so dependent on its navy and vital
waterways, the cult enjoys enduring respect and tolerance, and
many believe withour it and the intercession by its priests on the
behalf of the common people of the Empire, the waters of the
world would swallow up the land to fill Manann’s appetite. No-one
loves Manann—they fear his wrath, and his worship is given to
placate his volatile nature. However, his priests admire Mananns
strengrh, ferocity, and independence.
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Although by no means an affectionate, benevolent
or merciful God, Manann nevertheless inspires
fervent devotion in his followers. He can best

be described as both angry and capricious.
appeased by worshippers rather than praised or
adored. This is reflected in the behaviour of the
faithful, who possess the duel responsibilities of
receiving appeasement on behalf of others, and of
doing the appeasing themselves.

Anyone who steps foot upon a boat, even a

modest ferry, offers up a prayer to Manann—those
who forget bring serious doom upon their heads. The
priests of Manann play up this rite, making them indispensable
in the minds of the people. They commonly offer words of grim
portent as it involves the sea, terrifying non-priests who make

e

“Manann is our blessing, our parron, the one that brings food to
our table. He’s also the one that drags our sons to the bottom of
his watery home, the bringer of storms, and the crushing waves.
He is the Sea and he is eternal.”

—INGRID HOELSTAFF,
Wi oF CapTamy HOELSTAFF OF THE REDOUBT

“Manann would rather be cursed at with the most horrible of
words rather than not be spoken of at all.”

—(GUNTER SHEIDHAAL, STEVEDORE OF MARIENBURG

“He is greedy. Rapacious, even! Throwing sacrifices to him is
like rossing gold and offerings into a bottomless pit. There is a
reason that the sea is so vast—ir is the belly of Manann, the ever-
hungry.”

—INGRID SCHUMER,, PRIESTESS OF SHALLYA

“Ive said all my prayers, offered sacrifices and paid my tithes.
My ship is in Manann’s hands now.”

—WALTER vaN HomK, MARIENBURGER CAPTAIN

“In me experience, the Lord o’ tha Tydes is as fickle as an
Averheim matron. Ya haff ta court him, give him gifts, and
speak sweetly. Bur one misstep and yer in fer a world of hurt.
Yar!”

—Brack AMos, PIRATE

“You know the old superstition about not looking back at port?
Well the same goes for Marienburg—so long as we stare out to
sea and don’t look back, Manann will protect us.”

—GUNTHER VAN DER LUP, MARIENBURGER FISHERMAN

“Ir’s not that Manann is evil. He is not of course, despire what
the yokels might claim. No, Manann is fickle, capricious, and
temperamental—much like the weather, in fact.”

—FaTHER ROUBET HEINSTERN, PRIEST OF VERENA
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generous donations to the cult to stay Manann's anger. The
priests of the other cults sometimes mutter about the rising
power and influence of the Cult of Manann, as it
slowly intertwines with commerce and political
power—a fact the Culr of Handrich mentions
whenever and wherever it can.

The shores of the Empire are lined with
shrines, altars, and temples, guaranteeing that a
worshipper is not too far from one of Manann’s
holy sites. These shrines are always atrended o
by a priest or initiate, who offer insight into the
weather and perform rites to see if a venture on
the sea is risky or not.

Most priests, however, spend their time on boats and

ships. Their services are in great demand, and owners of these
vessels pay handsomely to have a priest on board to ensure a safe,
speedy voyage. Priests rarely tie themselves to a single vessel—
members of other cults decry this as a way for their cult to keep their
numbers in short supply, thus increasing demand and the price to
“hire” priests. This claim is vehemently denied by the cult, of course,
which simply makes the argument that Manann’s blessing cannot be
concentrated on just a handful of ships and caprains.

The Cult of Manann plays a vital role in the shipping and trade of
the Old World, and many rulers who have held ambitions across
the seas have found their ambition curtailed because they did not
pay the proper respects to the cult. Enemies of the cult would

say the cult abuses its position as custodian of the seas, holding
access to the sea to ransom and putting a stranglehold on trade,
but everybody pays the tithes asked—to not do so would to invite
Manann’s wrath.

The cult is an exceptionally powerful force in Marienburg, where
the matriarch and the high temple wield a great amount of polirical
power. In the Empire, the cult is altogether less powerful, for the
Empire has less access to the sea trade that is the lifeblood of its
wayward province, Nonetheless, in places the cult does command

a great deal of respect and power—up the Reik, especially berween
Aledorf and the sea, where the people are heavily dependant on

the trade the river brings, and along the storm lashed northern
coast where the locals risk their lives on the Sea of Claws for their
livelihood.

For all of Manann’s capricious violence and tempestuous nature,
when convinced to intercede on the behalf of mortals, the effects
are specracular, In recent days, during the last Chaes Incursion,
the forces of the Ruinous Powers swept through Ostland. razing
coastal temples and slaughtering worshippers and priests alike.

Yet amidst this disaster, a miracle was said to have happened—the
temple of Manann ar Salkalten was miraculously spared the wrath
of the bloodthirsty hordes, for Manann sent a tremendous storm to
cover the city, and force the approaching armies to change course
and move inland. The astounding intercession filled the temple of
Salkalten with the faithful, newly converted worshippers mixing
with refugee clergymen.

‘The cult has no strong allies amongst the other God-cults, but nor
does it have any enemies except for cults of Stromfels, to whom the




culr extends no mercy. So long as priests of other faiths pay proper
respect to the sea—and the appropriate tithes to the temple, of
course—Manann has no quarrel with them.

BELIEFS

The Cult of Manann believes that to set foot in his domain

is to place oneself at his mercy. His priests know Manann to

be capricious and unpredictable, and so they must constantly
placate him lest his mood turn to violence, with potentially fatal
consequences.

Manann’s followers believe any one of a thousand things and more
could anger their God, and as a result are highly superstitious,
their worship reduced to a near-constant stream of seemingly
irrelevant rituals, observations, and acts of attridon. This is doubly
so when at sea, when worshippers are directly at the mercy of
Manann—otherwise rational followers willingly submit to painful
acts of penance or bay for the blood of those who have committed
the slightest of sins. Common acts of attrition include flagellation
with a cat o' nine tails, suspension from the mast or the bow of the
ship, a ducking into the sea or, for the worst offences, keelhauling
(see sidebar).

As well as taking great care not to anger the Sea God, followers
also offer prayers and sacrifices to him to gain his favour. The most
common way this is done is in the telling of the many mythic
exploits of Manann, for such flattering rales are said to please him
and appeal to his ego. There are countless such rales in existence,
many of which are compiled in the eleven holy volumes known as
the Tales of the Albatross.

INITIATION

Those interested in becoming a priest of Manann almost always
begin as a sailor, fisherman, or other vocation closely tied to water
in some way. In rare cases, a “landlubber” may feel the distant, but
overpowering, call of Manann and travel far to serve him. Those
interested in becoming a Priest must seck out one willing to act as
a mentor, and rypically strict taskmaster. In addirion to learning
the wisdom, edicts, and will of Manann, the initiate must also
prove his skills as a sailer, stevedore, pilot, or other vocation tied
closely with the sea or river. In most cases, the acolyte “studies” for
many years under the watchful eye of their mentor, performing
various odd-jobs and tasks that seem to have nothing o do with
the lore of Manann, and come to believe they are little more than
an indentured servant. However, it’s the usual case that when
confronted with this situation, the mentor demands the initiate use
these skills in the face of adversity, thus proving the value of what
they have learned.

As the final act to prove one is ready to become a priest, the mentor
ties the acolyte to the mast of a ship or to the edge of a pier prior to
the coming of a massive storm. The would-be priest, lashed so he
can do little more than move his head, must endure the full wrath
of the storm, followed by another full day in the sun (or chill wind)
of its aftermath. During the storm itself, initiates often wear copper
crowns in imitation of Manann’s own. Should the God deem these
individuals unworthy of wearing the crown, and therefore unfit

—

Manann is a notoriously fickle God, and an action which may
have placated him yesterday might anger him today. Below are
some commonly held strictures, although every priest is likely
to follow a subtly different selection of them ar any given time.
A priest closely follows 1d10 of the strictures below, which
should be agreed upon between the player and GM upon
entering the cult. An especially cruel GM might generate these
strictures in secret, and rule that a PC nor following them, or
following another stricture, artracts the wrach of Manann.

Whenever priests are subject to the Wrath of the Gods (see
WFRP, page 144), itis a sign they have displeased Manann.
In addition to the result on the Wrath of the Gods table, they
must change 1d10 of their strictures. If this results in more
strictures than they had originally, then they gain more o
compensate. They continue to be affected by the Wrath of the
Gods until they have done so, alongside any other penance
required.

¢ Obey your caprain.

» It is forbidden to kill an albatross.

* Do not whistle aboard a ship or within a temple.

*  Whistle gently when sailing on a ship, for it ensures a
good headwind.

* Do not embark on a voyage on the thirteenth day.

¢ Nails and hair must not be cut at sea—they are an
offering unworthy of Manann.

* Do not look back to port once you have departed.

* Do not throw stones at a ship or into the sea.

* Do not say the word “drowned” whilst at sea.

*  Should you fall overboard, give Manann gold and he will
spare you.

*  Wine poured over the deck of a ship will bring good luck,
wine poured overboard will bring ill fortune.

»  The first fish caught each day must be thrown back as an
offering to Manann.

* A caronboard a ship brings good luck.

* A cat onboard a ship brings bad luck.

*  Awoman onboard brings bad luck.

* A naked woman aboard a ship calms the sea (hence why
so many ships have figureheads in the form of naked
women).

*  Asilver coin placed under the mast ensures good luck.

* Asilver coin thrown into the sea brings death.

* A gold coin thrown into the sea pleases Manann.

* A goat hung from the mast of a ship ensures a safe
voyage.

* A beastman hung from the mast of a ship ensures a safe
voyage.

* Do not tolerate the worship of the Shark God (chis is the
exception to the above rules—this stricture is followed by
all worshippers of Manann).
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worst sins committed unto Manann. The sinner or penitent is

tied to a rope that loops under the ship, and dropped into the

sea. He is then pulled across the keel of the ship and up the

other side, in the case of lesser offences, or pulled the length

of the ship from the bow ro the stern for the severest of sins or \

crimes. At the very least the barnacles covering the hull of the '
[
|
|
|

Keelhauling is a severe punishment or attrition reserved for the }
\

ship will rip his clothes and skin to shreds. At worst, the victim
drowns, bleeds to death, or is ripped apart by ravenous sharks.

for his service, he will strike them down in a bright flash of anger.
Those who survive know this rite as going before the mast, coming
to understand the full wrach, capriciousness, cruelty, and majesty
that is Manann. The absence of such a storm does not put off the
priests. Instead, they strap the candidate to the front of the ship to
serve as a figurehead. Even though hardened by the harsh training
regimen, many acolytes perish in this final test, and many more,
though they survive, abandon their course, turning their backs on
the sea and its fickle God forever.

CULTISTS

Manann is not an affectionate, benevolent or even merciful God.
He demands sacrifices, and in exchange, he stays his hand and
reigns in the tempestuous seas. His violent nature is reflected in

his cultists, who must constantly abase themselves to appease their
angry God and keep his legendary temper at bay. Manann's priests
act as intermediaries, appealing for calm waters, strong trade winds,
and bountiful seas on behalf of worshippers.

Culrists of Manann are typically grizzled ex-sailors, marines, and
the occasional reformed pirate—those that have not had some close
tie to the sea or waters of the Empire are extremely rare, as this is
not a religion that holds much appeal to others. They are pracrical
people who give praise, honour, and worship to Manann as they go
about their daily business, fixing rigging, catching fish, or plying
the waters that surround the Empire. Cultists of Manann know
their God is as unpredictable as the sea itself, often lending them a
fatalistic attitude towards life.

Manann’s devout usually do their worship while wearing common
clothing. However, during holidays or times of prayer, they don
blue-green, greenish-blue, or bluish-grey robes, sometimes trimmed
with a wave pattern in blue and white. Talismans of waves,
albarrosses, or Manann’s five-tined crown are regular adornments.
As befitting those used to living life on the sea, cultists are often
covered in tattoos and piercings. High priests in particular are
practically covered from head to toe in ink and jewellery.

When not at sea, cultists spend their ,
days preparing for when they can go |
back out again—few venture far from

large bodies of water, and most become |

irritable and twitchy if they can't smell ‘
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“Swimming with Manann” —Drowned

the salt of the ocean or hear the cries of gulls in the wind. Most
look down on those that have never ventured on water before, but
know thar their services are often required to provide safe passage
for others. The ideal priest is well-suited to a life at sea, equipped
with stout sea legs. an iron gur primed for rum. He is brave,
practical, and fully aware of his place in the larger scheme of things,
fully aware that the wrath of Manann could strike in a thunderous
explosion at any time.

STRUCTURE

The Culr of Manann has little in the way of a formal hierarchy.

all of its temples acring in semi-autonomous groups largely left to
their own devices. The leader of the cult is known as the matriarch

or patriarch—the current matriarch is Camille Dauphina. The
matriarch is the sole high priestess of Manann, and all ather priests

in the cult owe her direct fealty. The seat of the cult is in Marienburg,
and all other temples are subservient to the high temple there, paving
it an annual portion of their tithes, and sending a small percentage of
initiates there to receive greater training.

The matriarch leads the high temple directly, along with the Order
of the Albatross and several of the lesser orders, bur leaves the
administration of all other temples to the consensus of the local
priests. In times of internal or external crisis, the matriarch may
take a firmer hand in the leadership of her cult, but this is very

rare and most of the time the rest of the cult is left to run its own
affairs, collecting tithes, training initiates, and interpreting stricture
themselves. Only when a disagreement cannot be resolved locally is
the marriarch called upon to adjudicate matters.

The cult is very wealthy as a result of tithes and dues offered to
them by sailors and metchants, bur this wealth is very unevenly
distributed. A percentage of all tithes offered to the cult is given
to the high temple, bur lirtle of the wealth accrued by the cult in
Marienburg trickles down to the rest of the cult, creating a great
disparity,

‘There are many orders within the cult, most of which are controlled
directly by the matriarch. Foremost of these is the Order of the
Albatross. an order that has played a significant role in making both
the matriarch and the high remple very influential indeed.

SECTS

The main divide within the Cult of Manann is berween the high
temple in Marienburg and the rest of the cult—although this is not
a schism, it is not far from turning into one. Under the guidance
of the matriarch, the cult in Marienburg has become heavily
embroiled in the mercantile affairs of that great port, to the point
where many in the cult see it as becoming little more than a trade
guild. This view is fuelled by the unequal division of wealth within
the culr, fostering feelings of resentment and distrust. Whispers of
a schism are rife, especially in the north

of the Empire and along the Reik, where
distrust towards Marienburg has long been
endemic, no doubt fuelled by mercantile

1 and political factions eager to break the
high temple’s monopoly on trade.
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Several small sects of Manann worship him in other guises which,
unlike Manann, are usually benevolent deities. The sect of Manalt,
Lord of the Bounty of the Sea, is popular with fishermen along the
coasts of the Empire and up the Reik as far as Carroburg. The God
of Tides, Manas, is commonly venerated by navigators who pray to
him to help guide their journeys. One aspect of Manann local to
the Wasteland is Olovald, Spirit of the Delta, whose culr claims that
Manann is actually an aspect of Olovald—in response the Cult of
Manann is racher heavy-handed in its dealings with the sect. Of all,
Manhavok is perhaps the strangest, for he is worshipped in central
Stirland. far from any large bodies of water.

STROMFELS

The Shark God. God of the Dangers of the Seas, is the sworn

enemy of Manann and his followers. Whereas Manann is at times

a capricious and uncaring God, Stromfels is a far more malevolent
deity who takes great delight as a predaror who takes the lives of those
who sail on the sea. Worship of Stromfels is outlawed throughour the
Empire and the Wasteland, and is punishable by death.

Theologians often debate the nature of Stromfels, some claiming him
to be a primeval Norscan God, whilst others see him as an aspect of
the Blood God. Other scholars muse—
never within earshot of a follower of
Manann, of course—that the two Gods

are one and the same, that Stromfels is f

merely an ancient aspect of Manann,
Priests of Manann vociferously disagree.

“There’ll be a feast for Manann this night”
—A nasty storm is coming

Followers of Stromfels see things differently, however, viewing
their God neither as an aspect nor sect, bur as Manann viewed

as he truly is=—Manann the Destrover, the furious and unbridled
wrath of the sea. Stromfels is worshipped by the raiders of the Sea
of Claws, by wreckers along the coastal and river regions of the
Empire, and by pirates throughout the Old World, especially in
Sartosa where he is worshipped openly.

LEssErR ORDERS

Among the various orders important to the Cult of Manann, the
following four are the most significant.

KNIGHTS MARINER

‘The Knights Mariner is an order of templar-marines based in
Marienburg, where they both guard the high temple, and protect the
city and its fleets. The knights are controlled by the matriarch, through
the grand master. The Knights Mariner are highly trained marines and
sailors, and maintain their own sizeable fleet of warships which they
use to keep the surrounding seas free from pirates and other raiders.

The knights are also hired out—for a tithe—to other vessels, either
sailing onboard these ships or escorting
| them using their own. Although they

| do have a few chapterhouses elsewhere
| in the Old World—mainly used as

| harbours for their ships—other nations
| are somewhat reluctant to make use of




CuLT SKILLS AND T ALENTS
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\  Members of the Cult of Manann add the following skills and
talents to their careers. Note that priests may only add one set
of skills and talents, regardless of how many sects or orders
they belong to. They must decide when they enter the career
or the order, whichever comes first,

Initiate
;' All Orders: Swim
| _Priest

I Al Orders: Row, Sail, Trade (Shipwright)

\ Order of the Albatross: Academic Knowledge (Astronomy),
| Navigation, Orientation

{ Knight Mariner or Son of Manann: Swim

—— ]
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their services, for risk of becoming indebted or reliant on the knights,
and by association, Marienburg.

THE ORDER OF THE ALBATROSS

The Order of the Albatross consists of priestly pilots and navigators
tightly controlled by the high temple in Marienburg. For a tithe,
the exact amount dependant on the length of the voyage, the
destination and the value of the ship’s cargo, a millstone (as they are
known) serves aboard a vessel, navigating it to its destination and
placating the temper of Manann as best they can. Somertimes these
priests act as lirtle more than good luck charms, other times they
are experienced navigators upon whose skills the success or failure
of an entire expedition hinges.

The order is directly controlled by the matriarch, and the high
temple collects the tithes directly. It once was the case that the tithes
were collected upon the safe arrival of a vessel at its destination, but
under the shrewd leadership of the matriarch, rthe tithe is paid in
advance—ostensibly this is an additional sacrifice to placate Manann
for the voyage abead. but in reality it ensures that regardless of the
safe passage of the voyage, the temple never loses out.

Albatrosses, as the members of the order are known, are usually not
only navigators, bur also spellcasting priests, able fo channel the
will of Manann to aid the voyage.

SoNs OF MANANN

The Sons of Manann are the most ubiquitous order of templars
devoted to Manann, though they lack the wealth and prestige of
the Knights Mariner. The Sons of Manann are based in the town
of Salkalten, and have chapterhouses attached to many of the cult’s
temples along the northern coast.

The Sons of Manann wear distinctive turquoise and white armour,
and go into bartle armed with cutlass, spear and buckler, weapons
that befit their naval heritage. The Sons of Manann guard ships
from pirates and raiders, as well as hunting followers of Stromfels
and wreckers.
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THE STORMGUARD

The Stormguard are an order of priests who are devoted to hunting
the followers of Stromfels, rooting out his cults and stopping their
machinations. Priests of the Stormguard wear hooded cloaks of
dark blues and greys, embroidered with subtle wave motifs in white
and silver, and often carry tridents and spears with which they are
well versed in their use. The Stormguard are based in a secluded
temple hidden in a rocky cove along the Nordland coast, and
regularly enlist the aid of the Sons of Manann on their missions.

TEMPLES

Temples of Manann vary widely in their appearance, though all

have some common elements. Each temple contains at least one
large statue of Manann, and maost feature wide, spacious halls for
worshippers to gather. Beyond that, however, temples can take many
forms, from a shack built on a pier to a majestic building, covered in
gold, pearls, and coral. When possible, these temples sit as close to
water as possible, preferably even on a small island or peninsula. The
temple of Manann in Marienburg is even designed in such a way as
1o allow the rising tide to flood the wide-open courtyard-—many rires
are performed in this sacred space, full of sea water.

More than a few temples of Manann are built wichin the decks of
aging boars, some of which are permanently moored, while others
serve as Hoating shrines for the faithful. The docking of one of these
mobile temples is a source of great celebration for the cultists, who
consider such times a holy day in and of itself.

PERSONALITIES

The Cultof Manann has several well-known figures in its ranks.
Priests, especially those involved with the Order of the Albatross,
are highly sought after, both for their immense skills on board a
ship as well as their ability to appease their fickle God.

¢ »

Priestess Elsa Udermar began her career as a pirate, spending most
of her youth among the scum and brigands of Sartosa. Elsa hid her
gender from her comrades for nearly a decade under the assumed
name of “Elmar.” After a botched raid, her ship was boarded by the
Imperial Navy and, during interrogation, her secret was revealed to
all. Elsa’s shipmates turned against her, proclaiming she was in fact
a witch that had kept them under her thrall, forcing them into a
life of piracy. The officer of the Imperial ship believed their tale and
made her walk the plank.

Amazingly, Elsa survived her plunge into the sea, and held for life
onto a floating piece of debris. For weeks, Elsa clung to the wood,
receiving sustenance from a particular albatross that supplied

her with fresh fish. Seeing this as a sign of Manann’s favour, Elsa
immediately made her way to the nearest temple of Manann when
she finally washed ashore, demanding entry into the cult. Hearing
the bedraggled woman's tale, the priests could not refuse her.

Years later, Elsa Udermar has become a mighty priestess of
Manann, and captain of the ship Vengeance of Manann. The ship




serves as both a mobile shrine to the faithful and as a sleek hunter

that these legends tell of, but of the quest Walblate has tirelessly

of pirate vessels. To this day, Elsa seeks the members of the crew devoted himself to for nigh on a decade. For the past nine years, -
that abandoned her, hoping to bring the full wrath of Manann since the last, ill-fated voyage of the templar warship, Manann’
down upon their heads, and those of all pirates. Trident, of which Walblate is the only survivor, he has hunted
. the great red Chaos whale that wrecked his ship and killed his
QMMM“I crewmates. Walblatt, now caprain of his own warship, Manann'’
Captain Walblatt is a well-known member of the Knights Scales, refuses (o set f()()[‘ ashore until bc has enacted.his revenge
Mariner, and tales of his exploits are told throughout the coastal <5 "b‘”' whale, his devotion commanding near-fafiarical loyalty
regions of the Old World. It is not prowess in battle or devotion from his crew.
— TuE CuLT OF MORR —
Seat of Power: Luccini, Tilea most people pray ta Morr only in this capacity. Only the dead can
Head of the Cult: None seck his protection, and the dead do not pray.
Primary Orders: The Augurs, The Order of the Shroud
Major Festivals: Hexensnacht, Geheimnisnacht TI_I‘E CULT
Popular Holy Books: The Book of Doorways, Songs of the Raven
Common Holy Symbols: Black rose, raven, portal ‘The Culr of Morr does not worry about whar the world thinks.
he Cult of Morr is one of the most widespread cults in the Iiver)-'f)ne comes to the cult evmlmf!“-"" and it ‘ha's enough to do
Old World. In a land filled with war, disease, and the horrors guarding those who are already in its care. This independence
of Chaos, death is a constant companion, an inescapable end. almost always extends to individual priests, as well; those who
Mot et b ariatl toeis e rrel would start a career in the cult are generally not people who need
fears and come to accept death as a necessary the support of othets for their decisions.
part of life. In fact, some mighr say that Cultists do worry abour the world. Some know more of the
Old Worlders, specifically people of the future than most Humans, while all are surrounded by death,
Empire, have an unhealthy fascinartion with and thus by the newly dead who need to be cared for.
it, incorporating symbols of deach in all Followers of Morr are far from uncaring, but they do
things. From the skulls that decorare their not typically sce the living as their responsibility.
banners to the martial culture that infuses Soldiers tell stories of priests of Morr moving
the Empire’s society, death is evervwhere, and from corpse o corpse on a battlefield,
its master is Morr. performing the last rites, and ignoring those
Howaie Mari is the Godiot the Dead. Hor who are still breathing, until the moment
the God of death. One legend says that, they stop.
at the beginning of time, Morr, Taal, and Morrians take their responsibilities to the
Ulric divided the world up berween them. dead very seriously, and martyrs within the
Taal and Ulric both demanded the living ‘ cult are often those who stayed in a plague-
world. and foughr for it, but Morr said he il ridden town to bury the corpses. This sense of
would settle for the empty realm of the dead. " responsibility sometimes extends to carrying
The other nwo Gods ignored him, until he ’;f il . out the last wishes of a dead person, or
passed through their realms, killing ro populate "!‘3” & ki 'j = i o providing some comfort to the bereaved, but
his own. Then Taal and Ulric confronted A bk R0 23 1 on the whole the Priests of Morr have little to
the God of the Dead, and demanded that he do with the affairs of the living.
confine his attentions to his own realm, and not | g )
trespass on theirs. Morr agreed, on the condition that Taal and The outstanding exception is the cult’s am_tudc‘ toward necromancy.
Ulidic ultmarely:sand 2l thetababiisres oF thair sealis co Bk, Necromancers are the ultimate enemies of Morr: they steal from his
Ancther legend relates thar Morr appeared after the first Human realm, violate his protection for their own profit, and Circumvcm‘
died, shd defended Hit soul fros the servants of the Dark Gods his authority. Morrians also believe thar Undead are outside Morr's
that sought to consume it. As more Humans died, Morr took them ~ Protection, and thus vulnerable to the Dark Gods. ﬁ}us. even
under his protection. Still others tell of the murder of Morr by intelligent Undead who claim to be happy with their condirion
Khaine, and of Morr’s foundation of his realm among the dead. must be put to rest, with the proper rites. Most Morrians believe
i ey B v =1 | Morr accepts and protects even
Those who sleep approach “Father rests with Morr now. And we clubbed together J the souls of necromancers, once
death, and deach is the furure enough to pay the Priests to make sure the bastard stays | they have been seat to his realm
that awaits all. In this way, Morr | ppope? ] with the proper rites.
is also the God of Dreams and [
Prophecy. Outside funerals, | —LupMiLLA VON THIELDORF, REIKLAND NOBLE | e




The fundamental belief of the cult is that the
dead face grave perils if they are not sent to e,
Morr's protection with the proper rites. Most

believe such souls would be seized and rortured by Khaine, Morr’s
jealous brother, or even devoured by the Ruinous Powers, and souls
know this at an instinctive level. Thus, the spirits of the unburied
dead cling to this world, remaining present as Ghosts. Burying

the body. or performing the rituals over possessions, or even just

a name, places the soul under Morr’s protection and allows it to
leave safely. Of course, active Undead often have to be driven out,
but the burial rites are still important. No soul, not even that of the
foulest follower of the Ruinous Powers, should be left without the
protection of Morr, and Morr’s care extends ro all.

Direams and portents are typically seen as Morr’s way of warning the
living of grave threats. Death itself, of course, is not such a threat;
prophecies of one’s own death merely provide the chance to get your
affairs in order first. Portents are rarely absolutely clear, and Morr
relies on the intelligence of Humans to unravel their mysteries.

INITIATION

Although Morr’s cultists abide by the fundamental beliefs that
underpin their organisation, each group is independent, and over
the generations each branch has developed its own ser of initiation
rites and procedures. Lay followers, though far less common than
with other cults, tend to be servants of the priests, digging graves,
helping to prepare corpses, or even just acting as guards for their
temples—the sombre Gardens of Morr.

Acquiring new initiates is not something the cult actively pursues,
since all come to Morr in their own ways—either in life or in death.
For the most part, the signal event occurs in the realm of dreams,
with a candidate experiencing a vivid, or even shocking nightmare
involving the Lord of the Dead. Shaken, the candidate flees in all
haste to a local temple, prostrating himself before the priests and
begging for acceptance into the cult. Rarely, these dreams may be
experienced by someone already ensconced within the cult, whereby
the priest receives explicit instructions to recruir a particular candidare.

Inirtiates generally find themselves doing prolonged, boring tasks
that require constant concentration. They are also subjecred to
lectures on the inviolability of the dead, and the duty of a Morrian
priest. Initiates are allowed ro quit; this is how the cult weeds out the
unsuitable who make it this far. Most initiates do persist, however.

STRICTURES

»  (Observe all the rites of funeral and wake.

*  Oppose necromancers and the Undead wherever and ‘
whenever they are encountered.
*  Be respectful and considerate of the dead and their 7
families.
|
1

*  Pay heed to your dreams.

“Saved by Morr” —Dead |

‘There are very few reasons to join the Cult of
Morr other than sincere devotian, after all. As
a resulr, the priesthood is perennially short of
applicants. let alone recruiss, and standards

' sometimes slip.

CULTISTS

Priests of Morr dress in unornamented black robes, which have no
indication of rank. A few even train ravens to sit on their shoulders
and peer at passers-by. They tend to wear their hair very short, and
most are clean-shaven. Augurs are likely exceptions, and can be
slightly wild.

Maost people think thar priests of Marr are all dour, solemn, quiet
individuals. This is because they only meer them at funerals.
Humour, hobbies, and even a selecr circle of friends are not
uncommon among the priests. Interests that promote steady hands,
good sewing skills, or produce plenty of sawdust are all encouraged
by the cult. It is true that social butterflies, the frivolous, and
hedonists tend not to join the cult of the God of the Dead, but
priests of Morr are more likely than most to surprise those who get
ro know them well.

STRUCTURE

Temples of Morr are completely independent of one another in
day-to-day marters. Once every ten years, the priesthood gather

in conclave in Luccini to agree on burial rites and matters of
doctrine. In theory all priests should attend. bur leaving the temples
unstaffed and unguarded is not to be countenanced. Every temple
sends at least one representative, officially chosen by Morr in a
dream. Generally, only the representative has the relevant dream,
although sometimes the high priest dreams that a particularly
irritating underling should go.

Within a temple, the high priest organises the ordinary activities.
‘These depend on the order, and Morr’s orders differ so much that
they must be considered separarely.

Temples of the Order of the Shroud are places of burial, so daily
activities consist of raking in the dead, performing the necessary rites,
interring the remains in the Garden of Morr, and guarding the dead
from grave robbers and necromancers. Junior priests deal with most
of this, although a larger donation presented with a corpse ensures
the service of a higher-ranked cleric. Naturally, the corpses of local
nobles are accepted by the high priest himself. Urban temples tend to
be constantly busy, while rural temples may only have one burial per
day, depending on how many villages they serve.

Temples of the Augurs are places where people come for guidance.
Activities centre on the priest (or priests) with prophetic abilities,
who may not, in fact, be the highest-ranked cleric. Other priests
greet visitors, receive their donations, and conduct them to the
prophet. The fame of the propher determines the number of
visitors to such places.

Very few temples are so busy thart the priests have no free rime at
all. The cult permits simple relaxation, and priests of Morr often
have a few friends outside the temple. However, the cult also

—
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believes Morr sends dreams with inscructions for his pricsts, and
these often require actions out of the ordinary.

The cult teaches thar Morr often sends messages telling his priests
to comfort or help the bereaved, and priests, and even initiates, act
on such dreams without question. Dreams enjoining other kinds of
intervention are supposed 1o be discussed with the other priests ar a
temple, who study their own dreams for confirmation. Songs of the
Raven does state thar sometimes Morr sends a message to a single
priest, to test the discernment of the other priests, so a dream might
be from Morr even if none of the other priests have similar ones,

If the dream only requires action by the dreamer, then he is almost
always permitted to act on it. Actions that threaten the temple, or
require cooperation from other priests. are assessed much more
rigorously. If the interests of the temple, or its resident priests, are
threatened, almost all the priests have dreams requiring action
defend themselves. At least, they all say that they have had such
dreams.

Political struggles within a temple of Morr are often phrased in terms
of dreams condemning the opposing priests. Temples whose priests
are related to the nobility are also significantly more likely o be

told to intervene in the affairs of the living, while those with friends
among the merchants are more likely to be told to intervene in
mercantile affairs. Officially, the cult holds that Morr sends messages
to those best equipped to deal with them. Unofhcially, other temples
sometimes hire agents to make sure thar the “dreams” have not been
fabricated to cover up political corruption. Of course, sometimes
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other temples hire agents who are instructed to discover that che
dreams are fake, generally on the excuse thar a dream from Morr has
told the hiring priest that the other temple is corrupt.

SECTS

The primary division within the Cult of Morr is berween the
Order of the Shroud, who revere him as God of the Dead, and the
Augurs, who revere him as God of Dreams and Prophecy. While
the Order of the Shroud is much larger, there is almost no tension
berween these groups, as all followers acknowledge Morr's differing
aspects.

There is another division within the cult, which does cause some
tensions. Almost all priests of Morr remain at one temple, travelling
very littde. Others, however, travel across the Qld World, often
following their dreams. This group is small, but no remple has
authority over these wandering priests, and, as travellers, they all
attend the conclave in Luccini, meaning they have never been
declared heretical. Saill, most sedentary priests of Morr dislike
them, and encourage them to move on quickly. The wanderers are
generally happy to oblige.

The majority of wandering Augurs are members of the Doomsayers,
a formal minor order within the cult. Wandering members of the
Order of the Shroud are not organised into a formal order, but have
a lot in common nevertheless. They wander to perform the last

rites for those who would otherwise have no priest. This normally
involves rravelling to dangerous locations, looking for corpses.
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i ' a full funeral service in under a minute, while running away from
COMMON VIEW | aband of Ores. Of course, one of Wilhelm's companions is a
, J minstrel, so his prowess may be somewhat exaggerated.

| “What do you grow in a garden? Food! Why do you think the

! . P Wanderers pay as -h heed ro thei ams as any other pries
| priests of Morr are always so well-fed, even during famines? ¥anderers pay as much heed to their dreams as any other priest

Wohat’s in their Gardens?” of Morr, bur they also listen to rumours, and keep an eye open for
‘ { unclaimed corpses. On the whole, they find themselves getting far
( —GUNTHER JAGERSON, NORDLAND LABOURER [ more involved with the living than is normal for their cult, but their
’ “Merchants fight merchants, nobles fight nobles, thieves fight ! God clearly approves, as they have no problem with their spells.
\
4

thieves, and the priests of Morr fight necromancers. I say no ‘v
»” |
more than tht - LESSER ORDERS

’ M ¢ )
—MaGrrTTA, TILEAN MERCENARY ! r
: 1 Two lesser orders are important within the Cult of Motr: the
’ “Reactionary fools who interfere with scientific progress and [ Doomsayers and the Black Guard.

| condemn any attempt to improve our ability to help the living.” 1
1 —MASTER AUGUSTUS LIMMERSKIND, ALTDORF DOCTOR THE DOOMSAYERS
— »—————" The Doomsayers are a subsidiary order within the Augurs,
responsible for travelling to remote areas to perform Doomings and
Once they find the bodies. they perform funeral rites for the funerals when there is o local temple of Morr. Some Doomsayers
deceased, no matter how old the remains appear. are closely linked to a particular temple, which is as likely to be of
the Order of the Shroud as of the Augurs, and travel a fixed route.

Others wander apparently at random, visiting temples as they pass
them. These Doomsayers always claim to be following their dreams.

These priests are notable as being the only followers of Morr who
would enter a tomb rumoured to be full of treasure: they would do
so to perform funerals for the treasure hunters killed by the traps,

and would Jeave the tomb's treasures inviolate. They also travel Two kinds of Doomsayer really do seem to be guided by Morr. The
to battlefields, villages destroyed by Beastmen, and other such first kind arrives in a sertlement the day before a child’s tenth birthday,
dangerous places. As most cannot attract the services of the Black or just as someone has died. precisely in time to perform the necessary
Guard, they often travel with adventurers. Swift Wilhelm is the rites. In some cases, this is due to a good nenwork of contacts and a
most renowned of these priests, famed for being able to perform Bt Rate hitin others B ere soert ity berio matural cats,

The second group is guided to places where many people are about
to die, whether from battle, plague, or narural disaster. Members
of this group claim to have dreams they cannor ignore, and argue
about their meaning. Some, the majority, believe it is impious to
try to prevent the deaths, as Morr has decided it is time for those
people to enter his realm. They believe they are sent to perform
funeral rites. Others believe Morr sometimes directs them to places
where there is a danger of many people entering his realm betore
their time, so it is their duty to try to prevent, or at least mitigate,
the disaster. A handful suggest Morr does both, choosing agents
who act appropriately in each situation.

THE Brack GUARD

The Black Guard are the remplars of Morr. Their primary role is to
guard the Gardens of Morr and watch over the priests. People normally
join the Black Guard because of some significant event in their lives.
Most often, this involved a loved one who was released from great
suffering by death. The experience teaches the potendal Guard the
importance of Morr’s role, and makes him sympathetic to the cult.

Other members join after an encounter with the Undead. They
are a minority, and they are often discontent with merely guarding
tombs. Some priests agree; these priests may join the Black Guard,
and lead small groups of the more militant templars against the
unquiet dead and necromancers.

An important funeral is generally attended by a guard of honour
drawn from the Black Guard. The templars make no sound during
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the rites, even seeming to move silently despite being in full
armour. The importance of a funeral is generally determined by
the amount of money spent on the rites, but the Black Guard have
the right o decide which funerals they will attend. Most groups
occasionally attend the funeral of a random pauper, just to keep
people guessing, but for the most part they follow the direction of
the priests,

TEMPLES

Temples of Morr are almost always built of stone. and always
feature a broad stone doorway, with no door, always open just as
the gates to dearh and dreams are. Forming the door are a pair of
pillars. One is always black and the other is white to reflect the
dual nature of the God. Morrian temples are often underground.
and are always quiet places, notable for their cool temperatures and
excellent ventilation. Other details depend on the order,

Temples of the Order of the Shroud are normally rectangular in
plan, with several side chambers in which bodies can be prepared

for burial, The main alrar is at the end of the hall opposite the door,
and there is a bier in front of it where the deceased is placed during a
funeral, Bevond the altar is a door leading into the Garden of Morr.
Large temples have several alrars, so more than one funeral can be

conducted at a time, and each altar has its own door into the Garden.

‘The doors to the Garden of Morr can be closed and locked.

The Garden itself is a black rose garden, tended by the priests,

with stone monuments to the dead dotred about. In theory, these
monuments are all small, but rich individuals can convince the
high priest that “small” is entirely relative: relative to the temple of
Sigmar in Altdorf, for example. The bereaved may visit the Garden
in the company of a priest of Morr, but layfolk are not allowed into
the Garden by themselves. To help enforce this, most Gardens are
surrounded by high stone walls, and the only entrance is through
the temple itself. Accommodation for the priests is normally buile
along one wall of the Garden.

Temples of the Augurs are typically round and domed, with an
oculus at the peak of the dome. The prophetic Augurs sit at the
centre of the dome, surrounded by clouds of incense smoke,
Subsidiary rooms and accommodation are part of the main
building, accessed directly from the main hall of the temple.
Temples of the Augurs do not have a Garden of Morr attached, but
it is not ar all unusual for temples of both main orders to be found
close together.

In some places, there are marked differences, such as in Talabheim.
Most people opt to be buried in Taal's sacred wood—the Taalwelt
Their bodies are carried along a route sacred to Morr, and at

the end of which, they rest for a time in the Garden of Morr.
Eventually, when the corpse is properly prepared, it is transported
through a gate dedicared to Rhya, called the Endstone.

PERSONALITIES |

Because there are no real positions of |
authority within the Cult of Morr, f

prominent figures rely on their own

thus meet Morr)

“Date the daughter, meer the f ather” ‘
—An_yone who risks repeated injury (and thus |
visits temples of Shallya a lot) will die (and |

CuLT SKILLS AND TALENTS |

Members of the Cult of Morr add the following skills and

talents to their careers. Note that priests may only add one set

of skills and talents, regardiess of how many sects or arders

they belong ro. They must decide when they enter the career

or the order, whichever comes first. |

Initiate

All Orders: Intimidation

_Priest |
No Order: Academic Knowledge (Necromancy), Menacing,
Trade (Embalmer) ,‘
Angur: Academic Knowledge (Science), Blather, Charm }
Doomsayer: Menacing, Navigation, Outdoor Survival J
Black Guard (Priest, not Templar): Academic Knowledge
(Necromancy), Menacing, Perception |

|
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accomplishments racher than their permission. The Augurs are
over-represented among these figures. as prophecies draw attention.
Paul van Soleck, in Talabheim, is a good example of this. Members
of the Black Guard may also become famous after particular
actions,

Anna Gregori

Anna is an elderly Doomsayer who has been drawn to the sites

of some of the greatest atrocities in the recent history of the Old
World. She is of the school that believes it is impious to intervene,
so she has probably seen more people die than any other living
individual. She performs funerals for the dead, taking a rooth

as payment. Her black robes are almost invisible under strings

of Human teeth, and her appearance anywhere in the Empire

is greeted with utter terror. Those who have tried to attack her
personally, however, have met horrible ends, so few dare to do more
than run.

Leopold Hanslich
Leopold is a former vampire hunter and priest of the Black Guard,
renowned for defeating Gustavus von Carstein and all his Undead
minions, and then getting out of Sylvania alive to fight another
day. Rumour has it that the von Carsteins have placed a massive
price on his head. A few bounty hunters have moral scruples

about taking money from the Undead; the vast majority are too
frightened to enter Sylvania to collect.

Orro Schilker

Orro is hlgh pnest of the Order of the Shroud in Schramleben, in

- Stirland. He has convinced the people of
the town that corpses will rise as Undead
if not buried with a Karl on each eye
and over the heart. He lives rather more
comfortably than is ypical for his order.




Seat of Power: Magritta, Estalia

Head of the Cult: La Aguila Ultima Isabella Giovanna Luccelli

Primary Orders: Order of the Blazing Sun, Order of the Eagle,
Order of the Righteous Spear

Major Festivals: None in the Empire

Popular Holy Books: Bellona Myrmidia, Bellum Strategia, The
Book of War

Common Holy Symbels: A spear behind a shield, an eagle

Bc’[fo;m Myrmidia (The War Goddess Myrmidia) begins with
the tale of the tragically flawed Tylos, the legendary father
of the Tilean peoples. Tylos made a covenant with raven-haired
Myrmidia, a Goddess of Civilisation, Beauty, and Honour,

and with her help built a grear city for his tibe. However, this
city was not enough for Tylos, for he dreamed of surpassing
the slender, white structures to the south. So, he ordered his
people to build a tall tower, one to humble even the Elves.
Myrmidia was appalled ar this pointless toil, and, afrer many
warnings, abandoned Tylos, claiming she would
return when his people knew honour again. The
fate of the city is unclear, bur some scholars claim
it fell to the Dark Gods, its corruption spreading
outwards to form what is now known as the
Blighted Marshes.

Centuries passed, and the shattered remnants of the
people of Tvlos spread through the other, southern
tribes. After a great war with the Dwarfs, the

Elves abandoned the Old World, and Humanity
cautiously replaced them, slowly building new
civilisations around the Elder Race’s ruins. For
reasons still hotly debated by her modern cult,
Myrmidia then returned to the descendants of Tvlos;
however, she came not as a God, but as a mortal. It is said
Myrmidia learned hard lessons in her early years, and was
driven by her expetiences to abandon her pacifist ways, and
take up weapons of war to fight injustice. Over the years, and
many battles, she gachered great heroes to her side, and within a
decade had bound all Esralia and Tilea under her rule, staving off
all manner of invasions and rebellions. Bur, just as Myrmidia was
to be crowned queen, she was shot by a poisoned dart. As she lay
dying, she ordered a grear ship be built, and, it is said, sailed west
upon it, there to return to her home amongst the Gods, known
now, and forever after, as a Goddess of War.

Qver two thousand years later, the Cult of Myrmidia is easily the

largest organised cult in the Old World. In Estalia and Tilea, nearly

everything is influenced by her,. —— ——— o
for beloved Myrmidia is not
only appealed to in times of war
and injustice, but in all maters, |
especially those concerning |
revenge, honour, and art. three
aspects of her mortal life that

L

have many legends atrached

e i

“I was going to study The History of War, but when

I discovered that Myrmidia’s Book of War had rwenty-
seven dif ferent transiations, each with key annotations by
dif ferent, well-respected generals, I lost the taste for it.”’ g il

—GEBBERD PESCHE, STUDENT OF IMPERIAL LITERATURE,

to them. This almost universal

— Tue Curr oF MYRMIDIA —

adoration of Myrmidia in the south is something that northern folk
find very hard to understand.

Tue CuLT

In the Empire, the Cult of Myrmidia has very little influence.
Myrmidia has none of the visceral appeal of Ulric’s furious ways,
nor does she invoke the loyalty and solidity of Sigmar. To some,
specifically soldiers, Myrmidia is considered “an officer’'s God.” Her
emphasis on learning and thoughr is not the way of most soldiers—
force and passion have carried the Empire through countless wars,
not strategy or ‘strange foreign ways.”

In truch, the Cult of Myrmidia only secured a position on the
Grand Conclave because the Knights of the Blazing Sun were
the first templars to support Magnus the Pious during the Great
War. Indeed, the nature of Myrmidia’s divinity is even called
into question within the Empire’s borders. Many of its scholars
claim she cannot be the daughter of Verena and
Morr, as is widely claimed in the south, but must
instead be an ascended Human, much like Sigmar.
However, these claims make many in the Cult
of Sigmar uncomfortable, for many believe that
Sigmar’s rise to Godhood was unique.

Whatever individuals may believe, most cities
within the Empire have a temple run by the Order
of the Eagle. There, sharp-eyed priests run classes
in strategy and warcraft, open to any who wish to
attend. They also hold regular services for expatriare
southerners (the specific day varies according to
local customs, but is often every five days). These
services—normally conducted in Classical, Estalian, or
Tilean—are more interactive than most, with the priests
actively encouraging others to ger involved, asking questions
of the congregation. This is too much for most Empire folk,
who are used to being preached at; nor asked questions, and
rarely understand anything bar the Emperor’s Reikspiel; so, most
avoid these deeply odd sermons. Therefore, to most people of the
Empire, Myrmidia is nothing more than a Goddess of Strategy and
War,

The Order of the Righreaus Spear has several chapterhouses in the
Empire, and although many chapters use different names (such as
the Knights of the Verdant Field in Talabheim), they are all part
of the Righteous Spear order. Each chaprer is typically tasked to
protect one of the Eagle’s temples, although they also respond to

honourable causes as and when

they see fit. Because of this, the

templars of the order are rarely
\ seen outside of the area they

The Knights of the Order of

Nury UNIVERSITY | the Blazing Sun are far more
-} commonly encountered than the




Righteous Spears, even though there are numerically less of them in
the Empire. This is because of a unique custom the order practises.
After an initiate has finished his training, he is sent to wander

the Old World for at least a year. which is symbolically supposed
to represent the time Myrmidia spent as a mortal, learning of

the world. Because of this, Blazing Suns can be encountered in

all corners of the Empire, lending their swords to honourable
campaigns and explaining the finer points of strategy to those

in need. It is said that a single Blazing Sun does more to spread
the awareness of Myrmidia in the Empire than all of the Eagle
temples combined. Further, the Blazing Suns, the only Myrmidian
knightly order to have been founded by the people of the Empire,
is responsible for the cult’s pilgrim roures from the Empire to
Magrirta. Working these important trade lanes has been extremely
lucrative, and the order is rumoured to be one of the richest in the
Old World, rivalled only by the crusading Knights Panther.

BELIEFS

Myrmidia’s twelve greatest battles, and her commentaries upon
them, form the basis of 7he Book of War. It contains all of the cults
core beliefs, and is carried by many Myrmidians, who ponder long
over their Goddess's words and deeds.

Honour is central to the cult, as it is the guiding principle behind
all Myrmidia’s actions. In life, the Goddess followed a strict code
that she called the "Rites of War,” and she offered all her opponents
the fair trearment that it afforded, even when they had proven

to be treacherous in the past (which they often had). In kind,
Myrmidians treat their opponents with respect, especially when
they surrender, which is seen as one of the goals of a battle. The
command structure is also central to her teachings, but there are
several legends where the Goddess or her Shieldmaidens chose to
do what was right, not what they were ordered to. Because of this,
although most Myrmidians stick rigidly to ordess, they readily
ignore them if it will result in a betrayal of their honour.

J ForEIGN GOD

Myrmidia is not really a God of the Empire, no matrer how
many soldiers may have taken to worshipping her. Most folk

| of the Empire find worshipping a foreign God very suspicious,
especially one as strange as Myrmidia. After all, many of her
temples have statues that are, quite frankly, indecent, and
bound to attract the Ruinous Powers!

As an optional rule, a character that is known to be part of the

[ Cult of Myrmidia takes a -10% penalty to all Fellowship Tests

when dealing with non-affiliated Old Worlders. This penalry
is only suffered by those that are part of the cult, not those

that wear Myrmidian symbols—after all, respecting a deity,
1 no matter how odd, is something that folk of the Empire
understand, and view as sensible.
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STRICTURES |
+  Act with honour and dignityiat all times.
¢ Respect prisoners of war.
»  Show no mercy to the enemies of Humaniry.
*  Honour your masters commands. R
¢ Disobey an order only if it is absolutely necessary
(for example, if an order forced you ro break another f
stricture). ‘l
o v e

Myrmidia also teaches her followers to master the arf of war. As a
woman, she was physically weaker than many of her opponents, so
she learned how to best use her strengths, and cover her weaknesses.
Unlike other war Gods, she focuses on avoiding unnecessary
conflict through use of clever strategies. This is something that
many soldiers favour, as few that have experienced the horror

of war relish it. Ulricans and Sigmarites see this as cowardly.
Myrmidians see it as prudent.

This said, Myrmidia is quite popular with women who have sons
and husbands at war. They pray to the Goddess to guide the officers
into making wise choices that will keep their loved ones alive. As
they say, “Sigmar takes you ro war, but Myrmidia brings you back.”
There is also a feeling that Myrmidia. as a woman, is more likely

to understand their fear and heartache for their men—a belief the
Cult of Sigmar frowns upon.

INITIATION

o the Empire, most believe the Cult of Myrmidia is only open
to those from military careers or expatriate Estalians and Tileans.

However, almost anyone, if they show the proper interest in the
Myrmidian cult and the honourable lifestyle it demands, will be
accepted if the local temple priest is sufficiently impressed.

Once accepted, Initiates are given a whire, hoodless robe, and are
each artached to a priest, who may be training up to four other
initiates at any one time. These initiates form a “Flight,” and they
do everything together, including eating, sleeping, listening to
lectures, and physical training. If a temple has enough initiates

to have several Flights, they will be pitched against each other in
various wargames and tasks. Honing the mind is as imporrant as
honing the body, so lessons in mediration whilst inhaling sacred
smoke, or periods of contemplation during prolonged isolation,
often accompany the extensive lectures in Myrmidia’s reachings.
The best of any Flight will soon be elevated to become the “First
Eagle,” a Flight's leader. No initiate can be elevated to a priest
until they have been a First Eagle and have done something to
distinguish themselves. Whar this entails differs from temple

to temple. It could be something seemingly simple, such as
demonstrating insightful wisdem concerning a difficult trial, or
showing strong leadership skills. Or, it could be something more
challenging, such as bettering f

Myrmidia’s successes in a battle
recreation using painted figurines to
represent opposing armies. '

; “Sailed into the sunset” or “Sailed west” —Died

Whatever it takes, eventually an initiate proves himself worthy of
consideration to become a priest, or he will be taken aside and told
to leave. Those that are worthy are given a rask to complete by the
temple priests, which varies according to the temple. It may involve
navigating a puzzle-filled maze beneath the temple, or ritualistically
evading a powerful creature from the myths of Myrmidia, such

as 2 bull or wild boar. It may require that the initiate survives
abandonment in a hostile environment, or quests to uncover the
secrets of a distant holy site. Whatever it may be, once the task is
completed, the initiate becomes a priest, and a temple sergeant
takes command of his training.

CULTISTS

In the ‘Book of Transformacions from the Beflona Myrmidia, the
Goddess takes the form of a sharp-eved Golden Eagle to scout
enemy positions. The Order of the Eagle thus identifies itself with
this majestic bird, and commonly pictures it with wings spread
high above its head. This symbol is worn on the left breast, or

as a clasp to hold a priest’s white cloak in place. In the Empire,
members of the order also wear blue cowls with red edging and
white robes. Elsewhere in the Old World, cowls take different
colours according to the regiment the priest belongs to (see more
about this in the Structure section). Rank in the Eagles is shown
with small claw pins worn at the neck.

The Order of the Righteous Spear wears well-polished plate
armour, with white tabards marked with the spear and shield

of Myrmidia, her favoured weapons. However, the order has
splintered into many scores of lesser orders spread across the Old
World, with each sporting its own unique uniform, style of fighting
and weapon preference. The only thing all these disparate orders
have in common is the shield-and-spear symbol, which is always
worn somewhere,

In comparison, al! Knights of the Blazing Sun wear highly polished.
ornate plate armour of black and gold, often sporting the order’s
symbol—a stylised sun emitting sixteen rays of wavy light—as a
head crest, or as part of their heraldry. The order’s inner circle—an
enormously rich group of men—sport their wealth ostentatiously,
wearing stupendously expensive armour, detailed in gold, jer,
obsidian and diamond. Many templars of the order bear polished,
mirrored shields, which they use to reflect sunlight into the eyes of
their enemies, dazzling them.

STRUCTURE

In Estalia and Tilea, the massive Cult of Myrmidia has seemingly
countless positions of power spread through its myriad orders.
However, in the Empire, where the cult has littde representarion, it
is somewhar simpler.

Although the Order of the Eagle is organised like a vast army.

where those below take orders from those above, wisdom and
insight, the gifts of Myrmidia's
mother and father. also command
great respect. Superiors not only

l listen to the counsel of their lessers,
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but they actively request it. The

highest position in the Empire is the J
Eagle of the North, who is currently
based in Nuln, and commands the
Northern Regiment of the Order of |
the Eagle. This Regiment is split into
ten Units—one per Human Imperial
Province and one for Kislev—each of which is commanded by a
high priest. A High Priest’s Unic is split according to how many
temples he conrrols, with each remple commanded by a temple
priest. A temple priest is aided by one or more temple sergeants,
who each order up to ten priests each. Lastly, each priest can direct
up to five initiates.

In the Empire, progress within the order is mostly dicrated by

the whim of an individual's superiors, and the availability of
apptopriate ranks, although most ranking priests meditare long
upon their options to make sure they are making the best choices.
However, to the south. appointments of most ranking positions
require the support of the Order of True Insight (see page 44),
which is believed to have a greater understanding of Myrmidia’s
strategy for the cult. The impartiality of the oracles is never openly
questioned. but it is whispered that money and favours have more
influence than any revelation of Myrmidia during a smoke-fuelled
prophetic trance. Indeed, it is not uncommon to find different
oracles supporting different candidates, with each claiming
Myrmidia is guiding their choice.

The structure of the Order of the Eagle goes though minor
changes almost every other year, as it believes in adapting to
changing circumstances. Currently, the Eagle of the North is an
equivalent position to the head of a province in Tilea or Estalia,
He is commanded by the High Eagle of Miragliano (LAlta Aguila
di Miragliane), who also commands half the order's Regiments in
Tilea,

The Order of the Righteous Spear is one of the largest orders of
templars in the Old World. Most of their number is spread through
Estalia and Tilea, but chapterhouses can be found in the Empire,
Bretonnia. the Border Princes and even Araby. In the Empire, they
have not spread any further than the temples that they protect and
support, bur the order is slowly gaining in popularity. The order

is split into many minor orders, each of which has its own grand
master and unique name, but they are all still answerable to the

Chapter II: Old World Cults

=g i s T T e ‘ Glorious Leader (£f Lider Glorioso).
“Eagles and Women’ —T he source of all conflict |
is religion and women. This is a common response |
to the question: “Why did the war break out?” |

who leads the order from Magritta.
Each grand master of the Empire
can be commanded by the Eagle of
the North, although the Glorious
Leader can override these commands
if he so wishes. Each Righteous Spear
chapterhouse is led by a templar caprain, who is always a knight of
the inner circle.

|

The Order of the Blazing Sun is tiny when compared to the
Righteous Spears. During the Crusades, sixty ¢cornered Imperial
knights swore to the service of Myrmidia after a violent tremor
toppled a massive statue of the Goddess onto hundreds of
charging Arabyans, saving the knights from cerrain destruction.
When they returned to the Empire, they built a chapterhouse
and temple to the foreign Goddess near Ravenstein in western
Talabecland. With help from other crusading knightly orders,
such as the Knights Panther and Knights of the Golden Lion,
they worked hard to open trade and pilgrimage routes to Estalia
and beyond. Today, the order, rich from its foreign dealings. now
has most of its influence in Middenland, where the grand master
orders his templars from the Carroburg chapterhouse. The order
is only answerable to La Aguila Ultima in Estalia, to whom the
original Empire Knights swore fealty, which isa source of grear
annoyance to the Eagle of the North, who covets their seemingly

endless coffers of gold.

SECTS

The Cult of Myrmidia has many divisions of belief. Fortunately,
most of these manifest in the southern nations, and never reach as
far as the Empire. However, one division is so fundamental, that
every corner of the cult is affected by it.

EasT VERSUS WEST

‘The Cult of Myrmidia is split. To the east, there are the Tileans.
They believe Myrmidia was born in Remas, and was therefore

a Tilean. Importantly, they believe that Myrmidia, as a Tilean,
conquered Estalia. However, the Estalians to the west believe
Myrmidia was born in Magrirta, and was therefore an Estalian.
Similarly, they believe Myrmidia, as an Estalian, conquered Tilea.

v

ComMON VIEW
“You just don’t understand. She isn't like the other Gods. She understands us. She walked as one of us! She experienced pain for us. She died

for us. She isn’t like your uncaring Gods. She’s Myrmidia!”’

“This little general—I forget his name, it sounded all foreign—sent me a letter of fering to fight by ‘Myrmidia’s Rites of War. I

—

i !

—JuLius InnocenT] GIOVANELLI, TILEAN MERCHANT

accepted, just in case there was an advantage 1o be gained, although I had no idea what the man was wirtering on about. Two hours

into the battle, von Borndorf spotted these little, white-robed men scurrying about the battlefield. They could have been gerting up to
all sorts of mischief. So, I had the little buggers shot! Afterwards, the prisoners we captured and tortured explained thar the mischief -
makers were there to count casualties and corral prisoners. Well, how was I to know that?”

—SIGGRICHT VON WALLENSTEIN, RETIRED GENERAL i
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Both nations have their own versions of Myrmidia's holy texts
to support their beliefs, and both are convinced they are correct.
This fundamental difference has been the cause of, or the excuse
for, much of the hostility between the Estalian kingdoms and
the Tilean city-states down through the centuries. Indeed, the
cult has almost broken in two over the issue on more than one
occasion,

Currently, Magritta is considered to be the heart of the Myrmidian
religion, although the high temple in Remas undermines this at
every turn. La Aguila Ultima {or, as Tileans prefer, Lultima Aguila),
the Order of the Eagle’s leader, is a Tilean woman: thus, the Tileans
expected her to support Remas as the future centre of the cult.
However, she controversially swore to accept the Estalian version of
Myrmidia, and has moved to Magrita, where she is working hard
to put this old division to rest.

This causes problems for the Empire branch of the Cult. The Order
of the Eagle is sworn to obey a High Eagle from Tilea, thus they
use the Tilean texts. However the templars receive their orders
from Magritta, and, by default, accept the Estalian texts. To make
matters  little more complex, the Eagle of the North has authority
over the Order of the Righteous Spear in the Empire, and has been
ordered to ensure the templars follow the Tilean texts, which, of
course, they resist,

It is a massive divide, and one that, it scems, will inevitably tear the
cult in two, which could plunge almost half of the Old World into
an acrimonious and bitter war,

. Chapter II: Old World Cults

LEsserR ORDERS

There are countless lesser orders of Myrmidia in Estalia and

Tilea, where almost every isolated hill has a monastery or temple
dedicated to a particular deed, battle, or proclamation of Myrmidia,
Few of these orders have reached the Empire, but those that have
are expanding their influence quickly.

THE BLESSED ORDER OF TRUE INSIGHT

“Before the strategy is agreed, one should seek the advice

of an Oracle. Morr’s dark folk claim foresight as their
God’s domain, but as they little understand the vagaries

of war, they may mistakenly speak false sooth. Seek an
oracle knowledgeable in Myrmidia’s way, only there can the
honourable general find true insight”

—BELLUM STRATEGIA, ‘BEFORE BLADES ARE BARED’

When mortal, Myrmidia often consulted the seers of Morr's cult, as
she valued the prophetic advice of her distant father. Today, Myrmidia’s
faithful continue this practise, and Augers of Motr can often be found
accompanying Tilean and Estalian armies. But Myrmidia’s culr also

has its own oracles. The Blessed Order of True Insighe is comprised of
those said to be blessed with their Goddess’s revelation, and they gather
in sparsely populated, secluded temples, there to speak prophecy to the
honourable souls thar seek their wisdom.

Access to the order is by invitation only, and the majority of its
members are women in their rwilight years. Most reside in isolated
temples where they study Myrmidia's holy texts and meditate in
smoke-Alled rooms, contemplating problemaric strategies and
matters of Myrmidian faith. The order may have no temples in

the Empire as of vet, but its presence is still felt, for many within
the Order of the Eagle refuse to undertake any major campaigns
without first consulting the Oracles of True Insight. Indeed, three
Oracular Priestesses—one young, one middle-aged, and ene old—
recently arrived in Nuln to advise the Eagle of the North. although
none are sure what manner of campaign he may be planning.

Tue OrRDER OF FURY

““And she did hear of whar had happened, and she came unto Her,
and she said, Because of what hath been done to thee: from this
day forward I renounce my name, and I shall be called Fury.”

—BerLona MyrMipia, ‘Book oF FUrY?

When mortal, Myrmidia drew many heroes to her side, buc
none are more famous than the shieldmaiden Fury. Her tale is
recorded in the Belfona Myrmidia, and is one full of horror, pain
and betrayal. The events of the sad story result in a young girl
renouncing her name and swearing to claim revenge for all the
dark deeds of the world, a task she takes to with unparalleled
passion and anger. Although it pained her, Myrmidia could

not bring herself to stop the girl, for she intimately understood
the source of Fury’s rage. Instead, Myrmidia did what she had
to: she used the girl on the battefield. There, Fury slayed and
slayed and slayed, until eventually, once all her enemies were
gone, she collapsed, weeping. Fury’s last stand was in the Abasko
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Mauntains. There, her body was found by Myrmidia, surrounded
by piles of dead Orcs and Goblins. The site is now protected by
the order’s high temple.

Even though the Order of Fury is mostly comprised of women

in Estalia and Tilea, in the Empire it is almost exclusively male.
The order is gaining in popularity, and alrcady has four temples in
Reikland. A charismatic high priest of the order, Janos Enescu, has
recently arrived in Delberz. The Stirlander survived some of the
worst conflicts of the recent Chaos incursion. He is now gathering
support to found a temple to Fury in the city, which is finding a
great deal of resistance from local Ulricans.

TEMPLES

‘The fortified Myrmidian Temples are normally built according to
the architectural principles of Estalia and Tilea, both of which are
strongly influenced by the extensive Elven ruins in those nations.
Thus, spired roofs atop slender, tapering towers are common, as are
domed central halls. White marble is preferred, bur local building
materials, especially granite, are more common in the Empire.
Most temples are decorated with large bas-reliets of weapons and
shields, which often form a backdrop to the training grounds that
surround Myrmidian holy sites.

Within, it is common to find cramped, circular lecturing theatres
for lessons in warcraft and strategy. These are normally dwarfed by
an airy, seated hall, which has a lowered, central area where priests
{commonly working in groups, promoting concepts of teamwork)
lead services to their Goddess. Surrounding this central hall are
statues of Myrmidia alongside her shieldmaidens, companions,
and local heroes. Often, these statues bear archaic weapons from
the south, and are often only dressed in a single scarf of silk about
the waist, something many Empire people find scandalous, Above
the central hall. many temples also maintain small, isolated shrines
to the Goddess. where her devout can retreat to ponder difficule
questions and pray to Myrmidia for inspiration.

Most Eagle temples also have a chapterhouse for the Order of the
Righteous Spear (under whatever local name it has chosen) within
its walls, making assaults upon Myrmidia’s holy sites a daunting
rask indeed.

PERSONALITIES

The most important members of the Cult of Myrmidia are far from
the concern of most Myrmidians in the Empire. Luminaries such
as the immensely influential La Aguila Ultima Isabella Giovanna
Luccelli, the head of the Order of the Eagle, or El Lider Glorioso
Juan Federico, the high grand master of the Order of the Righteous
Spear, are nothing more than complicated names with little local
relevance. It is the leaders within the Empire’s borders that matter
most, the people thar will make the day to day decisions that atfect
others’ lives.

For most Myrmidians, the posting of Eagle of the North is seen
as a banishment. Living amongst the brutish and superstitious

CuLT SkiLLs AND TALENTS
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| Members of the Cult of Myrmidia add the following skills and

’ talents to their careers. Note that priests may only add one set

| of skills and talents, regardless of how many sects or orders

‘ they belong to. They must decide when they enter the career or
the order, whichever comes first.

Initiate |

Academic Knowledge (Strategy/ Tactics), Strike ro Injure

\

|

\ _Priest
x

|

|

l

+ No Order: Command, Specialist Weapon Group (any
three)

*  Order of the Blazing Sun: Common Knowledge (Estalia

or Tilea), Seasoned Traveller, Specialist Weapon Group

{ {any one). Sigmar’s Heirs has a Knight of the Blazing Sun
career on page 124. When in this career, the Advanced

\ Cult Careers skills and ralents mentioned above may net
be purchased, as they are already included.

Order of the Eagle: Academic Knowledge (Strategy/
| Tactics), Command, Specialist Weapon Group (any one)

| »  Order of the Righteous Spear: Common Knowledge

L (Estalia or Tilea), Specialist Weapon Group (any one).

'\ Warrior Born. Terror in Talabheim has a Knight of the

I Verdant Field carcer on page 20. When in this career,
the Advanced Cult Careers skills and talents mentioned

' above may be purchased, as they are not already

included
¢ Order of Fury: Command, Frenzy, Specialist Weapon
Group (any one)

Order of True Insight: Academic Knowledge
{Astronomy), Academic Knowledge (Strategy/Tactics),
Commeon Knowledge (Estalia o7 Tilea), Luck
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northerners in their cold and depressing country is not something
most Tileans would ask for. However, Lorenzo di Marco is not
most Tileans—for he does not see banishment, he sees porential.

The current Eagle of the North is an insanely ambitious man. He
plans an expansion of Myrmidian worship unlike anything seen
before. He looks to the Empire and sees a troubled people who
need new guidance, Sigmar has proven too weak to keep Chaos
at bay, and his cult is rife wich divisions. Ulric has proven to be
too brutal, and is unacceprable to the increasingly urbane middle
classes. Myrmidia, di Marco knows, is the perfect answer to the
Empire’s problems.

Of course, the Ulricans and Sigmarites are already moving against
this threat, but di Marco is a tactician, and this is a campaign he
has planned for 2 long time. As far as he is concerned, there is a
new war brewing amongst the cults, and it is a war he does not
intend to lose.
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— THE CULT OF RANALD —

Seat of Power: None (tentatively Marienburg)

Head of the Cult: None

Primary Orders: The Brotherhood, The Givers of Coin. The
Crooked Fingers

Major Festivals: The Day of Folly, Pilgrimage of Fingers

Popular Holy Books: 7he Riddies Ten, Midnight and the Black Car

Common Holy Symbols: A hand with crossed fingers, an “X,”

Crow, ¢at

deity of the common people, the fickle God of Luck and

Good Fortune, the quintessential rogue, Ranald is all these
things and more. His is a curious cult, for it lacks the trappings, the
pomp and majesty. even the structure of other cults. His priests are
thieves, tricksters, and gamblers, rather than the educared effere
elite so favoured by others. His temples are the gaming halls,
the brothels, the taverns, and other dens of iniquity, not the
gile structures of gold and marble. Indeed, Ranald and his
priests are unlike any others—a fact that is both distressing
and delightful.

Part of Ranald’s curious nature stems from the fact
that this God has a several different aspecrs. To most,
he is known as the Night Prowler, God of Thieves
and patron of thieves and rogues. Venerated by the
criminal elements in the Old World, his symbols and
sayings serve as the foundartion for much of the secret
language used by thieves.

Ranald is also the Deceiver, watching over, or rather
inspiring, charlatans and tricksters. In this way, Ranald
is something of a force of nature, the personification
of irony bur also illusion—hence Ranald’s appeal to
Grey Wizards. As well, Ranald is the patron of gaming,
gambling, and more than anything, luck. It is in this
form that Ranald is upheld by the Empire folk and to
curry favour with the God, Old Worlders employ a dizzying array
of superstitious sayings and gestures to ensure they retain or acquire
the God’s attention.

Of all the forms Ranald assumes, though, none is more brutally
oppressed than his role as the Protector. The symbol of freedom
from tyranny, liberation from despots, and the symbol of
revolution, this aspect of Ranald is embraced by agitators,
demagogues, and even a few politicians. In fact, Ranald in this role
is a rallying force for the democratic movement that persists in the
Empire’s largest cities.

Tue CuLT

The Cult of Ranald views the rest
of the world as the ebb and flow
of fortune, from good to bad and
back again. Because there is no
“typical” cultist of Ranald, there’s
litcle in the way to describe

the workings of the cult iself. _—

rematmng nine.”

“I’d rather give my tenth coin to Ranald than risk losmg the

WooL MERCHANT FROM GRAFENRICH
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Most trust only their own wits and abilities. taking what they can
and praying to Ranald to keep them one step away from danger.
Cultists laugh at limitations and boundaries placed upon them, and
often break laws and enter into forbidden areas just for the sake of
doing so. slipping back into the shadows and teeming, anenymous
masses before gerting caught.

The Cult of Ranald is viewed with suspicion by both the other
cults and the ruling classes, even though he is still paid lip service
by them all. Other cults afford the priests of this cult little respect,
though this typically suits the followers of Ranald just fine,
as they care little about the air of pomp pur on by most other
groups. Indeed, one of the tenants of the cult is to shine the lighs
of hypocrisy on those with inflated egos or heightened startus.

Because of this, priests of Ranald stay out of sight, performing

their works in back alleys, secret meeting places, and other

dens of low character.

Although the culr has a deserved repuration as being filled
with gamblers, thieves, and con artists, just as many priests
are simple hedonists who grab life by the reins. Those
thar partake in illegal endeavours always give a healthy
portion of their winnings back ro the culr or, in some
cases, to those in need. The cult abhors violence, seeing
‘Their best “crimes” are these that go
undiscovered until months after they have done the
deed. Those who rely on violence and cruelty find a
better patron in Kbaine, or other, darker Gods, than the
free spirit that is Ranald.

it as a “failure.”

Cultists of Ranald often have personalities that mimic the
four main aspects of Ranald. Those who follow the Night
Prowler are thieves and larcenists, who perform crimes just
as much for the thrill of performing the perfect caper as
they do for the loot. These who follow Ranald the Deceiver
are smooth con artists, who move easily through all strata of
society, never laying down roots and constantly on the prowl for
new targets to fleece through the use of clever thoughr and silver-
rongued lies. Cultists of Ranald the Gamester are consummate
gamblers and risk takers, spending their days playing games of
chance and concocting schemes to gain more money so they can
continue their passion. To them, money is not the ends, but the
means, to happiness. Lastly, there are the cultists who believe
in Ranald the Protector and take up the mantle as the guardian
for those who cannot defend themselves. They are infamous for
stealing from the well-to-do in order to assist the poor, exposing
the hypocrisy and excesses of the powerful, and standing up for the
rights of the common citizen from thuggery, senseless persecution,
i i el and exploitation. Most other
cults consider members of this
} “sect” the worst of the lot, as
\ they often arcempt to disrupt
l the status quo in the name of
freedom and justice, regardless
l of the cost to the rest of sociery.

—ECKHARDT REINSCHOL,




One coin in ten belongs to Ranald.
*  Ranald frowns upon unnecessary violence.

*  Live by wits, not by your sword.

—

* A true devotee of Ranald uses the dagger and stiletto:
only amateurs and the slow-witted need armour and
long sword.

¢ It’s better to live free and die, rather than suffer |
under eppression.

*  There is no honour among thieves, yet trust in your ,‘
brothers and sisters.

However, by their very nature, cultists of Ranald are highly
ndividualistic, and it can be difficult to describe what makes a
person become one in the first place. Most are experts at disguise
:nd deception, keeping their true nature hidden from the rest of
the world. The Cult of Ranald is ruthlessly persecuted in other
oarrs of the Old World. Bretonnia in particular is notorious for its
weavy-handed punishments for finding cultists merely travelling
through their land.

BELIEFS

“ultists of Ranald believe in individuality, freedom from
ppression, and the rise and fall of fortune and luck. They adhere
to the belief that whilst Ranald grants his blessing on those that cali
fren enough, he’s more inclined to help those that help themselves.

ultists attempr to balance practicality with an irreverent articude,
<nowing that what's here today could disappear tomorrow—and

ce versa. The most altruistic strive to better the lives of other,
swsually through the wealth and power of other, wealthier

ndividuals.

A\lthough theft, chearting, lving, and skulduggery are all acceprable
n the eyes of Ranald, violence, and especially murder, should be
svoided at all costs. A common thug thar slits the throat and steals
che purse of a wealthy merchant while invoking Ranald’s name is
more likely to lose his favour than most.

“ultists accept the fact that Ranald is known by many names and
witles. and that he can appear in any guise,

INITIATION

“Uthough the cult itself is remarkably free of restrictions,
wecoming a priest of Ranald is much harder than one would

‘hink. Often, potential candidates have no real desire to become

» cultist ar all, bur are approached by other priests after being
sserved from afar for at least several months. Individuals chat
how great zeal in becoming an initiate are often viewed with
ispicion, as the cult has been infiltrated several times in the past
¢ both other cultists and law-enforcement officials attempting to

ring the cult down.

If a priest notices a potential initiate, he is approached under some
SOrt uf‘guisc that has nothing to do with the cult. The priest offers
his patronage and friendship, occasionally asking for “some help
on little matters,” which test the skill and mertle of the candidate
in matters of lying, theft, charm, and stealth, If the candidate
shows the proper atritude, skill, and cool under pressure, he is then
informed of the patrons intentions. If he’s interested. then formal
instruction begins. It he’s not, then the priest quietly slips away,
never to return. although this “failure” is reported to other local
priests so the same attempt isnT made twice.

The final initiation into the priesthood typically involves a daring
theft, con, or other brazen, illegal act. Often, che initiate is
trained and prepared for one sort of mission, but finds himself
in a completely different set of events—success depends on how
well he deals with this change of plans. If the initiate handles the
alrered mission successfully withour gerring caught (or dying) in
the process, he’s made into a full Priest, often culminating in an
enormous party.

CULTISTS

Cultists of Ranald can be found in every strata of society. from the
most powerful of nobles to the lowliest of gutter trash. However,
most cultists are noted for rising above their original station in life,
through sheer willpower, talent, and of course, luck.

Cultists of Ranald almost always wear a necklace with an “X" or a
hand with crossed fingers. The “X” symbol is the most common, p-




and in fact, wildly popular, worn by untold numbers of citizens.
These necklaces are so prevalent that they rarely cause suspicion,
though everyone is sure 1o keep them hidden if a witch hunter
or priest of another faith is about. It is widely believed that the
symbols of Ranald lose their potency if displayed openly. The
boldest (or most foolish) of cultists even get tattoos of these
symbols on their body, though most have them done in such a way
that only the initiated and savvy can understand them for whar
they truly are.

STRUCTURE

Of all the cults recognised in the Old World, the Cule of Ranald is
the loosest and least organised. It’s comprised mostly of individuals
thar give him honour and ask for favours in return. rather than a
unified congregation of worshippers. Because of this, it’s difficult to
find much in the way of a single creed for cultists, other than “do
what you want,” with the unspoken addendum of “don’t get caught
in the process.” The cult has no real structure and the majority of
priests work independently, leading their own calling in life. This,
of course, makes true representation at the Grand Conclave (see
page 26) both difficult and infuriating for the other cults, who
grow exasperated by the ever-changing rotation of high priests and
agendas of the cult.

When cultists of Ranald band together, they usually do so in small
cells of ten or less people. and keep their business secret. These
groups are typically short-lived and self-serving, in the same way

i

le|‘!”|‘ ,.

that a traditional group of expert criminals might band together for
a single act of crime before dispersing to the winds with their riches
and stories {of course, most cultists are expert criminals).

Orther cells have a distinctly anarchic outlook and spend their
time plotting ways to overthrow various organisations. They send
our agitators among the general populace, sabotage infrastructure,
and dig up incriminating evidence to blackmail and smear
tyrannical rulers. These cells establish relations with other cells
through carefully guarded connections. Typically a cell member

is aware of a single member of another cell, but no-one else, in
order to keep potential leaks and turncoats from disrupring the
entire group,

For the most part, however, the priests of Ranald are loners by
nature, whose deeds and tales are spread by word of mouth in the
form of tall-tales. folk songs, and bawdy jokes. Priests of Ranald
are typically content to stay within a given area, but roam their
territory with remarkable fluidity, from wretched slums to the gilc-
homes of the wealthy.

Although the cult has few temples and fewer recognised clergy,
the cultists of Ranald still present themselves during the Conclave,
often reminding the other, disapproving cults that they both exist
and have an equal voice. The representatives that show up to

these events are passionate, eloquent, and do their best to soothe
the worries of the other cults, and explaining away the worst
rumours and accusations as nothing more than intolerance and
misunderstanding,
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Most cultists of Ranald follow their own unique collection of
beliefs, and as such, there are no main sects or orders that give him
homage. If two or more cultists band together. it’s usually for a very
specific reason, parting ways when the rask is complete. More so
than the other Gods, cultists of Ranald find camaraderie in those
who follow the primary aspects of Ranald,

The first, and easily the largest, is composed of merchants, hagglers,
and those that make their living dealing with money. Known
simply as “The Brotherhood,” this sect forms something akin

to a guild of businessmen, who meet together to sort out their
differences, seck mutual opportunities, and plot to increase their
wealth, Most are honest merchants who call upon Ranald for
bounty and improved commerce, although there is a seedier lesser
order that exists (see later in this section). The Brotherhood teaches
the tenets of cooperation and competition—help your brother
when he needs it—but through competition, the best elements rise
1o the top.

[he second sect is informally known as the Givers of Coin. It is
composed of altruistic, freedom-loving individuals with a strong
sense of righting wrongs. They spend their time depriving the
wealthy of their money to give to those that are lacking. Whilst
the wealthy burghers and noble classes consider these cultists little
more than brigands, they are beloved by the common folk. These
cultists tend to live short lives, as the needs and plights of the
downtrodden weigh heavier and heavier on their hearts, resorting
in bolder actions that often lead to imprisonment or death. Most
cultists of this sect desire to see the noble classes overthrown,
replaced by collectives of people that treat each other with equality.
The bulk of the Givers of Coin know this goal is mostly a dream.,
Jthough it does create a few overly zealous individuals bent on the
destruction of the very institutions thar make up the Empire.

The last, and surprisingly least common, are the true thieves,
cutpurses, and conmen that view Ranald almost exclusively as the
God of Thieves and Liars. Calling themselves the Crooked Fingers,
they focus on taking what they want, when they want. Their code
of honour is similar to those of other thieves—everyone gers a
portion from jobs, you don't rat out your partners, and, in the end,
t's every man for himself,

LESSER ORDERS

Because the cult lacks any real structure, it doesn't have any lesser
arders of note. Groups that band together for a short period of
rime rarely stick together to form a cohesive order, although history
is replete with the names of “crews” who pulled of particularly
impressive, almost suicidal acts of bravery and thievery.

TEMPLES

Unlike the other sancrioned cults of the Empire, Ranald has no
remples dedicated to him—at least, to the untrained eye. Cultists
slmost never erect buildings in his name, but instead hide his
symbols, altars, and shrines out in the open. In a sense, every place
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CoMmon VIEW |

|
“Everyone knows that those high and mighty folk that call ,L
Ranald a thief, an agitator, and a liar in person pray to him |
when the going gets rough.”

Far Otto, Stirlander Farmer

“T'he hunter calls to Taal to bring game into his sights. The ‘
sailor asks Manann ro keep the storm away from his ship. Soldiers

plead to Sigmar to keep them alive on the bartlefield. This is all |
just luck, which means that Ranald is the one that ultimately
answers these prayers.” |

—GUSTAV ADELBRECHT, PRIEST OF RANALD |

“The thieves, liars, and cutpurses of our land pay homage to
Ranald in hopes that he'll keep them ourt of chains. Let them ‘
believe in his mercy, while I administer a hot brand to their
temples for their crimes.” |

—SiGFRIEED ULMAR, ROVING JUDGE |

“Youll be hearing the rattle of Ranald’s dice” —Folk termof |
Reikland meaning “engaging in a risky endeavour”

“The surviving brigands thar robbed the wagon train of
foodstuffs on the road to Talabheim claimed o be doing so in ‘
Ranald’s name. A local priest of that cult was made aware of the |
matter and apo!ogased to the local sherif f who proved sympathetic |
to his cause. The crime is now enrangied in the courts here, my

lord, with no definitive outcome.”

—LETTER TO ELECTOR COUNT VON RAUKOV OF OSTLAND '

——
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CuLT SKiLLs AND TALENTS |

| Members of the Cult of Ranald add the following skills and
talents to their careers. Note that priests may only add one set
of skills and talents, regardless of how many sects or orders
they belong tp. They must decide when they enter the career
S or the order, whichever comes first.

All Orders: Sleight of Hand

Priest

Initiate Z ‘,
«K
|

No Orders: Concealment, Luck. Silent Move |
The Brotherhaod: Dealmaker, Evaluate, Haggle, Secret |
Language (Culr Tongue) |
The Givers of Coin: Charm, Etquette, Pick Lock, Streerwise ¢
Crooked Fingers: Gamble, Indmidate, Shadowing, Strike to l
Stun |
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of gambling is considered a shrine to Ranald, and his symbols can
be found carved in walls, doors, and elsewhere, though always

in a subtle, secret manner. Ironically, the larger the gambling
house, racetrack, or gladiatorial pit. the harder it is to find these
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signs—Ranald does not like to advertise. It’s common for a gambler
who wins big to leave a small portion of his windfall on one of
these semi-hidden alears. Otherwise, small shrines erecred in the
slums and shanties of large cities, or the occasional crossroad in the
wilderness, are the only “permanent” places of worship for Ranald.
These shrines are designed to be small and easily dismantled, so

as to keep them hidden when the authorities come too close for
comfort. Often, when a shrine is “discovered,” it is taken down by
the locals with mock disgust, only to be rebuilt once the coast is
clear.

PERSONALITIES

The Cult of Ranald is odd in that most of its cultists do little o
draw attention to their actions. Even the highest-ranking members
of the cult live dual lives, first as 2 normal member of society and
second as a cultist of Ranald, stealing, gambling, or lying as they
see fit. The most notable priests of Ranald are truly famous (or
infamous depending on vour point of view) personalities whose
daring deeds and extraordinary luck shine, especially if their
exploits involve the embarrassment of the rich and powertul.

Hans von Kleptor

The most prominent member of the cult is a powerful priest named
Hans von Klepror. Von Klepror began his career as a wandering
priest of Ranald. At first, he was little more than a petty criminal,
until he had a vision of Ranald, who told him to spread the word
about his nobler deeds. He made his way to Marienburg, and
worked to expand the size and grandeur of the city'’s main temple
to Ranald, the Gilt House. Handsome, charismaric, and charming

to the extreme, many of Ranald’s cultists believe he is the mortal
son of Ranald himself. He pledges ro increase the status of the cult
within the Empire, pulling it ourt of the shadows into the light.
However, his proclamations of freedom from tyranny and release
from the power of nobles have drawn the wrath of those in power.

White Raven

Another prominent cultist is an enigmatic figure known as White
Raven. Known to the richest burghers and nobles as a brazen thief,
she has pulled off some of the most daring highway robberies in
recorded history, and is known as a saviour and generous patroness
to the lower classes. White Raven wears a feathered mask that
hides her features, and is known to be a crack shot with a pistol.
Rumours about her true identity run the gamut, with the leading
thought that she is the youngest daughter of one of the prominent
noble houses in Middenheim. White Raven typically drops off the
loot from her crimes at the doors of orphanages, backwarer shrines,
and the homes of war victims in and around the city of Altdorf,
giving some idea of her sphere of influence.

Count Jiger
A priest of Ranald known as Counr Jéger roams both the slums
and places of high saciety of the grand city of Aledorf. Aithough
elderly. and clearly insane, there are those that feel he is the living
incarnation of Ranald himself, wandering the Empire on a constant
search for wine, women, and song. Although he calls himself a
count, it is unknown, and doubted. whether he actually has claims
to noble lineage. Cultists of Ranald consider themselves extremely
lucky to run into the count, as he seems to bring with him
inordinate amounts of good luck.

— THE CULT OF SHALLYA —

Seat of Power: Couronne, in Bretonnia

Head of the Cult: The Most Holy Matriarch Lisegund (High
Priestess of Couronne), High Priestess Anja Gustavson (High
Priestess of Altdorf, Head of the Cult in the Empire)

Primary Orders: Order of the Bleeding Heart

Major Festivals: None. Shallya acts whenever there is need, and
torment does not respect the calendar

Popular Holy Books: 7 Book of Sufferings, The Testamenr of
Pergunda

Common Holy Symbols: A dove; a heart
with a drop of blood

hallya, the Goddess of Healing,

Mercy, and Childbirth, is possibly
the most loved deity in the Old World.
Many Old Worlders enter it at a temple of
Shallya, or at least attended by one of the
pricstesses, and almost all need the services
of the priestesses at some point in their lives. <
The refusal of the cult to become involved in
politics has made it a popular target of charity
from wealthy nobles and merchants, and the
success of the priestesses in channelling that wealth
to the needy is notable. Most temples of Shallya are

simply decorated, with the money received going to the relief of
pain, and those temples are everywhere, from the smallest village to
the largest city.

Shallya is said to be the daughrer of Verena and Morr, tempering

both death and justice with mercy. She feels the suffering of every

living thing, and as a result is constantly in tears. Some legends

say that her tears can even move her father, and that, as a result,

he refuses to see her: he knows the danger inherent in yielding to

pleas to return the dead. Other legends sav that her father forbade
Shallya from helping more than one person in

a moment, lest no one die.

d Individual temples of Shallya are
exceprionally well organised, with clear
/' responsibilities for all residents, and
#] " defined chains of authority. This enables
~" them to respond to crises, and to deal with
" the dozens, if not hundreds, of supplicants
who come every day. The cult as a whole,
however, does not have policies or plans of
action. Shallya is concerned with relieving the
individual distresses of the people, not with grand
schemes.
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3 These young, pretty Shallyans

J “Don’t cross the Shellyans. Sure, she won’t hurt you; she’s the }
| Bleeding Heart. But you don’t want her parents mad at you.” |

-~

are popular characters in ribald
jokes and scurrilous chapbooks.
The cult generally rolerates
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Shallya’s primary concern —ADDELISE BURGENKAMPEF, OUTLAW CHIEF {‘
’

is mercy: the relief of pain.
Historically, the culr has focused
on two main forms of mercy,
healing and midwifery, because these are the most common, and
the most blameless. Everyone is born, and the mother's agony at
that time is suffering in a noble cause. Similarly; injury and sickness
wre rarely the victim's fault. A priestess who concentrates on these
problems can easily fill her time with service to the Goddess,
without offending anyone’s sensibiliries.

However, Shallya is concerned with relieving 2// pain, even that for
which the vicrim can be blamed. Aid for the poor, whether food
distribution, temporary accommodation, or

even work in the temple itself, is a common |
feature of Shallyan temples. Some priestesses
work with the insane, and others make a

point of softening the lot of those in prison.

Rulers tend to have their suspicions of such
priestesses, but they argue that the followers
ot Shallya must soften the blows of both her parents.

The good works of the Shallyans are not unlimited, however. The
cult is concerned with relieving suffering, not with providing
opportunities for growth and development, or for making an average
life better. While few Shallyans would be upset if they made someone
happy, that is not their goal; they seek rather to eliminate misery.
Thus, Shallyans help those who are actively enduring torment, not
those who are simply in need of help to improve their lot.

Shallyans tend not to think abour the big picture. There is no way
that they could relieve the agony of everyone in the world, and
thinking abour those they could not help merely makes it hard

to go on. Most Shallyans relieve the misery they sce, rather than
looking for people who may be suffering more. They focus on
solving the immediate problem, not on doing the greatest good for
the greatest number.

BELIEFS

The core beliet of all Shallyans is that they should work to relieve
the suffering of others. Casual adherents give more to charity than
most, and are more likely to help somebody who has fallen in the
street, but for initiates and priests this calling comes to dominate
their whole lives.

There are two main groups within the priesthood: those who
provide care directly, and those who organise other people to make
sure that care is provided. The first group has an almost completely
positive image. It is not uncommon for patients to fall in love with
their nurses. a condition known as “dove fancying,” and normally
Shallvans cite the sacred priest-parient relationship as a reason to do
nothing. Many Shallyans do, however, find their husbands this way.
Old Shallyans are often generous with their advice, as well as their
help, while those of middle years are typically very motherly. The
vounger ones have a popular mythology all of their own.

“She has Shallya’s hands”
—5She’s a very kind person

ST

this, because the priestess is
always portrayed positively, but
all Shallyans are aware of, and
quick to spot, a certain type of patient. Such men are never turned
away, but find themselves treated by the oldest Shallyan available. A
few very canny adventurers have noticed this also gets you the most
experienced Shallyan available, and fake it.

The Shallyans who organise care have 2 more ambiguous repurtation.
Everyone respects them, but a lot of people prefer to stay out of their
way, lest they be raped in to looking after the sick. Some are happy
bustling types, who just sweep people (including their children,
neighbours, and random passers-by) up into the
process of helping the sick and helpless. Others
are sterner, with a firm idea of discipline and

a general disapproval of people wasting their
time enjoying themselves when they should be
getting on with work. The young, pretty, stern
disciplinarian Shallyan seems to be particularly
popular with the Empire’s nobility; at any rate, they are often
summoned for personal attendance and receive large gifts. A few have
even married into the lower ranks.

INITIATION

Most priestesses of Shallya are orphans, raised in a temple and
destined for the priesthood almost from birth. Characters who wish
to become initiates of Shallya must first demonstrate their continuing
devotion to the Goddess. A single specracular act of selfless mercy is
almost never enough; rather, the character must pour much of her
energy into helping others over a substantial period of time, typically
at least a vear, although temple wards spend their childhood at this
stage. Different temples favour different kinds of service.

Initiates of Shallya are expected to spend all their time working
with those in need, and to show, at least, a lack of concern for
their own comfort. Those who do so may become priests, and
continuing selfless work results in promotion within the remple.

Most Shallyans spend some time travelling the Old World early in
their careers, relieving distress as they find it. Almost all temples

—_—

[
| STRICTURES .'
\ *  Avoid killing. (All followers of Shallya take this stricture ‘

[

|
i extremely seriously.)
+  Never refuse healing o a supplicant genuinely in need.

*  Never halt a soul when it is time for it to depart.

*  Go abourt your life unarmed. A stout walking staff is all
you'll ever need.
Abhor the Fly Lord in all his forms. |

Do not waste energy on your own pleasure.

|
{ :




encourage this, both because it grants a wider understanding of the
world, and because travelling is generally a hardship and a sacrifice,
and thus appropriate to followers of the Goddess. Some Shallyans
also spend time at a temple in a particularly dangerous location;
this is as respected as travel. A few priests spend their whole careers
travelling, never becoming part of a temple, and while these
individuals are revered, this is not considered normal.

CULTISTS

Initiates of Shallya normally wear simple long whire robes, a style
copied by the more devout lay members. The marerials are normally
hard-wearing and safe to wash by boiling, as the robes of Shallyan
devotees often become spattered with deeply unpleasant substances.
‘This means that they are often quite expensive (Good craftsmanship),
but do not look it, 2 combination that suits the cult well.

Priests wear white robes, often with a hood, with a heart embroidered
over the left breast. On daily robes, this is embroidered in yellow,

but most priests also have ceremonial robes, made of expensive fabric
and with the heart embroidered in gold (Best quality). Otherwise,
Shallyans wear little in the way of ornamentation.

There are some regional variations. The most notable are in
Bretonnia, where sumptuary laws mean that lay members and
initiates cannot wear white, and so they wear yellow instead. Even
noble lay members wear yellow, as a sign of humility. As foreign
pilgrims are not, strictly speaking, peasants, they are not bound by
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the laws, but due to erratic awareness of this fact on the part of the
nobility most pilgrims wear yvellow until they get to the temple,
where they change into white, All priests of Shallya in that country
have an exemprion allowing them to wear their vestments, but no
other white cloth.

Priests of Shallya sell most valuable gifts to raise money for those
in need, but do not sell gifts of vestments. Thus, some priests have
extremely expensive vestumnents, gifts from the grateful or generous,
Even such expensive gifts must be simple in appearance, or else
they do not count as vestments; the standards for this vary from
one temple to another.

STRUCTURE

The Cult of Shallya has a nominally feudal structure, with each
shrine or temple owing tribute to a larger, local temple, and these
large temples owing tribute to the chief temple of the nation. All
the national temples owe fealty to the temple in Couronne, and
all the chief priests and priestesses meet once every six years as the
governing body of the cult.

The Matriarch in Couronne has authority over all Shallyans, in
particular che authority to cast them ouc of the faith. This power
is only used when a follower turns to the Dark Gods, as mercy is
approptiate for anyone else.

Below the Matriarch, the chains of tribure are largely nominal,
and do not carry much sense of power. Nevertheless, a number of




SHALLYAN PRIESTS?

The overwhelming majority of Shallyan priests are actually priestesses; most Old Worlders would be reluctant to believe a man could actually
be a priest of the Goddess. Nevertheless. the Goddess does accept men; they are relatively well represented among the wandering priests.

Young, male priests of Shallya almost always wander, as the heads of temples are generally reluctant to pur handsome young men into
environments where they are greatly outnumbered by impressionable young women. The wanderers are encouraged to stay for a while, and
then move on, without breaking any hearts. Cult legends tell of priests who exploited their appeal to the priestesses, and were devoured

by Slaanesh as punishment. (Unauthorised versions of these legends are quite explicit abour the details of both the exploitation and the
devouring, and are popular forbidden books.) As priests become old and unattractive, they often do take up residence in a temple.

—

temples do have particularly good reputations, and since the most
promising priests spend time there, this is self-perpetuaring. The
remple in Altdorf is a good example of this; the high priestess there
s traditionally chosen by the high priests of all Shallyan temples

n the Empire, and she has a grear deal of moral authority. Alrdorf
< also regarded as a very testing position for initiates or priests

vith potential; there are many who need their help, but so many
remprations to do otherwise,

Shallyans, on the whole, are uncomfortable with wealth or valuable
sreasures, but their unstinting help to all means they receive many
zifts. Most of these are used to help others, or sold to that end, but
sot all, The priests feel they cannot sell holy images of Shallya, or
cimilar sacred goods. By tradition, then, such wealth is passed up
the organisational hierarchy, to the temple to which the receiving
remple owes tribute. If that temple is in an urban area, it keeps
nost of the goods, passing the finest on to the chief temple of the

:rion. The wealth on display in these places often shocks visitors,

20 assume that they are corrupt, at least compared to the austere
sral shrines. As a result, the clergy of those temples have a strong
sendency to asceticism.

fividual temples are very strictly organised. with the high
~iestess in absolute, but merciful, control. All temples and shrines,

matter how small, try to serve all needs, but most specialise

some extent. In larger temples, the different functions are
dministratively separate, with their own heads, reporting to the
~igh priest, and their own staff.

The hospital is probably the most characreristic function, treating
th injuries and disease, Areas for childbirth are always kept
-arate from, bur close to, the hospital, as complications in
dbirth often require medical attention. Madhouses are only
ind in temples large enough to have a separate area, or in shrines
t specialise in confining and caring for the insane.

+fany Shallyan temples have an orphanage, raising children, mainly
= rls. to be servants of the cult. Even among the temple wards, not

show the necessary aptirude for serving the Weeping Maiden,

4 some of these are married off to wealthy merchants, in return

- substantial donations. Shallyan orphans have a reputation for
mzking very obedient, solicitous wives, and devoted mothers.

Temples may also provide doles of food, and occasionally clothing,
the poor. Very few do this at the temple itself: the poor with

“=e energy to come to the temple are not the ones most in need

- tood. Instead, initiates and low-ranking priests are sent out to

deliver bread. The priests look favourably on large. intimidating
warriors who go along “to help carry the food.”

SECTS

There are no formal sects within the Order of the Bleeding Hearr,
and no outright disagreements on doctrine. Different followers
do place differing emphases on the various aspects of the Shallyan
faith, and this does give rise to vigorous disputes within the
temples. However, these disputes are generally private; the cult
presents a remarkably united front.

ASCETICISM

The approach to asceticism is perhaps the locus of most variation in
the cult. This revolves around the question of how far you should
go in serving the Goddess.

First, is it wrong for a Shallyan to enjoy things that come to her
with no effort? If a noble offers her a glass of fine wine, is it wrong
to accept? Should she sit in a comfortable chair if one is offered?
Most Shallyans think this is obviously acceprable; it does not
interfere with their work. and they cannot use the offered lwxuries

~ e

J CommoN VIEw |
| “I think his leg’s broken! Quick, get a Shallyan!”
] —ULRICSLIER MARTINSON, MIDDENHEIM LABOURER
1

“As I ate your bread as a child, may you eat my bread now.”

\

t‘A —DiETRICH RAGNAR, MERCHANT OF MARIENBURG, GIVING A CART
OF BREAD TO THE TEMPLE OF SHALLYA THAT FED HIM WHEN HE WAS

| A POOR CHILD. (EVERY DAY, JUST AS THE MARKET OPENS, SO THAT

‘{‘ EVERYONE CAN SEE AND HEAR.)

‘ “You” PUNCH “do not” KICK “steal from” STAMP

“the temples of Shallya.”

: —A TALABHEIM THIEF,
ExpLANING PROFESSIONAL ETHICS TO A COLLEAGUE

“They’re just sneaky, manipulative politicians who steal business
Sfrom honest folk. Someone should expose them for the frauds
J they are.”

—MAasTER AUGUSTUS LIMMERSKIND, ALTDORF DOCTOR
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to help the poor. A radical minoriry of
Shallyans believe it is wrong for a Shallyan

to enjoy her work. She should serve the
suffering out of duty, not because she gets |
satisfaction from helping people. A slightly '
smaller minoricty believe it is wrong for anyone to enjoy themselves;
there should be no happiness in a world so full of misery. While

a minority, this group is not tiny, and its members seem to be
attracted to running the temple orphanages.

The more general debate sees more disagreements, and these
disagreements do not fall into easily defined camps; priests pick and
mix from among the possible answers. The fundamental question

is how much of a priest’s time and resources should go on serving
the Goddess. Radicals insist that a priest should spend every waking
moment in a hospital or tending to the sick elsewhere, and should
minimise the amount of time she spends asleep. Most Shallyans
accept that it is bad policy to try to work all the time, as it leads

to mistakes. Most accept that quiet prayer is an acceptable break,
and a substantial minority believe that any refined pleasure (those
not invelving violence or large quantities of alcohol, primarily) is
permissible. A few think that anything that does not harm others
or impede a Shallyan’s work is fine for relaxation. Of course, a lot of
Shallyans do over-indulge in alcohel, at least in part to blot out the
horrots they have seen, but hardly anyone in the cult thinks thar
such behaviour is right.

Shallyans with families face a deeper dilemma. Shallyan orthodoxy
is that Shallyan parents should not privilege their children in any
way; those who hold to this place their children in the temple
orphanages, to be raised as any other foundling. Most Shallyans
with children bend orchodoxy, but they have a reputation for being
far less indulgent to their children than to just about anyone else.

TARGETED AID

Another debate is over the extent to which Shallyans should choose
whom to help. A significant minority argue they should not choose
at all, simply helping anyone who comes before them in pain.
They believe the Goddess herself guides them to the right people.
Most Shallyans, although not much more than half, believe it is
acceptable to spend a short period of time assessing the needs of
the people before you before deciding whom to help first. A fairly
small minority believe thar they should spend some time finding
the people to help, help them, and then move on to another group.

Y

CuLt SKILLS AND TALENTS
Members of the Cult of Shallya add the following skills and

talents to their careers.
Initiate
Heal
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“‘She has Shallye’s eyes” —She only sees |
| the pain and suffering in life |

_Priest

Resistance to Disease, Trade (Apothecary), Trade (Herbalist)

No Shallyan, even in the last group, would
ignore an injured person if he was the only
person in sight, however.

A tiny minority of Shallyans believe they
should try to change the structure of society.
This group is close to being heretical, since most Shallyans think they
waste too much time that could be spent helping people.

THE FLY LORD

All Shallyans agree the Fly Lord is the foulest blot of all, and they
would rejoice were it to be destroyed. Opinions over what to do
about servanis of the Dark God vary. however. A small minority
believe even they deserve mercy, arguing they suffer at least as much
as their victims. An equally small minority believe in seeking out
and destroying such cults; these followers drift into more martial
cults, particularly that of Myrmidia.

The mainstream debates the balance berween simply treating the
victims of the plagues, and trying to stop them at their source. Most
Shallyans believe in just treating victims, until the Plague God visits
their area. Then, they believe the plague should be stopped at the

source, bur are too busy treating victims to ace to that end.

LEssErR ORDERS

The Cult of Shallya has no formal lesser orders, just as it has no
formal sects. However, the natural tendency to specialise means
there are a number of recognised groups within the cult. The most
notable are the healers and the midwives, but these groups are too
large to have much of a sense of collective identity: they just feel
like “typical Shallyans,” even to themselves.

The priestesses who treat the insane do feel a sense of kinship, and
eagerly rake advantage of chances to meet and talk with someone
who, while sane, understands life with lunatics. However, such
chances are few and far berween.

‘The wandering priests, however, have the opportunity to meet, and
a common lifestyle that sets them apart from the main body of the
cult. In recent years, some of these priests have even started ralking
abour asking the Matriarch to recognise them as a formal order of
the cult. The main reason that this has not got beyond talking is
that few wandering priests see that it would make any difference.

TEMPLES

Shallyan temples are built around a courtyard, with the main temple
hail on one side, chapels on the other, and the infirmary at one end. In
some cases, the other end of the courtyard is closed by accommodation
for the priests. Large temples may have multiple courtyards, in which
case the main temple hall is as close to the centre as possible.

Shallyans prefer white stone, and the interiors are normally
decorated in white and gold. or vellow. Stone is an expensive
building material, but most Shallyans avoid wood, enabling the
structure to survive a fire and be able to provide succour in its
aftermath. A fountain in the courtyard, representing the tears of
Shallya, is the only common decoration. In some temples, the
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fountain actually takes the form of a white marble maiden, with the
water springing from her eyes.

PERSONALITIES

One of the cult’s few true miracle-workers, Mother Elsbeth of
Heiligerberg, has recently died. and Anja Gustavson, the high
priestess of the Empire, is old and expected to die soon. Matriarch
Lisegund, although more active, is also elderly.

Matriarch Lisegund
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The Matriarch is highly respected for her personal wortk relieving the
poor, and healing those afflicted by diseases causing weeping sores.
Indeed, she spends so much time working with the sick that she has

s )
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almost no time to administer the cult. Fortunately, rhis is not a major
problem, as most emples run chemselves perfectly well.

Siegling is a wandering priestess active mostly within the Empire,
although she has spent some time in the Border Princes and has
made a pilgrimage to Couronne. She is renowned for her courage,
and for surviving situations that should have been the death of
her. She believes the Goddess guides her to people who need her
help, so she always stops to aid these in need. She is also part of
the small group who believe it is acceptable to take advantage of
luxuries offered to you on the spot. She is so well respected that
she can even defend that position in public without anyone casting
aspersions on her personal piety.

— THE CULT OF SIGMAR —

Seat of Power: Altdorf

Head of the Cult: Grand Theogonist Volkmar the Grim

Primary Orders: Order of the Anvil, Order of the Cleansing
Flame, Order of the Silver Hammer, Order of the Torch

Major Festival: Sigmarday (28th Sigmar-Tide]

Popular Holy Books: 7he Book of Sigmar, Dews Sigmar, The
Geistbuch

Common Holy Symbols: Ghal Maraz (Sigmar’s Warhammer), the
twin-tailed comet, a Griffon

ver 2,500 years ago, Sigmar Heldenhammer, whose birth

had been heralded by the passing of a rwin-tailed comer, was
crowned Emperor in Altdorf (then known as
Reikdorf). by the high priest of Ulric. He bore
the magical warhammer Ghal Maraz by his side,
a gift from the Dhwarfs for saving King Kurgan of
Karaz-a-Karak’s life, and led his people for many
decades of prosperity.

On his fiftieth year as emperor, Sigmar

laid down his crown and left Reikdorf.
History has done a poor job recording why
he left, but legends claim he was spotted
heading east towards the Worlds Edge
Mountains, with heavy furs abour his broad
shoulders and his still-blond hair hanging in
heavy braids. Other legends claim he walked
with a great. grey wolf to his left, and a giant,
black-tusked boar t his right. his face a mask of
determination. Whatever the truth, the greatest man the
Empire would ever know had gone.

A little over twenty years after Sigmar's departure, his people had
already elevated Johann Helstrum—a wild-eved friar who claimed
Sigmar was crowned a God by Ulric himself—as Sigmar’s first
high priest. Soon, his fledgling cult—one that preached unity, and
expected the people to unquestioningly obey the Emperor and his
appointed Elector Counts—formed into a dominant religion fully
supported by the state.

Now, the Cult of Sigmar dominates the Empire. It has temples and
shrines in even the smallest of settlements, and countless millions

now call upon Sigmar’s name to guard their souls from corruption,
As part of their duties to defend the Empire Sigmar created. priests
often rally the people during times of trouble, and are thus often
perceived to be worshipping a God of War by outsiders, although
this is not strictly true.
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In the Empire, the Culr of Sigmar is well recognised. All levels of
society gather in local temples each Holiday for the Festag Throng,
where priests of the Order of the Torch preach unity from their
pulpits and recite holy words from their lecterns. Sigmarite
temples often act as a focus for local communities,
with priests arranging seasonal rituals, advising folk,
forming choirs, and organising locals into bands of
militiaman to betrer defend the Empire. Temples
with no local templars also train the cream of the
vouth to act as Hammer Bearers. black-robed
men who guard the temple’s holiest artefacts,
and carry them during special parades and
Sigmarday festivals. In some larger temples,
the Hammer Bearers are greatly feared, elite
warriors, who bear Great Swords upon their
backs, scars upon their faces, and escort the
priests wherever they may go.

In comparison to the priests of the Order of the
Torch, who guard the minds of the Empire folk,
the Order of the Silver Hammer wanders the Empire,
guarding the borders by smiting threats and advising the

authorities. lts members also help at temples when they pass,

and can often be found talking to unsure initiates, training

Hammer Bearers, or preaching at the Throng. The grim-faced
watrior priests are well loved by the people, for they keep the
Empire safe with their mighty warhammers and dauntless courage,
bringing the holy Word of Sigmar to the few communities that
have no temples.

The monastic Order of the Anvil guards the Word of Sigmar,
which is the foundation-stone of all Sigmarite law. When there is a g




dispute within the cult, it is to these dour Sigmarite monks that
the other orders turn, for they understand the minutiae of all

the cult practises. Although the order’s monks rarely leave their
isolated monasteries, they do, sometimes, tour the Empire, acting
as travelling judges, searching for lost tomes of Sigmarite lore. or
acting upon the orders of their superiors.

The last of the major orders, the feared Order of the Flame, is not
well known by the populace at large. It guards the Empire from
corruption, charged 1o seek out and destroy the dark seeds of Chaos
wherever they may lie. The fame-marked medallions worn by the
order’s inquisitor priests grant them access to all Sigmarite temples,
monasteries, and chapterhouses in the Empire, and local cultists are
expected to grant them any “reasonable” request. Although most
Empire citizens have never heard of the order, without its protection,
the Empire may have fallen to the Dark Powers centuries ago.

Alongside these, the four most-influential orders, are countless
smaller orders, all filled with devout men and women ready to step
forward and defend the Empire, no matrer what the cost for doing
so may be.

BELIEFS

Like most Empire folk, Sigmarites are insular, superstitious, and
suspicious, but they view this as a sensible reaction to the corrupr
world in which rhey live. Their self-appointed duty as guardians
of the Empire and its people has brought them into contact with
all manner of evil, which they have dutifully recorded in a sealed
library found deep within the cult’s high temple. Thus, much like
e

1 *  Obey vour orders.
»  Aid Dwarf-folk.

Work to promote the unity of the Empire, even at
‘ the cost of individual liberty.

| ¢ Bear true allegiance to His Imperial Majesty the
Emperor.
»  Root out and destroy Greenskins, the servants of
Chaos, and those who use corrupt magic, wherever
* they may hide.
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the Dwarfs, a race they revere as Sigmar’s strongest allies, Sigmarites
never forget, and fully trust none, This, they claim, is a paranoia
not born of fear or ignorance, bur of experience.

Mental fortitude and defensive tactics are of paramount importance
to Sigmarites, who view open assault or loose thinking as open
gates for corruption and heresy. However, nothing is more
important that defending the Empire Sigmar created, and they

are willing to go to almost any length, even open, blind assault. to

ensure this.

The cult also prizes strength and strong leadership, qualities they
associate with Sigmar himself. They use these traits to promore the
same strength amongst the folk of the Empire, and strike at the
heart of heresy, the influence of the Dark Gods, wherever it may lie.

INITIATION

Although every temple has its own traditions for initiating new
members into the cult, the general process varies little, First, the
novitiates (the Sigmarite term for initiates) is accepred into an order
by a priest, an evenr that is often marked with ritual shaving. Next,
they are taught the ways of Sigmar. Finally, when the training is
completed, the novitiate is tested by a ranking member of the cult.

Most temples only accept novitiates when young; bur, theoretically,
anyone called to Sigmar, regardless of age, can join the cult. Those
remples that practise ritual shaving have many different traditions,
but hammer or comet-shaped tonsures are common.

Novitiates rarely have any free time becween the daily pravers and
degrading chores they perform. What little they do have is often
spent in contemplation of sacred texts. Many temples have a master
of novitiates who leads weekly lessons in history, theology. literacy
and Dwarf lore, but it is also common to attach novitiates 1o a
priest who acts as their “Father.” and teaches them what they need
to know using whatever, often brutal, methods he prefers.

Eventually, when their superiors deem the time is right, novitiates
are tested. Common tests included perfectly reciting the Tivelve
Prayers of Righteousness, or singing the Canticles of Sigmar without
error, followed by intensive questioning by ranking members of
the cult. However, there is no standard, and tests can take many
forms. Some temples in southern Averland demand noviriates

kill a Greenskin and carve the “Litany of Grear Deeds” into its
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DwarreN NAMES

The Dwarfs play a vital role in the legend of Sigmar. Most importantly, they gifted Sigmar with his mighty, magical warhammer, Ghal
Maraz. To honour the Dwarfs, it is customary for the Grand Theogonist, and the arch lectors, to assume a Dwarfen name or epither. The

name chosen is believed to say a great deal about the character of he that chooses it. Both the current arch lectors changed their names
(Kasmir XI and Thorgad V), where the Grand Theogonist, Volkmar von Hindenstern, chose the epithet "Grim,” which means harsh and

unyielding in Khazalid.

—

chest. And one Stirlander flagellant order subjects all novitiates
to the “Rire of the Three Brothers™ after a three-day fast, which is
considerably more painful than it sounds.

CULTISTS

No two cultists of Sigmar are the same. The varying orders,
individual temples, and widely divergent, local traditions demand
Sigmar's representatives wear a broad array of different ceremonial
ourhits and cultivate some truly bizarre hairscyles.

The Order of the Silver Hammer's warrior priests are almost
always found wearing vellow-dertailed black robes over protective
leathers. Sacred breastplates—emblazoned with griffons, comets or
and wide, high-necked gorgets are the preferred choices

CrOSSEs
for armour, burt cheaper chainmail is often worn in their stead.
Hair is commonly shaved when a novitiate is elevated to the order,
although some priests allow patches to grow back, where they
carefully shave holy symbols or solemn liturgies.

The different monasteries of the Order of the Anvil vary in their
required garb and hair styles. Simple grey or black habits are
common, although brown is known in the cast of the Empire,
and green or orange are worn in some isolated monasteries of
Talabecland and Reikland. Hair is usually shaved, with novitiares
ronsured, but this again varies, with some monasteries demanding
that hair grow wild, have stripes shaved through ir, or be caught
in hundreds of tight braids, Wide, high-necked collars are also
common, mirroring the gorgets of the warrior priests.

The massive Order of the Torch is even more diverse. Black robes
may be the standard, with brown and grey also common, but some
temples wear white, orange, red or even purple robes, as dictated by
local traditions and superstitions—although each variance requires,
at some point, permission from the Grand Theogonist. High,

wide collars are again common, although far from universal, as are
shaved heads. The typical hammers, comets, griffons, holy seals and
prayer parchmenrts are usually displayed in one fashion or another,
although some temples teach that such apen displays of taith

idolise the objects rather than glorifying Sigmar. Another common
tradition is to wear holy books, sometimes at the waist, sometimes
upon the back, as a symbolic burden. This is taken to extremes by
some priests, who wear miniature holy texts
on their foreheads to protect their minds
from heresy, tying them in place with strips
of leather.

The smaller Order of the Cleansing Flame '
tightly controls its ceremonial dress in the !

“A good envil fears no hammer” |
, —Stick to the teachings of Sigmar, |
and you will be safe

same way it carefully monitors its members. Robes are black,
detailed in red. and hair is cropped close to the skull, with elaborace
tonsures sported by ranking members of the order. Floor-length,
hooded, black cloaks are also worn, although novitiates may not
raise the hood. Unlike the other primary orders, this ceremonial
garb is normally only worn on important occasions. When
travelling, Cleansing Flames wear wharever clothes allow them

to fulfil their order’s purpose, which include dressing in the garb

of other orders, or disguising themselves as peasants or travelling
merchants. No matter what they wear, all members of the order
own a holy amulet with a single flame in its centre: this is the badge
of their order, used to prove they are on Sigmar’s business.

STRUCTURE

‘The Grand Theogonist rules the monumentally complex hierarchy
of the Cult of Sigmar. His is a stupendously powerful position. Not
only does the Grand Theogonist have absolute authority over the
largest, most-powerful cult in the Empire, appointing the leaders of
all the major orders, he also has a grear deal of secular influence.

The Grand Theogonist directly leads the cult’s ruling order, the
Order of the Torch, which is larger than all of the other Sigmarite
orders combined. He appoints all of the order’s upper hierarchy,
which includes the two arch lectors, eighteen lectors, four high
capitulars, twelve capitulars, various theogonists and countless high
priests. There are many other positions—such as the high confessor,
the scriptorium master, the keeper of the sacred bell. and the arch
adjutant—but most of these are found in, or near, the enormous
grand temple in Altdorf.

The Order of the Torch runs almost all of the temples and shrines
dotted across the Empire. Most temples have a high priest who is
appointed by the local lector or high capitular. The high priest is
responsible for all Sigmarite worship in his local area, and appoints
the priests that attend local remples and ensure the upkeep of
important shrines,

In comparison 1o this broad-ranging influence, the warrior priests
of the Order of the Silver Hammer have no temples they can call
their own. Their few buildings are usually artached to the remples
and chapterhouses of other orders. This is because the few high
priests of the order are as itinerant as the
priests. wandering from place to place as they
see fir, directing local representatives of the

order to wherever they are needed. They are
the broadest ranging of the Sigmarite orders,
and are often found under the command

of the Order of the Torch's theogonists,

—
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“The Grand Theogonist leads the Cult of Sigmar. Along with the two arch lectors, he holds a vote on the Imperial Electoral Council,
providing the culr with direct control of three of the fifteen votes to select a new Emperor. The two arch lectors each control one third of
the lectors in the Empire, with the Grand Theogonist responsible for the last third, although he traditionally appoints a deputy, the Arch
Adjutant, to perform these duties. Beneath the arch lectors and the Arch Adjutant are eighteen lectors, whom all form the College of
Lectors, the body thar advises the Grand Theogonist and selects his replacement. Six high capitulars join the eighteen lectors in ruling a
Domain of Sigmar, sometimes called a lectoric, which is a division of the Empire based loosely upon the lands of the original twelve tribes
that Sigmar bound together. Twelve capitulars, including the high capitulars, each head a small ‘chapter’ of priests who are tasked ro tend
a site of especial significance to the cult, and are answerable only to the Grand Theogonist himself in matters concerning their area of
influence. Also only answerable to the Grand Theogonists are the theogonists, who control Sigmarite concerns in foreign lands. Finally,
there are the countless high priests, who each rule one or more temples, all of which are populated by varying numbers of priests and

novitiates.

Of course, many of these ranking positions are traditionally bound together into one impressive and influential tirle. The Grand
Theogonist, for example, is also the Theogonist of the Empire, the Arch Lector of the West, and the High Priest of Alrdorf, amongst
many other titles. It is no surprise that many of his duries are across the multitude of important high priests in Alrdorf.”

—FROM MEDITATIONS ON THE CULT OF SIGMAR BY HIGH CHORISTER SiGO BENETELE

N

spearheading cult missions in other countries. The order has no
ruling body, and is supposedly directed by ranking members of the
Order of the Toreh, but few have any idea just how many Warrior
Priests wander their domains at any one time. Successtul high
priests of the order are often promoted by the Grand Theogonist
to an electoral position, an event thar is never popular amongst the
high priests of the Order of the Torch.

The monastic Order of the Anvil is more populous than many
expect, and, as they are masters of cult and Empire law, they are
also more influential than the other orders would like, The Keeper

CoMMON VIEW

“Arr, well, wir'out our Sigmar, whar would we be? It were ‘im
that did make this ‘ere Empire, and it’s ‘im that does prorect it.
Ysee, ‘is priests do guard our minds, and ‘is warrior priests do
guard our lands. Arr, ‘ee may not look after t'crops or whatnor,
but we wouldn’t have no crops iffin it weren’t fer Sigmar! So, it’s
remple every week fer me. Besides, it be a good way to catch up
wit’ friends”

—STOFFAN KIFINBAUER,, PEASANT FARMER

“The templars took my Grelda. They tortured her. They burned
her. She wasn’t bad. She was good. She read books. She knew
things. She always said they were dangerous. She... she was right.”

—~Gaspar SoLLANDER , NEw CULTIST OF THE PURPLE HaND

“They are so concerned with defending their precious Empire that
they’ve forgotten what formed it. Conquest! Da, conquest! The
successes in Albion show what we can do! Now is our time! The
Empire should nor hide within these meaningless borders so loved
by the Sigmarites. My friends, this is the time for war! Kislev is
weak! Who is with me?”’

—LAZLO ARGERMANN, BECHAFENER AGITATOR
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of the Word leads the order from the Helstrum Monastery in the
Temple District of Altdorf, His position is for life, and he is the
ultimate arbitrator of the Word of Sigmar, even though, in theory,
the Grand Theogonist could overrule him, Each monastery of

the order is lead by an abbor who is theoretically answerable o
the Keeper of the Word, but in practise has almost unrestricted
power over the monks and novitiates in his care. In many isolated
monasteries, the abbot is not even appointed by the Keeper of the
Word, but by the monks themselves.

Lastly. even though the secretive Order of the Cleansing Flame only
has a single chapterhouse attached 1o Altdorf, their effective power
outweighs almost every other order, as they can command almost
any Sigmarite, within reason. The order is led by the Inquisitor
General, who controls the order’s high inquisitors, inquisitor
priests and novitiates very tightly, aware that all power can
corrupt, especially the power of the Order of the Cleansing Flame
ieself. Many of their number are recruited from the other orders,
especially the Order of the Silver Hammer and the Templars of
Sigmar. Alchough particularly devout, secular Witch Hunters and
torturers are often accepted as well.

SECTS

It is no surprise that the immense Cult of Sigmar is rife with
divisions of all kinds. Most are small, and simply result in debates
berween the faithful. But, some are fundamental, and the large
factions that form around these divisions can form powerful blocs
within the cult. The following are a tiny example of the greater
divides within the cult.

THE ScHisM

The Cult of Sigmar has narrowly avoided the largest schism it

has ever faced. The Storm of Chaos left it with two very different
Grand Theogonists. Fortunately, one stepped down before the issue
could split the cult, but his supporters have not given up so easily.
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% first Grand Theogonist, hard-eved
\kmar the Grim, is a devout, iron-haired
{ man. who has dedicated his life to .
“=stroying Chaos. He is a great war-leader ———

4 strategist, and, when younger, was at

~e forefront of many Empire campaigns. When he led an army
end the Storm of Chaos before it began, and was reportedly

:in by Archaon, the cult was forced to appoint a new Grand

seogonist quickly, as it desperately needed leadership. But,

:mours of Volkmar's death were apparently exaggerated, for he was

sotted less than a month later, pinned to a Chaos banner, bloody

=l barely conscious. During the Siege of Middenheim, Volkmar
mehow managed to break free, and after his body had healed,

kmar travelled to Aledorf to reclaim his position.

kmar's replacement was Esmer 111, a careful, shrewd, and

sitious man, who had risen swiftly through the ranks of the
~der of the Torch. He secured Volkmar's position with his skill as

- politician and rhetorician, and his active support of traditionalist

s zmarite values. Once appointed, he immediately broadened

tne powers of the Templars of Sigmar, the cults Witch Hunrers,

openly hunt the Chaos threat. He also unrelentingly arracked

“r-Ulric Valgeir’s aggressive plans during the Conclave of Light,

sunselling proper, Sigmarite defence, not the waste of precious

“mpire lives on pointless assaults upon an obviously superior foe.

“ath these moves, and many other traditionalist edicts, were very
~opular with the cule. But, when Volkmar was confirmed to be

~arching for the capiral, Esmer was strongly advised by templars
-nt by the arch lectors to step down. He fled to Marienburg, and is
2id ro be there still.

Thus, the problems were averted, at least for the shore term.
olkmar has returned, but none can deny that he has changed. He
s« become darker, more insular, and even his supporters avoid
< haunted eyes. Already there are movements in the cult to recall
“smer, although the ramifications of this are too terrible for most
Sizmarites (o even contemplate.

THE ASCETICS

fost Sigmarites embrace the community aspects of Sigmar
wship, and strongly support shared expressions of faith. Ascerics,
sowever, reject this, believing thar an Empire citizen’s relationship
th Sigmar should be personal, and not controlled by others.
“Many monks of the Order of the Anvil subscribe to this view, and
>me monasteries only allow prayers to be conducred in seclusion,
th some extremists frowning upon any communal activities, such
s singing, preaching, or religious debate.

Not only do Ascetics believe that worshipping Sigmar should be
-onducted without ourside intervention, but they also extend this
f to intervention upon the cult by others. They teach that
-Sigmarite influence upon the cult is dangerous, and needs

¢ curtailed. In particular, they are very concerned by state
uence, which they believe has far too much power over the

er hierarchy of the cult. This view is very popular amongsi the
iests of the Order of the Torch, many of whom jealously guard
zny power and influence they can acquire. Therefore, even though
ne central individualistic beliefs of the Ascetics may not be very

fl
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popular outside the Order of the Anvil,

“To the east” —I have no idea where | their isolationist stance for the cule as a

whole has wide-spread support.

THE MALLEUNS

The Malleuns, a very recent sect, believe Sigmar should not be
remembered as a God, for they claim it was Ghal Maraz, not

he, that was che true source of Godhood. The sect follows the
teachings of Artur Malleus, a charismatic warrior priest who
claimed to have received a vision from the True Hammer, which
he said had never been recovered after Sigmar’s death. He toured
the Empire, followed by an incense-choked band of fanatical
zealots and flagellants, He preached thar Karl Franz bore a False
Hammer, and that all true Sigmarites should join him for the
impeding End Times, where the True Hammer would return as a
mortal man.

Malleus died four years before the Storm of Chaos, but his
followers lived on, and many Sigmarites secretly endorsed his
teachings. Unsurprisingly, Valten was seen by many Malleuns as
the True Hammer personified, and the sect swelled as the End
Times drew closer. Bur, Valten's recent disappearance has sown
confusion amongst their ranks, for Malleus taught chat the True
Hammer would lead his people to the resting place of the real
Ghal Maraz, which Valten can no longer do. However, as Malleus
also claimed that the True Hammer would return as a "moreal,”
some shocked Malleuns have concluded thar Valten, their True
Hammer, could not have just “disappeared,” but must have been
murdered!
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The Unifiers are a potentiaily explosive sect that believes Ulric

did not crown Sigmar as a God. but crowned him as the Divine
Emperor, as God of all Gods. They tirelessly work towards
promoring the Sigmarite cult to its true position of supremacy over
all others. Indeed, some extremists of the sect believe the Culr of
Sigmar should not just rule the other cults, but should replace them
entirely.

The followers of Sigmar the Divine Emperor have infiltrated almost
all levels of the cult, and whispers circulate that at least two lectors,
one high capitular, an entire order of templars, and maybe the old
Grand Theogonist, Esmer, are secrer members. Whatever the truth,
it is cerrain that many fanatical individuals of the Sigmarite cult
secretly believe that the only God the Empire needs is Sigmar, and
that worshipping other deiries is simply a mistake.

LEssER ORDERS

It is said that the convoluted hierarchy of the Cult of Sigmar

hides more lesser orders than Sigmar killed Greenskins, Whilst

not stricely true, it could as well be, for there are a seemingly
countless number of cult-sponsored orders found in all corners

of the Empire, many of whom have been all-but forgotten by the
ruling Order of the Torch in Aledorf. The well-known examples
are mostly templars—such as the Order of the Knights of the Fiery
Heart, the Grand Theogonist’s personal bodyguard; or the Order

y
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of the Knights Griffon, the sworn protectors of the High Temple
in Altdorf—but the majority are isolated orders of priests, cach
promoting the worship of Sigmar in their own unique way.

Although most of these lesser orders could easily be absorbed
into one of the four primary orders, tradition, politics, ignorance,
superstition, and the edicts of previous Grand Theogonists make
streamlining the cult in this way extremely unlikely.

SISTERS OF FAITH AND CHASTITY

‘The temple of the once-reclusive Sisters of Faith and Chastity
squats on the south bank of the Reik in the east-end of Altdorf.
Every Sun Still, the entire order marches forth to parade through
the city’s hot, summer streets. The matriarch leads the sweaty
pageant, repeatedly intoning the “Dirge of Brutal Truth” as she
suspiciously eyes onlookers. The sisters wear black, embroidered
cloaks and ancient, engraved plate armour, all decorated with
sharp thorns to ward off the advances of the unrighteous. As the
order relies upon charity for its survival, its young novitiates gather
donations from the gathered crowds who turn up to watch the
spectacle.

The order once espoused the virtue of isolation as preached by
their founder, Esther the Intemerate. But, when Sister Griselda
von Velten was visited by Morr in 2515, that changed forever. She
was marching down Volker Weg during the heat of the Sonnstill
Parade when she suddenly screamed and fell to her knees. Shaking,
she whispered to the stunned crowd thar the End was coming and
thar fer life had been wasted, then died. A year later, after months
of heated communication with Grand Theogonist Volkmar, the
Matriarch reluctantly agreed that her order had been sent a sign
that must be obeved, and ordered her sisters to prepare for war.

The Storm of Chaos was the order’s first major campaign, with half
their number marching from Altdorf at Valtens side. The Sisters

that survived now range across the Empire, pursuing what remains
of the Chaos forces, returning vearly to Aledorf to pass on their
experience to the Novitiates and march out for the Sonnstill Parade.

ANCIENT INITIATIC AND HOLY ORDER
OF THE TEMPLARS OF SIGMAR

The Templars of Sigmar are tasked by the Grand Theogonist to
protect the lives and souls of Sigmar's people by hunting down
those who draw the attention of the Ruinous Powers. Hererics,
once captured, are forced to repent their crimes before their

taint is purged by fire. The Order of Sigmar has well-guarded
chapterhouses in almost every city of the Empire. Although they
are officially templars, and certainly not athliated to their state-
sponsored equivalents, they are still universally known and feared as
the Witch Hunrers of Sigmar.

The Templars of Sigmar have poor relations with the Order of

the Flame, whom they view as overly secretive and suspicious by
nature, especially when they requisition templar resources or, worse,
investigate members of their order.

More about the Templars of Sigmar can be found in Realms of
Sorcery, pages 133-135.




Temples to Sigmar are as varied as the folk that worship within
them. Local traditions, benefactor whim, and the desires of the
priests themselves have all contributed towards the construction of
some truly unique buildings.

The only thing temples of Sigmar share is a lack of seating for the
congregation, and prominent displays of stylised warhammers and
comets, Some other common features include: aligning the temple
to the site of Sigmar'’s ascension (although the exact position of
this is hotly debated): a bell-tower, to summon worshippers to the
Throng; a twelve-sided apse or chancel, representing the original
tribes that formed the Empire; a hammer-shaped layour; an empty
throne, ready for Sigmar’s return; and grear, painted frescoes, or
stained-glass windows, depicting the great deeds of the Man-God
and his holiest followers.

PERSONALITIES

The Cult of Sigmar has many very important, highly influential
members. During these troubled cimes, letters constantly speed
through the forests between them, as each tries to uncover the plans
of the other. Volkmar the Grim, the Grand Theogonist everyone
thought was dead, has returned. Exalted Valten, Sigmar Reborn,
has vanished, and is perhaps even dead—but, who can trust thae?

Esmer 111, the ousted Grand Theogonist, is maybe drawing together

his supporters in Marienburg. All these and so many more are
manoeuvring themselves into position, and it seems that if they
are not careful, the worst horror of all may descend: civil war—
something the cult surely cannor, will not, allow to happen.

A4

Calm-faced Gregori Sorgher, the high priest responsible for cult affairs
in Kislev, is panicked. Recently, a letter from his unknown benefactor
arrived at his offices in the high remple of Altdorf. It claimed thac

the sender had proof that Volkmar, the man Gregori had once
believed to be the prophesied Champion of Light, was now Undead.
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CuLT SKILLS AND TALENTS

Members of the Cult of Sigmar add the following skills and
talents to their careers. Note that priests may only add one set
of skills and talents, regardless of how many sects or orders
they belong to. They must decide when they enter the career
or the order, whichever comes first.

Initiate (called Novitiates by Sigmarites)

All Orders: Common Knowledge (Dwarfs)
Priest

Order of the Anvil: Academic Knowledge (Law), Academic
Knowledge (Theology), Speak Language (Khazalid)

Order of the Cleansing Flame: Intimidarte, Speak Language
(Khazalid), Torrure

Order of the Silver Hammer: Command, Speak Language
(Khazalid), Specialist Weapon Group (Two-Handed)

Order of the Templars of Sigimar: Speak Language (Khazalid),
Specialist Weapon Group (Gunpowder), Torture

Order of the Torch: Command, Etiquetre, Speak Language
{Khazalid)

Sisters of Faith and Charity: Intimidate, Speak Language
(Khazalid), Specialist Weapon Group (Two-Handed)

reinvigorated by profane Daemons. Appalled at the thought, Gregori
does not want to believe it, but he has received many letters from the
same source in the past, and they have always proved to be correct.
Indeed. he may not have achieved his current position if it were not
for the secrets his benefactor had let slip his way.

Gregori has no intention to meet with the mysterious man to
secure the proof, he is not that stupid; instead, he plans to send
a low-ranking, and easily disposed, member of the cult, someone
faithful and reliable, someone used to getting into difficule
situations and surviving,

— THE CurLT OF TAAL AND RHYA —

Seat of Power: The Taalgrunhaar Forest, Talabheim

Head of the Cult: Niav—Hierarch of Taal, Katrinelya—Hierarch
of Rhya

Primary Orders: The Longshanks, The Horned Hunters

Major Festivals: Start Growth (Spring Equinox), Less Growth (Fali
Equinox), Sun Still (Summer Solstice}, World Still (Winter
Solstice)

Holy Books: Rites of the Ancient Grove, The Book of Green, Tome of
Summers Path

Holy Symbols: Taal—antlers, deer skulls, stone axe. Rhya—sheaf
of wheat, bow and arrow, darr, flowers,

he Cult of Taal and Rhya is among the most ancient and
pervasive in the Old World, tracing a direct line to the primal
Gods from the deepest of history. The cult grew organically, as early

61

Humans tried to explain natural phenomenon, such as thunder, the
turning of the seasons, and the rise and ebb of the seas. Over time,
the Gods Taal and Rhya came into being, beginning as a single
entity, known as Ishnernos. This split occurred many thousands of
years ago, and the Cult of Ishnernos faded into distant memory.
Taal rules nature and is considered “King of the Gods.” He claims
the wild places as his domain and is primarily worshipped by hardy
woodsmen, trackers, and rangers. Rhya's worshippers are found

in the cultivated fields and orchards of the Empire, and are found
among farmers. fishermen, and young lovers everywhere.

The Cult of Taal and Rhya is the sanctioned cult of Talabecland,
and is wildly popular in the eastern and northern parts of the
Empire. Of the two, Taal receives most recognition, and Rhya’s role
is much diminished. The grand city of Talabheim is particularly
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fervent in its worship of both \

Taal and Rhya. I\,

Taal represents the power and J
majesty of nature, both the {
physical world of stone and |
wood, but also the primal urge !
of life within all creatures. Taal |
makes the rain fall from the sky,
the rivers flow, the animals breed and multiply. and the plants grow.
He is not only the physical heart of a person, but also the spark thar
makes the hearr pump. Taal represents vigour and growth in all its
forms—especially the transitions from childhood and adulthood,
when life is art its peak.

Rhya, Taal’s wife, is the nurturer of
people and the land. Where Taal
makes the wild lands develop
unchecked, Rhya looks after the

fields, orchards, and livestock of
Humans, instilling growth for healthy
crops and meat for all. Rhya cools and
tames the wildness inspired by her
husband, transforming it into maturiry
and wisdom. She is also the patroness of
love and thus is fervently worshipped by young
lovers or those hoping to bring love into their
lives. Rhya also governs carnal acts, though few
worship her openly in such a manner—indeed
such thoughts are considered scandalous and rude

among most people. Lovers may utter her name during passionate
moments, which priestesses of Rhya claim is sufficient respect for
the Goddess.

Tue CuLT

Those dedicated to Taal and Rhya respect people that are capable of
taking care of themselves, but know the community works best if it
works rogether, like a pack of wolves or herd of elk. Cultists often
spend most of their time out in the wilderness, often alone or in

| STRICTURES

*  Taal’s children gladly give themselves for food and

sacrifice. Respect and honour this gift 1o vou.

and Rhya once per month, at the dark of the moon. ‘
*  Each year, all Priests must spend seven solitary days and |

nights away from civilisation, communing with nature |

and living on what they catch. The time for each priests \

retreat is determined by the hierarchs of the region. (
* Do not clad vourself in meral. Rather wear the hides of |

vour animal kin. |
*  Take pride in your strength and natural skill. Avoid

firearms and other works of science.

t * A sacrifice, of an animal or grain, must be made to Taal
{
f
|
|
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“Before all the other Gods, there are Taal and Rhya, the
Father and the Mother. Withour their blessing and union,
there would be no world for us to live in.”’

PriestEss OF THE CULT OF TAAL AND RHYA

small groups. living off the land
like their ancestors did. They pay
close artention ro the seasons,
the weather, and the ¢ycle of life
and death among the plants and
animals that they hold dear to

e e e

—CARLOTT EDELBRECHT,

their heart.

The cult is a major influence in
remote locations, isolated hamlets, and tiny farming communities,
mainly because they are often the only priests in a given area.

These priests are highly covered by farmers and hunters for their
knowledge of plants and animals. Priests of Taal and Rhya are in
great demand ro perform initiation rites tor young folk and lead the
faichful in prayers, rituals, and festivals. Average cultists pay close
attention to the seasons, timing their
festivals and rites around major
transitions of the years, particularly
the equinoxes and solstices. They
incorporate their daily chores of
hunting, farming, and the like with
reverence to Tall and Rhya in mind.

The Cult of Taal and Rhya steers clear
of most of the politics and jockeying for
power that is so prevalent in the other cults.
This is nort to say that they aren't involved in the
decision-making process, but rather their credo
runs counter to the idea of institutions running

the lives of people. They prefer to follow the cycles of
nature to determine the next best course, and accept the fact that
good and bad things all happen for a reason.

BELIEFS

Cultists of Taal and Rhya are noted for their practical, no-nonsense
artitude towards life, tempered with a sense of awe for the power
and majesty of nature. They accepr the fact that death is just as
important as life, but only if it works in harmony with nature as a
whole. Cultists despise anything “unnatural,” the most egregious
being Murants and Chaos, although extremists something take this
to mean cities, money, and other trappings of civilisation.

Cultists believe in the sanctity of nature, the turning of the seasons,
and the majesty of the wilderness. They revere animals and plants,
predator and prey, and the struggle of life and death. Culrists live
their life to the fullest, knowing that Taal, Rhya, and the willing
earth might aid them in their passage into a blessed state in Morr’s
realm.,

INITIATION

Individuals drawn to the Cult of Taal and Rhya are typically hardy
outdoorsmen, capable of surviving on their own in the wilderness,
or those that toil in the fields and orchards. Potential initiates are
paired up with a priest for menrtoring and to assess both the skills
and faith of the individual. Those that pass muster undergo an
intense, immersive initiation process, although what this initiation

entails depends on whether the person is drawn to Taal or Rhya.
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Tnitiates of Taal are tested on their strength of character, ability o
survive in the wilds, hunting prowess, and connection with the
wilds. With the onset of puberty, many young men and women
are taken by priests to learn the mysteries of the wilderness and the
wisdom of Taal. This rite, known as the Quickening, is exuemely
difficult and not evervone survives—those that do are sworn never
to reveal what occurs during this time. However, secrets do slip
out, and it is suspected that in addition to learning crucial hunting
and survival skills, initiates also undergo intense sweat lodges, often
under the influence of powerful alcohol and hallucinogenic herbs
and fungi.

Initiates of Rhya have a far more subtle training, and have no
time for the drunkenness and swear lodges of a Taalite initiation.
They learn the skills of taking care of others—planting and raising
healthy crops, learning to council people with their problems, and
assisting in childbirth and rearing. Actual initiation is a simple
matter of the mentoring priestess {never a priest) deciding that the
initiate is ready to move on, culminating in a small feast, complete
with dancing and song. The initiation is shrouded in mystery,
particularly among men, whose fathers whisper lurid rumours

of blood sacrifices, moon worship, and stranger events. Men are
strictly forbidden from witnessing these rites and most go out of
their way to avoid doing out of abject fear—ir is believed that a
man who stumbles into this initiation Joses his potency. Others
believe the man loses much more than that...

CULTISTS

Culrists of Taal and Rhya dress in simple robes of grey. brown. and
green during festivals or rituals, but just as often go about in their
regular garb as they conduct their rites. It's common for cultists to
adorn their hair and dress with leaves, Howers, sticks, and sheaves of
wheat. Jewellery and tokens crafted from natural, organic materials,
such as bone, twisted twigs, and uncut stones are common,
augmented with flowers and feathers. Culrists drawn more ro Taal
tend to wear the garb of a hunter.

Cultists spend their days both communing with nature and being
good stewards to the land while they go about their business.
Although some cultists raise crops and livestock, most live off what
they find through hunting, fishing, and foraging, They protect wild
places from poachers, excessive logging, and other transgressions,
although they know that people need to ear, require fresh warer,
and must gather resources to survive. Cultists of Rhya are much
more attuned to communities, helping in matters of childbirth,
healing, and raising crops,

Although there are those cultists that remain in the city
(particularly in places like Talabheim and Talabecland), most live in
the wilderness, as far away from civilisation as possible, preferring
to0 be on their own or staying in small communal groups of like-
minded individuals.

STRUCTURE

The Cult of Taal and Rhya is a curious blend of loners who wander
the wilderness and those closely tied with a community’s well-
being. Regardless of their movements, all cultists are intimately
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familiar with the shrines and other sacred places dedicated to Taal
and Rhya, and coordinarte their routine wich visiting and protecting
them.

The cult is surprisingly structured, with a clear delineation berween
duties. Two hierarchs rule in each of the provinces. They are
considered equal in rank and status, although who leads at a given
time depends on the season—the Hierarch of Rhya rules during
the spring and autumn and the Hierarch of Taal takes over during
the summer and winter. When not in charge, each hierarch defers
to the authority and edicts of the other, although they can (though
rarely do) reverse any previous rulings. The pairing of hierarchs is
done in such a way that friction is kept to a minimum, although
priests do understand and accept that competition is natural, and
indeed healthy. for the cult to survive.

Beneath the hierarchs are the high priests. who are responsible for
the welfare and duties of the priests beneath them. High priests
care for shrines, groves, stone circles, and other sacred places and
are responsible for several priests and initiates. Priests perform the
grunt work, conducting rituals and maintaining the grounds of
their sacred spots. In some cases, a lone priest is charged with the
caretaking of some holy ground far from civilisation—this solirtary
lite does not guarantee that he is named high priest, however.

Priests are, for the most part, left to their own devices, and have
tremendous latitude in how they get things done. Because of the
cult’s structure, individual priests also have a greater say in what is
doneand can even contradicrt the orders of their high priest if they
ke their case in f; j i [ ”
can make their case in front of the rest of their peers. Those that
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CULT SKILLS AND TALENT\S I
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ll Members of the Cult of Taal and Rhya add the following skills
and ralents to their careers. Note that priests may only add one
g set of skills and ralents, regardless of how many sects or orders
they belong to. They must decide when they enter the carcer
( or the order, whichever comes first.

Initiates

All Orders: Ourdoor Survival |

Priests

No Orders: Charm Animal, Navigation, Orientation
‘ Longshanks: Consume Alcohol, Follow Trail, Perception,
Hardy v
| Horned Hunters: Frenzy, Hardy, Fleet Footed or Very Resilient \
| Daughter of Rhya: Heal. Perception, Coolheaded |
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CoMMON VIEW |

“I respect the worshippers of Taal, but the next time one stops me )
from hunting deer in the Hallow Woods, I'm sticking him with |
the arrow!”’

—RaALT OF NULN, FARMER

“The male priests took my eldest son, Franz, for his Q uickening
ceremony a year ago. When he left, he was skinny, pale, and |
unsure of himself. On his rerurn, I didn’t recognize him at first.
He’s a warrior now, with the eyes of a cold-hearted hunter.”

—GusTav AVERMEYER,, TRAPPER FROM OSTERMARK.
“A kiss from Rhya” —To fall in love

“Sure I give my respects to Taal and Rhya. But, the way I hear |
it; there are some of their followers that wear skins and live like

animals in the woods. We’re people, not beasts—someone should ‘;‘
remind them of that.” )

—SEGFRIED KANT, BURGHER OF MARIENBURG
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disagree too much, however, are cast out from their group and must
either join up with another or find solace alone in the wilderness.
Although there is no particular head to the cult, most followers
heed the advice and wisdom of high priests deemed the wisest and
most experienced.

SECTS

Divisions within the Cult of Taal and Rhya are present, but subdued,
especially compared to the fiery schisms in the other cults. Those
who disagree with the main tenets of the cult are more likely to just
pick up and depart deeper into the wilds rather than cause strife.
However, there are a few distincr viewpoints that dominate aspects of
the cult, divided by how mankind and nature are to interrelate.

The first, and easily the largest contingent, is the Kin of Taal.
Comprised mostly of men, this sect embodies the aspects of
masculinity at its basest level. Priests of this sect are charged with
protecting the “Men’s Secrets” and mysteries of the wilds. They
help communities initiate their young men into adulthood in a
rite called the Quickening (see page 63), as well as teaching them
how to hunt, fish, and generally survive in the wilderness. The
Kin of Taal spend a great deal of their time building and sitting
in swear lodges. consuming alcohol, and using hallucinogenic
substances to induce powerful altered states of mind. They lead
men into the deep forest, where they dance, drink, and drum

for days or weeks on end, or host wild hunting parties where the
game is cooked and earen in honour of Taal, along with gallons of
powerful moonshine.

The second group call themselves the Wardens. They are the
stalwart defenders of Taal and Rhya's sacred locations, protecting
them from the incursions of Beastmen, Greenskins, and ignorant
citizens of the Empire who may not know whar they are doing.
Wardens keep out a close eye for those that despoil or besmirch
the name and gifts of Taal and Rhya, with poachers being among
their most hated enemies. Wardens are known for their quiet,
serious, and often mysterious behaviour, and are rightly feared
for the passion they have in defending Taal and Rhya's sacred
locations. Wardens also act as enforcers of the secret rites, hunting
down and blinding anyone not of the faich that bears witness

to these rituals. They believe nature laughs at the industry of
Humans—nature remains forever whilst the works of mankind
rust, rot, and turn to dust.

The last sect, called the Bringers of Bounty, is the most respected
and accepted among the citizens of the Empire, lts members

live in and among communities, granting the blessings of Taal
and Rhya to ordinary people. The Bringers of Bounty perform
rituals on crops and livestock, asking their Gods for growth and
fecundity. Most are well versed in farming and animal husbandry,
and are sought by commoners for their practical knowledge as
much as their blessing. They organise local festivals and rituals to
celebrate the equinoxes and solstices, guard the spirits of corn and
wheat fields, and aid women in childbirth. Priestesses of this sect
are sought for their advice on marters of love and physical acts.
and are admired for their frank wisdom.

LEssErR ORDERS

Among the various orders important to the Cult of Taal and Rhya,
the following are the most significant,

THE LONGSHANKS

The Longshanks are hardy outdoorsmen that fill the same niche as
templars in other cults. They vow to never remain in one place for
longer than a weck at a time, and wander the thick woods of the
Empire ensuring that the shrines, temples, and glens dedicated to
Taal and Rhya are in good repair and working order. They bring
swift death and retribution to anyone they find desecrating these
sacred places. Longshanks protect pilgrims making their holy
rounds from the predations of Mutants, Greenskins, bandits,

and other threats. When the Storm of Chaos swept through the
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Empire, the Longshanks served the Emperor as outriders, scouts,
and raiders.

THeE HORNED HUNTERS

The Horned Hunters are the zealots of the cult. They eschew

the trappings of civilisation in almost all its forms and strive to

live in harmony with nature. They shun settlements larger than
individual family farms or tiny hamlets, and most even forgo the
wearing of clothing. The Horned Hunters are ferocious in combat.
focusing their attentions on anyone that violates the sanctity of
the wilderness—up to and including simple travellers that get lost
in Taal's sacred forest. Most of the culrists of Taal and Rhya look
up to, and fear, the Horned Hunters, seeing them as a bit more
“touched” by the Gods than most, and closer to the simple hunrer-
gatherer lifestyle that mankind is supposed to have originated from.

THE DAUGHTERS OF RHYA

The Daughters of Rhya is a lesser order comprised solely of
women—specifically those who have given birth at least once in
their life. Members of this tiny order work as midwives, healers,
and counsellors for mothers and mothers-to-be. Also, unbeknownst
to most men, the Daughters secretly teach women methods to
avoid pregnancy, ways to deal with difficult or abusive husbands,
and because of ignorance, the activities of this lesser order are

often viewed with suspicion by other, less tolerant cults, particular
those primarily dominated by males. Thanks to ignorance and
superstition, detractors often accuse some members of the
Daughters of Rhya of consorting with the powers of Chaos, and
teaching sinister curses to women that “steal a man’s potency.” It

is said that Rhya whispers in the ¢ars of the women of this order,
letting them know when the birth of an extraordinarily important
child is imminent. Indeed, if it were possible to find such things, a
Daughter of Rhya has been present as 2 midwife for a very long list
of nobles, Venerated Souls, warriors, and even heretics through the

ages.

TEMPLES

Ihe priests of Taal and Rhya avoid constructing large buildings

for the faithful to worship—their “temples” are typically open
clens, ancient forests, waterfalls, and other places of natural beauty,
unspoiled by the hands of man. Untold ages ago, the priests of Taal
ind Rhyas earlier form, the Ged Ishnernos, erected huge stone
monoliths that served as the focal point for worship. The few stones
chat remain are visited by the faithful, although rales persists of
these places being haunted by wild. untamed spirits and fearsome
animals. Wells and springs are considered sacred to Rhya, as are
gigantic earth mounds that represent the fecundity, bounty, and the
mystery of nature.

Most peasants, woodsmen, and others that live in the deepest
forests of the Old Word erect small shrines beside their fields and
orchards, dedicating them to Rhya. They also build small shrines
in the trees, glades, or nearby glens that are dedicared to Taal.
These shrines are simple affairs, where offerings of recent harvests
ir successful hunts are placed to curry favour. The shrines of Rhya
wre typically adorned with small, ceremonial bows and quivers of

arrows, along with flowers, healing balms, berries, and other foods.
The shrines of Taal often boast & rack of antlers or the deer skulls,
and pelts from deer, elk, and other large herbivores. Worship to
both of the Gods is performed on threshing floors, fields, village
greens, and other places thar provide bounty to the peopie.

PERSONALITIES

The Cule of Taal and Rhya avoids the limelight that many of the
other cults seem to covet, and as a result, has fewer numbers of
notable personages. The largest number of esteemed personages
within the Cult can be found in Talabecland or within the mighty
walls of the Taalbaston, the walls of the titanic crater that surround
the sacred city of Talabheim.

Niav and Katrinelya are the current hierarchs of the Cult of Taal
and Rhya in the far southern portions of the Reikwald Forest.
Although the Cult does not recognise 2 single {or in this case,
paired) leadership position, few can dispute the wisdom, power,
and influence of these two. Both appear to be extremely old, yet
move with the speed and grace of youngsters in their prime—it is
rumoured they are actually Elves in disguise, spreading the beliefs
of Taal and Rhya in forms Humans can understand.

Katrinelya, the Hierarch of Rhya, possesses a thin form and kind
face, and is by far the most outspoken and down-to-earth of the
two. She spends her time wandering between the tiny hamlets,
farming communities, and Orchards of the Reikwald, lending
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aid to those in need. Those that meet her usually walk away with

a renewed outlook on life and fierce desire to preserve the Old
Ways and ancient woods of the Empire. Although she claims

lirtle interest in matters of politics and secular life, Katrinelya is a
persuasive speaker and can easily hold her own even in debate with
a learned priest of Verena.

Wise Niav is withdrawn, almost distant, and pays little heed to the
affairs of man and Empire. His immensely full beard hides eyes that
glimmer with both wisdom and some deep insight into the mysteries
of the wilds. His days are spent moving from sacred stone circle to
holy glen, listening to the winds for whispers of the future and words
from Taal. When he actually does speak, i is with firm, absolute
conviction and belief—otherwise Niav remains as silent as a deer.

— THE CuLt oF ULRiCc —

Seat of Power: Middenheim

Head of the Cult: Ar-Ulric Emil Valgeir

Primary Orders: Order of the Howling Wolf, Order of the Knights
of the White Wolf

Major Festivals: Campaign's End (Less Growth), Hochwinter
(World Still), Campaigning Start (Start Growth)

Popular Holy Books: Liber Lupus, Teutognengeschichte, The Ulric Creed

Common Holy Symbols: The White Wolf

According to the Liber Lupus (Book of the Wolf), the Cule

of Ulric is one of the oldest Human religions in the world.
Millennia ago. Ulric is said to have led a tribe of Humans to a
boundless, forested land. The tribe, called the Teutogens by most
modern scholars, was wild and savage, and rook to slaughrering
the indigenous forest people to prove their

worth. These bloody tribesmen
quickly spread through the forests,
butchering for many generations,
exalting their God with every kill.

After uncounted years of war and
conquest, Ulric led his folk to

a grear, flat-topped mountain,
hidden deep in the darkest recesses
of the frigid north. To light cheir way,
the God struck the mountain with
his fist and a roaring, silvery flame
sprung forth. The Teutogens followed
this unearthly glow, until, in the heart
of winter, they arrived at the base of the holy mountain, Hungry
White Wolves hunted there and let loose blood-curdling howls

as the Humans invaded their territory. The cold, weary tribesmen
hefred their weapons and howled in return, unwilling to back away,
no matter how tired or sore they were. Ulric, pleased with this,
bathed them all in bright, white By ! "
light, which panicked the wolves,

and caused them to flee. The |

the greatest of temples, and to
forever worship Ulric, their God

place, immediately swore to build g Sigmar must end!”’
|

; {

of Winter, War and Wolves. [

_ Chapter II: Old World Cults <
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| “My friends, let me explain what I mean: Sigmar was an

: , p | Ulrican. Sigmar founded this Empire. Thus, the Empire is
leutogens, in awe of the hallowed | {106 navion. We are all Ulricans! This slavish devotion to

—JOHANN VON SCHATTENLAS, CARROBURG PoLrrician | The best teacher, they claim, is the
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Johann Overmar

Johann Overmar is a member of the esteemed Horned Hunters.
When the Storm of Chaos ploughed its way through the Empire,
Overmar rallied his brethren to take up arms against chis onslaught.
He is a staggeringly huge and powerful man—some whisper Taal
fachered him with a mortal woman. Johann is extremely introverted
and shy in times of peace, but is passionare and almost feral in
combat or when he feels that the woods that he holds sacred are in
jeopardy. He carries an immense spear whose blade is permanently
stained by the blood of the Ores and Mutants he has gutted over
the vears.

Tens of centuries later the cold fire on the mountain still blazes
with blue-white rage, but it is now hidden from sight by the
massive Ulrican temple built so long ago. Called the Eternal Flame,
it is of extreme importance to the cult, and pilgrims arrive from

far and wide to witness it. Many believe Middenheim, the great
capital that surrounds the temple, can never fall while the hoary fire
still burns. and the recent failed siege during the Storm of Chaos
has only strengthened this belief. After all, where Valten, Sigmar
Reborn, disappeared when the war ended, the Eternal Flame burns
on, and always will.

Tue CoLT

The Cult of Ulric has been in retreat for centuries. Only in
Middenland, ancestral home of the Teutogens, has Ulric maintained
his dominance, although most
) northern communities still favour
/ the deity. The cult was once the most
! 4 ; i -
s /" powerful in the Empire, but it has
grown increasingly less popular in the
civilised world. Other warlike Gods, such
as defensive Sigmar or refined Myrmidia, have
taken his place. Much of the original network of
Ulrican holy sites now lies in ruins, abandened
as locals tumed to other deities.

e

Although the cult has lost much of its

influence, the Order of the Howling
Wolf, the cult’s priests, still bellows Ulric's
name in every corner the Empire. 7he Ulric Creed teaches that
when the Dark Gods grew fat in the north, Ulric pleaded with
his brothers and sisters to strike before they grew too powerful.
However no help came. So Ulric marched north by himself, there
to survive by his own wits against the might of all the profane Gods
| k; O (. | of the north. Thus, the Howling
Wolves teach that self-reliance
is of paramount importance, for
their God prefers his followers to
fend for themselves, just as he did.

\ mistake you survive.




Chapter II:

Such harsh language is not popular wicth many in the Empire,
especially not amongst the swelling middle classes. However,
most soldiers still call upon Ulsje and wear wolf-head charms,
but even this is growing increasingly less common in the south of
the Empire. Indeed, in the far south of the Old World, in hotter
Estalia and Tilea, Ulricans are barely welcome, and cerrainly
sneered at. Those nations have always loved bright Myrmidia, and
are deeply scornful of Ulric’s barbaric ways.

Far more popular, and certainly more famous. is the Order of

the Knights of the White Wolf, the wild templars of Ulric. In
comparison to the waning priesthood, The White Wolves are the
largest Knightly Order in the Empire, and the oldest order of
templars in the world. A company of the hammer-wielding knights
can be found attached to almost every Ulrican Temple. They are
universally loved, for almost every campaign in the Empire’s history
is littered with tales of their heroism and courage. However, they
are also universally feared, for their grear skill at arms and heroism
is rivalled by their quick tempers and aggressive natures.

BELIEFS

The Ulric Creed contains most of the great sagas of Ulric’s deeds.

It teaches, through metaphor and analogy, how he expects all his
worshippers to act. In all the tales, Ulric takes the direct route, and
the God clearly relishes the inevitable confrontation this causes.
Much like their God. Ulricans are aggressive, argumentative, and
confrontational, and, some would say, stubbornly single-minded
with it. However, Ulric is also an honourable God, and, as he hates
trickery and deception, he always keeps his word. Similarly, his
followers seek to demonstrate their honourable hearts, and never
resort to deceit.

Ulric also despises cowardice. Zhe Ulric Creed is full of those he
punishes for succumbing to fear, so Ulricans always stand brave

and true, only retreating when ordered to by a recognised superior.
However, this can cause problems when two Ulricans of equal rank
disagree, as both invariably refuse to back down. Because of this,
brawls and heated arguments to establish dominance are common.
Once a winner is established. the loser is expected 1o obey his better
as if he were a superior within the cult. Might, for Ulrie and his
cult, is right.

Indeed, belligerent social rules of this kind are common amongst
Ulricans. To outsiders, this seems to conflict with their desire to
working in groups, rather than as loners. However, Ulricans simply
see arguments, fist-fights and Haring passions as part of the order of
things, and most harbour no ill-will from defeat to another Ulrican
the best teacher, after all, is the defeat you survive); indeed, for
many, conflict forms tighrer bonds of friendship.

INITIATION ‘.5

The Cult of Ulric is theoretically |
open to all. However, as the cult’s }
training is physically demanding and |
dangerous, and corporal punishment J
is common, the motivation to serve
Ulric must be strong to outweigh

man. It means the injured party beat someone else
up, and that someone summoned his friends (his
“pack”) to return the favour.

*  Obey your betters. 4

|
|
|
H »  Defend your honour whenever it is challenged. “\
«  Srand honest and true. Deception and trickery is not {
Ulric’s way. f
+  Wolfskin may only be worn if you have killed the wolf |
yourself with weapons you have hand-crafted from |
nature. '

»  Black-powder weapons, crossbows and helmets are not
favoured by Ulric. Use of them shows a lack of courage.

*  The sacred fires in the hely places of Ulric must never be
allowed to go out.

P
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the fear. Unsurprisingly, most initiates are fiery-tempered young
Middenlanders with bad attitudes. Some temples only accept
those who have already proven themselves in battle, and will only
consider soldiers, mercenaries, militiamen and similar, or those of
pure Teutogen blood.

[nitiates arc provided with an austere cell and simple robes, and
must immediately join the temple’s strict training regime. The
daily life of initiates is largely controlled by their temples, but

there are no cult-wide laws saying what must, or must not, be
done. As long as initiates do not disobey orders, all is well. Martial
training and theological teachings are common activities, but many
temples demand other subjects be mastered. such as winter-survival
techniques, wrestling, and lessons in history or rhetoric. Some
temples restrice the movements of their initiates, bur this is not
universal, and some initiates can go where they please as long as
they complete their training as ordered. Dismissal from the cult

is very rare, as Ulricans can beat discipline into even the most
stubborn rebel. It is far more common for initiates to flee.

When their superiors deem them worthy. initiates are sent many
miles into the wilds with nothing but their robes, and left to fend
for themselves. This ritual often rakes place during the Hochwinter
fesrival, which celebrates the discovery of the Eternal Flame. Some
temples have the initiates find their way back to the temple, others
stage attacks on the “abandoned” souls to test them. Whatever
happens, this final rite is often harrowing, bur rarely fatal.

Upon their return, if the initiates have proven themselves before
Ulric, they take their vows of celibacy and join the ranks of the
priesthood. It is common for a great party to be held before these
vows are sworn, offering the initiate one last chance to let loose
before he eternally swears to chastity and dons the priestly robes.

1 CULTISTS

\ “He fought a wolf” —A common response to
| “What happened to him?” in reference to a wounded 1 Initiates wear simple, floor-length.

black robes with high-necked
collars, The rare female iniriares
have robes with scooped necklines
and wear a plain, high-necked grey
ot white blouse underneath. When
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training, it is common to strip to underclothes, as an initiate’s skin
is considered less valuable than his robes. Because of this, most
initiates are scored with a lattice-work of minor scars. They also
wear a silver wolf's-head medallion around their necks.

Priests wear the same style of robes as
the initiates, but the cloth is generally
more expensive, better cut, trimmed
with fur, and decorated with a large,
white wolf’s head in the centre of f

the chest. Wolf pelts are also very i o 11
common, and high-ranking priests

often embellish these with silk finings, and use jewels for eyes.

Knights of the White Wolf are equipped with full-plate armour.
often lacquered black or treated with dark oils. Tradition claims
this is to represent Blitzbeil, Ulric’s black war axe. Similarly, their
warhorses are protected by red, lacquered barding, representing the
quick flow of blood from Ulric’s enemies. White Wolves always
wear a wolf pelt across their shoulders, and it is a point of pride to
be wearing the largest skin in the company.

Most Ulricans, no matter their order, never cut their hair, letting it
grow wild like Ulric’s, whose bushy beard and wild, black hair are

famous. As this can be a disadvantage in war, braids are common.

STRUCTURE

The Cult of Ulric is controlled from the high temple in
N Middenheim. Ar-Ulric, the High Priest of Middenheim, is the

' “If you show your teeth, bite” —Stick with the
| conviction of your words; anything else is weakness

cult’s leader, and is chosen for life from the ranks of the Howling
Wolf’s high priests by those high priests. Almost all the cult’s
high priests are from Middenland, but representartives from as
far as southern Wissenland journey to the high temple when
Ar-Ulric dies. Ar-Ulric is a very important figure, for he directly
controls the entire cult, which includes the largest knightly order
in the Old World. Further, he is also an Elector of the Empire,

a posirion of great secular power, and the spiritual advisor to the
Elector Count of Middenland. So, choosing the correct man is

essential.

Beneath Ar-Ulric is the Grandmaster of the White Wolves and
the high priests. Each major temple has one high priest, who has
a single deputy high priest (sometimes called a denfather) to aid
them. Beneath these are the various priests {often bearing a variety
of titles), who will be given different local duties as the high priest
and their depury demand. Lastly. there are the initiates, the most
experienced of which are generally promoted to commander, who
lead groups of the trainee priests. All positions within a temple
are appointed by the high priest, although he often delegates

this responsibility. High priests and the grandmaster can only be
appointed by Ar-Ulric.

The grandmaster is responsible for the Great Companies, the
massive, sprawling units of White Wolves spread across the Empire

and beyond. Each company is led by a Company Commander,

who is normally attached o a temple and thus answerable to its
high priest {although the Grandmaster can overrule a high priests
commands). The commander appoints templar sergeants to lead
units of men, typically numbering from five to twenty brother
templars.

Every year, during the Campaigning festival, the very best White

Wolves are hand-picked by the Grandmaster and Ar-Ulric to join
the Teutogen Guard. The Teutogen

| Guard is Ar-Ulric’s personal

{' Company of White Wolves, who act

| as his bodyguard in his role as Elector

) of the Empire, and accompany him

| everywhere. Being selected for a tour

of duty in the Teutogen Guard is one

of the highest accolades a Knight of

the White Wolf can receive, and is often the first step towards being

inducted into the order’s inner circle.

SECTS

The Cult of Ulric is almost unique in irs lack of organised
factionalism within its ranks. Politics are sneered upon by Ulricans,
who believe in strict, formal hierarchy and, importantly, ebeying
orders. However, Ulricans are a hot-blooded lot who often disagree.
and arguments break out about an array of subjects.

|

The only groups that could be called sects in any real sense are the
Sons of Ulric and the Wolf Kin. However, as the first are extremists
and outlawed by the cult, and the second are lirtle more than
lunarics, the cult has no formal relationship with either. For more
information on these two groups, refer to Chapter IV: Extremes of
Faith.




In 1547, Graf Heinrich of Middenheim forced the cult into vows
of celibacy. Ar-Ulric agreed to this to gain access 1o Middenheim’s
high temple after almost two hundred years of exile in Talabheim.
The Graf was afraid the cult would sire a rival dynasty in
Middenheim, and used the importance of the high temple and the
Erernal Flame to manipulate the cult into accepring his demands.

Now, almost 1,000 years later, the vows of celibacy are still sworn
by new priests. The vows may be ancient, but the cult has a long
memory, and knows their origin: perty politics. Few Ulricans
happily accept this. To make matters worse, they are a passionate
tolk, and some find celibacy a hard promise to keep. Many priests,
during drunken moments, are rumoured to slip. Frequently.

Recently, there has been a furore in the Middenland capital, for
Heinrich Todbringer, the Graf’s bastard son, is said ro have got
Sigrid Kéhler, a young noblewoman from Nordland, with child;
unfortunately, she is also a recently sworn priestess of Ulric. Some
priests are using this as another excuse to bring the celibacy vows
into the spotlight, for if the creators of the vows, the nobles, are
willing to ignore them, then why should they exist at all? The
implications of the union are far reaching, so it is no surprise that
the priestess has vanished.

WOMEN

Before the enforced celibacy, the Order of the Howling Wolf had
a significant minority of women. In those days, marriage between
priests and priestesses wasn't unknown, and children from such
unions were often chosen to replace their parents in the temples.
Today, the culr is very different. After a millennium of celibacy,
male dominance is almost complete, and only the oldest temples
have quarters for women.

Female priests are the source of many problems within the cult.
Most men believe women should have nothing to do with Ulric
and his religion, and are rarely happy to be led by them. Others see
women as little more than a temprtation to their vows, and useless
on the battlefield. Unsurprisingly, female Ulricans disagree, but that
does nothing to break down the endemic bigotry.

It is likely that there would be no women left within the cult

if nor for the isolated Sudfast Temple in Nordland, which has
been solely maintained by female priests for over 2,000 years.
The temple aggressively exports its highly opinionated. strong-
minded priestesses across Nordland, who are viewed as little better
than troublemakers by Middenlander Ulricans. The temple’s
current high priestess is Katherine von Siert. A stubborn, blonde-
haired noblewoman from Altdorf, her understanding of politics
is not typical for the cult, and makes her doubly unpopular.
Nevertheless, she maintains close relations with her peers, and
shares the high priest of Salzenmund’s ambitions for Nordland.

TEUTOGENS

[housands of years ago, the Teutogen tribe arrived in the Old
World from across the World's Edge Mounrains. Their chief
God was Ulric, and he led them to bloody victory after bloody

ComMON VIEw
“Aye. Ulric’s by me side. I carry this wolf’s tail, y'see, made o’

here from a priest. Blessed it is. Belonged to a White Wolf, he

said. I had it carved with holy words in Old Reikspiel by me mate,

Anseich—he’s a scrimshaw—that’ll fill me with courage when the
orders come to charge. Full of courage, me. Ulric’s by me side.”

) rabbics and chis wolF’s Mead madallibn, T also bomghs this Seull
/

—RALFURT ‘Urrr’ BEckeR, TALABECLANDER SOLDIER

“Ah, Ulricans... they are little better than beasts when it comes to

war. Lay a bear trap or two and they always get their feer trapped.

Personally, I’d like more of my opponents to have such directed
characters, it would make my life far simpler.”

—LoRrENZO b1 MARCO, THE EAGLE OF THE NORTH

victory. As the centuries passed, worship of the War God spread
throughout the other Human tribes, but as far as the Teutogens
were concerned, Ulric was still rheir God. Unfortunately for non-
Teutogens, things have changed lirtle over time.

Alchough Ulric is worshipped across the Old World, the
descendants of the Teutogens—almost all in the north of
Middeniand and south of Nordland—-have a firm grip of the culr,
and intend to keep it. Teutogens tend to succeed where others are
overlooked, ignored, or even shunned; indeed, all Ar-Ulrics have
been pure-blood Teutogens. For non-Teutogens, this is intolerable,
but they have yet to impact upon these tribalist views.

One of the most famous groups of Teutogens is the Brotherhood
of the Axe. Selected from pure-blooded and devout Ulricans in

the ranks of the Teutogen Guard, most suspect the Brotherhood
works to return tribal purity to the Ulrican cult. No-one outside the
muysterious Brotherhood is sure who controls it, but it is rumoured
that Ar-Ulric himself may take orders from them. More about the
Brotherhood of the Axe can be found on Ashes of Middenheim, page
59.

SIGMAR

Before the ascension of Sigmar, Ulric was the most powerful deiry
of the Old World; indeed, it was Ar-Ulric that crowned Sigmar

as the first Emperor. For centuries afterwards, the Cult of Ulric
refused to acknowledge Sigmar's divinity, even though some of the
cult’s own seers had received visions of Ulric crowning Sigmar as a
God. Now. most Ulricans believe Sigmar is as much a God as any
other, but some, including the secretive Brotherhood of the Axe,
firmly believe Sigmar was nothing more than a mighty mortal hero
and thus never ascended.

Over the centuries. these differences between the cules have been
the source of distrust and hatred, and have even resulted in civil
war. Unfortunately for the Ulricans, such wars rarely end well,
Now, they have just one vote to the Sigmarite three in Imperial
elections, and all corners of the Empire, including Middenland, are
full of devour and untrusting Sigmarites. Many Ulricans believe
that something must be done about this, and soon.




LESSER ORDERS

The Cult of Ulric has historically had little need of lesser orders,
which are broadly viewed to be complications to an effective and
simple organisation. Chapterhouses of knights dedicated to Ulric
have been founded—including the Knights of the Bloody Fist and
the Order of the Knights of the Northern Cross—but these are
never officially beholden to the Al-Ulric, who only directly controls
the Knights of the White Wolf.

One lesser order that has managed to secure acceprance by the

cult is the Order of the Winter Throne. Founded by a White Wolf
named Brother-Templar Ragnar Franzsson almost 600 years ago,
the isolated order was controversially taken into the Cult of Ulric in
1975 IC by Ar-Ulric Franzsson, Ragnar Franzsson's grandson. Since
then, the Ragnarites, as they are commonly known, have spread
across the north of the Old World.

ORDER OF THE WINTER THRONE

The Order of the Winter Throne has secluded monasteries of
ascetics scattered throughout the colder regions of Nordland,
Ostland, Kislev and southern Norsca. Ragnarites, named after
their founder Ragnar Franzsson, call Ulric the “Snow King’ and
teach that winter is a training ground for “Evernacht,” an eternal
winter that will choke the life from Ulric's greatest enemies, the
Ruinous Powers. Some extremists of the order believe it is their
duty to prepare the world for this imminent cleansing. To do this,
they sacrifice food across the north in the name of Ulric, burning

| CuLt SKILLS AND TALENTS

! Members of the Cult of Ulric add the following skills and

| talents to their careers. Note that priests may only add

i one set of skills and ralents, regardless of how many sects

| ororders they belong to. They must decide when they

} enter the career or the order, whichever comes first. |
r

|

|

Initiate g |

Al Orders: Strike Mighry Blow i

| _Priest {

| No Order: Intimidate, Frenzy, Specialist Weapon Group
{Two-handed)

| Ovrder of the Howling Walf: Intimidate, Frenzy, Specialist ;

Weapon Group (Two-handed)

| Order of the Knights of the White Wolf: Intimidate, Frenzy,

| Menacing

| Order of the Winter Throne: Frenzy, Outdoor Survival,

| Very Resilient !

silos and stores in night-time raids. This may force people to
survive through winter with negligible supplies, which is perfect
preparation for Evernacht. Bur few are appreciative, especially those
whose friends and family go to Morr in the freezing nights.

The Ragnarite leader is titled Ulricsson, and he controls the cult
from Ulric’s Throat. a cave system in Norsca discovered by the
order’s founder, [t is rumoured that the caves hide the mysterious
Throne of the Snow King, although its nature is unclear. Ulricsson
rarely issues decrees, traditionally preferring individual monasteries
to fend for themselves, much as they will do when Evernacht
arrives. Ulricsson Haargald, the order’s current leader, is a greying
giant of a Norseman who, it is said, has not spoken for over thirty
years, and consumes only melted snow.

TEMPLES

No martter where Ulric’s temples are erected. almost all follow the
same template: a square wall protecting a fortified inner-sanctum.,

The ourer walls are normally undecorated, although isolared
remples proudly boast any scars of war they have sustained. A
single, reinforced gatehouse pierces the defences, and often hosts
an array of anti-siege measures. Above the gate, a wolf's head is
carved—the sole sign that a visitor actually approaches a temple,
not a well-defended keep.

Within, everything is austere. utilitarian, and grey. Functional
temple buildings—including workshops, cells, barracks, refectories,
stables and animal pens—cling close to the high walls, overlooking
wide courtyards and training squares. The temple itself rises in the
centre, its manned battlements surrounding a high dome.

The temple interior is usually dominated by a single windowless
chamber, lit only by small apertures in the dome above and by a
great, central, ever-burning fire that represents the Eternal Flame in
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Middenheim. Opposite the entrance, and behind the sacred flame,
is a raised sacristy. Here, a grim starue of Ulric, sometimes sicting,
often flanked by wolves, silently challenges those who dare enter his

sacred hall.

PERSONALITIES

Archaon’s drive into the heart of the Empire, and the resulting siege
at Middenheim, felled countless brave Ulricans. From the ranks of
the survivors, the darlings of raconteurs across the Empire were born,
and within a few months were legendary. Al-Ulric Emil Valgeir,
Commander Ulric von Kelp of the White Company, Standard Bearer
Vorn Thugenheim, High Priest Hrolfgar, Denfather Claus Liebnitz,
Brother Templar Erik Boksson, the list goes on and on, all heroes of
the Empire, their names redolent with glory.

Every ane of these men and more have guaranteed the future of the
cult, ar least for the short term. But they are not the only names
echoing through the courts of the Empire.

High Priest Wolfmar von Krutz

Until recently, the aggressively intelligent Wolfmar von Krutz did
not believe in the divinity of Sigmar. When an Initiate, he furiously
studied every holy tome and stubbornly argued with every turor
until he arrived at his conclusion that Sigmar was not a God. To
further his understanding he discussed theology with many of the
Empire’s most learned minds, including Hieronymus of Nuln,

Zavant Konniger and even Verspasian Kant, the Patriarch of the
Light Order. But the debates, oft-times heated, still led him to the
same conclusion: Sigmar was zot a God!

On his 53rd Birthday, von Krutz, who was, by that time, the high
priest of Talabheim, waited for the blacksmich Valten, the supposed
“Exalted of Sigmar.” to march into his city. Valten arrived that
evening mounted upon a great warhorse. The Emperor rode at

his side, and a great host trailed far behind them. Sigmar's holy
warhammer, Ghal Maraz, was held aloft in Valten's right hand.

His left hand was held aloft in salute, the fading light shimmering
down his ancient armour. The sight was magnificent. Awe-
inspiring. Fighting back tears, von Krutz knew doubt for the first
time in his life.

That night, the high priest is said to have mer with Valten. No-one
knows what passed between the two men, but von Krutz chose

not to ride north to Middenheim to relieve the siege, which had
been his original plan. Instead, he returned to his temple, feverishly
claiming that Sigmar had been reborn, and that all Ulricans should
watch for the “Mark of Unification.”

Months later, when news reached Talabheim of Valten's “miraculous
departure,” von Krutz shook his head in disbelief. He could not
believe it. He would not believe Valten could abandon his people,
Thus, he is now convinced something is deeply wrong, and is using
all of his resources to send agents north to uncover the truth. If chis
fails, he plans to travel 1o Middenheim himself, there to unearth
exactly what happened to Valten, no matter the consequences.

— THE CuLT OF VERENA —

Seat of Power: None

Head of the Cult: None, although both High Priest Manfred
Archibald and High Priestess Maricke van der Perssen are
prominent, and somewhat dominant, authority figures in the
cult

Primary Orders: The Scalebearers, the Lorekeepers, the Order
of Mysteries

Major Festivals: Year Blessing

Popular Holy Books: All books are considered holy to the
Cult of Verena

Common Holy Symbols: The owl, representing
wisdom, is Verena’s primary symbol. A pair
of scales, representing justice, is sometimes
used, as is a sword pointing downwards

Ithough the Empire and the rest of the Old

World face the war, plague, and calamity
with disturbing regularity, it is the rule of law
and ordered society that enables the Empire
and other nations to not only survive, but
thrive. Indeed. those who venerate Ulric,
and to a lesger extent Sigmar, may be concerned
with violence and warfare, but it is the philosophical doctrines
of justice espoused by the priests of Verena that prevents the
Empire from sliding into a complete tyranny.

In the pantheon of Gods, some myths place Verena as the bride
of Morr. Although this might seem an unlikely pairing at first

thought, they are united by the common themes of judgement.
They simply oversee different aspects of the concept. Where Morr
judges the dead, it falls to Verena to judge the living. Verena is
also thought to be the mother of Shallya, and in some parts of the
Old World, of Myrmidia as well. A stoic and serious Goddess, she
is a benevolent force to whom many appeal for freedom from
despotism.

Verena is not just the patron of just decisions and balance.
but she is also regarded as a wise teacher, for it is said that
she lifted mankind from its barbarous roots with
the giving of writing. It is for this act that she is
also held as the mother of learning, reason, and

discourse.

Despite her benevolence and civility, Verena
has a definite martial streak as the Goddess
of Justice. Some theologians claim this was
not always the case, but when Chaos was
unleashed upon the world and Ulric tried
to rally the Gods against the threat, Verena
was the only one who took his warning
seriously. She took up Morr's sword and rode to battle behind
Ulric, shaming her fellow Gods into action in the process.
Her priests claim she understands more than any other the
importance of wisdom and learning, and the need to defend
them from ignorance and destruction, with force of arms if
necessary.

!
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Although ir is predisposed to order, law, and justice, there is little

formal hierarchy within the cult. Instead, it operates in small cells,
scattered throughour the centres of civilisation, being prevalent in
districts thart are given over to scholarly pursuits, where they run or
fund universities to promote learning and education. Verena’s cults
have great influence in the Empire, with individual cultists serving
as advisors in nobles” courts, and in some places, such as Nuln, they
funcrion as judiciaries, working ceaselessly to ensure the rule of law

holds sway.

Particular cells within Verena's cult might have differing
motivations, bur one thing unites them all: the preservation

of knowledge. They commit themselves to the acquisition of
writings on any subject, gathering such lore in their sprawling
libraries, where they can give back a portion of this knowledge o
the communities they support. Since the cult is so committed to
the preservartion of learning, the Chaos incursions are especially
dreadful to Verenans. Each war brings destruction, wiping

our repositories of knowledge, depriving future generations of

Humanity’s accumulated knowledge. Therefore, when such threats

loom, the Verenans are quick to aid the Empire in its defence,

moving to the front lines to remove the scrolls and tomes to places

of safety, even stepping over the screaming injured to do so.

CoMMON VIEWS

“] once saw a library on fire in Marienburg—those foolish
Verenans were so busy scurrying in and out ro save the books
they didn’t notice their own robes were on fire! All brains and no
common sense.”

—YEVGENY Pavovic, KiSLEVITE MERCHANT

“His only chance is if Verena goes blind” —Common saying,
meaning that someone is as good as guilty

“That may all be true, but no man or woman, not even Lady
Verena, can judge until the other side has rold their story. Then,
once both parties have made their case, a judgement will be
made.”

—JUpGE WILHELM MANFRED

“When Wolfenburg was sacked, the Verenans wept more than
the Shallyans. But their tears were for the books, not for the
people.”’
—ALBERT FINNCH, OsTLAND GRAVEDIGGER

“I’Ul rell you now, if you’re looking for a quick answer, you're
going to be disappointed.”

—HerTA REINBAD, A PATIENT PRIESTESS OF VERENA
“Heretics! Chaos cultists! Every temple of Verena should be

burnt to the ground for harbouring forbidden and dangerous
writings!”

—BERNHARD LOEBSTEIN, SIGMARITE FANATIC AND RABRLE-ROUSER

'
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As a direct result of its obsession with knowledge, the Culr of
Verena tends to find itself in the centre of contraversy more often
than not—far more than other rival cults. Among some of the
more radical members of the cult’s clergy, there is a belief that all
writing, no matter its contents, is worth protecting. Such views put
the cult at odds with Witch Hunters, and specifically, the Cult of
Sigmar, who would see such heretical texts consigned to purifying
pyres. This is a point of serious contention within the cult, but it is
also a disagreement the Verenans are willing to set aside to protect
the overarching interests of the culc.

To make matters worse, the Verenan cult often courts
controversy amongst other religions, for some of the more radical
interpretations of its scriptures are viewed as heretical by other
faiths. It often ends up in conflict with other cults as a result,
and can end up forming unlikely alliances aiso as a result. The
cult is prepared to put its beliefs above traditions and friendships,
regardless of short-term consequences, just as its cultists are
expected to be unbiased and not unfairly favour friends and allies
above enemies. As a result, outsiders sometimes view Verenans as
being unreliable and fickle.

Relations are most strained berween the cults of Verena and Sigmar,
cach vying for control of the Empire’s legal system, and each taking
opposed stances when it comes to the control of dubious literature.
The Cult of Verena in Altdorf bas taken advanrage of the recent
turmoil within the Cule of Sigmar to gain more of a foothold,
finding the city’s leaders to be better disposed to their less doctrinal
ways.

Individual Verenans exhibit the characteristics of their Goddess
more completely than other priests—excepting those of Ranald,
of course. Verenans are almost universally wise, and every one

has studied extensively, so they can be called upon to discuss

a variety of subjects. They never hesitate to dispense advice or
engage in debare, a fact that leads many to opine that Verenans
are all arrogant, Still, Verenans are diplomatic and despite popular
belief are rarely judgemental, preferring to consider all sides of an
argument before forming their own opinions. They are often poked
fun ar because of cheir highly considered nature, jokingly said to
be a slow and indecisive folk. This can get Verenans into ditficulty,
as they endlessly consider opposing arguments, unable to act until
they have assessed all sides of a situation.

Verenans hold justice above all other values. No Verenan would
allow a crime to go unpunished, to allow a criminal to go without
payment for their misdeeds. A rare few Verenans take this beyond
simply dispensing justice; these fanarics act as judge, jury and
executioner, meting punishment to any who cross their paths. For
the most part though, Verenans would sooner turn the accused
over to the local authorities so the proper criminal process can take
place. In places where the local authorities are corrupt or biased,
Verenans have been known to organise their own underground
courts and oversee the proceedings themselves.

VERENAN MISSIONARIES

As part of the cult’s mandate to spread the ideas of learning and
justice, there are some Verenan priests who take to wandering the
Old World as missionaries. These missionaries travel to lands where
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tyrants rule—Kislev, Bretonnia and the
Border Princes, for example—where .
the ideas of justice and Jearning are
either ignored or set aside in favour
of despotism. This does not make the
missionaries popular with the rulers [
of such lands, and many actively J
persecute priests of Verena as a result,
whether missionaries or not, ‘Three
missionaries were recently executed in Brionne, where they were
accused of working as anarchists and dangerous dissidents. Their
executors were not the local nobility but the peasants themselves,
who did not want the rabble-rousing priests to bring any unwanted
attention from the nobility. This accusation is not without
precedence, however; more than one ryrant has been brought down
by trouble inspired by Verenan rhetoric, and many would sooner
act pre-emptively and risk the wrath of the Cult of Verena than that

of their people.

BELIEFS

The Cult of Verena considers two things to be the founding
principles of civilisation: learning and justice. It believes Mankind
can only be betrered by embracing wisdom, truth and justice, but
that Man must also learn to bertter itself, rather than have such
concepts forced upon it.

Verenans preach the importance of knowledge and learning, and
consider all knowledge to be equal, no matter how insignificant it
may seem, or how dangerous others consider it to be. They believe
int the truth as a concept and an ideal, but acknowledge thart the
rruth itself is subjective and ultimately unknowable.

Verenans also uphold the sanctity of justice. They do not believe
in the lerter of the law, as that suggests that the words and ideals
of one Man are greater than another, but do believe in the spiriz
of the law, Justice is blind, and so too all Verenans must be above
prejudice and friendship, judging a case on the facts and evidence
zlone. In the eyes of the Cult of Verena, justice must be seen to
be done, and to many the process is more important than the
outcome. Verenans oppose tyranny and oppression, as well as
injusrice.

The greatest crimes to a Verenan are to wilfully allow injustice o be
done, or t allow knowledge to be lost.

Some Verenans believe in the concepr of enlightenment through
the pursuit of knowledge and truth, although this is not a
mainstream belief.

INITIATION

As with other cults in the Old World, the path of becoming a
servant of Verena is not an easy one. In fact, it requires a grear
deal of patience and study, for the cult does not suffer fools. From
the moment a candidate comes to a temple to partake of the
accumulated lore, he becomes ensconced in a rigorous regimen

of lectures, research, and learning. His existence, henceforth, is
committed to gaining wisdom.

: Chapter II: Old

“The family business” —T'rial and execution |

“Kiss the Owl”” —To swear an oath to Verena, |
usually accompanied by kissing the holy symbol
of a Priest. Also used as a curse.

World Cults

Clever candidates rake the time to
study ar a university prior to secking
admittance to the Culc of Verena,
since doing so expedites the process
of acceprance. Many study at the
University of Nuln, but some seck
other, more avant garde, institutions
such as those found in Alidorf. Those
who train to become scholars and
lawyers find the most success once they join the Cult of Verena.

Once the high priest decides initiates have received sufficient
training, they must face a panel drawn from the wisest of the
priests. The panel ask them questions on a variery of topies, from
common knowledge ro more specialised subjects, to judge their
wisdom, and engage them in debare and discourse to judge their
oratory and reasoning skills. Candidates that satisty the panel are
ordained as new priests.

CULTISTS

Verenas cultists are an eclectic bunch, comprising a huge variety
of academics. scholars, fawyers, and priests, all devoted to the
worship of learning and justice. Verenan cultists dress in a wealth
of different manners, from hole-ridden sackcloth robes to scholarly
gowns, and expensively tailored jackets and breeches. The most
common garb for Verenan priests are flowing scholarly robes

and gowns of white fabric, to represent the light of knowledge

and reason. All cultists show their devotion by wearing amulers
depicting owls, sets of scales, or swords. Verenan judges and high
priests often wear rather heavier and more ornate robes than

their contemporaries, to show their status, often accompanied by
powdered wigs. Most cultists carry swords, especially on formal
occasions, to symbolise the sword of justice. Priests rarely use these
swords, except to make a point during a debate, but for more
militant members of the cult they are far from decorative.

The more devout members of the cult rake to decorating their
costumes with fragments of lore, copying extracts from scrolls
and books onto strips of parchment that they pin to their robes,
painting their armour with quotations or even tattooing scripture
onto their flesh.

, .
| STRICTURES
Safeguard knowledge, for it is the foundation stone for
civilisation,

All knowledge is equally important.

Preserve your judgement from fear or favour.

Arbitrate disputes whenever you can.
Do not allow yourself to become a tool of injustice or

Combat is a last resort, but do nor fear to wield the sword

of justice.

1|
heresy. '
|
|
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The Cult of Verena is unusual in that it is organised in a very loose
and almost ad-hoc manner. There is no central authority, nor a
single leader or even an established hierarchy. Instead the culr is
organised along local lines, with the cult in each city—or even in
cach temple—managing its own affairs as a miniature cult. It is
only when you consider Verena espouses wisdom over bureaucracy
and justice over ryranny that the logic behind this organisation (or
lack of it} becomes clear.

The view of the cult—although there are always arrogant and

_ and
unwise for one temple or High Priest to arbitrarily impose their
opinions on every other temple. In practise, it is more a case that
an entire cule full of opinionated, often arrogant. intellectuals is
unlikely to ever agree on a single point, reducing the activities of
the cult to conrinuous bickering and arguments.

M, Tl Each temple comprises initiates and priests, all controlled by a
single high priest. The high priest oversees the day-to-day running

' ‘ ‘ of the temple, supervising holy rites and controlling the temple
”'L“l'l ‘v‘ I library. The high priest is chosen from amongst the ranks of the

il remple’s priests, who come to a consensus as to who is the wisest

and most learned of them all. A high priest remains in position so
long as the consensus of the priests remain in his favour—a high
priest outdebated too frequently or who repeatedly makes foolish
decisions quickly loses respect and authority and can be stripped of
their rank.
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Verena's cule is divided into several vague philosophical and
ideological schools—no closer to established organisations than
the cult itself—sharing similar ideologies. These schools are by no
means mutually exclusive, with some priests belonging to several,
and many belonging to none. The two foremost schools are the
Scalebearers and the Lorekeepers.

The Scalebearers focus on the aspect of Verena as the judge and
arbiter. They believe justice is more important than learning, and
they act as mediators. Scalebearers are somerimes assisted in their
duties by templars from the Order of the Scale and Sword.

The Lorekeepers focus on the aspect of Verena as the guardian of
knowledge. They believe learning is more important than justice,
and are usually found in the role of librarians and scholars. The
Lorekeepers are closely allied with the Order of Mysteries and the
rarer Knights of the Scroll.

‘The cult does have several formal orders in addition to its schools

of thought, foremost of which are the Order of Mysteries and the
Order of Everlasting Light. These orders have usually begun as a
Verenan cult that has outgrown its founding temple or assimilated
several similatly thinking temples. To all intents and purposes, these
orders are treated as any other temple of Verena, with a single High
Priest overseeing lesser priests and initates.

THE ORDER OF MYSTERIES

‘The Order of Mysteries is one of the few formal organisations
within the Cult of Verena, The order is dedicated to the recovery




of lost and forgotten lore, and uncovering suppressed knowledge.
Sometimes this search takes place in the depths of musty libraries,
other times in distant ruins or haunted tombs. The danger posed by
its quest leads the order to frequently ally with Light Wizards and
adventuring parties. The majority of adventuring Verenan priests
are members of the order, or at the very least in its employ.

“The Order of Mysteries publishes an infrequent journal detailing
its expeditions and findings, called The Mysterious Volumes.
Although the journal was intended to help spread knowledge
amongst Verenans, and other interested scholars, it is often used by
adventurers looking for danger and riches, as the order is renowned
for leaving obvious treasures behind in favour of highly prized
tomes.

The order acknowledges that it does not publish af/ of its findings.
as not all knowledge is suitable for public consumption, However,
in accordance with the strictures of Verena, such knowledge is
always made available in the order’s libraries for trusted and diligent
scholars to find it.

The high priest and founder of the order is Manfred Archibald,
who is also the high priest of the temple of Verena in Altdorf.

THE ORDER OF EVERLASTING LIGHT

The Order of Everlasting Light is the most widely known of
Verena’s knightly orders, not for their legendary exploits but for
their infamous reputation. The knights of the order are drawn
mainly from the noble classes and are devored to the pursuit of
justice, although more often than nor this is justice as viewed by a
noble, which is sometimes very different from justice as viewed by
a peasant. Nonetheless, the order is there to defend people when
nobody else will.

Yer these deeds are not what mark the Order of Everlasting

Light out from fellow knightly orders. Instead it is the curse that
inflicts the whole order that has made them exceptionally well
known throughout the Empire. Their horses rear and bolt, their
weapons break and their armour rusts prematurely, all at the most
inopportune moments.

SECTS

Ir could be said that every temple of Verena represents a separate sect
within the Cult of Verena. Due to the fact that every temple is under
its own jurisdiction, the manner in which Verena is worshipped

and her are strictures interpreted varies greatly throughout the
Empire, even varying between temples within a single ciry. In any
other religion this would rip the culr apart in countless schisms, but
Verenans embrace, nay even revel in these differences.

The cult does have its rather more fanatical members and orders
that the more mainstream followers would rather ignore. Such
hardliners are less tolerant of differing views and actively wy

to enforce their own viewpoint on others, be they Verenan or
not. Verenan fanarics are tolerated by the cult, in the spirit of
understanding, if not actively endorsed.

Verenan zealots cause trouble for local authorities, as they travel the
roads of the Empire in the guise of travelling judges. These cultists

stir up the local populace, rousing them to drag those they feel
have wronged them in front of the zealots where they preside over
ad-hoc courts and dispensing their own particular brand of justice.

More moderate Verenans do their best to rein in such priests, for
they see it as a perversion of the judicial system,

One such group of fanatics is the Scrollbearers. The Scrollbearers
fervently believe knowledge is power, and actively crave this power.
‘They do this by collecting and hoarding as many scrolls, tomes and
books as they can get their hands on, by whatever means they can,
even going as far as stealing books they cannot buy. Scrollbearers
are far from alrruistic, and jealously guard their collections from
others. For this reason they are viewed with disdain by most
Verenans, who believe in making knowledge available to all. There
are some Verenans, however, who look upon the secretive wealth of
knowledge in the hands of the Scrollbearers with more than a little
envy.

Several minor sects of Verena worship her in various other
aspects. The sect of Clio is popular with historians and explorers,
worshipping her as Delver Inte the Past. Verena has a male aspect,
Renbaeth, who embodies the Perfect Lawyer, ceaselessly pursuing
the truth. Seripsisti is Goddess of Calligraphers and Writing, and
has taken on a more antagonistic role of late, railing against the
spread of the printing press.

LEssErR ORDERS

In addition to its schools and sects, the Cult of Verena does have
a few distinct orders, though all but the Order of Mysteries are
considered lesser orders.

Foremost of the lesser orders are the templars of Verena. The
Goddess espouses the use of arms only as a last resort when rhetoric
and wisdom have failed, but her strictures do include the provision
that the sword of justice must be used when needed. There are

two other templar orders in addition to the infamous Order of
Everlasting Light, the Order of the Sword and Scale and the
Knights of the Scroll.

THE ORDER OF THE SWORD AND SCALE

'The largest of Verenas martial orders, members of the Order of

the Sword and Scale see themselves as agents of justice. The order’s
most common duty is to guard Verenan temples and digniraries.
Members are sometimes used to guard prisoners before a trial, or to
provide additional security at a courthouse during particularly tense
proceedings.

Members of the order are not merely guards, and can be called
upon to actively wield the sword of justice. In this role they help
enforce the judgments of Verenan priests, enacting justice at the
end of'a sword or battling against the agents of tyranny. In times of
war or crusade they march along with the other knightly orders.

THE KNIGHTS OF THE SCROLL

Much less common than the Sword and Scale, the Knights of the
Scroll are closely tied 10 the Lorekeepers. The knights' mandate
is to safeguard knowledge, and they do this by acting as guards
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CuLT SKkiILLS AND TALENTS

Members of the Cult of Verena add the following skills and
talents to their careers. Note that priests may only add one ser
of skills and ralents, regardless of how many schools or orders
they belong to. They must decide when they enter the career
or the order, whichever comes first.

_Initiate

Perception

No Order: Academic Knowledge (any two), Hypnotism, Secret
Language (any one)

Scalebearer: Academic Knowledge (law), Charm, Public
Speaking, Secret Language (any one)

Lorekeeper: Academic Knowledge (any two), Speak Language
(Classical), Secrer Language (any one)

Order of Mysteries: Seasoned Traveller, Speak Language (any
one), Strong-Minded, Secrer Language (any one)

Templar of Verena: Perception, Sccret Language (any one),
Speak Language (any one). Strong-Minded
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at libraries, universities and Verenan temples. When word of a
temple’s controversial tome or forbidden grimoire becomes known,
the knights are there, preventing fanatics or Witch Hunters from
seizing the books.

They may also be dispatched to recover lost knowledge from
dangerous locations, such as in the midst of wars. The knights are
often enlisted by the Order of Mysteries to act as bodyguards on
their expeditions, protecting the priests from danger.

A Knight of the Scroll is instantly recognisable—every inch of their
armour is covered in fluttering fragments of scroll or parchment, or
quotes painted on their weapons and armour.

TEMPLES

Temples of Verena are generally large. stone buildings with
colonnaded facades and light, airy interiors. They cypically
comprise a main hall lit from many high windows. The hall is
decorared with grear statues of the Goddess seated on a throne,
surrounded by her symbols. Leading off from the hall are many
smaller rooms used for meetings and trials, or serving as libraries
and archives,

All are free to use the facilities of the temple. Anyone can make use
of a temple’s libraries, although only cultists may borrow the books,
and Verenan priests are always willing to help visitors with their
research or answer any questions.

Meetings and negotiations may take place within a temple’s
meeting rooms, under the gaze of Verena, and priests are often in

1\_} Chapter II: Old World Cults R

artendance to help arbitrate disputes, or negotiate on behalf of one

of the parties. Everything that takes place within a temple of Verena
is treated with the utmost confidence. In smaller rowns and villages
that do not have their own law courts, a temple of Verena may act
as the local court, with priests sicting in judgement over a trial.

Shrines are usually smaller versions of the temples in design, with 2
roof supported by columns sheltering a small statue of Verena.

PERSONALITIES

The Cult of Verena’s notable personalities are usually famous
academics, often more famous for their activities within these
spheres than for their association with the temple. Many priests are
noted scholarly experts in their specialist areas, for example. Several
members of the Order of Mysteries are renowned for particularly
exciting historical discoveries. The high priests of the larger temples,
especially those in Altdorf, Marienburg and Nuln, are widely
regarded as pre-eminent thinkers.

11

Marieka van der Perssen is high priestess of the Grand Temple at
Nuln, and one of the most powerful and influential members of the
cult, Maricka has been high priestess of the temple for nearly ten
years, during which time she has helped forge greater ties between
the temple and Countess Emmanuelle, to whom she acted as a
tutor in the countess's youth. This friendship has allowed the high
priestess to court rather more controversy than might be tolerated
elsewhere, such as exhibiting the cult’s collection of allegedly
heretical books.

Marieka is also a professor of philosophy at the University of
Nuln, and is one of the few female members of the faculty there.
She possesses a fearsome intellect, and is an expert orator, When
not teaching or conducting her religious duties. she can be found
debaring science and philosophy on the steps of the temple with
whoever dares match wits with her.

Despite Mariekas friendship with the Countess, she has many
enemies within the city, both from amongst Nuln's criminal
fraternity. many of whom have been on the receiving end of
Verenan justice, and from the city's more conservative elements,
especially amongst the Cult of Sigmar, who fear and despise her
dangerous and immeral stance with regard to heresy.

Oliver Kampf

An unlikely looking priest at first glance, Oliver Kampf looks

more like a battle-hardened mercenary than a scholar. Oliver is a
prominent member of the Order of Mysteries. and has been on
more expeditions than most adventurers. He is most famous for
his part in the mysterious expedition deep into the Land of the
Dead, where he recovered one of the only surviving copies of the
infamous Book of Dust. None of the expedition but Oliver returned
from Khemri. The expedition changed him and he returned a
more pious, if less stable, individual. He has promised that on his
death bed he will cansign all that he knows to paper, but until then
remains silent as to what happened on the expedition.
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[though sages, scholars, and philosophers debate the nature of
the Gods while sitting comforrably in their universities, and
nobles pray to them from the luxury of their castles and manors, it is

the common folk that breathe life into the cults. Almost all the rites
practised have had their genesis in some simple act done by common
folk, slowly transforming into the practises upheld today. Some of
these rites have metamorphosed into truly baroque practises that
have little or nothing 1o do with the reason they were created long
ago, yet they persist, due in part to the tradition-minded people of
the Empire who let nothing fall to the wayside.

Mos villages and hamlets of the Empire employ the same rituals
their ancestors did, and it’s a rare settlement indeed that doesn't
have some unique twist on the rites practised throughout the realm,
A traveller entering a new province, however, is sure to find the
same major holidays in these places, just as they would find back
home. The difference could surprise them. The high priests of the
major religions accept these differences as subtle “Havours” to the
worship of the Gods—as long as the rites are performed in roughly
the same manner, then all is good. Despite this, some places eschew
the accepted holidays, replacing them with rituals that smack of
blasphemy and heretical thought. This is but one reason why Witch
Hunters continue to patrol places considered “sate”—the threar of
deviation from accepted thought that heads down the path to Chaos.

The Empire is full of people holding vastly differing beliefs. Many
of the “"Old Gods” still hold sway in the little-travelled portions of
this realm. Minor Gods are dominant in some places, with their
own demands of worship and respect. In addition, the relatively
new concept of paying homage to Venerated Souls has come into
being, which may throw the fragile balance of the Gods into
disarray. After all, Sigmar himself was a mortal man who became a
God. Who is to say that it may not happen again in the future?

Worship within the Empire can be seen as wo-fold—the ways

of the poor, humble masses and those of the elite, wealthy, and
powerful. While, in theory, the rituals are the same. regardless of
who is performing them, money and status factor heavily into the
rites of the people. The commoners of the Empire stick to more
base forms of worship to affect their daily struggle. They pray for
rain, for good crops, for many children, and to have war stay far
away from their home and family. On the other hand, nobles ask
the Gods for political power, strength over their enemies, and the
continued fealty of those they lord over.

NOBLE vs. Forx WORSsHIP

Whilst almost all religious belief in the Empire emerged organically
from the common people, there is now a rather strict division
berween the way that the upper, noble classes worship che deities,
and the way in which the peasants and other commoners venerare
them. Although most temples are open for everyone, given

the hierarchy and stratified class structures of the Empire, few
commoners really know how the nobles show their respects to the
Gods, and vice versa.

The rites of commoners are base, ribald, and more in touch with
the basic needs of humanicy—prayers for better crops, more
children, and safety from the beasts of the wild. Even the “loftier”
Gods, such as Verena, are called up for relatively simple, cut-and-
dry matters. Nobles, on the other hand, often ask for considerably
more complex and esoteric matters, such as expanding the extent
of their domain, elimination of a political rival, or aspiration of
attaining a higher ritle. Nobles often look down their noses at the
vulgar worship of the common folk, while peasants often shake
their heads at the way the nobles go abour cheir rites with so much




expense and extremely pompous attitudes, although often in awe of
some of the spectacles that they put on.

However, this is not to say that the noble and common classes do not
get a chance to interact during their worship. Indeed, festivals and
other religious observances are often the only time in which these of
noble blood mingle with the lower classes—ostensibly, as is said by the
priests, because all people are considered equal in the eves of the Gods.

Pomr AND CIRCUMSTANCE

In complete contrast with the rites of the common folk, the nobles
of the Old World rake their worship of the Gods to extravagant
ends. For the average nobleman or wealthy burgher, spending
money on glorious temples, expensive incense or sacrifices, and
putting on lavish ceremonies not only shows their piety, bur also
proves their wealth, status, and power to their peers and the people
they lord over, For most nobles, the more one spends to express
their faich, the greater the favours of the Gods.

Nobles typically spend a large portion of their wealth in building
shrines as large as possible in their homes, adorning them with gold-gilt
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statues, paintings, and marble columns. Even the poorest of nobility do
their best to make their family shrines and places of worship as grand
as possible. Though some priests frown upen such “frivolous™ displays
(particularly among the simple Cult of Taal and Rhya, or the ascetically
natured cultists of Verena), the majority approve of such behaviour,
seeing it as just another way to praise the Gods in all their glory.

The numerous festivals on the calendar allow nobles many opportunities
to throw lavish events, with huge feases, grand efhigies crafted from rare
materials, and expensive gifts and offerings to those who attend. Almost
without question, the peasants and other lower classes are barred from
participating in the rites of the nobility, but occasionally, a particularly
pious lord may host a festival for the benefit of the people—in rare
cases, they are even sincere about their generosity.

Some of the rites put on by the rich and powerful can reach truly
staggering proportions. For example, in Altdorf, it’s traditional on
the day of Sigmar's birth for the noble class to host a lavish, public
festival, complete with treats and gifts. While the common folk are
content to receive a loaf of bread or tankard of ale during this time,
it's not unheard of for nobles to present each other with tokens of
gold, jewels, and other expensive items,




> ChaptcrIII Folk Worsh1p > {
PR s 7 i =

Ithough the citizens of the Empire pay homage to nine

primary cults, there are dozens, if not hundreds of minor
Gods still venerated throughout the realm. Every province boasts
its own unique Gods, some of which are not even known beyond
a few miles away from the places where they are recognised.
Most minor deities are fervently worshipped by a small handful
of cultists, often in secret, especially with deities of a bloody or
questionable demeanour. Otherwise, minor deities are given
honour at specific holidays and ignored the rest of the time by the
bulk of the populace.

The priests of the nine main cults acknowledge the existence of
these minor deities, although how they are accepred depends

on several circumstances. If a new God is encountered in some
unexplored backwater, priests do their best to classify a minor deity
as an aspect of one of the nine primary Gods, Depending on the
area and the temperament of the locals, this “inclusion” of their
deity into the recognised pantheon may be wholly accepted, or
decried as heresy and rejected. Most of the minor deities, however,
are mere aspects of the main pantheon, although they are treated by
most as separate entities altogether, There is, for instance, Ranald
the Dealer and Ranald the Night Prowler. Burghers and merchants
almost always give offerings to Ranald the Dealer, bur would do

so in order to keep Ranald the Night Prowler away from their
businesses. Amazingly, most citizens of the Empire accept these
types of contradiction without concern.

Other minor deities include foreign deities imported into the
Empire. Immigrants coming in continue ro worship their old
Gods. and in some cases, this veneration spreads to others,
potentially elevating the deity to 2 much higher status. A prime
example of this is Myrmidia, who clearly came from the southern
Old World (though debate rages to this day whether she originated
trom Estalia or Tilea), yet has become extremely popular among the
citizens of the Empire. It is certain this could happen again in the
future, with new deities gaining favour and the ways of the older
Gods being forgotten or relegated to minor status—to say openly,
however, is heresy.

LoCALISED AND
NATURE DEITIES

The Empire is full of a huge number of disparate people with only
a vague sense of unity. The place is full of Gods, spirits, and enrirties
that all demand worship. Beyond the scope of the nine “accepted”

T

PROV:NCIAL RELIGIONS

Myrmidia, Sigmar,
Shallya, Taal

Averland

Delb), Rudric (Glory)

The Azure Man (kv)' Karog (Forests) Loerk [Dancmg) Manalt (F:shermen) S[ovarok
(Storytelling), Vallich (Smithing and Ship Building)

orr, Sigmar, Shallya,
Taal

Sm'land I

Artho (Tradition), Dark Helgis (Widows), Haleth (Ferdility), Karnos (Beasts). Ktharta (Lake

Aach (A;ach River and Aachen), Guvaur (Bulls), Kakarol (Horses), Narlog (Inevitability), Skalor
(Bartering), Wulfor (Lake Wolfen)

Albaulea (Farming), Byirak (Blorhof Marsh), Ishernos (Father Earth), Manhavok (Floods),
Narvorga (Fertility), Seppel (Vengeance)
T s

Ahale (um, Fertility and Sacrifice), Khirreth (Oberstein Wood), Gargali (Mining), Minlmund
(Guardian of Restless Spirits), Sll (the Sun), Wendred (Duty)

Alravct (River Aver}, Dehagli (Tmlars) Margxleo (Honour ForsaOh (vamanon) Gunndrcd
(Rustling), Sheirrich (Wind)

!

1 4 1 ﬁ

o hERDY 113 g




Gods, there exists an entire spectrum of minor Gods, some of
which hearken to a bygone era, some of which are new, and a few
are relatively new to the collective worship of locals. Most of the
minor Gods can be summed up as either local deities specific to a
particular town, burg, or province, or deities tied to rivers, forests,
and other natural places. The difference between the rwo often
depends on whom you ask.

Localised deicies are just that—deities whose influence or
reputation are rarely found beyond a few tens of miles, although
some are recognised over greater distances. This is typical for certain
types of deities associated with roads or trails, with small shrines
scattered along their length. The line is often blurry between what
is a true deiry and what is some Venerated Soul from long ago.
although the power and respect accorded is the same. The people
that worship these local powers are typically extreme in their faith,
and balk ar the idea that they may be performing some form of
heresy by their veneration, and often muse fight long and hard in
convincing travelling Witch Hunters that what they do is an act of
devotion, rather than heresy.

Nature deities are far more common. Depending on who is
asked, these deities are either minor aspects of Taal, Rhya, or
Manann. some form of spirit that is mistakenly treated as a deity,
or even a holdover deiry whose roots lie with the Elves or Dwarfs.
Nature deirties are often associared with a sacred grove (or even
an individual tree), cave. stream, or other place of natural beauty,
might, and majesty. Others are actually nymphs, dryads, naiads,
and other fey creatures mistakenly treated as if they were actual
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Gods. If a person believes in a particular nature deity, he's likely
to leave an offering to both the God in question and also to Taal
and Rhya, giving all of them honour. The rites demanded by
these deities can seem ludicrous and anachronistic for the non-
believer, but carry immense weight for those thar believe in their
power. For example, a local river God may demand an offering of
a virginal sow, the cut hair of three maidens, and the blood of a
black rooster once a year, lest it rises from its bank and flood the
surrounding landscape.

Regardless of whether you're dealing with local or nature deities,
outsiders may believe these demands have little weighe, but for
locals, performing the necessary rites and sacrifices carry great
importance. [t’s not unheard of for a normal, unassuming citizen
of the Empire to run afoul of the demands and edicts of one of
these Gods, often without their knowledge, to which the locals
set things straight. Thus, a stranger who visits some far-flung
province may become a sacrifice to these Gods, mainly due to
ignorance rather than outright intent in commirting some grave
offence.

SaMPLE MINOR GODS

There are hundreds, if not thousands of minor Gods in the Empire,
some with as few as a few dozen worshippers. In addition, some
Old Worlders venerate non-human deities, borrowing Gods from
the Dwarfs, Elves, and even the Halflings, including them in their
prayers and ceremonies. The following entries are but a sample of
the kinds of minor Gods worshipped in the Old World. For more
minor Gods with which you can build your own traditions, see
Table 3-1: Other Minor Gods.

Artho the Unmoving

Celebrating tradition and the old ways, a few crusty old men

and women keep stone idols of Artho on their person. This way,
whenever they confront some development or change thar they
perceive threatens the moral fibre of Middenland, they yank out
the idol to remind others of the values and customs Middenlanders

ought to abide by—and if their protests fall on deaf ears, the idol
serves as a useful club.

Borchband, the Voice

Politicians and other lawmakers in Reikland and Altdorf keep
amulets of Borchband submerged in goblets of wine in the hopes
of distracting the God from sending out agirators to thwart their
plans.

Dark Helgis, Matron of Widows
To avert the attention of Dark Helgis, some women slay an animal
and dress it in the clothes of their husbands. They then drag the

corpse into the woods as an offering to the hated witch who steals
their loves.

Forsagh, God of Auguries
Averland shepherds smitten by love sometimes make invocations
to Forsagh in the hope of learning if their affection will be




TABLE 3—1: OTHER MINOR GODS

This rable describes a few of these deitics, along with their sphere of influence, and the province or country where they are most popular.
Also included are a few non-human Gods thar are acknowledged (and in rare cases, respected) by the Human inhabirants of the Empire.
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reciprocated. After saving a quick prayer, they examine the
consistency of the nesr pile of droppings they find. Soft and
squishy leavings suggest that the paramour will return his love,
while dry, hard droppings warn che shepherd to seek elsewhere for
passion.

Gargali, God of the Hidden Ore

Wissenland miners, before entering a new mine, tie a small picce of
paper bearing the symbol of Gargali onto a sparrow’s leg. They then
keep the sparrow in a cage. If the bird dies, the miners believe they
are close to a new vein of ore. Sadly, there are few folks who can
confirm if this trick actually works.

Karya, Deity of Disarming Beaury

Worship of Katya is extremely regional, almost unknown outside
of the Reikland. Young maidens sometimes hide small symbols of
Katya in their beloved's belongings ro make them powerless against
their charms.

Loerk, Lord of the Dance

Nordlanders who develop warts on their feet are said to have
received the Lord of the Dance’s disfavour, Those opposed to
dancing on general principle encourage these unsightly growths
to expand by rubbing them with toads, and during big festivals,
these men and women proudly sit with their shoeless feet propped
up to show their disdain. Some whisper that these folks are in fact
Artho-following Middenlanders.

When something is said to be in "Narlog’s gift.” Ostlanders usually
are referring to death, taxes. the scorn of a woman, and what

happens when you leave an Averlander alone with a sheep.

There’s a saying in Talabecland whenever someone is about to enter
a costly bargain or receive the short shrift in a deal. Such people
are said to be paying “Renbaeth’s fee,” after the exorbitant prices
charged by Talabheim’s esteemed legal force.

Shaback, God of the Fens and Swamps

Venerated by the natives of the Cursed Swamp, though beyond
its borders the name Shaback is more of a curse than it is 2 God.
People in neighbouring lands often mutrer the word “Shaback”
when they stand in something unpleasan.

Sheirrich, The Lost Wind

In Averland, whenever someone scents a foul odour in the air, they

are quick to exclaim “Sheirrich’s Broken Wind!” The last person in
the group to say it is believed to have created the stink whether they
have or not, resulting in gales of laughter from their fellows.

Tahrveg, The Keen Arrow

In olden days, Tahrveg was a popular God and most archers gave a
finger ro the God to help their aim. In the last Chaos Incursion, so
great was the fear that archers cut off so many fingers they couldn’t
hold their bows. Since then, dogma has been changed so that the
gift is symbolic and each archer rends to soak his finger in his own
urine to ensure that his aim is true. Some maidens giggle and claim
it helps their aim when firing their other bow.

Wendred, God of Duty and Service
Worshipped in places throughout Wissenland, whenever a person

is given an imporrant task. he is said to “carry the weight of
Wendred.”

— ANCESTOR SPIRITS —

amily and lineage are extremely important in the Old World.

The proud members of the various tribes that formed the
Empire take their genealogy very seriously and most hold their
ancestors in high regard. To show them honour, almost every
home in the Old World has a small shrine or sacred space where
mementos, small statues, and other keepsakes are displayed. These
ancestors are called upon along with the deities, to bring good
fortune, bountiful crops, and other positive effects 1o 2 family.
While most call simply on the collective force of the entire familial
line, those families that are blessed with a particularly famous
ancestor consider themselves extremely lucky and speak their name
often during their prayers. Nobles in particular hold their ancestors
in high regard. The wealthiest build shrines and temples that can
even rival those of the deities, which is often viewed with suspicion
by cultists who feel that this hubris is unwise and disrespectful.

Human communities living close to Dwarf settlements take

this practise to an extreme. The citizens of Wissenland, eastern
Averland, and Ostermark have often been accused of paying more
homage to their departed kin rather than the living Gods. Dwarfs
view this practise with a nodding sort of respect, and it’s one of the

reasons they and Humans can get along. However, Dwarfs often
pity the short-lived Humans, who have so many more ancestors 1o
pay homage to—one wonders how they can keep track!

The Halflings of the Empire also revere their families and ancestors,
although they rarely erect shrines to honour those that have passed
on—they would rather show respect for their departed kin through
songs and hyperbolic stories. Indeed one method for sharpening
one’s memory {and a viral, if boring, lesson taughe to all Halfling
children) is reciting family members back as far as possible.

Elves hold their ancestors in high regard, but in no way do they
venerate them in the same way that Humans or Dwarts do. Because
of their incredibly long lives, Elves are often in contact with their
great or great-great grandparents long into their adulthood. When
an EIf passes away, songs are sung and poetry is read, and the spirit
of the departed is allowed to move on with little remorse. Humans
often look askance at the blasé manner in which Elves speak

of their ancestors, and Dwarfs find this attitude both rude and
contemptible—this is just another reason why these two races find
it so hard ro ger along,
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01-05 You bave ammm/ your family name! The spirit is sg appalled by your actions, it leaves you. Before you can cali upon your
ancestor spirit, you must first spend an hour each day for 1d5 days beseeching the spirit to return, and apologising for your
_ poor and shameful behaviour. Oﬁlrmg a bowl of fresh blood for each invocation reduces this time by half.

06-15 No, do this! The ancestor spiric sees your dire need and confers a +20% honus o your next Characteristic or Skill Test.

16-20 You need to learn! The spirit believes you need to be humbled. Every time you make a Characteristic or Skill Test in the nexr
24 hours, there’s a 10% chance that the qplm imposes a —10% pend]w on thc Test.

21—39 l’m very good, Just like Iwould have done! ’I}m;pirit s plm‘scd‘ aud {\:wands yawwinhq,boon. You g:un il
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31-35 Idiet! The spirit spits vitriol and venom into your head. On your next turn you may onl\' use one h.ﬂfacqon | | ;
3645 There, there, it will be ok. The spiric soothes your discomfors, Heal 1 Wound. |||
46—)() You cannot be relared to me! The spmt .munlv dCﬂlLS your cuateng Imc access to \'hlb talent for 24 hours l
5160/ Wéﬂdcne’ﬁnlyo&nmsumsﬁmrm. ’ e l‘

61-65 Evidently. you bavent been paying attention, On your next succcssful Tcsn vou reduce your degrees of success by one o a
minimum of zero degrees of success.

6675 Allow me to help. You may immediately take another half act AR
76-80 Youre making your poor mother weep. All Tests for the next hour are made ata -10% pcnalt\r due to the smmds of weeping
thar fills your mind.

81.—49!!]?."‘ ‘IﬁwabwdllpMRmrldS% Mgmllassof
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91-95 U/m’nm.r’ﬂme spirit starts to scream and moan in your hc_-ad Make a Wll[ Powcr T-:st to avmd aining l Inqamw Pomt
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ANCESTOR SPIRITS AND CHARACTERS

Due to the fact that family carries so much weight within the
Empire, it seems right that a Player may want their Character
to extol the virtues of their family line during a game. On the
other hand, a Character may carry the weight of some ancestor’s
grievous act from long ago. burdening the entire family with a
shame that can never be completely erased.

Whilst all families have ancestors that are said to figuratively haunt
the living, in some extreme cases, this is literally true, with Spirits,
Ghosts, and other Undead visiting the living members. It’s rare,
though possible, that a character may have to contend with the
spirit of an ancestor making an appearance. For the GM, this can
come in many forms. The most blatant is to have the ancestors
appear in the form of a Ghost, although even a simple voice on
the wind (or in the head of the Character) could also suffice.

ANCESTOR SPIRIT (TALENT)

Description: You gain the artention of one of your ancestors,
and you're now haunted by their spirit. Whilst this entity
does its best 1o help vou on your adventures, it's quick to
chastise and berate you should you act in a matcer that
shames the family, Whenever you would spend a Fortune
Point, you gain the normal benefits, but you also must roll

percentile dice on the table above.
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Chapter I11: Folk Worship o :

— SUPERSTITIONS AND Forx CusTOMS —

In a world full of wizards casting spells, Daemons of Chaos
tempting the faithful, and bizarre Mutants roaming the wild
lands, the inhabitants of the Old World are, by intent or in
defence, incredibly superstitious. There is rarely a moment that
goes by when the average person doesn't take into account some
superstitious ritual, such as muttering a prayer after crossing the
shadow of a plague victim, or tossing a bit of spilt salt over one’s
shoulder. Superstitions run the gamut, from the fate of a person,
curses. and even the occasional boon.

Most of the superstitions in the Empire are ancient beyond
compare, and few people can remember exactly what the reasoning
for it may have been, Still. traditions in the Empire die hard, and
regardless of whether these superstitions continue to have any
power or purpose is meaningless to the majority of its inhabirtants.

The hard, harsh life of most citizens of the Empire makes them
view almost every event with a superstitious eye—most of it with
a cynical, paranoid bent. Players should remember this trait and

play it up. Educated characters are almost worse, pointing out these
falsities to the ignorant masses, often at importune times. However,
regardless of a person’s learning or status, superstitions manage to
creep into the daily routine.

A person believing they are under the effects of a curse caused

by a superstition can usually be “cured” through some orther
superstitious act. Entire industries exist of quack doctors and
ineffectual “hedge wizards™ (not to be mistaken with the Career

of the same name) offering advice and ingredients to reverse the
effects of a superstition gone wrong. Naturally, none of these efforts
actually work, but a GM can and probably should emphasise the
more bizarre methods of “curse” removal.

MAGIC AND SUPERSTITION

There is a fine line berween what is considered actual magic and
what is nothing more than pure superstition. Sages, scholars, and

s

—

A crow landing on the grave of the newly dead means that the sorud has
passed on safely to Morv's rvealm.

Passing through the shadow of someone suffering the plague is horribly
wnducky

A found coin should be spent on risky ventures.
It is foolish to sit on the blind side of a persun with one eye.

A pledge made to Sigmar while siviking a hanimer on metal ensures its

solid bond,
Bells, gongs, and banging on metal repel the forces of Chaos.

I you take a dead man’s shoes, keep the laces lovse till the next full
moon, lest his spivit comes back to haunt you.

A cat crossing your path means Ranald is watching. If a pair crosies
g g AFap
your path, doom is sitre to follow.

Goblins cannot attack you during a full moon,

If you've sick, an apple carried in your pocket, and allowed to rot, draws
the disease from your body.

Cows mooing in the darkness heralds dark times the following day.

A promise made at a crossvoads carries great weight and a terrible

burden.

To say a persons name thiee times in a sitting is to call them to you.

SAMPLE SUPERSTITIONS

Described here is a sample of some of the superstitious beliefs Characters may encounter during their adventures in the Empire. While
most are harmless in nature, anyone that willingly violates some of these strange customs may find themselves viewed as a heretic or
potential witch by the people around them. Ignorant people hold these beliefs in the core of their being, while more cosmepolitan folk
laugh them off—replacing them with other superstitions of their own,

Bury or burn your cut hair and nail clippings, lest a witch use them for
deviows ends,

Rubbing a drunken Halflings belly brings luck the next day.

If you ask @ man about his scars, you must listen to the whole tale, or
the same fate may befall you.

Cuerdled milk scattered about property stays away the Pox.
If dirt o7 seor lands in newly milled flour, death is sure ro follow.
Witches bide in abandoned wells.

If you kill a drunken man, spill a tankard of ale on the ground for his
sored, or else he'll come back from the grave to get it from you.

1f you are struck on the head by a falling pinecone, you are destined to
marry in the coming year.

Old or broken oars should be cast adrift. Burning them angers
Manann, who'll ensure you get lost the next time you're at sea.

Drinking ale containing bairs from a Dwarf’s beard makes you
resisiant to disease (Humans mzl_')'),

1t5 lucky to have the horse drawing a funeral carviage eat an apple from
your hand.

Gold rubbed against a snakebite pulls the venom out from the body.

Burning bread invites fire to consume your home.
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wizards all debate the nature of superstition as it applies to magical
rechnique. They often ask themselves: does magic work because

of the superstitious nature of people, or are people superstitious
because of the works of magic? The wisest agree that it's a little bic
of both.

Although Magisters tend to look down on the backswards practises
of the masses, most recognise the fact thart such behaviour exists
for a reason. More than a few beliefs have sprung up simply thanks
to the idle words spoken by a wizard who then see the Winds of
Magic twist and bend due to the reactions of others reacting to
their comments.

The typical citizen of the Empire sees lirtle difference between
superstition and magic, which causes no end to problems to those
that practise magic for a living. For most people, the world is a
dangerous and mysterious place, with the evil powers kepr at bay
only because of the mutterings of certain phrases or performing
certain acts, regardless of whether they make sense or not,

Ultimately, it is up to the GM rto determine whether performing a
superstitious act has the desired effect or not. Similar to Blessings
(sce WFRP), performing the correct superstitious act at the
appropriate time could grant a Character a small bonus to one
Test, keep a particular person at bay, or incur a minor curse of
some type. While most superstitions are dire in their ourcome,
they should never result in some immediate death, horrible
disfigurement, or dread curse—this is the point where magic
supersedes mere superstition. Instead, superstitions should be used
primarily with roleplaying in mind, perhaps linked to a person

in a similar way to Doomings (see page 150). At worst, a curse
inflicted by a superstitious act should inflict nothing worse than

a —5% penalty to a single Test. Make no mistake, as mild as these
minor curses are, they reflect the vastly more dangerous curses that
sometimes protect old tombs and ruins. For more information on
these potent curses, see Lure of the Liche Lord.

Strangely, Magisters are incapable of using superstitions for this
effect. It's possible that their ties to the Aethyric winds prevent
them from performing these feeble acts. Because mast superstitions
exist to keep magic from affecting a person, the converse is not
true—superstitious behaviour, when aliowed, does apply o
Magisters, witches, and other persons capable of wielding magic.

Tue EviL EvE

Most Old Worlders know to fear the power of the Evil Eye, and
just abour any downturn of luck is blamed on this foul curse.
Maost folks who suffer from the Evil Eye are not certain about how
they picked it up or who gave them the sinister glare, but they are
sure they have it. Finding insects in one's food, ale tasting of dirr,
botched efforts o sneak about, or a poor swing of a sword (and bad
dice rolls) are all sure signs of the Evil Eve working its wickedness. 1““‘}"““ 1 “ ’
e il

The Evil Eye as a curse can appear anywhere, on any surface. or
from anvone. A crone levelling her blind white eye at a person is

sure to carry some malevolence, and a hate-filled stare of a wronged
woman is always bad luck. Some Evil Eyes are not given by people,
bur are instead scratched onto doorframes, drawn in the mud or
dirt, or carved in clay and then placed in the offending person’s
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pocker—and in every case the effects are the same. The victim is inhabitants. Customs of worship vary from place to place. Old
cursed and only desperate measures can lift the burden. Worlders are notoriously insular by nature, and most rarely venture

gy ) ! 4 i bt more than a few miles from their homes. As a resulr, beliefs and
Getting rid of the curse is an exercise of the ridiculous. Old

Worlders level the full might of their superstitious fantasies on

such ailments. One of the most extreme examples is in stripping
off the clothes, slathering oneself in dung, and running around
with your hands over your head. This is bound to attract some
stares and therefore transfer to the Evil Eye onto some other hapless

religious customs have slight variations even among settlements
relatively close to one another. Those people that travel more
extensively usually accept this fact for whar it is, as long as the
customs they encounter do not come across as blasphemous or too
far from what is considered acceprable.

fool. Another technique is eating the eyes of nine pigs and forcing Most of the variations in worship are minor. For example, a town
yourself to vomir the contents of your gut once down—an act that's  celebrating the coming of spring may require revellers to wear
never too difficule. Most folks, though, simply go to the person flowers in their hair, while those in the village down the road wear
who laid the curse and make restitution for their bad behaviour. wreathes of flowers about their necks. However, there are times
Old Worlders find this utterly foolish because doing so could mean  in which these variations can be jarring for a forcigner travelling
that vou get two Evil Eyes! to a different region. Depending on their beliefs, and how rigid

their mindser is, some of these variations may even come across as
heretical or blasphemous. Witch hunters, always on the prowl for
heresy, begrudgingly accepr the fact that the Empire is large, and
unified practise of a cult’s customs is impossible. Still, if an isolated
community takes these differences too far, the gossip and shock
generated is sure to reach a witch hunter’s ears.

PrRAYERS AND HOLY SAYINGS
VARIATIONS IN Prayers and sacred phrases are important aspects of being a cultist.

F C Throughout a typical day, an average citizen utters dozens of small

OLK USTOMS prayers, thanks, and blessings. while a devout cultist says hundreds.
Most people are only vaguely aware that they are saying them, and

these phrases form a healthy portion of the vernacular.

In truth, the best defence against this wretched curse is to prevent
being struck in the first place. The rruly superstitious keep the
company of chickens since these fowl can outstare anyone.
Paranoid men with chickens under their arms are all too common
sights in backwater places in the Empire. A few people simply
blindfold themselves, since if you can't see the curse then it can't
affect you.

Just as the Empire is really a collection of semi-unified peoples
under the banner of a single Emperor, so are the beliefs of its

Of course, these phrases and holy sayings change from province to

T T i rovinee, and even within an individual city, each with their own
NI )' /
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subtle meanings. A person in disguise may inadvertently reveal his
upbringing, social status, or education by uttering the incorrect
phrase to the wrong people.

Players should be highly encouraged 1o come up with their own
holy sayings and use them often during play.

SACRED NAMES

Most people in the Empire gain several names throughout their

4 lifetime-—nicknames. pet names, secret names of certain orders,
2 and the like. Both priests and Magisters alike agree that names
carry power, and that knowing a person’s name is to hold some
degree of control over them. Many divine and magical rituals and
spells require the name of the person to be effective.

In nearly all the cults, a cultist receives some form of new name
upon reaching the status of inidate, priest, and high priest (if
applicable). The Cult of Ranald is unique in that a person often
receives two or more names at each point, one for use among other
cultists and another, private name thar they call themselves when
speaking to Ranald during prayer—it’s not uncommon for at least
one of these names to be extremely bawdy or rude. Verenans, on
the other hand, eschew these extra names in favour of titles alone.

If a player chooses his Character to take a religious career, such as
initiate, anointed priest, priest, or any of the new careers in this
book, you should provide her with a suitable new sacred name used
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by the cult. Depending on the cult, this new name may be virtually
unused, or practically replace her old name, at least when among
other like-minded cultists.

For more information on sacred names, sec Chapter VI: Rites of
Passage.

SACRED SIGNS AND
GESTURES OF THE CULTS

Cultists have various ways of showing their faich, both to the
uninitiated and among their own kindred. The showing of signs,
hand gestures, and other sacred salutes is one way of expressing
respect, both to other cultists and to the Gods. These salutes are
commonly used when cultists meet for the first time during the
day, repeating the sign when they depart. Each cult has its own
array of secret signs known only to trusted culrists, which can
indicate distress, great admiration, or some other thing that can
only be understood by those loyal to the faith.

Signs of Manann

The signs of Manann are intricately tied with the same gestures
used by sailors. The sailor’s salute of a flat hand held to the temple,
then quickly moved away is used as a sign of respect by sailors
towards their officers—this works as well when offering veneration
to Manann. When a cultisc faces bad luck, he does this with both
hands, sweeping them down in a curl. and ending with his palms
face up by his waist and his face cast down at the ground. Cultists
in deep prayer sometimes hold an arm above their head with

the index finger extended, feeling the wind in hopes of divining
Manann's will—it is also considered a test of strength and will

to see how long the cultist can keep his arm elevated. Cultists of
Manann often clap to show disapproval of something. slapping
their hands together to reflect the tumultuous seas.

Signs of Morr

Culrists of Morr greet each other with a strange salute that involves
moving the hand from the top of his face down with an open palm.
This salute is known as “Morr’s Shroud,” representing darkness

and the symbolic gesture when a corpse’s eyes are shut for the last
rime. Common citizens use this gesture when referring to beloved
departed family and friends, in the hope that Morr has taken them
safely to his realm. It is considered extremely bad luck to use this
salute at any other time, as it is believed to draw Morr’s attention
to that person. A cultist that walks with his hands clasped behind
his back indicates that he wishes to be left alone, in order to
contemplate the nature of life and death. Morrian cultists also place
both hands face down, as if pushing downward. This is done o
urge his fellows to leave a matter alone as it is moot, dead, or best
left alone,

Signs of Myrmidia
Myrmidia has a salute with the fingers on the hand spread wide,
representing the rays of the sun, a common symbol of the cult. The
salute starts with the palms open in front of the chest, then splayed
out to the side. Cultists in deep meditation often hold their open
palms in this way upon their foreheads with the eyes closed, in

—= Chapter III: Folk Wo
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SAMPLE HOLY SAYINGS

Here is a small sample of common holy sayings uttered by
untold thousands of people every day. Players may wish to
include some of these phrases in their Characters’ vocabulary

for roleplaying effect.

“By earth, tree, and bone."—Common oath given by culrists of
Taal and Rhya.

“You have Taals rigid horns!” —A term used to suggest a person
is behaving badly.

“May you drink deeply of Rhya’ nectar.” —A blessing given to
hopeful mothers.

1 am the metal. Sigmar is the hammer.”—To show a person’s
supplication to Sigmar's will.

“By the light of the star.” —Used by Sigmarites to suggest some
ominous or portentous event.

“Waik the road east.” —A Sigmarite invocation of courage

“May ravens alight upon yoi."—Morrian phrase meaning “may
your death be casy.”

“He took the black rose.”—A Morrian saying that means a
person died recently.

Attend to your Garden."—A Morrian admonition used to tell
someone that they risk their lives.

“Follow the eagle not the Tower.” —Myrmidian urging to use
common sense.

“The dart strikes truly."—A Myrmidian response to a dreadful
revelation.

I shall weep for your burdens forever more.” —Shallyan term
showing sympathy, typically to sufferers of discase.

“Her heart is empty."—A Shallyan phrase to reflect scenes of
tremendous suffering.

“With dry eyes.”—A Shallyan term for a person without
mercy,

“Go cut off a black cats paw!”—Common Ranaldan phrase
meaning “good luck.”

“With fingers crossed.”—A Ranaldan phrase that signifies an
untrustworthy person.

“May Ranald favour you."—A Ranaldan curse.

“The baying you hear be not mere curs.”—Ulrican curse
implying a grave threat is approaching.

“The cold fire reveals all." —Ulrican invocation for people to
speak the truth.

“The word of a Sigmarite."—A rarely used Ulrican phrase used
to describe a falsehood.

“Speak truth.”"Be truth.” —Common farewell berween cultists
of Verena. The first phrase is said by one person and the
last phrase by the other.

‘A heavy matter. —A Verenan saying warning of an
unbalanced approach.
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hopes of artaining spiritual understanding. In Estalia, cultists of
Myrmidia may slap their necks when they feel betrayed, while in
Tilea, they bow to the west when they feel hopeless,

Also, the militaristic cult of Myrmidia urilises salutes found among
the armies of the Empire. The most common involves holding

a clenched fist over one’s heart with the arm held parallel to the
ground. As a way of showing grear approval, cultists hold their arms
straight along their belly, while making a clenched fist—this sign

is also seen among comrades-in-arms a3 a respectful, but casual,
almost familiar way of showing respect. Among cultists, placing the
back of the hand on one'’s sword pommel is a private, subtle way of
disapproving of a given situation.

Signs of Ranald

Every person of the Empire knows the salute of Ranald—crossing

the index and middle fingers on the right hand. It is used daily by
everyone as a way to garner luck or o avoid a particularly bad fate.
Holding crossed fingers behind the back is said to "hide” a lie that

is told, while doing so openly for all to see is to express the fact that

a person is telling the absolute trutch. Cultists secretly show their
allegiance to Ranald to each other by performing this salute with their
left hand. This act is considered unlucky by the rest of the populace.
but true culdsts know better. Holding crossed fingers directly in
someone’s face is a grave insult and a sure way of starting a fight.
Cultists make oaths to each other while both parties hook their index
fingers together. When cultists of Ranald are in dire need of luck, they
may cross the fingers on both hands and the toes of both feet. It felt
that the more crossed digits, the more vou ward off bad luck. Other

(4

T (£
|
f?z_":\’.‘D\SJ..

cultists may walk their forefinger and index finger on the palm of their
left hand as a sign of strange things afoot. Finally, when cultists of
Ranald feel they have had a pardicularly bad spout of luck, theyll run
the back of their hand under their chin. to alert the God that they've
learned from their errors and would like their luck to change.

Signs of Shallya

The cultists of Shallya use a salute thar involves making a crossing
symbol over one’s heart, tvpically with their head bowed. Another
common sign is the touching of lips with the first and second
fingers, then presenting those fingers towards a person—this is
used to show great respect and admiration. Culrists tending to a
person in their last moments of life hold one hand to the dying
victim’s heart while pressing the other hand onto their own as a way
of showing sympathy and hope that Shallya shows mercy on their
body and spirit. A rare few Shallvans actually slap each other in
greeting to reflect their Goddess's suffering. Known as slappers, to
many, they simply seem ridiculous.

Signs of Sigmar

=

Cultists of Sigmar have two primary salutes. The frst is the *V”
finger salute, representing the twin-tailed comet. The cultists hold
their left hand on their chest, right arm thrust to the front, hand
raised to head level with the fist clenched. and the first and second
fAngers extended. This sign is reversed (palm facing the face, rather
than facing the person saluted) to be used as a taunt and insult to
Sigmar's enemies. This salute is very popular with insolent children.

Sigmar’s second sign is a ward, and involves making a hammer
shape on the trunk. The culrist’s forefinger touches the navel,
the V" of the collarbone, the right chest, and the left chest. It is
commonly employed as a shield against the forces of Chaos.

When secking the guidance of Sigmar, the cultist will take the same
“V* finger salute and run it across his eyes in the hopes of secing
something he missed the first time around. When a Sigmarite slaps
his fist, it’s an invocation of anger, but when he pounds his fist in
his palm. he's urging restraint.

Signs of Taal and Rhya

Taalites have their “Root, Trunk, and Branches” sign. which is used
to bring good fortune when travelling through his domain, or under

any circumstance where his aid may be of use. It involves touching

or slapping the thighs, chest, and then arms in quick succession.
Slapping one’s thighs is also a lowbrow way of expressing the desire
for intimacy, and is used by almost everyone in the Empire. It is
employed by both men and women, but is considered extremely rude
when used among people of fine breeding and stature.

Cultists of Rhya greet each other with a kiss to their hand, which
is then placed on the cheek of the other person. It is an intimate
salute, used only among trusted friends or those of the faith.

Another profoundly rude gesture outside of Taalite circles is ro
enclose the forefinger on one hand with the palm of another.
Amongsr these priests it is a sign of deep understanding and
sympathy, but elsewhere, it is usually intended to suggest some
other naughty activity.
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Signs of Ulric

Cultists of Ulric make use of the “U” salute. It is formed with

the thumb holding the middle and ring fingers to the palm, and

the index and pinkie finger sticking up. This salute is used before
battles and to greet other Ulricans, When reversed, it serves as a dire
insult to the cultist’s enemies. Scholars of the various cults see great
similarity between this symbol and that used by Sigmarites, and it's
possible that both salutes originated from the same tribes long ago.

Among the more primitive members of the cult, holding open your
mouth, with your teeth not quite closed. is a sign of disrespect—
much in the way 2 wolf would bare its teeth towards an enemy.
This is often coupled with a feral growl, so the intent is rarely
misconstrued.

Wagging the finger or tapping the foot is a sign of favour, shown

to those who have made a good suggestion. Closing one’s eyes is
construed as a sign of great trust. Finally, a rare few Ulricans make
pacts by biting each other’s hands until they draw blood. They then
mingle the fluid to form a pact.

Signs of Verena
Cultists of Verena greet each other with both hands held and
cupped by their waist, then extended our to cthe sides, representing
the scales of Justice. Cultists use many signs and salutes during their
debates and when they stand in for someone in a court of law. In
order to show disapproval, cultists hold their left hand straight our,
palm turned in and down. The right hand, held out straight, palm
in and up, shows approval. Tapping one’s throat is a silent, polite
way of expressing a desire to speak, while stroking an ear is a sign
that another person should remain silent.

When Verenans believe someone is lying, they'll stroke their chin.
Many Verenans also close their eyes before making a decision. to
suggest the blindness of justice.

SHOWING FAITH

Having faith in the Old World isn't merely a rask of attending the
various temples to the Gods. In order to be a pious belicver of the
Gods, a person should strive to wear the appropriate garb, utter
the proper sayings, and intone the correct prayers. Some cultists
erroneously believe simply wearing the trappings and adorning
their home with altars is what makes them one of the faithful.
However, the converse is true—cultists wear their order’s garb and
arrange altars to their deities because they are faithful.

Although there are untold numbers of variations in clothing,
talismans, and altars for each cult; there are enough similarities worth
noting. Even pious citizens that do not belong to any particular cult
still follow some rules when it comes to displaying signs of devotion.
Tradition holds sway in the Empire, and it’s only the rare individual
that flaunts convention and follows their own path.

This section looks in a general manner at the various ritual
clothing, talismans, and altars thac cultists can possess—for specific
information of each cult’s peculiar manners of dress, see Chapter

11: Old World Cults.

RituaL TATTOOS, %
BRANDS, AND SCARIFICATION

Marking of the body is extremely common within the Empire.
Most everyone—sailors, priests, soldiers, Magisters, and even
nobles—adorn their bodies with tattoos, brands, scars, piercings,
or other markings. Cultists prefer marking their body with symbols
of their faich, for although a talisman can be raken away or an altar
smashed, nothing short of death can remove a tattoo from the
faithful’s skin.

Ritual markings can be hidden from view and revealed only to
other cultists, or be brazenly open, showing the cultist’s zeal to the
masses or to terrorise their enemies in battle. Cultists of Manann,
Sigmar, Taal and Rhya, and Ulric are the most likely to adorn their
body in places that are visible, while cultists of Morr, Ranald,
Shallya, and Verena prefer to keep theirs hidden from view or have
far fewer than normal. Cultists of Myrmidia straddle the middle
ground, with some eschewing markings altogether, whilst others
cover themselves from head to toe in tattoos, brands, and scars.
Tattoo artists can be found in every large city and many smaller
towns—some consider this marking an aspect of their faith, and
charge nothing for their services or merely the cost of materials.

For many cultists, the act of getting one of these markings is
considered a rite of passage by itself (sec Rites of Passage).
Although people can and do get these adornments just because
they enjoy both the process and the way they look, many cultists
combine receiving a new tattoo, brand, or scar along with a ritual
in honour of the Gods.

Branding is a much more intense and barbaric custom, most
commonly found in the far north of the Empire. Warriors, soldiers,
mercenaries, and particularly cultists of Ulric apply searing hot
brands to their arms, legs, or chests, both to permanently mark their
body, and ro show their bravery and ability to let pain pass through
them. Scarification is similar in its level of pain and the dedication
required by the person receiving it. Like tattoos, scars created in this

. TaBLE 3—2: RITuaL MARKING LOCATIONS
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way can be crude and simple, or intricate works of art. Once the cuts
are made, herbs, ink, or ashes are rubbed into the wounds so they
heal in a way that keeps the scars fresh and vivid.

Table 3-2 can be used to determine the location and extent

of tattoos or brandings on a given cultist’s body—roll 1d10 to
determine the number. The exact image of the tatoo, brand, or
marking is left up to the GM, determined by the cult the character
belongs to and the like. Re-roll any inappropriate results.

RiruaL CLOTHING

Because of the lack of mass-produced clothing in the Empire, the
clothes a person wears reveals everything about a person. Members
of the various cults are expected to wear robes, jewellery, and other
accoutrements that display their chosen deity. Depending on the
deiry, this clothing can be simple and unadorned. or rich and
elaborate.

For most cultists. the most simple and practical attire is the robe.
Most strive to find the best material for their vestments, but even a
modest robe crafted from sackeloth still presents a respectable front.
Because dyes and bleaching are expensive, only the wealthiest of
culrists can afford robes with the lightest of hues. Priests of certain
cults, notably Shallya and Verena, who have little need of money,
spend their precious coin to ensure that they can wear robes of the
most pure white to show their faith.

Other earthier cults, such as that of Taal and Rhya, and Ulric, wear
more practical garb, befitting these who toil or are not afraid to get
dirty. Most of these culrists wear their day-to-day clothing during

i

their rites, pulling out special robes of green, brown, and rust only
for special occasions. A few rituals even require the cultist to shun
clothing altogether so as to be one with the ground and sky of the
world.

Cultists of the warrior faiths—Sigmar and Ulric in particular—
often combine their ritual clothing with armour. Although styles
can be outlandish, they are designed in such a way so as not to
restrict one's movement and freedom in combar. Even off the
batclefield, these cultists dress to be prepared to take up arms at a
moment’s notice,

Rital clothing includes garb other than mere robes. During
several holidays, worshippers don costumes. wear bright and

festive ribbons, or put on masks, depending on what is being
celebrated. Nobles delight in being able to show off their wealth
with extravagant costumes made from expensive fabrics and exoric
decorations. In fact, this rite of costume making has the dual
purpose of both religious observation and setting the tone for next
season’s fashions. Commoners save up all year long ro make the best
costumes that they can afford. bur most make do with the materials
they have available on hand, augmented with flowers, leaves. and
scraps of discarded cloth,

Although a great many cultists choose apparel suited to their station
and role within their cult, the limitless variations, differences of
dogma, and even ideas prompt many to dress themselves in items
that reflect their deep devotion in the hope of achieving a greater
connection to their God. Priestesses of Verena, for instance, may
strap a dozen or more weighty tomes to their backs to make them
accustomed to bringing their eyes closer to the manuscripts they
examine. More broadly, many cultises take to wearing animals sacred
to their Gods—priests of Manann can be found all over the north
wearing fish on their heads, while others may hang the carcass of
other animals that may have symbolic representation, which in most
cases is known only to the priest. The famous friar of Ubersreik, in a
moment of divine inspiration, plucked a pig from the sty and placed
the poor beast on his head. As if by some miracle, the creature did
not leave or struggle to let go, though it was later discovered the
priest had applied a heavy streak of glue on his bald pate.

A great many priests, especially those with a Hair for the dramatic,
are known to keep puppets so they can put on a performance
whenever they are in areas that are troublesome. The priest may feel
an impulse to remind Old Worlders why it is important to show
the proper respect to the Gods, Such demonstrations have success
with the peasants and the uneducated, but in lands where Chaos
and wickedness hold sway, there is rarely anything lefr after the
show except for a few pieces of cloth and chunks of quivering flesh.

Orther cultists may preach on street-corners, wearing sandwich
boards that may contain extracts of holy texts, nailed body parts,
feathers, or chunks of flesh (ham being a papular choice in
Wissenland, where swine are preferred over sheep). Frothing in
religious fervour, the priest finds a high place and beseeches the
Gods for their mercy, while offering rude punishments to those

whom the priest finds lacking.

For more information on the ritual clothing of each specific cult,

see Chapter IT;: Old World Cults.




TaBLE 3—3: RANDOM CULTIST CLOTHING

Clothing makes the person. The following rable can be used to individualise a cultist’s ritual garb. Not every result is appropriate for every
cult, or even climare, and you should re-roll results that are counter to the cultist’s status, lifestyle, or the climate in which they live.

01-05  Ritual YImoo: Only: 'The culnst shuns clothmg and goes about naked Ins:cad his body is covercd wuh [arro0s proclalmmg
his faith.

11-15 Hng! Footwmr The culust wears hugc, heayy boots or shoes to symbolise their burden. '[hc cu]usts Mo»emcm
Characreristic s reduccd by 1

21-25 Fxtremcly Tg/:: Ct'otbmg 'ﬂie culnst wears hls clothmg very nght around his bodv On male culusts thls is sometimes
rchrred to as wcanng sparrow smuggiers‘

51-55  Warker's Gart: The cultist’s clothing is tailored more in the manner of a blacksmith, carpenter, or other practical trade,
though it is still dccorated with the symbols and colours of his cult.

61-65 Fnrergmrs Garb: For whatever reason, the culusr wears clothmg wuh stvlcs from Brctonma, Tllca, Arabv, or some other
dlscant land Most people view chls with suspicmn, resulnng in a —5% pcnalty to Fellowshlp rolls dunng ﬁrst encounters.

71-75 Out of Style: Although it's hard to go wrong wxrh a simple robe, the choice of style, cur, colour. or manner of wearing hls
clothes, the cultist wears dothmg that is horrlbly our oF style.

81-85  Outlandish Footwear: The cultls: wears huge, ornate shoes or boots wuh curled toes, exceedingly long points, or other
interesting, but impractical aspect.

98 Sille: The cultist wears robes or clothing made from the precious silk imported from far-lung Cathay. The clothing could be
in pristine condition, or soiled and ripped.

00 B[a:pbemy’ ']'he Culnst wears some do:hmg covcred in the words and pictures of a forblddcn cult or Rumous I’ower. She
keeps it hidden beneath her respectable garb. Lkt

T protective of their talismans, and never willingly part with them
ALISMANS unless they deem it necessary by their God. However, many cultists,
especially those of the more martial Gods, like Sigmar and Ulric,
take their talismans into battle with them, thus exposing them to
damage, loss, or complere ruin.

Most Old Worlders wear talismans of various kinds to show their
faith, garner the goodwill of the Gods, or hope to generate some
positive effect in their life. Talismans come in many forms, from
simple necklaces to farge, unwieldy objects that are dragged about A good rule of thumb to remember is thar the larger, bulkier, or
behind the cultist as a sign of their faith. Cultists are extremely even painful the ralisman. the more zealous the cultist (for more
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3—4: RaNDOM TALISMANS

Roll on the following to determine one or more talismans carried by a cultist. Re-roll any resule that comes up with an inappropriate
ralisman for the individual in question.

i

Head Cage: The cultist wears a cage thar fits about his head, to show his piety and sacrifice. The cage provides 2 AP to the
cultist’s head, although its bulky design imposes a —5% penalty to the Agility Characteristic when worn.
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11-15  Back Torches: The cultist wears a special harness that allows two or more iron torches to be worn on his back. This assembly
adds 10 points of encumbrance. It is meant to illuminate the truth of the cultist’'s God.

culrise. | : I

21-25  Extensive fewellery; The cultist wears an inordinate amount of jewellery, proclaiming his faith, The actual value of this

adornment depends on the wealth of the cultist.
4 ! | !

31-35  Rune Covered Skull: A human skull, possibly of an ancestor, revered teacher, or fallen enemy, covered with runes and holy
seriptures.
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4145 Massive Headdress: The cultist wears an enormous hat, crown, or other imposing headdress, covered in the symbols of his

51-55  Censor; This large censor continually wafts pungent incense. If used in combar, the censor is treated as a Poor cr.
and has a 10% chance of shattering on a successful hit.

Torch: The Culrist carries an immense metal torch that seands at least six feet tal

considered a deeply sacred act and should take at least one hour to do so.
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71-75  Massive Tome: An incredibly large holy book of the cultist’s faith. It adds 10 points of encumbrance, and must be hauled
on the shoulder or strapped to the back for easy carrying.

81-85  Chains: The cultist wears several heavy chains, adding ac least 10 points of encumbrance, to indicate his spiritual burden.

) il il I

98 Magic ltem: The cultist’s ralisman is acrually a functioning magic item (see WFRP, or page 248). The cultist may or may
not be aware of the power it contains

00 Blasphemy!: The cultist carries a symbol of one of the Ruinous Power and is in league with their cult. Alternatively, roll
again on this rable—the cultist is unaware that the talisman he carries is actually rainted by Chaos.
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information on zealots, see Chapter IV). While impractical, carrying
a large or obvious talisman is a sign to both their God and to the
world at large. Despite these odd sights, most citizens view this bizarre
behaviour not with derision, but respect, although most people wisely
steer clear in case the cultist in question is actually insane.

Unless otherwise indicated by the GM, talismans have no intrinsic
ability or power, other than to demonstrate a firm convicrion by the
wielder. Alrernatively, a talisman may funcdon as a Lucky Charm
(see Old World Armoury: Miscellania and Militaria, page 74) or even
a relic (see page 247). These should be exceedingly rare, however.

Talismans and Damage

There may be times in which it's important to know if a talisman
becomes damaged in combar. lalismans that are worn, such as
phylacteries. necklaces, and other tiny objects, are exempt from
this problem. However, for big idols, tomes mounted on poles,
and other large items, you may want to assign @ number of Wound
and Armour Points to them. Remember, however, that talismans
are rarely designed with combat in mind, so GMs should use their
judgement in whether an object, even if it is made of a certain tvpe
of material, warrants AP or high Wound Points.

ALTARS

Almost everyone in the Empire has an altar of some kind in or near
their homes. For the poorest of citizens, these altars are modest—
little more than a tiny, handcrafted icon sitting on a shelf or small

\ TABLE 3—s: TALISMANS,
ArMOUR PoINTS, AND WOUND POINTS

Poines, | Wound Points
) Paper 0 1
Leather' il 0 il il

J Wood 1 3 |
{ Snme 1] 2 ; ‘ 5—6 |
| Book/Tome ] L
e,
« Silver 1 34 J
| Gold ' 0 (lalls |

pedestal adorned with objects pleasing to the God in question.
Nobles, high priests, and other wealthy individuals often have
altars crafted from precious metal, rare woods, and adorned with
masterful paintings, statues, and mosaics of the Gods.

Alrars are places for either the family to gather in prayer, or for
solitary contemplation. As a result, altars are highly individualised
and often adorned with precious objects—typically the finest and
most expensive objects in a household. Cultists, who lavish them
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TABLE 3—6: RANDOM ALTAR ASPECTS

The following can be used to ascribe some particular aspect to a given cultist’s altar. Re-roll any result that comes up with an
inappropriate altar aspect for the individual in question.
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01-05 Rare Témr The .a,ltar bcars a tome long thoughr lost or cuvcted by members of Lhc owner’s cult. A Challengmg
(—~10%) Academic Knowledge (Religion) or Academic Knowledge (Theology) Test reveals the book for whar it

11-15 Tidy: The altar is extremely neat, with everything lined up to exact measurements, and is devoid of dust. Metal
ob}ccts shme from frequent pol:shmg, and the colours of paintings stand out.

31-35 B/ood Oﬁeng A bowl of human bload sits on the altar or the altar is covered with spilt blood This blood
could be fresh or dried.

4145 Generous Oﬂmng; The altar is covered thh all manner of fine or expensive offtnngs About 2d10 ge worth of
coins, gems, and fine art lie in offering to the divinity.
1 g y 1 e

51—55 S:mrzee Objects: The alear has some odd items that do not seem to have relevance to its theme. For examplc‘
broken astrolabe, a mummified clf hand ora glass spherc witha cunous internal crack

61-65 Amnm/ O_ﬁ"ermg;. Dcad rabbits, birds, squlrrels, or even largcr animals lie across the altar as a sacrifice. Thev
could be freshor begmnmg to decompose, filling the room with their stench.

81-85 Skuflf The altar be:ms several humanmd skulls. These skulls could have belonged to fanulv members, mentors,
children who perished, and the like. Many of these skulls are adorned with sacred words and symbols.

91-95 Defaced: Thc altar has been defaced in some manner—paintings are scmtched 1dols broken, and profane words
spcllccl out on its surface wrrh paint or blood

98 Rare Ieon: The altar bears a famous icon that has been considered lost or has some great history about it. Priests
of the cult would be very interested in obtaining the icon for their temple.

00 Blasphemy! The altar has some aspect to it that is blasphemous in some way. This could be as blatanc as an idol
to one of the Ruinous Powers, or its items are arranged in such a way that it spells out a profane or unholy
word when viewed from a distance. It's likely thac the cultist worships some forbidden God.




with offerings in order o appease the Gods, prize their altars. It’s
considered both unlucky and unwise to keep a slovenly altar, as it
reflects on how the cultist views the deities, Considering how most
people keep altars to many of the Gods in and about their home,
it's natural for some to receive more attention than others.

Cults encourage their followers to keep and maintain altars, and
sometimes provide basic materials and simple idols, statues, or
paintings (for a small or reduced rate} for those thar cannor afford
such things. Still, even the poorest citizen keeps ar least one altar,
adorning it with both homemade and found objects. A simple spray
of Aowers to Rhya. or a worn hammer retrieved from a blacksmith's
scrap pile dedicated to Sigmar, are often all it takes to make an alrar.

VENERATED SOULS
OF THE EMPIRE

Just as Sigmar began his existence as a mortal man who elevared his
status to that of a God, so too are there other people that are held
in extremely high esteem by the citizens of the Empire. Although
no other person in "recent” memory has achieved the same status as
Sigmar, those individuals that show unparalleled piety, belief, and
force of will are treated as demi-Gods by many Old Worlders.

Although they go by many other titles, the most common moniker
attached to these esteemed individuals is “Venerated Soul.” Another
popular title is “Pious” and the two can be used interchangeably.
While Venerated Souls are obviously held in the highest regard
within the cule they belong to, they are almost universally respected
among all the people of the Old World, due to their vigilance, deep
faith, and sacrifices in the name of their God. However, there are
rimes when one person’s Venerated Soul is another person’s heretic.

Each cult has its own methods of determining what makes culrists
venerated members. Regardless, prospective individuals must show
unswerving faith, strength in the face of adversity, and typically
some traits of martyrdom. The more martial cults, such as those of
Sigmar and Ulric, pull their Venerated Souls from warrior-priests,
mighty generals, and dedicated cultists who perished in bartle
against unspeakable odds. The Cult of Shallya chooses those who
put the lives of others far before their own, curing ills despite the
odds, or bringing solace to the worst cases. Verenans choose their
Venerated Souls from the most respected scholars and orators,
while the Cult of Manann picks the hardiest of seadogs who have
survived innumerable hardships on the waters,

Venerated Souls form minor pantheons beneath the banner of their
patron deity, representing some historic event or narrow focus.
There are Venerared Souls for the protection of children, martyrdom
n battle, hearth fires, the prosperity of scriveners, and thousands

of other things, some of which thar are so obscure as 1o be almost
ludicrous. Needless to say, the vast majority of these Venerated Souls
are known or recognised by others of their faith, although there is
usually only a handful called on with great frequency.

SAMPLE VENERATED SOULS

Described here is a small sample of some of the Venerated Souls
found throughout the Empire. As mentioned before, not all of

them are well known or worshipped by all culrists all the time.
However, it’s a safe bet that almost every act or situation has a
patron Venerated Soul tied to it by one of the cults.

Brother Shawl

The man remembered as Brother Shawl was a simple initiate who
served in Nuln's Gardens of Morr some three hundred years ago.
He led a rather unremarkable life, and perhaps would have been
overlooked had it not been for his unusual ralent for fashioning
gravestones. He could take ordinary pieces of marble and sculpt
them into the most fascinating shapes, In his carly years, he spent
most of his time chiselling lifelike ravens from chunks of obsidian.
When he finished, he would place them on the headstones of
particularly worthy guests, and it wasn't long before the Gardens
were full of these exquisite pieces.

As he aged, he spoke less and less, and whenever a new guest was
brought to the vaults for preparation, he would spend hours on

a stool warching his fellow priests work. When the sun set, he
would retreat to his shop, where the sounds of his labour would
echo until dawn. When the priests awoke, they found a sculprure
of the recently deceased, fashioned in such a way as ro reveal the
how person appeared at the moment of death. Disturbing, but

also believed to be created by divine inspiration, the Morrians
allowed Brother Shawl to continue his work, and soon a number of
macabre pieces joined the black ravens.

Brother Shawl’s life came to an abrupt and startling end when he
happened to sculpt a young woman who was fished out of the river.
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No-one knows what the piece was to look like, because when the
priests came to see the latest work, they found the statue shattered and
Brother Shawl crumpled on the floor, his head crushed by one of his
treasured ravens. The cultists filed our, arguing amongst themselves
about the implications of the murder, when one looked out onto the
Gardens. There, all of the obsidian ravens came to life and took wing,
cawing a name over and over. The name turned out to be Rudalf, a
fellow priest. It turned out that Rudolf made nightly ventures into
the streets to murder young women of the Shantytown. With such
damning evidence, Rudolf confessed to everything, claiming that
Brother Shawl had carved his name in the statue’s head for all to see.

Given this miracle, Brother Shawl was elevated to the status of a
Venerated Soul and a small icon of him stands in the centre of the
Gardens. Each month, an unkindness of ravens alights on his head
and arms, shrilly calling the name of Rudolf to remind all of the
dastardly deed committed on holy ground.

Old Worlders who inter a wrongly slain loved one in the Gardens
of Morr sometimes stop at the icon of Brother Shawl to pray for
him to reveal the identity of the deceased’s killer. In most cases, the
statue offers no clues, bur every decade or so, a raven appears and
whispers the name once, before falling to the cobbled ground and
shattering into pieces of obsidian.

.

Whilst the Player Characters are in Nuln, word spreads through the
city that the Morrians promise to pay a hefty reward for the missing
head of one of their statues. Soon after, there’s a long line to the
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Chapter III: Folk Worship

Gardens of Morr as everyone in the city has something they believe
{or hope to pass off) as the head of the statue. Eager peasants hold
wooden blocks, gourds, stone animal heads, street signs, sides of
beef, stone skulls, stone heads, stone hands, and whatever else they
could find. Naturally, the priests grow extremely frustrated and
soon after, they turn everyone away.

A few days later, the Kaufman District is plunged into fear as some
madman goes on a killing spree. The bodies start piling up and

the watch doesn't have a clue about what's going on. A few shrill
madmen claim that the culprits are actually the Skaven—all to the
derisive laughter of the locals, while others suggest that it’s the work
of a necromancer, or maybe even the Ruinous Powers.

In truth, the murderer is nothing more than a Nulner psychopath
who was fired from his job as a foreman in the forges across the
river. Born in the city, and a devout follower of Morr, he knew all
about the supposed powers of the statue’s head. He wanted revenge
on all the people he blamed for the loss of his job—people that
include shopkeepers, old loves, old friends, and family members,
but he feared to act whilst the statue was intact. So, he snuck into
the Gardens, broke off the head, and hid it in the Maze. Since the
first few murders, he’s acquired a taste for killing and he has no
intention of stopping.

Gisela Saaur

According to local legend, there was a healer in the small town of
Ferlangen in the province of Ostland. A devout follower of Shallya,
Gisela Saaur gave her life to casing the suffering of the afflicred,
injured, and dying. In those days, there was much suffering to go
around, since the world lay under the pall cast by the Black Plague,
and the dead filled the streets. So many were the corpses that the living
were outnumbered, and it was simply easier to burn the dead in their
homes rather than to brave the dangerous vapours. Unfortunately, the
fires claimed as many dying as they did dead, and some whispered that
the living and healthy were also killed by the cleansing fires.

What made Gisela stand out from the other selfless clerics was

her willingness to treat the sick directly. She helped many victims,
venturing into the worst-hit neighbourhoods even though the risk
to her own life was great. Her treatments were unusual and met
mixed success. Though remembered for her work lancing buboes
with her sharp pins, she also experimented by rubbing rats against
the afflicted victims, feeding them lye to cleanse their insides, and
other bizarre treatments.

‘The healer never realised thac despite her self-sacrifice and good
intentions, she was actually spreading the disease. She was part

of a small sect of Shallyans who believed it was wrong to remove
one’s clothes, since their attire ensured that contagion could never
come in contact with naked flesh. Since she wore the same garb,
she never knew that her own body was covered in boils, weeping
wounds, and corruption. Each time she pierced the victim’s flesh
with one of her needles. she infected him with any number of
ailments. The locals had no idea, and if someone told them. they
would have refused to believe it anyway.

And so Gisela worked as the town died around her. It wasn’t
until a witch hunter of Sigmar passed through the village and
sensed something wrong in the kindly priestess that the truth was




revealed. He clapped her in manacles and imprisoned her, while
his interrogators inspected her body for signs of corruption. To the
templar’s surprise. the woman was profoundly ill. To save the town,
he had her burned at the stake rather than let the plague spread.

Unfortunately for him, he never related his findings to the
people, and they, in their despair and outrage over their healer's
execution, pulled the man from his saddle and tore him limb
from limb. A few months later. when the plague ran its course,
an educated noble happened upon the witch hunter’s journal and
discovered the truth, When he spread word of what he had found,
the townspeople refused to believe that the woman was actually
the cause of their suffering, and suggested that it was her sacrifice
to the puritying fires that saved them. To commemorare this

act, they petitioned the Cult of Shallya to name her a Venerated
Soul, claiming that her death spared the town—a true miracle.
The noble argued against this but was silenced. Since there were
no other voices of dissent, the Cult of Shallya named the temple
in the communiry after her, and installed a small shrine near che
door. Gisela’s most ardent followers have left a number of long
needles so they can prick themselves to invoke the blessing of
their Venerated Soul.
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A band of pilgrims make ready to leave Ferlangen for Couronne in
Bretonnia. Since the journey is perilous, requiring the pilgrims to
pass through the Forest of Shadows, the local priestess of Shallya hires
the PCs to accompany the group to ensure their safe passage to the
distant bastion of the Bleeding Heart. The pay is good and there are

a few lookers in the bunch, and everyone knows about the devour of
Shallya... needless to say, it shouldn't take much convincing.

What the PCs don't know is that some of the pilgrims are followers
of the Venerated Soul Gisela Saaur, and the more dedicared followers
wrap themselves from head to toe in the white cloth of their
particular order. Who knows what lurks beneath all those clothes?

[n any event, the PCs and the pilgrims set off on their dangerous
journey, following the Middle Mouneains until the band crosses

over into Nordland. Aside from a few encounters with Beastmen
and errant Mutants, the trip is more or less uneventful, unil people
start disappearing. A few missing members might go unnoriced, but
after several days and the loss of an equal number of pilgrims, even
the most oblivious Character should note that something is wrong.
However, there aren' any clues, and no one seems to know anyrhing.

In truth, one of the pilgrims is extremely sick with the plague. She
believes the suppurating wounds are actually signs of the Venerared
Cultist’s blessings, and she, in her delirium, thinks she has the
handprinc of the Soul on her thigh. She makes the journey to seek
guidance from the Most Holy Matriarch Lisegund, but her efforts
at discretion have failed. A few of her fellow pilgrims have caught
wind of her stench and confronted her. Rather than exposing her
blessing, she’s clubbed the pilgrims and left them tied up in the
forest behind the party.

The Characters might also notice that their supplies of rope are
diminishing as well, and there may be a connection with the

vanishing pilgrims. It's just a matter of connecting the dots to figure
out who is in fact behind the trouble. Once they reveal the plague-

ridden woman for what she is, the remaining followers of the Giscla
rise up in her defence, exclaiming thac she has been chosen by the
‘enerated Soul. The rest of the pilgrims are not as impressed. This
puts the PCs in a difficult spot since the woman's allies refuse to
travel withour her, the discased woman refuses trearment, and the
rest of the pilgrims refuse to go on with her. And then there’s the

matter of the missing pilgrims.. ..

OrtHER VENERATED SOULS

The following Venerated Souls offer further examples for you to
develop as you wish.

Adelbrecht Prock (Taal and Rhya)

The Cult of Taal and Rhya claims he fed 1,000 peasants with his
clever foraging talent. He died shortly after he became ensnared
by a bear rrap. He gnawed his own leg off and bled ro death as he
crawled a few dozen yards away. He'’s most popular in Kiisel, but
shrines to him are scartered throughout north-eastern Talabecland.

As patron of lost sailors, Angus the Black is particularly popular in
Salkalten, where it’s said thar when a ship went down just off the

coast, he swam out to sea and recovered the whole crew. He died
three weeks later from consumption.

Dieter was elevated as a Venerated Soul after his daring efforts
1o expose and destroy the Huyderman crime ring in Nuln.

Ignoring the death threats and scorning the other prosecutors who
abandoned him as the case began to fall apart, he was eventually

found murdered in his chambers, his tongue pulled out of his face
and nailed to the top of his head. He ascended 20 years later.

Eckhardr the Brave (Sigmar)
The town of Ubersreik pays homage to their personal Venerated
Soul each year by publicly execurting a criminal in their town
square. The victim is branded with the twin-tailed comet and
placed in a small box with an angry swarm of bees. Whilst
considered cruel, and certainly unusual by other Reiklanders, the
townsfolk do this to commemorare Eckhardt, a travelling judge.

who died in the same way when he tried to pass judgement on a
well-known outlaw that prowled the Reikwald.

Grerchen of Woe (Morr)

Only two people survived a Greenskin atrack on a now-forgorren
village somewhere in Averland. Gretchen, one of the survivors,
knew her duty, and rather than fee, she urged the other survivor

to aid her in burying the dead and giving them the proper
observances. For three weeks the two laboured to put the bodies in
the ground, but neither had any food since the foul Ores took what
they wanted and burned the rest. To give them strength, Grerchen
carved pieces of her flesh from her body to give to her companion.
At the very end, when the last person was buried, she gave the last
of her flesh to her companion so the world would know what true
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A particularly famous thief in Altdorf, in life Gunrar the Swift
claimed he could break in anywhere he chose. A priest of Ranald
bert the arrogant youth that he could not break into the Emperor’s
palace and steal a kiss from the Empress. The youth agreed, and

he departed. Hours later, the priest saw the burglar flecing down a
street, but on his cheek he bore the rosy mark of the Empress’s kiss.
He was drawn and quartered at dawn.

Sigmund Zweiger (Verena)

Those striving to enter the legal profession often keep amulets
bearing the mark of Sigmund Zweiger. He is the patron of law
clerks, having been one himself. Though he died before he was
raised to 4 full litigator, he was instrumental in exposing a cell of

Chaos cultists amidst the local cult of Verena. Some whisper thar
the Verenans actually executed the hero, and then raised him to the
status of Venerated Soul our of guilt.

Ranalt Waldhauss (Taaland Rhya)

During the Great War Against Chaos, a scout and hunter managed
to track down and kill thirty Beastmen ravaging the town of

MmNor Gob OR VENERATED SouL?
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Ihe diversity of Gods, minor Gods, and Venerated Souls of |
the Gods in the Empire can sometimes get confusing. What [
is considered a2 minor God in one province of the Empire ‘
may be considered “merely” a Venerated Soul, or less, in
other places, or even an aspect of one of the main Gods
in another. For travellers, this difference berween how an
entity or person is revered can cause a tremendous amount
of confusion. Asking the priests of various cults rarely helps, I
either.

If a2 Character is serious about sertling the debate, one option |
that they have is 1o go to the Temple of Verena in Aledorf. {
Within its massive library of tomes and scrolls, there is a

complete list of all the Venerated Souls recognized by the ‘
Empire. These are the “official” personages recognised by |
the Empire, (see A Champion of the Gods), and may not
include those individuals worshipped and respected by the
common folk, but still not yer recognised by the Grand
Conclave of Cultists. To be able to view these official records, '
however, requires both good connections and a Hard (-20%) L
Fellowship Test—the priests are wary of letting just anyone ’
sift through the sacred texts.

For the most part, it is up to the GM to determine if a [
particular deity falls into the categories of minor God,

Venerated Soul, or aspect of the main Gods, In practise, this

has little impact on how people pray to these entities or the
benefits they receive, although whom a person prays to may

have a great impact on how others around them perceive their

beliefs and faith.

Bechafen. Upheld by trackers and lone hunters, the locals have
since forgotren that he was slain ten years after his heroic deed,
branded as a Murtanc.

A CHAMPION OF THE GODS

Characters may strive to embrace the teachings of their patron deity
in the hopes that they, one day, join the ranks of the Venerated
Souls. Ironically, however, those that actively try to become one
rarely do. This is because gaining the status of a Venerated Soul is
exceedingly difficult, and invariably involves the martyrdom of the
person involved.

One of the purposes of the Grand Conclave (see page 29) is
debating and choosing new Venerated Souls to be officially
recognised by the cults, and thus, the Empire. To be included in
this list, a contender must have performed either some single,
notable act or lived a life of impeccable devotion to his or her
deity. Martyrdom factors heavily into this decision, as it proves
that the Cultist died while sticking to his faith and principles.
Also, there must be irrefutable proof that the person in question
performed some form of miracle—there must be witnesses,
written accounts, or physical evidence of some kind. Verifying
the proof of these miracles can take years, even decades, and as

a result, most Venerated Souls are named long after their death.
There are extremely few instances in which a living person

is so named and usually this happens while they lie on their
deathbed. In addicion, the Grand Conclave must be unanimous
in their decision to name a new Venerated Soul. Considering the
numerous political and religious implications of naming someone
without full support, members of the Grand Conclave are very
careful in their voring.

A contender is usually chosen for a vote due to overwhelming
public pressure and reverence. If priests are constantly invoking the
name of some cultist that exemplify their God's tenants, then the
superiors of the cult are bound to listen eventually and bring the
name up ar the next Grand Conclave. Again, this petitioning may
take years to come to fruirion, and given the fickle nature of the
citizens of the Empire, someone popular today may not last the test
of time for them to be chosen as a2 Venerated Soul.

PRAYING TO VENERATED SOULS

There may be times in which a cultist prays to a Venerared Soul
rather than their specific deity such as praying to Thea Disl| (see
Venerated Souls sidebar) when protecting his home from the
predations of Greenskins. In most cases, praying to a Venerared
Soul has the same results as praying to a deity, as the Venerated
Soul gains her power from the deity in the first place.

If the GM feels that the prayer is directed to the correct Venerated
Soul and for the right reasons, that prayer could be answered in the
form of a Blessing (see WFRP, page 171). Alternatively, praying to
the appropriate Venerated Soul fulfils the same requirements of an
Ingredient in a Divine Spell.

Because the power of the Gods is fickle, and the power of the
Venerated Souls is tied to them. there is no guarantee that any
blessing or bonus will be awarded.




5 o

N

SigmardisitherelwheriwelwokeStherelwhenwelear
indimolbodylstoplidfromldistractngtmesSig mardi

prer IV: Extremes of Faith

= Lt

n the Warhammer world, the Gods are not moral pillars, beacons

that guide mortals towards a particular path of behaviour, but rather
are beings of incredible power, who if nor placated can bring ruin and
destruction to the lives of ordinary people. When something goes
awry, when unfortunate events occur, most Old Worlders believe the
Gods are somechow angry, and therefore visit their displeasure on the
mortals that somehow displeased them. Since the Gods are fickle and
inexplicable, mortals turn to priests for guidance on how they can
best appease their divine patrons, and to ensure their fortunes remain
good. However, some take their faith further. Some believe, for one
reason or another, that they have the true story, have some inspiration

or revelation into a God's motivations. [t is from this often misguided
view that fanaticism arises.

There are two general expressions of religious extremism, though most
arise from an unhealthy obsession with a single God. The frst are the
flagellants, individuals that scourge themselves to achieve clarity about
their deity as well as to prove their devotion and worth, so as to gain
divine revelation and to gain the boon that vitimarely brings them
closer to the object of their obsession. The second are zealots, who are
those who elevate their patron above other Gods and set out to spread
their beliefs and devotion, often at the business end of a flail. Perhaps
surprisingly, these two kinds are about equally common.

— THE Reasons WHY —

People become extremely pious for a reason. They may claim
it is the only possible response to the state of the world, bur
thar cant be right, because most people are far more moderare;
lukewarm,” some might say. All the reasons are individual, but
they fall into a few broad types.

TrRAUMA

The most common reason for a sudden increase in piery is a major,
life-changing event. This almost always has negative aspects, but
there are exceptions. A burgher lost in the wilderness might survive
on berries and stream water, and come to a deep realisation of

the holiness of Taal, for example, whilst someone who survived a
blizzard without injury might feel Ulric had called them to some
particular purpose.

Even when the experience is negative, the piety can focus on a
positive aspect. For example, someone who nearly died of disease
but was healed by the priestesses of Shallya might well become a

fanartical follower of the Bleeding Heart, while someone who was
sure they were going to drown at sea bur, instead, was cast up on
the shore could turn to Manann.

Most people, however, become completely devoted to a God
because of a wholly negative event; their family were all killed by
Ores, a plague destroyed their village, or famine led to starvation.
By fastening onto a deity. they find some meaning in their lives.

Trauma can lead to either kind of fanaticism. Those who believe

a God has chosen them are very likely to become zealots, while
those who believe that they were somehow to blame for the
disaster that struck them are more likely to become flagellants.
This depends on the personal reaction to the event, rather than on
the narure of the event itself. A man whose family was slaughtered
by Orcs might decide Sigmar spared him to kill all the Ores.

or that the Ores were allowed to atcack as punishment for his
crimes. In the first case he would become 2 zealot, in the second a
Hagellanr.
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TABLE 4—1: CAUSES OF EXTREMISM

Roll
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Entire family wiped out by Orcs; survived because the
Orcs assumed she was dead under the pile of Orcs
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every time he f’nlcd in his religious duty.
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bo(h o purge her crimes md to bc abovc stlsptcmn

UPBRINGING

Some people are raised to be fanatics. This is perhaps most
common among Temple Wards, who are raised by the priests of the
Ged, but it is also found among those with very pious parents. The
true believer’s outlook is strongly shaped by his upbringing, and
that determines whether he becomes a zealot or a flagellant. A girl
raised by an obsessive scholar and devorted Verenan, for example,
might become a zealot devoted to protecting books from those who
would harm them, or a flagellant constantly punishing herself for
the failings of her memory.

REACTION

Reaction can be the opposite of upbringing. A child raised in a
noticeably impious household might react by going to the opposite
extreme. Such people are more likely to become zealots, focusing
their righteous wrach on their own family to start with.

Alternatively, someone who came very close to corruption,
without actually falling, might become a fanatic both to cleanse
his own soul and to distract the atrention of the witch hunters.
These people are most likely to become flagellants, as they feel
that they should be punished. Those who actually did fall, and
now want to escape the consequences, are more likely to become
zealots, as no one could suspect the zealous witch hunter of
collusion with the Ruinous Powers. While some Chaos cultists
fake zeal, the genuinely repentant often display passion as genuine
as anyone else’s.
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Some preachers are very persuasive, and can convince people to
renounce their previous life for one spent touring the cities of the
Empire while flogging themselves. Others just say something that
speaks so strongly to a member of the audience that it changes their
life forever, A few preachers are even somewhat uncomfortable with
the effects that their words have, but saying as much to the faithful
can result in accusations of heresy.

D1viNE REVELATION

Some people believe a particular God has called them. personally,
to live a life of asceticism, or to cleanse the world of some taint or
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other. The Gods of the Old World do occasionally speak directly
to their followers, so people are a little cautious about labelling
these people insane right away—but only a little cautious. The
odds are in favor of the fanaric in question being raving mad,
after all.

SCHOLARSHIP

Scholarship is the least common route to fanaticism in the Old
World, as it requires the ability to read. The student becomes
wrapped up in a particular interpretation of the God's teachings,
and finally decides to devote his entire life to following them. This
can lead to absolutely any form of fanaticism. The stunted literacy
rate of the Empire probably keeps a lid on many heresies.

— MOTIVATIONS OF THE TRULY Pious —

he reason why someone becomes a true believer does not

necessarily bear much relation to their motivations once they
believe. The differences between devotees of different Gods are
obvious (and discussed in detail below), burt there are also broad
classes of fanaticism that cut across the choice of God to follow.

It is important to remember that torturing someone to death for
having inaccurate beliefs abour your God is not fanatical behaviour.
That is entirely proper and respectable, as long as you have the
backing of your whole cult.

THE PROPER BELIEVER

The proper believer is utterly convinced that they exist under the
constant scrutiny of their God. As such, they believe they face
punishment if they ever fail at following every stricture imposed by
their cult, and so chey follow the cult and its precepts absolurely.
They believe that by properly doing so, they will please their God.
or at least avert his anger.

As a resule of this fanaticism, proper believers have ditheulty
interacting with others who do not subscribe to their extreme
positions of faith. For one, they are extremely critical of others who
do not abide by the same strictures as they do. As well, since they
are utterly consumed by one God-—they do believe that their God
is warching after all—they devote nearly all of their energy into
serving their parron. Finally, religious observance takes precedence
over everything else. That includes obeving the law, getting our of
the way of attacking Beastmen, and even earning money to eat. It is
common for such characters to end up as mendicants or martyrs.

The cult authorities often encourage these fanatics, because most
believe in obeying priests, and they ser a good example. They are
particularly common among followers of Manann, Shallya, Taal,
and Verena.

TRUE AND FAITHFUL SERVANT

Another aspect of religious extremism is the true and faith servant.
This individual is utterly convinced of a God’s power, believing the
deity is somehow greater, more powerful, and far more important
than the other Gods. Since the God has chosen the priests of the

cult to act on his behalf, the priests have some of the God's power.
Therefore, these priests must be obeyed as if they were the God
himself.

On the whele, the cult authorities like these kinds of fanatics. They
make useful servants, and dupes for more dubious activities. They

are particularly common in the cults of Myrmidia and Sigmar, and
are basically unheard of among the followers of Ranald and Verena.

I’M Nor WORTHY

This kind of fanaric is convinced that they somehow offended or
dishonoured their God. If they don't find some means to expiate
themselves from their crimes, they will face some horrible turn

of events, some grievous misfortune thar manifests the God'’s
displeasure. Flagellants are often driven by this morivation. but they
are not the only ones.

These fanartics are driven by two desires. First, they want to avoid
angering their God further. This often leads them to focus on
religious activities, as the God could surely nor objecrt to that.

Second, they want to atone for their previous misdeeds and avere
disaster. True flagellants seek to atone by beating themselves, whilst
followers of a martial God might throw themselves into battle.
Followers of Shallva might go to plague zones to treat the suftering,
and die of the plague in expiation of their wrong.

‘The cult authorities are very ambivalent about these people. On
the one hand, they serve as examples to remind the rest of the flock
of the dangers of displeasing the Gods. On the other, they are very
disruptive, with their constant cries of repentance, and they neglect
parts of the faith that are also very important. Many high priests
try to channel and limit these people, but few actually forbid the
practises.

Such conviction is particularly common amoeng followers of
Sigmar, with Manann and Shallya not far behind.

ENEMIES OF GOD

Some fanatics focus on destroying the enemies of their God. Most
often, this zeal rranslates into military activities, but some seek out




more subtle enemies, the enemy within, to destroy. These zealots
see their mission as divinely ordained, and believe anyone who
obstructs them, or tries to protect their targets, is clearly an enemy
of their God. and thus deserving of death.

In general, these groups of fanatics are the most dangerous to
those around them. Some are genuinely insane, and pick out
enemies of their God based on signs visible to them alone. Most,
however, are just stable enough to count as sane, and many

cults value such people as potential templars. If their zeal can be
directed, their single-mindedness and dedication are extremely
vajuable.

On the other hand, those who look for enemies within are generally
accidents waiting to happen. They are capable of slaughtering entire
villages, or mounting an assassination campaign against the cult
authorities. The Cult of Sigmar has most experience of controlling
such fanatics, as many, perhaps most, of the witch hunters follow
this brand of zealotry. Even the Sigmarites are vigilant for signs

of this fanaticism in the Order of the Cleansing Flame, however.
‘There have been a number of unfortunate incidents in which whole
temples were wiped out for “heresy.”

Myrmidia, Sigmar, and Ulric are most often worshipped by fanatics
of this sort, but Morr is probably the next most popular deity.
Morr's fanatics focus on the Undead and necromancers, and the
cult controls them by making sure thar they can tell the difference
between Undead and simply not dead.

DrEPER UNDERSTANDING

Fanatics with a deeper understanding believe they have discovered
something important about their God thar is not generally
understood. They combine this with the belief that they need to tell
people about their discovery, to reform religion or to prepare people
for the coming disaster. A priest who believed he has found the
incarnation of Sigmar would fall into this category.

These zealots vary a great deal depending on what they think
they have discovered, and the attitude of the cult hierarchy varies
accordingly. All are seen as dangerous madmen, so their tolerance
for such individuals affects they way they are handled. Those
who preach thar the hierarchy should be overthrown are always
persecuted with great vigour, while those who want to establish

a new festival might be adopted by a high priest who can see the
potential for collecting a whole new ser of offerings.

Some of these zealots believe they received a revelation from their
God, while others claim to have found secrets in ancient writings,
or in an abandoned temple. They do not, on the whole, claim to be
receiving ongoing revelations.

This type of fanaticism is most common in the Cult of Verena.
Indeed, some outside observers suggest that every Verenan is a
fanatic of this sort. It is also common among followers of Ranald
and Taal. Sigmarites tend to deal with such madmen very quickly,
so there are few in thar faich.
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CLOSE, PERSONAL FRIEND

It is a commonly held belief that the Gods sometimes descend to
the Old World to take a direct hand in mortal affairs. Whether
they appear as depicted in paintings and statues, or assume another
form, such as a stag, shower of fish, or even an oddly shaped
mushroom, there ar¢ those who claim to have mert them, or, in the
case of prerty farm wenches across the Empire, be carrying their
children. These individuals believe they have a direct line to their
God, and await the next manifestation with great eagerness.

Since they believe they are somehow chosen, they do whar their
God commands, no matter what priests or nobles might say. This
makes them highly varied, and most are clearly insane, and quickly
dealt with by the local authorities.

However, those who show signs of power are treated much more
cautiously. The authorities are all well aware that it is just possible
that the God in question really is talking ro this individual, and

th e

in that case they do not want to put themselves in the firing line.
Cults occasionally officially endorse these people as prophets,
although most high priests wait until the prophert in question is
safely dead; there are recorded instances of approved prophets going
on to condemn the very high priest who recognised them.

These fanarics tend to survive longest in the Cult of Ranald,
because they do not draw attention to themselves. They are also
common among followers of Morr, as that cult believes in direct
communication from the God to individual followers.

ONE-TRUE-GODDITY

Finally, some fanatics come to believe their God is the king of al}
other Gods. The rest of the deities are servants, lesser beings who bow
and scrape before the august majesty of their chosen deity. In almost
all cases, this fanaticism results in swift persecution if it comes to
light, so most of these zealots must work in secret, harbouring their
beliefs in remote locations, far from the watchful eyes of rival cults.

— MAJOR FANATICAL SECTS —

Mst fanatics are isolated individuals with their own brand

f religious commitment. There are, however, groups of
extremists within all the major cults. Most of these groups are
more-or-less secret; while the authorities can rolerate individuals,
organised fanatics are always a threat. The degree of secrecy,
however, varies a great deal from sect to sect, and from place to
place. There are towns where a fanatical sect is in control, and
everyone knows who holds the real power, but no one says it
openly. In other cases, the fanatics are perfectly open abour their
fanaticism; it is only the existence of an organisation that is secret.
In still others, any hint of a fanatic’s beliefs is a death sentence.

In this section, the groups of fanatics devoted to each God are
considered in turn. These are certainly not the only fanatical sects, and
others may even rival them in importance. They are, however, clearly
among the most significant groups of fanatics within each cult.

MANANN

There are three notable fanaric sects of Manann.

The Dyke

The Dyke began forty years ago when Frieda Coopers had a vision
of Manann overwhelming the whole Old World with a great tide.
She took this to be a warning from the God that he was angry
with Humans, and with her in particular, and threw herself into
repentance and to warning others of the wrath to come.

Frieda’s acts of conrrition took two main forms. First, she would
spend hours standing in the sea, praying to Manann, and frequently
ducking under the water, staying under until she could hold her
breath no longer. Second, she tended to injured or sick sailors and
fishermen, reasoning that she should help those who were most
closely associated with Manann. As she gathered followers, these
remained at the core of the sect, and so the priests of Manann and
the mundane authorities have not investigated too closely.

Frieda’s followers have taken the sect in slightly different directions,
especially since her death five vears ago. Some are deeply involved in
building flood defences, believing the great flood is a test rather than
a punishment. Others have come to believe the flood is necessary,
and see their watery devotions as praying for the flood to come,
rather than repentance to forestalt it. One follower, Nathander, has
gathered a few immediare followers and is building a large ship in the
Middle Mountains, in the belief it will be carried up by the flood,
and thus the chosen of Manann will survive to repopulate the world.
Nathander’s branch of the sect believes Manann is the only true God,
and are more militant than the others,

Holders of the Shore

‘The Holders of the Shore believe the sea is sacred to Manann, and
for Humans to enter it or travel upon it is the greatest sacrilege.

As a result, they work, secretly, to prevent ships from going forch.
This generally takes the form of sabotage of ships in port, ranging
from opening small holes below the warterline to serting the whole
structure on fire. The more ambitious destroy piers and port
facilities, while the more brutal try to intimidate sailors into staying
at home, and kill them if they do not ke the hint.

‘The Holders believe most so-called priests of Manann are enemies
of the God, as they positively encourage people to desecrate

I NEw TALENT: SEA-BORN |
! Description: If the GM wants the story to be true, Characters

| born at sea. and who swear a vow ta Manann never to set foot

l on land, may take the Sea-Born Talenr (for the normal 100 XP
cost), which allows them ro drink sea water safely, and grants

a +5% bonus ro all Swim and Sail Tests on salt warter. If the

|
Character leaves the sea, they lose the Talent, bur they may
buy it again if they swear the vow again. l
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his holy waters. Thus, they often take action against temples of
Manann, and Camille Dauphina is a particular object of hatred.
The feeling is murual; most orthodox priests of Manann would be
delighted to see this sect wiped out. The established punishment for
members is drowning at sea.

The sect is found exclusively in coastal settlements, as other places
are too far from the desecrators for effective action. However, many
members are from inland, and survivors of shipwrecks are common
recruits; they have seen Manann's wrath Arsc-hand. The fanatics are
organised into cells, with no contact with other groups. When a
cell becomes too large for a location, it sends some of its members
out to found new cells elsewhere. These recruiters do not tell cheir
original cell where they have gone, and change their names to avoid
leaving a trail.

The Holders never act against ships at sea, as they feel that merely

compounds the sacrilege. As a result, they are just as opposed to
Stromfels as any orthodox follower of Manann.

The Sea-Bom

All members of the Sea-Born were literally born at sea. on a
ship cast off from its moorings. They believe this means they are
specially favoured by Manann, and somehow bound to his service.

A new member of the sect must swear never to set foot on land,
and from that day they live on board a ship.

‘There are a few ships crewed entirely by Sea-Born, and these ships

are often dedicated as roving temples of Manann. Children are
bern on the ships, and raised as Sea-Born; there are now some
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members of the sect who have never set foot on dry land, and,
rumours say, some who have never even set eyes on it.

This sect is generally regarded as harmless by the cult as a whole, as
most members are not militant about their superiority. Some say
Manann grants special miracles to his followers in this sect, allowing
them to repair their ships while still at sea. A common tavern tale is
that the Sea-Born can drink seawater as if it were fresh,

MoORR

Morr has a pair of fanatical sects thart claim allegiance to him.
The Doorkeepers

‘The Doorkeepers were originally a group witchin the Culr of Morr

that militantly opposed necromancers and the Undead. However,

a century ago Ingrund the Grim rose to prominence in the group,
due to her courage and determination in fighting the abominarions,
and turned it into a dangerous group of fanatics,

Ingrund argued Undead were not blasphemous because they had
been dead, but because they had been snatched from Morr’s realm.
Similarly, necromancers were evil not because they deale with the
dead—opriests of Morr also dealt with the dead—but because they
drew people from Morr's realm. Ingrund pointed out thar doctors
and Shallyan healers also drew people back from Morr's realm,
healing those who would otherwise have died. She argued this
made them as evil as necromancers, and those they had healed as
blasphemous as Undead.

The Doorkeepers (so-called because they believe they guard the
doors to Morr's realm) thus started a campaign of murder against
doctors and Shallyans who healed those with dangerous wounds,
and against the healed. Within a year they were discovered by the
cult authorities, denounced as followers of Khaine, and hunted
down. Ingrund escaped, convinced that the reaction of the cult
proved it had been suborned by the Dark Gods. The sect survives,
scattered across the Empire, and continues to work against those
who blaspheme against Morr. That includes necromancers and
the Undead, although as doctors are easier to find, and less well
defended, they still make up rthe greater part of the sect’s victims.

The Blessed of Morr

The Blessed of Morr believe Mort's realm is a place of peace, plenty,
and pleasure. They look forward to death, both as a release from

the sufferings of this life, and as the time at which they enter the
paradise of their God. This general belief appears spontaneously,
and those who hold it often commit suicide in a holy place of
Morr, in the hope this will speed their entry to his realm. Priests of
Morr discourage this as far as possible, as cleaning up afterwards is
very annoying.

The Blessed of Morr survive as a sect because they believe killing
yourself is deeply impious. Instead. they believe all souls must
undergo a certain amount of suffering before they are worthy to
enter Morr’s realm. Those within the sect debate the question of
whether that amount is the same for all souls, but it makes little
practical difference. All agree that when a soul has suffered enough,
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Morr gathers it o his realm, to eternal bliss. Thus, they believe if
vou increase the amount of pain and suffering in your life, you will
go to Morr sooner.

Surprisingly enough, people who torture themselves do have
shorter life expectancies than those who do not.

Members of this sect tend to be less public than many fagellants,
although they do not keep their beliefs seeret. They prefer to inflice
consrant pain on themselves during daily life, rather than ro scourge
themselves in public. Thus, shoes and belts with spikes on the inside
are popular, as are abrasive clothes designed to rub the skin raw. They
also take jobs that involve hard, ideally painful, work, or take on very
dangerous jobs, in the hope this will make Morr take them sooner,
The cult hierarchy clearly states the Blessed are heretices, but very few
priests waste any effort on persecuting them.

MyYRMIDIA

Of all the fanatical groups that proclaim their service to Myrmidia,
rwo stand at the forefront.

Myrmidia Perfecta

The Imperial Cult of Myrmidia portrays her as the Goddess of the
Art of War, a strategic warrior willing to use whatever tactics it takes
to triumph over evil foes. This is an image that has a great deal of
appeal to people recovering from the effects of war. It is also a major
simplification of the cultas it is found in Tilea and Estalia. There,
Myrmidia is the Goddess of Civilisation, and patroness of the arts.

Most southerners who see the Imperial style of worship simply
shrug, and ask whart can you expeer from such barbarous people?
A few, the fanacics of Myrmidia Perfecta, see it as a gross insult to
their Goddess. They regard the Imperial priests of Myrmidia as
blasphemers, enemies of Myrmidia to be destroyed with all the skill
and cunning at their disposal.

Needless to say, La Aguila Ultima has strongly condemned this sect,
and commanded they be hunted down as dangerous hererics. Most
southern priests agree, feeling the other aspects of Myrmidia can

be introduced later, once the military aspect has won a foothold.
There are, however, enough southerners who are in sympathy with
Myrmidia Perfecta, some in positions of influence that the sect

has been able to grow. and actually take some action within the
LEmpire.

Remeans/Magrirtans

The debate over the site of Myrmidia’s birth as a mortal splits the
whole cult along cultural lines. For most, it is merely a matter of
honour and status. There are extremists on both sides, however,
who take things much further.

These groups believe the Tileans or Estalians {as appropriare)
actually opposed Myrmidia, and she led an invasion of their
lands to bring the heretics under control. As a consequence, the
conquered race should, even now, be the slaves of the conguerors.
Each group manoeuvres to purt natives of its own country into all
positions of authority in the cult, and even in secular positions in

the other country. They use politics, bribery, slander, treachery, and

murder to achieve these aims, believing these tactics are justified by
the circumstances. Each side tries ro incite all-out war against the

other.

Fortunately, both groups are rather small, and thus have not been
abie to do much more than fuel a rather chauvinistic climate. The
expansion of Myrmidia into the Empire, however, provides them
with an epportunity. Imperial citizens are not already commirted
to one side or the other, and thus could be recruited to support
one side, As the culr grows in the Empire, this has the potential
to finally tip the balance. As a result, these two sects have recendy
transferred much of their effort to the Empire, seeking to win over
Imperial priests, and to disgrace and remove priests of the other
faction. Thus far, the efforts of the two groups are cancelling one
another out, and things remain balanced.

RANALD

‘The following sects represent two extreme groups within the God’s
cult.

Fortune’s Favoured

Fortune’s Favoured believe Ranald punishes those who violate his
strictures with financial misfortune. They also believe any financial
misfortune is a sign that someone has been found guilty by Ranald.
The only way to appease Ranald is to throw oneself entirely on his
mercy. When the penance is over, Ranald, they believe, will change
your luck.

These fanatics throw themselves on Ranald’s mercy by relying on
luck for everything. They do not look for food or clothing, and
simply pick up chings that come into their path. They don't worry
about whether someone else might own that thing, nor do they
take any precautions to avoid getring caughr. That is something
down to Ranald, and to luck. Fortune’s Favoured are a variety of
flagellant, although the beatings are generally administered by the
officers of the law.

Fortune'’s Favoured do not have a long life expecrancy, as they are
supposed to avoid taking any steps to avoid danger or preserve their
lives. Those whe wander out of cities tend ro die quickly in the
wilderness, while those who stay in cities get in trouble with the
law. Many Fortune’s Favoured bend the rules a bit, staying in areas
where they are more likely to be "lucky,” or staying near worshippers
of Ranald who might look the other way. The truly fanarical believe
this renders the whole penance futile, but as the truly fanatical tend
to die quickly, this position is not influendal.

Orthodox followers of Ranald tend to think Fortune’s Favoured are
a bit mad, but not acrively dangerous; they may even help them
occasionally, as a pious act. In return, the flagellants explain their
beliefs, helping to perpetuate the sect. Although there is no central
organisation of Fortune’s Favoured, the simplicity of their core
belief means they are identifiable wherever Ranald is worshipped.

The Humble Ones

All of Ranald’s followers believe the rich and proud deserve to be
brought down a peg or two. The Humble Ones believe they deserve A




to be brought down all the pegs, and then lowered into a pir full of
farmyard waste.

The Humble Ones typically work in small groups, with between three
and six members. They choose a wealthy and prominent figure in a
town, and plot to destroy his life. As followers of Ranald, they never
use direct violence, preferring stealing, slander, swindles, and set-ups.
In some cases, the target is finally executed for crimes he did not
commir, bur it is never a Humble One’s hand on the haft of the axe.

Simply destroying someone’s property is rarely enough to utterly
ruin them, as they have friends and contacts remaining, The Humble
Ones instead work to ruin their reputation first, faking conract with
prostitutes, gamblers, and Chaos cultists, or switching shipments of
goods so it looks like they are trying to cheat their partners. They
often disguise one of their number as the target, so that they can be
seen engaging in dubious practises. The Humble Ones are willing to
set up the appearance of almost anything to ruin cheir target.

The Cult of Ranald is not organised enough to officially condemn
them, but most followers regard the Humble Ones as obsessive

fanatics who ger far too much pleasure our of someone else’s misery.

A group that crossed the lines set by Ranald's strictures would be
quickly eliminated by other cultists, but most Humble Ones are
very careful to keep to the strictures. They do, after all, regard
themselves as entirely orthodox followers of the Trickster God.

SHALLYA

The following sects reflect the extreme positions held by those
working 1o promote the interests of Shallya,

Plaguc Wardens

Plague Wardens believe the central duty of a Shallyan is to protect as
many people as possible from the plagues and pestilences pervading
the Old World. Rather than treating the victims, they aim to stop the
plagues from spreading and creating victims in the first place. Their
goal is noble; it is their methods that make them fanarics.

The only way to stop a plague is to destroy the source of the
infection. That may mean killing someone with the plague, and
then burning the body and beiling the ashes. It might also mean
razing a whole section of a town, burning it down while trapping
the doomed inhabitants inside. Plague Wardens recognise these acts
are unpleasant, but feel they are justified by the greater good.

As Plague Wardens kill people, it goes without saying they are
considered dangerous, and worse, by most members of Shallya's
cult. Shallyan priestesses who join the cult almost always have
difficulty casting spells, due to repeatedly breaking the central
stricture of the faith. Plague Wardens see this as a test imposed by
their Goddess, to ensure their faith is strong.

While Plague Wardens are violent zealots, they do believe they
are acting to save people’s lives. Thus, they do not kill on mere

suspicion of infection, and all groups of Plague Wardens include

at least one person with diagnostic abilities. These abilities are not
always very good, but Plague Wardens only kill when they are fairly
sure plague is present. They are also among the most implacable
adversaries of the Fly Lord, and if they uncover evidence of a group

of his cultists, they ignore all their other plans to concentrate on
eliminating the grearer threat.

Ironically, it is quite likely that the Plague Wardens actually have
saved thousands more lives than they have ended. While their
membership is very secret, their existence is well known rto the
educated, and they are a favourite example when priests of Verena
discuss ethical dilemmas.

The Suffering Hearts

Shallyan doctrine is suspicious of personal pleasure in a world filled
with so much suffering. The Suffering Hearts take this suspicion to
an extreme. They are followers of Karin the Pure, a priestess who
lived in Nuln a lirtle over two centuries ago, and believed Priestesses
of Shallya had to purify themselves of the taint of pleasure and
luwxury before they could properly minister to the suffering.
Attempting to do so while impure was, she claimed. blasphemous.

While Karin was, eventually, cast out by the cult for denouncing
the entire hierarchy as blasphemers against Shallya, her followers
remain in mainstream temples, and keep their places by moderating
their strictures against others. This also gives them more time to
inflict suffering on themselves. Minimal food., little sleep, and
inadequare protection from the elements are the basic elements of
the life of a Suffering Heart. Most believe deliberarely inflicting
injuries on oneself is an affront to Shallya, so instead they take on
hard and dangerous tasks, such as carrying heavy stones up to the
top of the remple buildings, and then back down again.

The Suffering Hearts do nothing to relieve the pain of others,
because they follow Karin's belief that it would be blasphemous to
do so before they have been purified. Some Suffering Hearts do see
visions that they take to be signs from the Goddess that they have
been purified, and these individuals start to help. The proportion
of miracle-workers among them, while not high, is higher than
among other priestesses. Others, however, never feel pure enough,
and as a result the cult hierarchy tries to discourage these beliefs.
The Goddess of Mercy, however, cannot condone harsh measures
against people who are merely misguided followers.

The Suffering Hearts are not a sect, as they have no internal
organisation, and their interpretations of Karin's beliefs can vary

a great deal. Indeed, this sort of belief has been present in the
Shallyan faith for centuries, and Karin's particular version has lictle
sway outside the Empire.

SIGMAR

The Cult of Sigmar has many, many sects and divisions. It is
important to remember, however, that not all of them are fanatics,
even if the cult officials would describe them as such. The Malleuns,
for example, are clearly heretics. and might be described as fanatics,
but many of them pursue their faith with no more fervour than the
typical witch hunter. This section describes some groups who are
clearly extremists.

Those Left Behind

Those Left Behind is a female order of warriors, dedicated to
wiping Greenskins from the face of the world. Its members are




all women who have lost menfolk (husbands, fathers, brothers,
or sons) to Orcs or Goblins, and who have turned to Sigmar as a
protector. They go ourt, under his banner, to seck revenge.

These widows grimly commir themselves to their task, accepting the
insurmountable nature of their enemies. The Ores are endless, without
mercy, and breed like roaches, and so every member knows that by
joining the sect, they sign their own death sentences. This does not
discourage them in the slightest. They live for the satisfaction that
comes from the moment when a group of Orcs has been destroyed,
and the arrival of another group simply provides another opportunity.

The death rate of new recruits is very high, as the sect does not

believe in preliminary training, New recruits are given weapons and

armour that belonged to past members, if it is available, and then
sent our to fight Orcs. If no weapons or armour are at hand, the
recruit is sent out armed with a broom. or some other sort of stick.
Ihose who survive tend to become competent fighters very quickly,
with a vicious and chaotic style. The group is also notorious for its
tendency to drink a lot and become rowdy both before and after
expeditions against jts enemies,

All members take Sigmar in place of the relative they have lost,
and so describe themselves as daughters, brides, sisters, or even
mothers of Sigmar. These titles, particularly the latter ones, draw
the suspicion of the Order of the Torch, as they seem heretical,
However, the group as a whole holds few beliefs other than “kill
Greenskins,” so it is tolerated by most priests.

The Flagellant Orders
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The flagellant orders are a highly conspicuous phenomenon in

the contemporary Cult of Sigmar. They are not, however, a single
group. Each order of flagellants has its own unique beliefs, and
may be strongly opposed to all ocher orders. What unites them is
the misguided belief that by offering up their pain, they somehow
please their Gods. Since the world is such a grim place, full of
suffering, grief, and bloodshed, they have no doubr that this is the
preferred way of things to the Gods.

Some groups take only men, others only women. and some both,
while other groups only take people of a certain age, from children
to the elderly. Some take anyone, others require a probationary
period. A few take temporary members, others require a lifelong
commitment. Many require some specific mutilation of new
members, but others trust the constant self-torture ro produce
mutilations pleasing to Sigmar.

Despite all these differences, the groups do have a fot in common.
The most important thing is their emphasis on flagellation: or,
more generally, on the infliction of pain on members of the group.
A rrue fagellant group only tortures members of the group,
ilthough a few will beat volunteers who do not wish to join
permanently. Flagellation is the most popular form of this, as it can
be continued indefinitely if used in moderation. but every form of
torture used in the Empire is used by some group somewhere.

The overwhelming majoricy of flagellants perform their torture
publicly, often processing through towns while each member
scourges the person in front. While doing this, the leader generally
preaches the group’s unique doctrine.

Most groups form around a charismatic leader, who generally believes
the recent horrific events, particularly the Storm of Chaos, are
punishments sent from Sigmar because they have dishonoured the
Empire. Unless the people do penance for their ways, these preachers
claim, Sigmar will destroy the whole world, or let the Ruinous
Powers do so. A few groups form around leaders who believe thar the
group can take the wrath of the Gods on itself, and then do penance
for everyone, Orthers think thar the torture will make them worthy
of great gifts from Sigmar. A few groups even survive the death of the
leader that brought them together, but most fall apart at that point,
the members hinding other groups to join.

Flagellants are generally tolerated, not least because the general
population feels that they might be right, and would resist any
attempt to suppress them. Individual groups that cross the line into
politics or dangerous heresy are ruthlessly suppressed, but many
flagellants are allowed to operate openly. A few priests even endorse
their actions, and lead flagellant groups themselves,

Sigmar’s Anvils

Among the many fanatics who purport to understand the true
nature of Sigmar, there are those who shoulder the burden of
wickedness that the Empire allows to flourish. They believe that
each Mutant born, each calamity, each new incursion, each war
is just another sign of Sigmar’s displeasure. Having witnessed the

results of these conflicts, the rarrered lives of those who survive
these atrocities, they can no longer tolerate the horror of the world,
and they commit themselves to purifying it. ey
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Sigmar’s Anvils is a freakish collection of fanatics who put themselves
through awful trials in a desperate attempr to redirect Sigmar's

wrath from the innocents to themselves. Much of their time is spent
finding new ways to cause themselves pain, but pain without killing
themselves. Most Anvils scourge themselves and pack the wounds
with salt, whilst others may cur ribbons of skin from their flesh and
dust the bleeding rents with ground glass, sand, or in some cases
lime. They subject themselves to fire, beatings. and just about any
other horrific act they can to ensure the Empire remains safely under
the protective hand of their chosen God.

Generally, the Anvils collect in small groups of a dozen men and
women. They rarely remain in one place for long since locals can
scarcely tolerate the sounds of their cries and moans. Bur really,
they move to make certain the blisters on their feet are fresh and
weeping. These groups never take the easy routes; they travel
through the wilderness and never on roads or paths, burt rather seck
out areas rich with thorns and brambles to ensure their flesh is torn
and oozing. Unsurprisingly, the Anvils are few in numbers.

Truth of Sigmar
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The Unifiers, who believe Sigmar is the Emperor of the Gods, are
not generally extremists. Members of the Truth of Sigmar are; they
believe Sigmar is the only true God remaining. They say thar after
Ulric crowned Sigmar as a God, the Gods went to war against

the Ruinous Powers, and all save Sigmar were killed. The Dark
Gods continued to support the priests of other faiths, while slowly
perverting them into following dreadful rites. Sigmar, although he
stood alone, was able to beat the Dark Powers back into the Wastes,
but even for Sigmar, the fight is a difficult one.

Members of the Truth of Sigmar thus believe anyone who pays any
respect to another deity is, in truth, a Chaos cultist. Such worship
helps the Ruinous Powers, and most take the Storm of Chaos as

a sign that Sigmar is finding it harder to hold back the forces of
darkness. This is, of course, also a call to action: climinarte the
worshippers of all other deities.

The zealots of this group stay as secret as possible, because they do not
want to draw the actention of their enemies. They focus their attacks on
temples and priests of other deities, aiming to destroy withour mercy.
‘They do include open worshippers of the Ruinous Powers among their
enemies, and have destroyed genuine chaotic cults. They have, however,
killed far more relatively innocent priests of other deities, and damaged
or destroved a large number of temples and shrines.

The Order of the Cleansing Flame is aware of the existence of this
group, and hunts it down mercilessly. Not only are they heretics,
but by fighting against the enemies of Chaos, they weaken the Cule
of Sigmar in the long bartle against corruption. A few priests are
members of the group, but no ene in a true position of authority is
believed to be affiliated with them.

TAAL AND RHYA

Given the great age of these cults, there are a great number of
strange sects that venerate Taal and Rhya.

Celebrants

These fanatics seek out remore stretches of wilderness to betrer
commune with their deities. [t’s not that they dislike cities, or other
communities, burt rather they believe they are closest to their patrons

when in the heart of unspoilt wilderness. .. or so they claim.

The real reason for their isoladonist tendencies is their desire to petform
the ceremonies and riruals thar celebrate the wild nature of Taal and
Rhya. They regularly ingest strange herbs and chemicals ro enter trances
and experience bizarre visions they believe hold the kernel of divine
lore. In some extreme groups, they go so far as to pierce their flesh with
wooden hooks and suspend themselves from trees to transcend the
bounds of mortal flesh and enter the spiritual domain of the Gods.

Celebrants. as they call themselves, have little concern for their
appearance or cleanliness, and so they are repellent to more refined
sacieties. Infested with lice, ticks, and other parasites, they stink
beyond belief, recking of the unusual tinctures they ingest and the
herbs they smoke. As well, most have open sores from exposure
and their disturbing rituals, giving them the appearance of plague
victims, or among the truly ignorant, Beastmen.

As a result, once a person joins the Celebrants, they rarely return o
their former lives. Divorced from their family and friends, they seck
succour from each other and the harsh and unforgiving wilds. Since
many vile denizens haunt these same lands, most Celebrant sects
end abruptly as food for the ravenous beasts of Chaos.

Wild Men
All followers of Taal and Rhya avoid excessively modern technology,

such as firearms and the printing press, and most are wary of metal
armour. The Wild Men. however, think that even this is a betrayal




of the true principles of the Gods. Humans should survive wich
only the tools that the Gods gave them. That is, they should run
naked in the forests, killing with their bare hands, gathering fruics
and nuts, drinking from streams, and sleeping covered by earth.

The climate of the Empire is not particularly well-suited to this kind
of activity, and a lone, unarmed Human is easy prey for many animals,
never mind the more dangerous monsters lurking in the Empire’s
forests. Thus, the Wild Men tend to gather in small groups. the more
experienced teaching the less, and all looking out for one another.

Despite the name, there are Wild Women, and some groups are
even rumoured to have children, whom they raise in the wilderness.
Recently, Durrbein & Sons of Talabheim have made a lot of money
from a series of cheap printed sheets describing the adventures of
Talima, a remarkably attractive Wild Woman with the ability to
stay miraculously clean. The stories are formulaic and repetitive, so
the success of the series can be largely atrributed to its illustrations,
which are far better than usual for such a cheap medium.

ULriC

Ulric’s fanarics are wild and barbaric, scarcely indistinguishable
from the bloodthirsty Norsemen.

Sons of Ulric
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‘The Sons of Ulric believe they are literally blood descendants of the
God himself, and thus should control the cule. Beyond that. most
think thart they should also rule the world, but the Culr of Ulric is
their first priority.

[f the group were unified, it would have a good chance of
succeeding. However, while all members agree that a descendant
of Ulrie should lead the cult, they tend to disagree over which
descendant of Ulric is worthy of the honour: most think it should
be them, personally. A charismatic and experienced leader might
be able to unite them, promising all the Sons positions of power
within the cult, but no such individual has arisen. Instead, the
group is fractured into dozens of splinter groups, each competing
against the other as much as with the cult’s central organisation.

Thart said, the Sons do work to undermine the orthodox cult.
Direct manifestations of Ulric’s power are treated with respect, so
miracle-working priests are safe, but others are seen as obstacles to
the Sons’ rightful rule, and thus targets for removal. Most try to
avoid killing followers of their deity, and settle for discrediting or
crippling them, to force them into retirement.

The Sons are most popular in Middenland, where they are strictly
illegal. but they are found elsewhere, Some of the groups in other
regions are not of pure Teutogen blood. Logically, this makes
perfect sense: Ulric’s descendants could marry people from other
tribes. The Middenland Sons of Ulric, however, see it as the deepest
and darkest heresy, and persecute non-Teutogen Sons of Ulric as
enthusiastically as the orthodox cult persecutes them.

Wolf-Kin

While the followers of Sigmar might wander around ciries blearing
about their offences and hirting each other with sticks, the followers

of Ulric take a different path. Those who become convinced of
their own, or the world’s, sinfulness take the path of the Wolf-
Kin, berserk warriors who travel the northern Empire looking for
trouble and then fighting it head-on.

The Wolf-Kin are among the most-admired fanatics in the Empire.
They fight bravely against the enemies of the Empire, and many give
their lives protecting smalt villages, or breaking an assault so an army
can make an orderly retreat and fight another day. Almost all Wolf-Kin
live in the northern Empire, wandering around looking for groups of
Beastmen, warriors of Chaos and other enemies. As is the way of the
Old World, there are always plenty of such adversaries for them to fight.

Wolf-Kin are single-minded in their search for enemies to kill, and
attack directly and head-on when they find some. Subtle strategy,
or, indeed, any strategy, is not their concern; they rely on their
fighting strength, faith in Ulric, and sheer energy to grant them
triumph. Because a lot of them had military training before joining
the Wolf-Kin, it often does.

At present, the Wolf-Kin devote most of their attendon to
defeating the remaining Beastmen and Mutants from the armies of
Chaos, although in normal times Ores, and even Human bandits,
become their targets. Indeed, in the past Wolf-Kin have been
known to attack Imperial tax collectors as representatives of evil,
but such incidents are glossed over these days.

The Wolf-Kin are loosely organised, and anyone can join, or even
simply declare themselves to be one. If they act the part, and stay
alive, they are a Wolf-Kin. Female members are also known, but
are substantially less common. Because Wolf-Kin are prone to
sudden violence, particulacly when drunk, the respect most feel for
them does not extend 1o warm hospitality. No village would throw
a group of Wolf-Kin out, but they would host them in a barn,
rather than in people’s homes, As a result, there is little benefit in
pretending to be Wolf-Kin, and the majority of those wandering
the roads of the north are genuine.

VERENA

Verena counts a number of fanatical sects in her ranks of clerics. The
two that follow are prime examples of how such fanaticism manifests,

Defenders of Truth

The Defenders of Truth are the zealots of Verena. They are
passionate advocates of the right to freedom of speech, the right to
possess books on any subject, and the academic freedom to pursue
research into any field. Witch hunters think they are Chaos cultists
in waiting, guilds see them as serious threats, and most lords think
of them as dangerous agjtators.

The Cult of Verena, as a whole, does not condemn the Defenders
too strongly. Most priests agree with them in principle, burt think
the Defenders take things a bit roo far. As a result, many Verenans
are inclined to protect a Defender against peremprory arrest,
something that can get them into a lot of trouble.

Defenders act first to prevent the destruction of knowledge,
of any kind. They try to save at least one copy of any book
condemned to be burned. and ger it 1o a Verenan temple where |
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it can be stored in safety. Somerthing that exists in only one copy
is very vulnerable, so some less-active Defenders spend much of
their time making copies of saved tomes, for distribution to other
temples. In some cases. reading the forbidden texts has a dreadful
effect on the mind of the scribe, and the sect finds itself with a
Mutant lunatic on its hands.

Some Defenders also believe those accused of heresy and other such
offences of thought should be rescued. These people organise daring
raids to save people from the pyre, or break them out of prison.
Sometimes they find they have rescued Mutants, necromancers, or
daemonologists, and then have ro kill the criminal, bur that is a risk
they are willing to take. A few Defenders believe in taking a more
active stand against those who would restrict freedom of thought;
some of these people kill every witch hunter they can find. The cult
does condemn such activities, as both unjust and likely to bring a
world of rrouble down on the cult as a whole.

Scholastics
Scholastics believe they are deeply unworthy of Verena’s gifts of
learning and civilisation. and struggle to become worthy. They do
this through attempting to learn large amounts of information,
and remember it perfectly. A rypical Scholastic mighr set himself
a chapter of a book of law to learn one day, and then try to write

it out from memory the following day. For every mistake in the
writing, they give themselves one blow with a whip.

— AcTs OF FAITH —

Most fanatics do more than just rant on street corners; as
mentioned earlier, they also act to serve their God. [n almost
all cases, these actions are more extreme versions of things done by
normal worshippers, although heretics often create their own rites.
These acts fall into four main categories—penance. punishment,
sacrifice, and service—that are common to all cults, although they
differ in the precise things demanded of the faithful.

PENANCE

Acts of penance serve to express a believer's remorse for the affront

against their God, and serve as evidence that their repentance is
genuine. They must be done voluntarily, as part of 2 consciousness
of sin. Many fanatics have a deep consciousness of sin, and thus
engage in many acts of penance, finding them necessary after deeds
that most would regard as part of evervday life.

Penance is distinguished by being voluntary, directed purely art the
relationship between the worshipper and the deity, and involving
actions. Sacrifice and service can both be performed as penance,
but they are not the main forms. Similarly, a person cannot be
compelled to perform penance, something most fanatics recognise.
Of course, a person can be punished for their crimes even if they do
not repent, and most fanatics are equally insistent on this.

Starting from the gentle end of the spectrum, prayers are a popular
form of penance. Normal people might visit a shrine or temple
to say a prayer; fanatics are more likely to spend a whole night

x kneeling in front of the altar intoning their prayers of repentance in
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While lone Scholastics exist, they are more common in groups, as
that makes it easier to test learning thar goes beyond the simple
memorisation of texts. One member of the group sets texts and a
test for the others, and then flogs those who make mistakes on the
test, the severity of the punishment depending on the level of the
mistakes, In many groups, the member who did least badly on the
test becomes the examiner for the next cycle.

A few fanarics feel the arcificial situation of the classroom is
insufficiently testing. They prefer to study everything known about
locations known to be dangerous, and then go to deal with the
danger based on their knowledge. These people somerimes work in
concert with the Order of Mysteries, but not always; a Scholastic
wants to suffer if his study falls short, and so chooses a dangerous
location without regard for the presence of ancient wisdom. Most
of these Scholastics die horribly early on their first expedition. A
few are lucky, and defear the peril, or at least escape, thanks to
their learning. These people generally try again, often behaving
something like troll slayers {although the similarities are not
extensive),

Schoolteachers often profess admiration for the Scholastics,
pointing to them as a shining example as they beat their students. A
few Scholastics have taken to visiting such schools, testing teachers
in front of their students, and beating them for their mistakes. They
explain this is the true way to honour Verena, and chese visits are
extremely popular with the pupils.

a loud voice. They are, however, equally likely to hide in a corner,
say their prayers silently, but still remain in the temple all night.
Shallyans and Verenans particularly like prayerful penance, and it
is also a popular form among followers of Myrmidia and Ranald.
Indeed, official Myrmidian penances heavily emphasise prayer,

as the priesthood feel this further distinguishes their Goddess of
Civilisation from the more barbarian deities found further north.

Closely related to prayers are readings from holy books. These
penances are extremely popular in the Cult of Verena, where a
worshipper might choose to read a particularly difficult work of
philosophy multiple times as a penance. This is also popular in the
Cult of Morr, which places some emphasis on not disturbing the
God or drawing his attention to the living.

Abstinence is, perhaps. the most popular form of penance overall,
embraced by all the cults. This can mean going without food
(fasting), going withourt sleep (warching), or giving up a particular
pleasure for a period of time. Watching is particulatly popular

in the Cult of Morr, as it means the penitent stays out of Morrs
realm. Fasting, on the other hand, is popular among followers of
Shallya and Myrmidia; Shallyans see it as expressing sympathy with
the starving, Myrmidians as representing a soldier on campaign.
Followers of Ulric give up protection against the cold, spending a
night in the snow without clothes. Many fanatics give up washing,
but it is unclear whether they see this as a penance.

Self-fagellation is a form of penance, and one that is very popular with
fanatics, but much less popular with everyone else. Indeed. anyone
who performs a flagellant penance is likely to be labelled a fanatic by
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their acquaintances. 'That said, it is particularly popular in the Cult of
Sigmar, and someone wha does it very occasionally, after grave offences,
might be seen as merely pious. The Cult of Manann also strongly
encourages Hagellant penances for cerrain offences ar sea, although
anyone commirting such a erime can hardly be pious. A pious follower
of Manann who engages in flagellation is probably a fanaric; an impious
individual whe does so is probably just scared of the God’s wrath.

PUNISHMENT

Punishments are inflicted on people who commit religious crimes,
whether they repent or not. Zealors are often very enthusiastic
about punishing others for their offences, and this can get them
in trouble with the authorities—unless, of course, they are the
allri"lﬂrific':s. This‘ l\ not Uncominmaon, l)ar[icular]}’ For ZE'&IOUS
Sigmarites in the Empire.

[n principle, anything that can be a penance can also be a
punishment, but in practise the cult authorities normally prefer
things that can be easily monitored, and do not take up too
much of their time. Fines are a grear favourite of almost all culrs,
as the money benefits the cult as well as punishing the criminal,
bur fanatics tend to disapprove of such punishments, preferring
something more physical. The examples given below add to the
punishments listed on WFRP, page 175, and in the sections on
individual cules earlier in this book.

Zealots of Manann favour the tide post. The individual is chained
to a post which is fixed in the ground on a tidal beach, and left there
for a number of tides determined by the severity of the crime. The
form of binding and the precise position of the post also depend on
the crime; a deep position can be a death sentence, unless Manann
chooses to send a particularly low tide to save the victim,

Morrians sometimes bury those who offend Morr alive, in coffins,
to remind them of their proximity to the dead. This requires a Will
Power Test to avoid gaining an Insanity Poing; if the interment is
prolonged, multiple tests may be needed. The difficulty of the rest
depends on the size of the coffin, and whether there is a corpse in
with the victim.

Myrmidians like the gaunter, in which the offender must run
between two rows of armed warriors who strike them as they go past.
For minor acts, they use clubs, but swords can be used to punish
serious crimes. In some cases, the victim is not expected to survive,
bur at least they have a chance, if they are quick and dexterous.

Ranald’s followers may set up elaborare con games to punish those
whe anger their God. That takes a lot of time and effort, however,
so many settle for kidnapping the malefactor and dumping them
somewhere far from home withour any money or, in some cases,
clothes, If they can get back on their wits, Ranald forgives them.

Shallyans do not believe in punishment. Instead, they give the offender
the opportunity to work their way to reconciliation (see Service).
Those wha refuse this mercy may be handed over to other cults.

In addition to The Anvil (see WFRP page 175), Sigmarites brand
criminals. The brand itself deals a Damage 1 hit, causes a great
deal of pain, and leaves a permanent scar identifying the crime
committed. The location of the brand varies depending on the
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crime; brands for most offences are made on the hand, but some
are made on the forchead, dealing a Damage 3 hit, while brands
for perversions of the flesh deal Damage 4 hits, but are casy to
conceal.

The followers of Taal and Rhya prefer to let the wilderness punish
those who offend the cult, rather than taking a hand themselves.
This can be done in several ways, such as tying the offenders up and
dropping them in a river, or tying their wrists and ankles together
and then rolling them down a hill. Staking a person to the ground
and putting bait of some form on them is used in extreme cases.

Ulricans believe punishment is best suffered at the teeth of wolves,
The individual is put in a fighting pir with one or more wolves, and
left there cither for a fixed length of time, or until one side or the
other has won. The severity of the action determines the number of
wolves and the equipment. Many Ulricans believe if the offender
can defear all the wolves despite having no weapons, then it is proof
that the initial accusation was false, and so some zealots facing dire
allegarions volunteer for this punishment.

Finally, Verenans put their trust in writing. Some must simply write

a long account of how sorry they are for offending the God, while

others are required to write their offences, and apologies. into their

own flesh with a sharp steel-tipped pen. In the most serious cases,

an area of skin is flaved from the offenders, tanned into parchment,

and then given 1o them so that they can write an account of their

crimes in their own blood. If the individual is illiterate, they are

imprisoned until they learn to write. The Verenans do provide

turors, bur they are not gentle people. ~




Sacrifice means giving something to the God, something that will
be a definite loss to the person giving it. It does require a definite
thing (sce Service for offerings of time and effort), but beyond that
there are many forms it can take.

First, the sacrifice may be destroyed, or it may be given to the cult
to further the work of the God. Most priests prefer the latter form
in most cases, and anyone trying to sacrifice a book to Verena by
burning it risks being lynched by the faithful. However, destruction
is a common form for animal sacrifices, and sacrifices to Manann
are almost invariably cast into the sea.

Second, the item to be sacrificed must be chosen. Sigmar is said

to favour the sacrifice, by destruction, of Orc heads, while Verena
prefers the sacrifice, by offering, of books. Manann looks favourably
upon the sacrifice of ships; an old one that has been successtul might
be burned while at sea, or a new one might be given to a temple.

— A TeMPLE OF FLESH —

Fanarics starve, freeze, and beat themselves in the hope of
pleasing, or at least appeasing, their God. They do it because

it hurts, This section deals with the effects that the practises of
fanatics have on their health, and, accordingly, their game statistics.
For the most part, they impose penalries.

ABSTINENCE

Fanatics enjoy two kinds of abstinence. The first is a short period
of intense deprivation, showing their contrition for some offence,
or as a period of preparation for some particularly holy deed. The
other is abstinence sustained over the long term, to keep the flesh
constantly in check. Most fanatics do both.

SHORT-TERM ABSTINENCE

There are many kinds of shore-term abstinence. A few fanatics even
try going without air, but most feel that holding your breath unil
you turn blue is more the province of three-year-olds than the most
devoted servants of the Gods.

Going without sleep is popular. For the first day, this has no effect
beyond making the fanatic even more irritable and intolerant
than normal. For each day after that, they take a temporary —~10%
penalty to Agility, Intelligence, Will Power, and Fellowship. Once
one of these statistics has fallen below 10%, further days without
sleep grant | Insanity Point each. Many hear their God ralking to
them at this point, and so eagerly seck out the state.

Once ascetics have a chance to sleep, they sleep for twelve hours
plus one hour for every day of wakefuiness. When they wake
up, the penalty to their profile reduces by 10%. and reduces by
a further 10% for every full night’s sleep thereafter. The Insanity
Points are permanent, however.

Another popular asceticism, often combined with eschewing sleep,
is exposing oneself to cold, Cold weather can inflict damage on
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The difference between a sacrifice and a gift is that a sacrifice is a
major expense for the sacrificing character. Many fanatics sacrifice
everything they have to the cult, but ordinarily pious individuals
may make at least one sacrifice in their lifetimes.

SER VICE

Service is doing things for the cult. The Cult of Shallya is particularly
keen on service. as it is always looking for volunteers to work in its
hospitals. Verenans favour the service of the literate, to copy books
or otherwise care for them. Morrians can always use volunteer grave
diggers, and every cult needs people to clean the temples and shrines.

A particular form of service is the quest, where the believer
promises to carry out some great deed on the God’s behalf. Quests
are most popular among the followers of Sigmar and Myrmidia,
and thus often involve martial activities. A Verenan might go on a
quest to find a rare book, however, or a follower of Manann might
search for a lost sea route.

unprotected characters, and inflicts its damage every hour. A really
cold day is Damage 1 if the character is completely unprotected,
while a freezing windstorm on a mountain peak might be Damage
5 or more. Fanatics who are also avoiding sleep have a tendency to
misjudge the weather and freeze to death.

By far the most popular short-term abstinence is the fast, wherein
the fanatic eats nothing and drinks only light liquids. such as
watered wine. A few drink water, bur that almost always involves an
attack of the Galloping Trots or Bloody Flux. The first three days
without food merely make the asceric irritable; anyone fasting for
three days or fewer is despised as a poseur by true ascetics, and as a
fanatic by more normal contacts.

For every three days, or part thereof, after the first three, the ascetic
takes a ~10% penalty to each of Weapon Skill, Ballistic Skill,
Strength, Toughness, and Agility. Once one of these statistics has
fallen below 10%, the ascetic loses | Wound every day. Once he
has no Wounds left, every further Wound lost exposes him to a

Sudden Death Critical. These Wounds can only heal if the ascetic
cats normally. but if he does they heal as usual. The penalty to the
Profile reduces by 10% for each day of normal earing, disappearing
much more quickly than it developed.

Fasting to the point of losing Wounds, or going without sleep to
just before gaining Insanity Poins, is sufficient penance to clear
a character’s Disfavour Pool (see Chapter X), as long as he is
adventuring, and thus suffering from the penalties, at the same
time. In addition, these abstinences are often part of the process of
casting rituals that rely on Divine magic.

LONG-TERM ABSTINENCE

Fasting is really the only asceticism suitable for long-term
abstinence, as the others are too difficult to control, The ascetic can
also choose the amount he eats, to properly express his devotion.
In game terms, the player chooses a penalty to apply to each of
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Weapon Skill, Ballistic Skill, Strength, Toughness, and Agility. This
penalty may not take any of the statistics below 5%, and must

be the same penalty 1o each statistic. Otherwise, it can be chosen
freely. Penalties of below 10% mean the character looks thin and
pale; at higher penalties he looks definitely emaciated. and probably
has an insane fire burning in his eyes. It is also possible to fast ar a
level that imposes no penalty. but that merely has the same effects
as fasting intensively for three days or fewer.

The main benefit is a closer link to their God. Miracle-working
priests experience a concrete manifestation of this. For every full
10% of penalty imposed by their fasting, they may roll an extra die
when invoking miracles. These dice do not count for the score, but
they da count for doubles and eriples. Unless the extra dice also all
show the same number, the double or triple on the casting dice is
ignored. If the Priest has Disfavour Pool dice, they are offser one for
one by the fasting dice.

MORTIFICATION

While abstinence involves hurting yourself by not deing something.
mortification involves active infliction of pain. Flagellation is the
most common version of this. Normal selt-flagellation is painful,
but does not cause loss of Wounds, or inflict any game rule
penalties. It does take a half action, but does not count as an attack.
That is, a character may strike himself once and take a standard
attack action in the same round.

Most flagellants soon graduate to more serious mortification.
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FLAGELLATION

It is possible to inflict more damage by using a weighted scourge, or
simply by hitting harder. A normal whip does SB—4 Damage, but the
fanatic must actually succeed at a Weapon Skill Test to hit himself, as
the angles are all wrong. Most avoid the whip for this reason.

A weighted scourge does SB--3 Damage if used for self-flagellation
or against a motionless opponent, and SB-5 against someone who
is dodging. A flagellant cannor miss himself with a scourge. but
may well fail to do any damage. Unweighted scourges are painful
but do no actual damage: fanarics often switch berween the two as
they feel the need.

It is also possible to beat oneself with a melee weapon. This does its
normal damage but, as for a whip, a Weapon Skill Test is required
to hit. Unlike with the whip, a character waving a sword at himself
is unlikely to miss completely, but on a failed test he fails to do any
actual damage.

A miracle-working priest may gain a real benefic from flagellation. If
he spends a half action to strike himself immediately before casting

a spell, he may add a bonus to his Casting Roll equal to the number
of Wounds he lost to the flagellation, as long as his Disfavour Pool is
empry. If he has black marks weighing against him, the mortification
has no positive effect, although he still takes the damage.

Ulric’s Fury does apply to self-Hlagellation. It is quite possible for
a fanaric to inadvertently decapitate himself. This may even please
the Gods. ... 3




MUTILATION

Flagellants do sometimes deliberately cut off their extremities
{admittedly, not often the head) as a sign of their devotion. A
flagellant with a sharp implement may deliberately inflict any of
the permanent effects described in WFRP page 134 on himself.
This puts him immediately at zero Wounds, and extreme bleeding
means he has a 20% chance of dying each round until medical
attention is received. Sensible fanatics make sure someone with
basic medical skill is available before doing it. Most crust in the
protection of their God, and bleed to death.

Self-murilation imposes 1 Insanity Point, just as taking a Critical
Wound from someone else does.

Miracle-working priests who mutilate themselves in this way gets

a permanent extra die to roll when casting miracles, as described
under long-term fasting, above.
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BrANDS, ScARS, AND TATTOOS

Many zealots like to mark their devotion on their bodies, burning,
curting, or drawing the sign of their God onto their flesh. The
preferred medium varies by cult; Manann's followers prefer tattoos,
Sigmar’s brands, and Ulrics scars. Taal’s followers use all three
almost equally, while Shallyans find the whole idea repellent. The
other cults do not use them much, but also do not have strong
preferences. Verenans and Ranald’s cultists lean towards tattoos,
Morrians towards scars, and Myrmidians towards brands.

Most fanatics make the mark as ebvious as possible, often over their
whole face, This involves the loss of 1d5 Wounds when the mark is
applied, but they heal normally. The fanatic also permanently loses
10% from Fellowship, and any ability to pretend to be a follower
of another deity. At the GM’s option, the mark may give fanatics a
+20% bonus to Fellowship-based Tests when dealing with equally
fanatical followers of their God.

— NEW CAREERS —

TC truly devoted follow a number of paths in their fervent service
t

o their God. This section presents two new options for them

PeNITENT (BasIC)

Penitents wander the streets of the Old World, crying out that
they are heretics and unworthy while beating themselves, or each
other, to purge their wickedness. Groups of penitents practise the
Torture Skill on each other, which gives members of this career a
particularly good understanding of how it works.

As noted above, penitents are particularly common ameng
followers of Sigmar. burt they are found among the more committed
of the followers of all Gods.
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Skills: Academic Knowledge (Theology), Blather, Gossip, Heal,
Intimidate, Torture

Talents: Hardy, Strike to Stun, Very Resilient
Trappings: Religious Symbol, Scourge
Career Entries: Flagellant, Initiate, Outlaw, Student, Zealot

Career Exits: Charlatan, Flagellant, Initiate, Vagabond
ScoURGE OF GoD (ADVANCED)

Those who serve their Gods as flagellants sometimes survive
throwing themselves into danger to smite the forces of Chaos and

darkness. Those who survive long enough become scourges of God,
mighty warriors for their deity, blessed with a degree of divine
protecrion.

Scourges of God are often highly charismatic, and gather other
fanatics around them. In times of war, they are highly praised by
the cult hierarchy, but when peace comes the priests prefer 1o move
them along as quickly as possible, lest they find too many “enemies
of God” within the towns of cities.

Most scourges of God die bravely in batde, but some do move
on, often to other ways of discovering and punishing the corrupt.
Scourges of God almost always substitute the name of their God
when describing themselves: scourge of Sigmar, scourge of Ulric,
and so on.
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Skills: Academic Knowledge (Theology), Charm, Heal, Intimidate

Talents: Luck, Menacing, Public Szlcaking, Resistance to Chaos,
Sixth Sense, Very Resilient, Very Strong

Trappings: Flail or Great Weapon, Religious Symbol, Religious
Relic, Remains of a Heretic

Career Entries: Flagellant
Career Exits: Champion, Initiate, Interrogator, Witch Hunter

Note: You may enter this career even if the insanity you had as a
Flagellant has been cured.




Imost all citizens of the Empire admir it is important to pay

vour respects to all of the Gods. After all, they watch over
different aspects of life, and all those aspects are necessary 1o a
full existence. This is even true of the majority of priests; fanatics
who believe only their God should be worshipped are rare, and
universally condemned by their own cult. Most priests promote a
‘live and let live’ attitude,

The level of tension and outright conflict berween the cules mighe
thus be somewhat surprising. This is because priests support ‘live
and let live', except on very important and central religious issues,
such as the correct way to deal with the insane, the treatment of
scholars suspected of heresy, and seating positions at civic feasts.
On such vital mazters, they feel that they must take a stand, and
their opposite numbers often feel the same.

THEOLOGICAL DIFFERENCES

Theological differences are the most fundamental, but least
common, causes of tensions between cults. They arise when two
cults have different docrines on the nature of reality and the Gods.
and when members of those cults decide that the differences matter.
These dissensions are rare because very few people understand the
details of theology well enough to know the differences even exist,
and thus find it difficult to care. Those thar do become important
have normally been translated into simple terms, for the simple
minds of the layfolk.

Adventure Hook: Land Over Sea

Chapter IV: Extremes of Faith

A priest of Taal has found a way to make the primacy of his deity
clear; he points out that the sea is fed by the rivers, and thus that
rivers create the sea. As rivers create the sea, Taal is clearly superior
to Manann, and the temples of Manann should be brought

under the authority of those of Taal; specifically, his. The priests
of Manann do not agree, and have started arguing that the sea
swallows and destroys rivers. Some extreme followers take this to
mean that followers of Manann should kill priests of Taal.

SIGMAR AND ULRIC

The most famous theological difference is that between the cults
of Sigmar and Ulric. Ulricans believe that, as Sigmar himself was
an Ulrican, the Cult of Ulric is clearly primary, and deserves more
honour than the Culc of Sigmar, Sigmarites believe Sigmar has
become a God at least the equal of Ulric. In purely pracrical terms,
the Sigmarites are winning within the Empire.

Adventure Hook: A Blasphemous Hierarchy
Temples of Ulric outside the Empire start including shrines to
Sigmar. These shrines portray Sigmar as a servant of Ulric, acting
entirely at the command of the God of Winter. The Ar-Ulric
refuses to see this as anything other than honouring Sigmar, but

the Grand Theogonist and Arch-Lectors want it stopped. The PCs
are approached, independently, by high-ranking representatives of
both cults. Both want the practise stopped, without stirring up any
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further conflict berween the two cults. Of course, not all followers
of the two Gods agree, and some intend to take more direct action.

BEHAVIOUR

Although matters of theological conflict de arise from time o time,
they are far less common than individual disputes berween priests,
either within a cult or between priests of different faiths. Priests
work to behave in ways pleasing to their God, to exhibir qualities
preferred by their patron deity. As such, when they encounter
priests who adhere to different values, who act in manners that are
at odds with their own outlooks, conflict can arise.

To minimise the potential conflicts between priests in an area, an
informal consensus is made amongst the members of an area as
to which God takes priority in which areas. This minimises the
contact berween members of different cults and also reduces the
number of disputes concerning matters of theological differences.

Adventure Hook: Spare the Rod...

A new priestess takes over at the Shallyan shrine, and starts
preaching, vigorously, against such basic punishments as flogging,
branding, mutilation, and rolling down a hill in a barrel of broken
glass. The local priest of Sigmar cannot allow her to undermine
respect for authority, but he’s very reluctant to simply arrest a
Shallyan who has done nothing but preach. Could the Player
Characters arrange something?

MyrMIDIA, SIGMAR, AND ULRIC

The three marrial deities have very different approaches to battle.

In broad terms, Myrmidia values individual skill and cunning,
Sigmar values obedience and strength, and Ulric values courage and
wild savagery. Members of one cult are thus prone to condemning
the actions of members of another cult as military failings. Most
commanders know devout followers of one God do not work well
with followers of another, and keep their roops segregated.

Adventure Hook: Wolves & Spears

A commander, concerned that the troops under his command are
forming into religious factions, mixes the cults in each division. The
Myrmidian caprain starts punishing the Ulricans for negligence,

the Ulrican caprain starts punishing the Myrmidians for cowardice.
‘The PCs arrive at the fortress just as things are about to boil over.
Beastmen are approaching, and while reinforcements are on the
way, many of the troops simply expect them to help resolve the
religious disputes,

RANALD, SIGMAR, AND VERENA

The disagreements between Ranald, on the one hand, and Sigmar

and Verena, on the other, are basic. Ranald believes in freedom,

larceny, risk-taking, and conning the guilible. Verena fecls these

actions are unjust, while Sigmar takes a dim view of anyone who

breaks the established rules. Most of the time, the authorities try to -
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arrest Ranald’s culrists and treat them as common criminals, while
Ranald’s followers seck to embarrass the powers that be,
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The cultists of Ranald in a town mount a particularly spectacular
campalign against the prominent Sigmarite and Verenan temples.
This pushes the other two faiths together, and they mount a
counter-attack, searching for Ranaldans. Soon, however, the
Verenans are repelled by the Sigmarites” methods, and start trying
to rein in both sides. The town is split three ways, and more and
more of the population are aligning with one faction or another.

SIGMAR AND VERENA

The cules of Sigmar and Verena differ most strongly over the
correct attitude to people who question the assertions of authority.
Verenans regard this as a religious duty, something essential to the
flourishing of civilisation. Sigmarites regard it as the first sign of
blackest heresy, to be punished severely, possibly by burning at the
stake, The two cults also disagree over the value of studying books
on the Ruinous Powers, the balance to be struck between punishing
the guilty and sparing the innocent, and the kinds of evidence that
should be acceptable in a trial.

It is not the occasional tensions between the cults thar are
surprising, but the fact that, most of the time, they ger along fairly
well. This is largely because they agree on the proper treatment for
actual worshippers of the Dark Gods, and Verenan investigators
are at least as good at ferreting them out as witch hunters are. Still,
more than a few witch hunters decide that Verenan temples are
hives of heresy.

Advenrure Hook: The Smell of Corruption
A Verenan priest finds evidence of corruption, and passes it on

to the PCs, who have resources he doesn't. His information is
generally good, albeit incomplete. Then he passes on evidence
suggesting that a notable witch hunter has fallen to the Skull Lord.
‘The next day, thar witch hunter accuses the whole Verenan temple
of heresy, and the worship of the Despoiler. Who is right?

T aaL AND THE CIVILISED GODS

Taal and Rhya are primal nature Gods and they encourage
carthy practises. Their holy sites are fashioned with suggestions
and symbols of fertility, fecundity, and of course nature. Those
who venerate these Gods are much more likely to embrace
their primitive natures, dwelling in the remote places, drinking,
debauching, and embracing the natural world. Given their
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unconventional methods of worship, conflict regarding decorum
and behaviour is bound to arise between priests of these and other
faiths. This is especially true of city folk and priests who follow
Verena and Myrmidia, since Taal and Rhya are so clearly ar odds
with refinement, philosophy, and the sciences.

Adventure Hook: Caught in the Crossfire

A priestess of Verena travels to a remote village in Wissenland

only to find she is not welcomed. Intent on spreading the value

of learning and culture, she finds the locals embrace the shocking
rituals and practises of Taal and Rhya. Horrified by the initiation
rites that usher lads into manhood, and the coarse rituals that
women undertake as part of their worship of Rhya, the priestess
flees back to Nuln, claiming the village is overtaken by cultists

of the Ruinous Powers. This prompts the authorities to send an
expedition to the village to cleanse out the infestation, of which the

PCs are a part,

PERSONAL DIFFERENCES

Whereas the previous conflicts were driven by a difference in
character and personal qualities, these conflicts are driven by some
specific course of actions. Arguments over theology or behaviour
may have the ability to tear any community apare and leave the
streets knee-deep in blood, bur at least they have dignity. Personal
differences, the most common cause of disputes between cults, do
not even have that.

Personal differences can arise from almost anything. A priest might
resent the leader of another cult being given precedence at a civic
feast, or feel that a sermon insulted his cult, or him personally. It
may be competition for a woman, or worries over reduced donation
revenue as another cult grows in popularity.

These disputes are often dressed up in ethical and theological rerms,
but they can only be resolved if the personal resentments and
rivalries involved can be defused.

Adventure Hook: Lust in the Heart

A priest of Morr decides his God has told him, in a dream. that the
local high priestess of Shallya is turning her temple into a brothel,
attracting donations by offering the favours of the priestesses.
While a lot of the citizens of the town would like it to be true, the
high priestess swears there is nothing to it, and the priest of Morr is
just upset because she rebuffed his advances, She wants the Player
Characters to stop the campaign against her, so that the temple can
get on with healing the sick.
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A]:hough the majority of the citizens of the Empire worship the

ine Gods condoned by the Emperor, there are many, many
Gods revered by citizens, foreigners, and heretics alike. Some of

these are aspects of the main Gods, minor deities, nature spirits, and
abstract concepts venerated nonetheless. Also, there is a vast swathe of
forbidden Gods—deities that have either fallen out of the favour of the

citizens of the Empire, or are affiliated with one of the Ruinous Powers.

With few exceptions, none of these other Gods are worshipped
on a scale resembling that of the primary nine. Most have simple
shrines or a lone temple dedicated to their name and that’s all.
Worshippers are either concentrated in one location or scatrered
widely, but thinly, throughout the Empire.

The Gods described here are neither sanctioned by the main cults
of the Empire nor widespread, and in some cases, are outright
forbidden. These include the deities of the other Imperial races—
Dwarfs, Elves, and Halflings—cults on the rise in popularity, and
even the vile Gods of Chaos themselves.

Creating New Cults

New cults spring into existence every day, just as old ones die our
from a lack of worshippers or are purged by witch hunters and
other authority figures. Most citizens of the Empire readily accept
the fact that people can and do belong to multiple cults at the same
time. Cults most clearly differ from secret societies, guilds, or other
organisations, in the following ways:

. The group pays allegiance to a God or spirit.

’ Members of the group spend a portion of their day in prayer
or contemplation of their deity.

. Sacrifices and offerings are presented to the God on a regular
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The GM should feel free to create new cults as needed. These can
follow the similar traits of the forbidden cults described in Chapter
VIII: Religion & Belief in WFRP, although they can be legitimate
and need not ascribe to any of the Ruinous Powers—for example,
some cults are created for the worship of Venerated Souls (see page
95), both living and dead. Most new cults are very small, focused
in their numbers and goals, and keep their activities either entirely
secret or vague enough so as not to draw the attention of witch
hunters or others that may disagree with their dealings.

(GUNNDRED

Gunndred is the God of Rustlers and Blackmail. He stands for
taking what you want by force and fear, leaving frightened victims
behind you. His cult is currently rather localised, bur it does

seem to be spreading. He is generally portrayed as a large, brutal
man wearing travel clothes, but some worshippers depict him as
an extremely fat man dressed in rich clothes and covered with
jewellery, with at least haif a dozen large thugs standing behind
him.

Unlike Ranald, who concentrates on the luck and skill of the thief,
Gunndred emphasises brutality and intimidation. A follower of
Ranald might sneak into a house and steal all the money without
waking a soul. A follower of Gunndred would turn up with allies,
wake everyone, beat and torrure them all, take all the money, and
promise to return in six months to take all their money again,
while threatening to kill them, slowly, if they tell anyone what
happened. He would not expect them ro abide by the last threat
indeed, followers of Gunndred want to gain a fearsome reputation,
so he would hope they did not. Most followers would kill only one
member of the family on the next visit, generally one who was nor
earning a living.




[ Many people believe Gunndred is an aspect of Ranald, as
both appeal to criminals. Both cults deny this vociferously.
Followers of Ranald are repulsed by the wanton vielence of

Cult of Ranald as a group of effete sissies. There are many

r Gunndred's followers, while Gunndred's worshippers see the
q merchants in Tilea and the Border Princes who pray to Ranald
|

for protection from Gunndred. }

‘ CuLT SKILLS AND TALENTS

Initiates: Intimidarte
Priesss: Animal Care, Menacing, Torture

Priests of Gunndred abide by the following strictures:

S STRICTURES
|

. Be feared, not loved.

. Live by what you have taken from others.

. Leave no victim unmarked.

. Leave survivors to spread the fear of your name.

AREAS OF WORSHIP

Gunndreds largest cult is based in the Border Princes, and is detailed
below. He is also worshipped by some of the more brutal rackereering
groups in the Empire, particularly in the south, and he is popular in
northern Tilea, near the Vaults, where he is known as Sconduino.
Tilean worshippers often pursue brurtal feuds and vendettas over
slights to their “honour;” other worshippers claim they need no
excuse for violence, and look down somewhat on the Tileans. Both
groups do recognise they serve the same God, however.

SYMBOL

Gunndred's primary symbol is the lasso, which coincidentally looks
a good deal like a noose, He is also symbolised by the cosh, or a set
of brass knuckles.

THE CULT OF GUNNDRED

In the past, there have been few large groups of Gunndred cultists.
This is because the culrists are all brutal criminals who believe in
drawing attention to themselves; most cults are crushed by the
authorities before they can grow to any size. Some cults have been
crushed by organised crime before they provoke the authorities into
interfering with business.

In recent years, however, a group based in the Border Princes
has managed to grow to a substantial size. This has always been
a fertile area for Gunndred. as the absence of central authority

L Ad i,‘ A

PRI,

LIH73 P
b

2 a
(G

makes life easier for his followers. Indeed. some of the Border

Princes themselves have been followers of the God of Rustlers and
Blackmail. On the whole, however, these groups have stayed small
duc to infighting, and the lack of prosperous people to intimidate.

The new group changed that by concentrating on rustling—
stealing cattle. This has always been a part of Gunndred’s portfolio,
as there is no way to subtly and elegantly steal a few dozen living
cows; intimidating the cowherds has always mattered. Emphasising
this area has allowed the cult to grow within the Border Princes,
and its spreading reputation has led to many people in the Empire
thinking of Gunndred as primarily a God of cattle thieves.

Activities

The members of the cult have a distinctive style of cattle theft, All
members wear bright red cloaks and carry shields painted (badly)
with a cow skull and lasso. The leader of a raiding group carries a

standard composed of a cow skull on a pole, with a lasso hanging
from a cross-piece below.

Any guards with the cattle are tortured and then killed in front of
the cowherds. The cultists often kill the guards by staking them to
the ground and then driving the cattle over them. Cowherds who
resist the group are mutilated or murdered. A common practise

is to tic ropes to the cowherd’s arms and legs and attach the cords
to the cattle, who slowly wander apart until the victim’s limbs are
torn from their body. Other techniques include inciting a bull

to gore the victim, and in some rare cases, such individuals are
disembowelled and left for dead. Anyone who runs away quickly
enough is allowed to escape unharmed, and with any valuables
they might have been carrying, as long as they leave all the cartle

behind.

As the cultists are competent fighters, and travel in groups of at
least a dozen, most cowherds run as soon as they see the cloaks
and standard. Groups who pretend to be members of the culr are
offered membership; refusal is unwise.

As it has grown, the cult has diversified into protection rackers and
highway robbery, but these remain relatively minor, at least for
now. While it remains based in the Border Princes, it has spread to
Averland, which has a thriving cattle trade.

Organisation

The cult is divided into bands, each led by a chief, who is also

a priest of Gunndred. Members of the bands are often outlaws,
mercenaries, or similar violent types, although a few will be
initiates. The cult as a whole is led by Master Gunnslieb, and he
makes sure that every member fears him.

Recruits need only find 2 band and ask to join. Two or three of
the members beat them up, and then they are members. They are
given the worst, most dangerous jobs until a newer member joins.
Anyone trying to flee the group is caught, beaten, and then taken
to Master Gunnslieb for slow execution.

Every band meets with Master Gunnslieb and his band four times
per year. The band must divide its spoils into two lots, and Master
Gunnslieb takes one lot. Most bands thus divide in half as carefully
as they are able. Concealing loot warrants death for the entire
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band, although the members who revealed the deception are merely
beaten, and then allowed to live and remain in the cult.

Master Gunnslieb himself is a cattle thief, bur he has shown no
prejudice against groups that choose to concentrate on racketeering
or highway robbery, as long as they produce large amounts of loot.
Failure to steal enough is grounds for Master Gunnslieb to execute
a random member of the band.

Each band is expected to find its own way to fence its share of its
loot. It is acceptable to fence cattle first, and then pass the cash on
to Master Gunnslieb, but he is also happy to receive loot thar is stiil
on the hoof.

Personalities

Gunndred’s emphasis on reputation means that many of the
members of cult try to stand out. Only a couple have reputations
that have spread far, however.

Master Gunnslieb

Master Gunnslieb (his name means “Beloved of Gunndred”) is the
founder and leader of the culr. He was born in the south of the
Empire, but he has made contradictory claims as to where, and as
to why he fled. No one doubts that he committed a brutal crime
and fled justice, and most assume that people are still after him. Of
course, anyone trying to bring Master Gunnslieb to justice needs ro
join the queue.

Master Gunnslieb is famous for his brurality, even to members of
his own band. Most members of the cult would assassinate him and
take his place, if they dared. One reason they do not is that Master
Gunnslieb has truly miraculous powers.

Master Gunnslieb is now in his late thirties, and fears thac he is
slowing down. He has also realised the cult is growing beyond his
ability to personally control it, and is not sure what to do about
this. He cannot bring himself to trust any underlings, but also
does not want to reduce the amount of loot he gets by making the
cult smaller. He is considering the option of becoming one of the
Border Princes, and letting parts of the cult go their own way.

Chief Bloodjaw

Chief Bloodjaw's real name is Lucilla Tavertanien, but she is famous
under a name she earned by biting chunks from the cheeks of
captured cowherds before hamstringing them. She does not clean
the blood from her mouth, so her teeth are rotren and her breath
stinks. Her band is extremely effective, and rumours say she has
recently displayed miraculous powers similar to those displayed by
Master Gunnslieb.

A group of young nobles has decided to set up as a band of
Gunndred, dressing themselves appropriately and robbing
stagecoaches. They are much more polite and much less brutal
than typical Gunndred worshippers, bur the culc is sdill after
them. Some of the youngsters are known to the PCs or their
friends, and the PCs get asked to protect a bunch of thieves
from a far worse bunch.
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HANDRICH

“Money, power, and influence—these are my Gods.
And Handrich represents all that is money, power, and
influence.”

—Bianka GRUTZNER,, HEIRESS TO THE GRUTZNER DY GOODS
CONSORTIUM, ALTDORF

Seat of Power: Marienburg, with small chapels across the Empire
Head of the Cult: High Priest Goudenkruin in Marienburg
Primary Orders: None

Major Festivals: Markrag (Market Day)

Holy Books: None

Holy Symbeols: Gold disc, crossed fingers

DESCRIPTION

Handrich (also known as Haendryk) is a minor God pepular with
traders, merchants, burghers, and others involved in making a
profit through business dealings. Although most peasants consider
all business folk to be swindlers. cultists of Handrich are more
concerned with prosperity for all through commerce—awhat
benefits the merchant often benefits those around him as well,

Quside of Marienburg, where the cult is based and is the strongest,

many people confuse Handrich with an aspect of Ranald known

as “The Dealer.” For those in the know, however, the distinction is
clear—Handrich is the God of legitimate business, while thieves,

smugglers, and conmen worship Ranald, though there are many A




examples on both sides of this
not necessarily being true. The
two cults have created a healthy
sense ()mepeti(ion between
them, and, so far, it has not |
erupted into violence, though | or new
theft, backroom dealings, and
other dircy tricks are considered
fair game berween the rwo. |

The Cult of Handrich organises

itself into fraternal groups [
and secret societies, composed |
of merchants and wealthy |

[#2

perfect system.

burghers. These groups’

goals include fostering a [
spirit of competition, forcing
competitors to capitulate in
business, and the spiritual ‘
enlightenment that comes
from communing with both l',

comrades and the deity. |

These groups are extremely

hierarchical, with many initiations that must be passed before

moving closer to the inner circle. Many members believe they are
simply joining some form of guild, oblivious to the machinations
occurring behind the scenes. The inner circle, however, works to
set prices, lower taxes, and raise more money for the building of
temples, and expanding the word and influence of Handrich. It

CoMMON VIEEW

“Nothing more than a face for those money-grubbing
merchants out to pick your pockets clean for a loaf of bread
pair of boots. They call this God Handrich. I call

him “greed,” nothing more.”
—RUDIGER STALROTT, RaG PICKER

“Qur culr has brought nothing but fortune and goodwill
to the people. Through Handrich’s blessing the money that |
we bring in trickles down to the people in need. Why, it’s the

“This upstart cult is nothing more than a ruse and a sham.
They claim to be ‘legitimate’ businessmen, but honestly, is
there such a thing? Maybe Handrich is some big joke by
Ranald, designed to test our faith and patience.”

is rumoured that high-level
members dabble in ritual magic
to increase their fortunes.

SYMBOL

| The primary symbol of
Handrich is a gold disc,
commouly interpreted as a coin.
Cultists often carry a blank

coin in their pocker or worn
about their neck to show their
devotion o their God.

is 2 hand with its fingers
crossed—the same symbol
commonly associated with

|

| —Jorann MEYERS, LANDLORD anD CULTIST OF HANDRICH ) Another symbol of Handrich
|
{

Ranald. This has proven a
| serious bone of contention
berween cultists of Handrich
| and those of Ranald the
Dealer, for each lay claim o

—HrermMuT NEUBER,, CONMAN

the symbol. In Marienburg, cultists of Handrich show this secret
symbol to fellow cultists by using their right hand, while cultists
of Ranald use their left. Confusion abounds, however, and more
than a few altercations have occurred when opposing cultists use

chis sign, assuming the other person belongs to their particular
cult, only to be mistaken.




AREAS OF WORSHIP

Handrich is found primarily in the city-state of Marienburg, where
he has proven wildly popular, sometimes eclipsing Manann's stature
there. No self-respecting merchant in that city would pass up the
chance to give offerings to the God of Trade.

Outside of Marienburg, Handrich is primarily found within the
largest cities of the Empire. There is a small temple in Altdorf,
although plans exist to expand on the building or create a new,
larger structure in the future. In other cities, shrines to Handrich
are found around public markets and within the homes of
nerchants. Devout cultists of Handrich are happy to spread his
word while they go abour their daily business of buying and selling
for profir.

Handrich is also popular in Estalia, Tilea, and some of the ciry-
states of the Border Princes, and this popularity is increasing
steadily, Those towns and cities that distrust or persecute members
of Ranald’s cult are far more likely to allow cultists of Handrich
into their gates. For this reason, cultists of Ranald sometimes steal
the pendants from Handrich worshippers, in an effort to pass
themselves off as “legitimare.”

TEMPERAMENT

Handrich is depicted as a contented and jovial figure who delights
in both the acquisition of wealth and the spending of it. He is the
consummate selle—-charismatic, smooth, and likable, and seems to
view his cultists not so much as mere worshippers, but as business
partners. Handrich is shrewd in his dealings and expects his cultists
t0 be smarter and faster than the people they deal with. Cultists
believe Handrich watches every transaction and business dealing.
Building charitable works is also highly encouraged, though often
with some secondary purpose, such as a tax shelter or means of
avoiding inspection of goods.

On the negative side, Handrich is both greedy and manipulative,
exhorting the belief that the ends justify the means. In Handrich's
eyes, if you make a profit from someone else’s stupidity or
ignorance, than that’s coin better spent on better ventures. Culrists
are encouraged to put up this double standard of presenting a
respectable face to the public, while fleecing them with fixed prices
and false shorrages.

UsinGg THE CULT

The Cult of Handrich can be used as a good distraction for those
expecting to deal with cultists of Ranald. Although their beliefs are
similar, culrists of Handrich are much more public and open about
their activities. For more suggestions on using Handrich, be sure to
check out WERP Companion.

- -

Thanks to generous donations and wise investment by its priests,
the Temple of Handrich in Marienburg is being refurbished and

expanded. While the new south wing of the temple is being built
into a previously vacant space, the planned north wing has been

delayed due to the fact that the owner of the building, a dealer

Although Handrich is a relatively new deity. the question begs |
to be answered: is he really just an aspect of Ranald under a ’
different name? Throughout much of the Empire, Handrich

. and Ranald are considered the same, though worshipped ‘
| under both names without much thoughr. Those that travel

l into the far reaches of the Empire strive to show the differences ’
[ between these two Gods and, over time, the split between f
the nwo Gods is being accepted. In fact, with the rise of the
middle class, composed of merchants and burghers, the cult of
Handrich is probably the fastest-growing cult throughout the
whole Empire.

— 3

In Marienburg, however, the division berween the Gods is

| very distinct. The two have their own temples, which are

| constantly trying to outdo each other in terms of size and

i extravagance of wealth displayed. Cultists of Handrich
openly display their symbol, while cultists of Ranald keep
them hidden. Both have roughly the same level of influence
on local politics, but the Cult of Handrich is far more
transparent in its dealings.

b e obindgih people favour Ranald far more than Handrich,

‘J seeing the lacter as just one more authority figure out to get

‘ their coin—at least Ranald is up front abour his greed for
gold, while Handrich simply wants to raise prices in order
to get it. Some people see the wisdom in worshipping both
deities, hoping to garner the support of these Gods, regardless

{ of the fact thac they may be the same thing. After all, the

|

|

— ——

Empire is full of Gods who all deserve recognition, they claim, ‘
so what harm in there in recognising both? l

CuLt SKiLLS AND TALENTS

Initiates: Evaluate r
Priests: Dealmaker, Haggle, Savvy ,

STRICTURES

| Devout worshippers of Handrich are almost invariably

( merchants or involved in some form of profit-making

business. As a result, many of their strictures would not sound

out of place in a merchants guild, although cultists take their [
duties much more seriously. {'
I

!

|

. Make a profit every day. |

. If you form a partnership in trade with a person, an |
oath must be sworn. k|

. Give charitably, but within reason. |

L Never use violence for gain. )
[ Do not get caught in a lie until you have left rown. \\
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in antiquities named Leopold von Sturrbon, has refused to sell

the building, despite the massive amounts of money offered. Von
Sturrbon does not seem to agree with the cult’s beliefs, making the
situation all that more tense.

The PCs are approached by the cult to apply outside pressure on
von Sturrbon. The priests provide money for the PCs to make

a deal, either through bribes, blackmail, or whatever means.
However, the priests make it perfectly clear they do not want their
names involved in any manner, and do not want to know the full
details of how the PCs get the job done.

When the PCs talk to von Sturrbon, they find him to be a very

unpleasant person, although his concerns for his property and business

are sound and heartfelc—with a carch. He claims thar when he passes
away, the property is intended for the local Sigmarites to build a new
temple of their own: any investigation into this proves it to be true.

The PCs must decide which side they are to take: go with the
cultists of Handrich in removing von Sturrbon from his property.
or side with von Sturrbon in revealing the underhand methods of
the Handrich worshippers. If the PCs choose to skip town entirely,
the cult sends “minders” after them to ensure they never speak of
the deal again, and that they never come back to the city.

— ForEIGN GODSs IN THE EMPIRE —

Mosr folk of the Empire are scornful of foreign Gods and can't
understand why anyone would stray from the worship of
Sigmar. While the worship of such deities as Shallya and Morr is
widespread, other nations also have their own distinctive Gods, and
these Gods have some followers in the Empire itself.

By far the most important of thesc is Myrmidia, She is originally
the Goddess of Tilea and Estalia, but the growth in popularicy
and influence of her cult means that, in some parts of the
southern Empire, she is no longer regarded as a foreign God.

In the north, however, people still remember, and suspect, her
southern origins.

Other foreign Gods have few worshippers, and are regarded as
aspects or servants of the Empire Gods, or of the Ruinous Powers.
These opinions are shaped by the relationships between nations.
Thus, the violent Gods of the Norse raiders are often seen as
aspects of the Dark Gods, particularly the Lord of Battles. Norse
berserkers in the Empire typically give public allegiance, ar least,

———
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to Ulric, and many claim to worship that God under the name
Ursash.

The Lady of the Lake, the patron Goddess of Bretonnia, is

worshipped very little outside that country, and is entirely confined

to Bretonnian expatriates. The most common belief in the Empire
is that she is a servant of Myrmidia, or an aspect of that Goddess.
Myrmidians tend to the belief that the Lady serves their Goddess,
while most other faiths believe the Lady is just another name for
Myrmidia.

‘The Gods of Kislev are typically seen as aspects of the main Gods
of the Empire. Ursun, the Bear God, is linked to Taal, and Tor,

the Storm God, generally to Ulric, or to Taal again. Dazh, God

of Fire and the Sun, used to be linked to Taal, but recendy an
identification between him and Myrmidia has become increasingly
popular. However, a significant number of northern Empire folk
see the Gods of Kislev as separate deities, worthy of worship and
respect in their own right. The three Gods are typically enshrined

“All foreigners worship the Dark Gods. I went there, and there wasn’t a single temple of Sigmar, Why else would they fear

Sigmar? They are clearly cultists.”’

—ALBERICH ““THREE SHIELDS,”” MERCENARY

“The so-called ‘Lady of the Lake’ is served by harlots and warriors. That sounds like the Ruinous Powers to me.”

—DEMONA OF BRASTHOF

“The Gods show dif ferent faces to dif ferent people, bur we all worship the same powers in the end.”

—GawN GODTGRAF, BEFORE HIS ENCOUNTER WITH TEMPLARS OF SIGMAR

“Any foreign God could be a deception of the Ruinous Powers. Only by relying on Sigmar can we remain safe.”

—Gawiy GODTGRAF, AFTER HIS ENCOUNTER

“Judge a God by his deeds, not his name, The Ruinous Powers would even call themselves “Sigmar” if that would snare a few
more souls. The followers of Ursun stand against the hordes, and their God is no Daemon.”

—SEMUND THE UNSWERVING, INVESTIGATOR FOR THE ORDER OF THE CLEANSING FLAME

“When in Luccini, pay homage to Luccina. It's foolish to risk offending a God just because we don’t worship her back home.”

—LoRNA OF WURSTHEIM, MERCHANT
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together, as their cult is tiny within the Empire, but such shrines
are as common as shrines to, for example, Morr or Verena in the
parts of the Empire near the Kislevite border.

Attitudes to Kislevite deities are generally positive, as Kislev

has been an important ally against the forces of Chaos for
centuries. The cults of Taal and Ursun, for example, get on

very well, as they have very similar attitudes. Taal's worshippers
think the focus on bears is a little strange, while Ursun’s cannot
understand how Taal's followers manage to miss the true superiority
of ursine existence. On the other hand, cultists of Ulric tend to see
Ursun’s worshippers as rivals, but not enemies, and the feeling is
mutual. Each cult wants to prove itself superior, but recognises thar
the other has many fine qualities.

e

i

Minor Gods arc often identified with foreign deities. There are, for
example, many Gods of merchants: Handrich in the Empire, Haendryk
in the Wasteland, O Prospero in Estalia, and Mercopio in Tilean, Most
people, both inside and outside the cults, tend to think that these are

all different names for thc. same God. If one branch prospers and starts
wying to impose its will on the others, this can change.

— Dwazr, Err AnD HartrLng GODs —

he following deities are venerared by the other races that call
the Empire rhenr home.

Tue Dwarr GoDs

Dwarf religion revolves around the worship of their ancestors,
celebrating their deeds and giving thanks to their legacy. Although
Dwarfs seem to worship a pantheon of Gods, these deities are really
the most important of their ancestors, those founding fathers of the
Dwarf race whom all clans have in common.

Diwarfs are stoic and private, and their religion reflects this. Dwarfs
rarely speak of their religion, and do not seem to pray. Their temples
are only found in the deeps of their holds. Worship is a personal matter
between a Dwarf and his God, and religious rites and services are
unheard of. Instead of prayer, Dwarfs worship their Gods by telling
stories and singing songs, celebrating the heroic deeds of their ancestors.

Amongst Empire Dwarfs and other Dwarfs living amongst men
this holds doubly true, for it is a way to maintain a connection
with their homeland. Temples to the ancestor Gods do not exist,

although larger shrines usable by Dwarfs exist within the larger
cities of the Empire that have a sizeable Dwarf community.

Humans tend to treat the faith of their closest allies with respect,
if not ultimately with understanding, Sigmarites in particular have
a great deal of respect and honour for the faith of Dwarfs, seeing

a great deal of similarity between Sigmar and the Dwarf Gods. In
return, most Dwarfs respect Sigmar for his achievements as a man,
although they do not worship him.

There are those Humans who come to identify strongly with a
Dwarf God, especially those living in towns and cities with a strong
community of Dwarfs, worshipping them much as they would

a Human God, to the bemusement of Dwarfs, Of these Gods,
Grungni has the highest number of Human worshippers, especially
amongst artisans, and there is even a Human-built temple to
Grungni in Nuln,

There are countless ancestor Gods—each clan, hold and Dwarf
family have their own ancestors whom they worship. But there are
three ancestor Gods whom all Dwarfs pray to. A




Dwarfs are famous for their oaths and curses, and the most common of these are the invocations to their Gods. Examples include:
Grimnirs Beard!, By the Orbs of Valaya!, or the ever popular Grungni's Trunnion! Rarcly do these invocations have an effect on the situation
at hand, other than 10 express shock, dismay, or rage, but every once in a while, a God may show favour to the Dwarf, particularly when
the need is dire and the Dwarf acts in 2 manner honouring his race. As an optional rule, the GM can grant a 1% chance for 2 Dwarf

=

Chapter V: Other Gods

DWARFEN INVOCATIONS

character invoking his God to gain a +5% bonus to his next Test.

—— R —

race. Elves worship a pantheon of Gods, much as do Dwarfs and

The God of Mines and Arrisans, Grungni is the father of the Dwarf
race. He taught the first Dwarfs how to dig deep into the earth,

and how to mine ore and smith metal. Grungni is the one God

of Dwarfs most identifiable to men, and the one with the most
Human worshippers throughout the Empire.

Grimnir

A warrior God, Grimnir the Fearless personifies the courageous

nature of the Dwarfs. He is
especially popular amongst
the Cult of the Slayer, who
revere him as the Slayer God.
Although the concept of a
warrior Ged is a familiar
one to men, the concept

of slayers—and therefore

the Slayer God—is urterly
unfathomable.

Yalaya

As the protector and mother
Goddess of the Dwarfs,
Valaya is the founder of
some of the greatest holds,
and guards both the concepr
of the homeland and the
clan, concepts with which
men have little empathy

or understanding. Asa
result, there are few Human
worshippers of Valaya.

THE ELVEN
Gobs
Ask most men about the
Gods of the Elves and though
they might be able o tell you
wild stories they have heard,
there would be little in the
way of facts ro their tales, for
Elven religion is shrouded in
mystery, much like the Elven

ComMoN VIEWS

“Look, it’s really quite simple. The Gods are fundamentally a
reflection of the psyches of all sentient creatures. Which means
the Gods are all one and the same—Elven, Dwarf, Human and,
ves, even Halfling.”

—KARL JURGENS, & SCHOLAR ARGUING HIS
CoNTROVERSIAL THEORY (RATHER UNSUCCESSFULLY)

“Elves don’t pray, except 1o themselves. They’re so high and
mighty they probably consider themselves ro be Gods.”

—ALBERT HENZ, DIsAFFECTED DOCKWORKER

“Ever seen a Dwarf pray, sonny? It’s all drinkin’ and singin’ and
laffin’! Much more fun than ol’ Father Magnus’ sermons, I'm
tellin’ ya.”

—HaNs JeMEs, FATIGUED WORSHIPPER

“Y ou wouldn’t have thought a Halfling would be very righreous,
but I’ve seen the looks on their faces during Pie Week, They're
giving thanks to Mother Esmerelda alright, and having tasted
their pies, I’d be giving thanks if I was them, too!”

—BERTRAM STANHEIM, HUNGRY PEASANT

“I’ve spent a lot of time around Elves, and I was surprised by
how religious they are. Sure, they dress it up in mystical mumbo
jumbo, but Ive seen them before battle or when preparing for a
trip. They pray just as much as you or I, if not more, and not to
one or t'other god, but to the whole lot, every last one of ‘em.”

—MaGpa vaN DYKE, WASTELAND MERCENARY

“It’s not right, worshipping the dead. Saying a prayer to keep OU
Pappy Morr at bay is one thing, but worshipping the ghosts of Ma
and Pa and the rest of yer dearly departeds? That's just wrong.”

—Hizpa Brannt, WOLFENBURG BONEPICKER

men, but not in any way recognisable to the other races.

Elven culture is suffused in mysticism and magic, and Elves believe
their Gods surround them and are a part of them. An Elf considers
his every action, his every thought, to be mystical in some respect,
and therefore everything they do is somehow connected o the
Gods, every action is a devotion in its own right. It is unclear how
the Elves worship their Gods or what rituals and ceremonies they
might undertake. Some speculate that given the Elves live such

a long time any way, how they regard these beings in necessarily

kil

different from the ways
Humans and other short-lived
races might perceive them.

A few whisper that perhaps
the Elves are even Gods
themselves!

Men would never profess to
understand the faich of the
Elves, most believing either
the Elves do not believe in
Gods, or those that they do
worship are but different
aspects of the Human
pantheon, Of course Elves
believe the reverse, claiming
all Human Gods are merely
a distorted reflection of the
Elven pantheon. The truth,
in all likelihood, is probably

somewhere in berween.

Due to this lack of
understanding, there are very
few Humans who worship
the Gods of the Elves—the
culture of the Elves is too
alien to grasp, their faith too
oblique and impenetrable.

Elves living within the Empire
continue to worship their
Gods in the same manner
they would anywhere, for they
have no formalised religions,
and conduct all worship on a
personal and intimare level,

In some of the larger cities
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frequented by Elves, in particular Marienburg, small shrines to the
Elven Gods can be found.

Although Wood Elves venerate the entire pantheon, they worship
Kurnous, God of the Hunt and father of Elves, and Isha, Goddess
of Fertility and mother of Elves, more than any other. In Wood

Elf society these Gods are elevated in status, perhaps due to the
presence of their king and queen—Orion and Ariel—taking on the
role of their avatars.

Asuryan

Asuryan is the ancestor of all living things and guardian of the

Elven race, in the form of the Phoenix King whom the Elves believe

is chosen directly by Asuryan. Elves pray to Asurvan to grant them
leadership and bravery.

Hoeth

Hoeth is the God of Knowledge, Learning and Wisdom, and is the
patron of Elven wizards and scholars. Hoeth is prayed to when an
Elf faces a dithcult quandary or confusing problem, for his wisdom
can help see the truth of the matter. Elven wizards also pray to
Hoeth when preparing for a powerful magical ritual.

Isha

Isha the Mother is Goddess of Fertility, protector of the natural
order and mother of the Elven race. She is worshipped by the
Wood Elves of the Old World as one of their dominant deities,
although other Elves pray to her to aid farming, for protection
during childbirth, or for help when abroad in the wild.

Khaine

Bloody-handed Khaine is the God of War and Murder, and is very
much a double-edged sword, for he is both the saviour and the
doom of the Elven race. Although he aided Aenarion defeat Chaos
and fought against Slaanesh, he also wars against his kin and is the
patron God of the Dark Elves. Elves pray to Khaine when going to
bartle or when dark sins need 1o be committed for the greater good.

Kumous

Kurnous is the father of the Elven race and God of the Hunt,

but unlike Isha worship of him is waning, except amongst the
Wood Elves of the Old World who venerate him as their principal
deity. Elves pray to Kurnous when hunting, when abroad in the
wilderness, and for tenacity and doggedness.

Lileath

Lileath the Maiden is the Goddess of Dreams and Fortune,
worshipped as part of a triumvirate along with Isha and Morai-heg.
She is the patron of seers and prophets, and is prayed to for clariry,
prophecy, and foresight, especially by an Elf facing a great challenge
or difficult decision, or in need of some good luck.

Loec

The patron of the Wood Elf wardancers, Loec is the God
of Trickery, Music, and Revelry. Loec is a mysterious figure
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because his followers guard the secrets of his rites and purpose
behind a veil of secrecy. His servants are occasionally called
Feastmasters for their part in the great festivals, where they lead
the celebration and perform intricate dances that recount the
history of Athel Loren,

Mashlann

As the lord of the sea and God of Storms, Mathlann is patron to
sailors and explorers, and is prayed to by Elves about to embark on
a voyage or secking new lands. He is also prayed to by the loved
ones of those Elves who are abroad so he will bring them home safe
and sound. Mathlann is one of the main Gods worshipped by the

Elves in Marienburg,.
‘The Crone is the Goddess of Fate and Death, holding the fare of
all mortals within her rune pouch. Elves pray to Morai-heg when

pursuing or flecing from their destinies, and by those who seek to
forestall death and the inevirable.

Yaul

‘The Elven God of Smiths, Vaul is the creator of the legendary
artefacts wielded by the Gods and heroes, including the infamous
Sword of Khaine. Vaul fought Khaine bur lost, and was horribly
crippied. Elves pray to Vaul for creativity and the willpower

to withstand great hardship, pleading to him when making an
impressive item or forced to endure great pain.
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‘Hearth and Home

Tue HALFLING GODs

Of all the races within the Empire, Halflings could be said to be
the least obviously religious. Halflings prefer o celebrate the here
and now rather than the heroes and deeds of the forgotten past,
worshipping their Gods when circumstances require it, bur not
giving themselves over to piety. Most Empire folk—especially those
in Stirland—would say that the only thing a Halfling worships is
the drink in his flagon and the food in his belly.

[t is true that Halflings are a comparatively irreligious folk, their
somewhat happy-go-lucky nature at odds with serious, organised
religion. When practised, the Halfling faiths are more often

used as a thinly veiled excuse to feast (much as many Humans
do, if truth be told—Halflings are just more honest in their
motivations).

Esmerelda

The most popular Halfling deiry is Esmerelda, Goddess of Hearth
and Home. Worship of Esmerelda is free of strictures and demands

Elves, Smiths, Artificers

Halflings, Mothers, Bakers

for worship, and her only rite of note is Pie Week, (in}famous
throughout the Empire for its gluttonous excesses. During Pie
Week, if at no other time of the year, Halflings can be said to be
devout to the core of their being.

OruEr HALFLING GoDs

Although worshipped on a somewhat haphazard basis as
circumstance dictates—even more so than Esmerelda—Halflings
do have a few other deities. Amongst these lesser Gods is Josias,
the God of Farmers, to whom prayers are spoken in both the
spring and the summer, at the start and end of the agricultural
season. Hyacinth, Goddess of Fertility and Childbirrh, to whom
many mothers and midwives offer prayers during labour; Phineas,
God of Smoking, known for his ever-full pouch of smoking
herbs; Gaffey, God of Building and Villages; and Quinsberry,
God of Ancestry and Tradition. In more rural parts of the Empire,
especially those areas close to the Moot—with the notable
exception of Stirland, where Halfling Gods are treated with grear
disdain—some men and women give thanks to the Halfling Gods
as well as their own.
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ON Priests oF THE NoN-HUMANS

There are differences enough berween the Humans, who claim
mastery of the Old World, and the other races with whom they
share it. There's the issue of physiology (no one would ever confuse
a Dwart for a Human), culture (has anyone met a Halfling who
was not obsessed with pies?), and personalities. These are minor
differences, trifles really. And, all differences aside, the four great
peoples of the Empire are all united against common enemies: the
Greenskin menace, the hordes of Chaos, and of course the vile
Skaven. But between conflicts, these differences can be exacerbated.
Naturally, the one difference that none of the Old World races seem
to be able to reconcile is their differing views on the Gods.

Whilst Humans are content to leave matters of faith to the wise and
the blessed, the other races have no need of such intermediaries.
The role of religion as Humans view it is utterly foreign to the
Elves, Dwarfs, and Halflings, even though in many respects the
deities can and do overlap. Take the Elves for example. Many of the
beings that make up their pantheon are direct antecedents to those
still venerated in the Empire today. However, the Elves claim they
are in direct communication with their divine patrons, sharing a
constant mystical link with their Gods. Tn a sense, all Elves act as
priests, directly communing with the spirit that binds their society
and race.

Dwarfs, of course, have their own perspective on the matter of
religion. As they cannot work magic of any kind, excepting their
mastery of runes of course, Dwarfs do not become priests in the
conventional sense. Certainly, there are plenty of Dwarfs, called
Lorekeepers, who bless the babies, recount the tales of their
ancestors, and advise their leaders in times of war, bur the very idea
that Dwarfs can channel the power of the Gods directly is utter
nonsense (despite heretical claims to the contrary). It is important
to remember that the Dwarfs view their ancestors as divine entities.
They receive insight from the deeds and actions of those who came
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before, which is why it is so vital to Dwarfs to record the heroic acts
that bring them glory and the treacherous betrayals that lay them
low, for it is in these events that the divine speaks.

Of the four major races, Halflings are the most irreverent. Setting
aside the fact that Halflings have no ralent for magic, the small
folk are so completely unsuited to the idea of venerating anything
that to even broach the topic to them would result in endless gales
of laughter, perhaps followed by a proper robbery to teach the
uncultured fool a good lesson. The Halflings do have their Gods,
certainly, but no Halfling could be bothered to commit himself to
daily and nightly prostration in the name of anyone, let alone some
invisible presence that does nothing but sit around and eat and
have dalliances with its siblings. When a pious mood does settle on
Halflings, a festival results, and a few locals are selected to officiate
the affair, being bribed heavily not to get overly drunk so that they
may maintain at least the appearance of ceremony,

Adventure Hook: Missing Gods!

Whilst travelling through Nuln, the PCs are invited to join in the
festivities surrounding a Dwarf holy day, celebrating the ancestor of
the local Clan. The festival is more like a raucous party, and much
ale is consumed and great stories told in the ancestor’s honour, and
the PCs are rewarded by horrendous hangovers the next morning,

The celebrations come to an abrupt halt in the morning, and not
just because of hangovers all around. The local Dwarfs don't just
revere their ancestors in a spiritual sense, but also in a physical
sense: they pay homage to the bones of their forefathers, which
they keep in a reliquary maintained by their Clan leader. When the
festivities are over, it becomes clear that the bones of the ancestor
in whose name everyone was celebrating has been stolen during the
night!

Bur who would want to steal some mouldy old bones? Perhaps the
ornate gold, gem-encrusted reliquary had something to do with it...

— Gops AND MONSTERS —

any of the monsters of the Old World have their own Gods.

Whether they can cruly be said to “worship” them is a martter
of some debate; the Greenskins set up stinking piles of excrement
in honour of their deities, a practise that can hardly be dignified
with a name, let alone such an honourable label as “worship.”

Some of the more powerful monsters are worshipped as Gods
themselves, whether by other monsters or by misguided Humans.

This is particularly the case for Daemons, who may seize worship
by putting a more acceptable mask over the faces of the Ruinous
Powers. Powerful Undead, particularly incorporeal ones, as well as
powerful and intelligent monsters of other types, may also claim
worship. Bands of Beastmen may not seem to worship the Dark
Gods directly, but their allegiance can always be traced back to the
foul four.

i $—3: MoNsTROUS GODS
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Empire scholars have learned the
names, and some details of the
worship, of the more important
monstrous Gods, but few care

to pry too much lest the Witch
Hunters see it as evidence of
heresy. Outside the temples of
Verena, there are very few who
know even as much as is written

here.

The Greenskins worship
brothers, Mork and Gork,

who are Ores writ large. They
fight cach other, and any other
Gods, for dominance, and may
even challenge living Ores who
draw their attention. As noted
earlier, the worship of these
deities appears to involve idols
formed from excrement, as well
as violence and the sacrifice of
prisoners, cowards, and rivals
who do not get out of the way
quickly enough.

Ogres have a God whom they

call the Great Maw, and whom they believe can eat anything,
stealing its strength. Religious festivals revolve around comperitive
eating, but since most of the rest of Ogre life also revolves around

i ———— e
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CQMMON VIEW

“Greenskins worship the Blood God. I saw it in their eyes.
Delight, that’s what it was. Delight as they spilled the blood
of my family. I say kill them all.”

—HEemMaR ORCREAVER, MERCENARY CAPTAIN

“Any Human who would worship the Gods of the
Greenskins would also worship the Ruinous Powers.
Worshippers of either should meet the same fate.””

—SEMUND THE UNSWERVING, INVESTIGATOR FOR THE ORDER OF

THE CLEANSING FLAME

“It is possible that Mork and Gork are not Daemons, or
namtes for the Blood God. It is certain that they are just as
much of a threat to civilisation as the hordes of the North. I
concern myself with consequences, not with semantics.”

—KRISTENA OF RECHTLICHT, PRIESTESS OF VERENA

“The Horned Rat will give all his servants dominion over
the world. The Skaven may be the rulers, but we will be their
agents... not slaves or food, like other Humans.”

—Eria DUrRBEIN, HORNED RAT CULTIST

by their corruption.

blasphemous Gods,

A few, however, hold that the Skaven have their own God, whom
they call the Horned Rat. This being supposedly seeks to elevate
the Skaven to rulership, rather than simply encouraging them ro
destroy it. These scholars speak of their beliefs only to their most
trusted friends and allies in their continuing battle with the rat-
men. (Children of the Horned Rar further details the malevolent
nature of the foul Skaven God.)

Finally. Humans who turn to the worship of these Gods are treated
with the same revulsion and violence as that dispensed to their

normal, monstrous, worshippers. The monsters’ Gods are generally
believed to be merely aspects of the Ruinous Powers, and a Human
who worships such beings, knowingly or not, is irrevocably tainted

Adventure Hook: Unpleasent Journey

competitive eating, it is hard
to tell when they are being
religious.

Beastmen and Mutants, as well
as Chaos Warriors and Chaos
Sorcerers, are normally quite
zealous about their worship of
the Ruinous Powers, although
they may do so under unusual
names. It is nor unheard of for
a band of Mutants to worship
a Chaos God under the name
of ane of the common Gods:
the God whose name is being
used often inspires his followers
to deal with such blasphemy.
(Tome of Corruption ofters
extensive detail on the Ruinous
Powers and their servants.)

Only a small number of scholars
admit that the Skaven even
exist; of those who do, most
believe that they simply worship
the Ruinous Powers, probably
preferring the Lord of Decay.

The characters have been hired to guard a wealthy noble as he and
his entourage undertake a pilgrimage to a shrine of Sigmar far
away. The entire trip is plagued by difficulties—torrential rains,
stinging insects, and the predations of larger and larger bands of
Ores and Goblins. Eventually, the nobleman grows disgusted ar
what he considers “incompetence” by the Characters and orders his
remaining bodyguards to take the caravan and leave them behind.

If the Characters tuen back, they go for several days until they are
ambushed by another band of Orcs—this time bearing trophies of
the nobleman’s caravan. If they don't turn back, they discover that
the shrine of Sigmar has been toppled and a large. grotesque statue
has been erected by the Ores in honour of their twin gods, Gork
and Mork. In either case, the characters also find the nobleman and
a few of his entourage, still alive and awaiting sacrifice to the Orc’s
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D::Spirc the very best efforts of the witch hunters to root out
the heretics and Daemon-worshippers, sects of forbidden
Gods continue to thrive in the Lands of Sigmar. Like cockroaches,
they infest the dark places, breeding with alarming speed, luring
unsuspecting fools to embrace whatever brand of wickedness they
peddle. Whilst a good many of these shadowy groups pay homage
to the Ruinous Powers, this is not always the case. Gods and their
cults find themselves outlawed for any number of reasons, from
distastetul practises and archaic or barbaric beliefs to the taint of
Chaos, or even just undesirable political leanings. Many honest
and forthright culrists have been branded heretics because they
crossed the dogma or interfered with the political machinations of
a ranking priest.

The practise of forbidden worship is an act punishable by death

by burning at the stake. Those who strive to cleanse the Empire

of heretics make no distinction between cultists participating

in harmless but forbidden rites to minor gods and zealots who
sacrifice innocents upon the altars of the Ruinous Powers. In the
eves of the witch hunters, one is no better than the other. Despite
the repercussions, there seems to be no shortage of heretical

cultists. The world of the forbidden holds a strong appeal, offering
excitement, a taste of the exotic, and more than anything, an escape
from the drudgery of existence.

OuTtLaweD

OR CHAOs? |

There’s a fine line berween

the run-of-the-mill forbidden
cults and those thar serve the
Dreadful Gods. For most
adherents of these outlawed
faiths, the idea that they serve
one or more Dark Gods is
utter nonsense, Each one of
these groups believes it has the
true story, the insight into
how everything works. The fact
that they don't subscribe to the
orthodox beliefs of the common
sheep does not make them

“Some Wirch Hunters found a

burnt them all the same.”’

same old lies and hope we don’t

Chaos cultists, they proclaim. |
However, witch hunters cling to

2 simple argument. They state
that the Empire’s cults define
whart are and what are not the “"

is another way! Join me, ladies

For allt”

proper methods of showing ‘
reverence to the Gods. And |
because these institutions are the
mortal representations of divine
will, it follows chat the truth has
been revealed unto them. Those

burn in the end.”

who do nor agree with the truch

| CoMMON VIEWS

over ‘cross the street there. I saw ‘em draggin’ the cultists
out, one by one, screamin’ it was an injustice and they wasn’t |
no Chaos worshippers. The Witch Hunters din’t care; they

“No sir, you misunderstand, this is not a medallion of
Chaos. Tis a symbol of Vylmar. That’s a legitimate
religion, you know, not some crackpot cult. What do you
mean you don’t believe me? Hey!

—THE LATE _JOHANN BORGES, CULTIST OF VYLMAR

“All of the old Gods are the same! Their priests peddle the |
to prop up a corpse! Well, we have noticed the stench coming
from the high remple of Sigmar, and from the palace in
Altdorf, and it’s up to us to stand up against them! There

the worship of the Horned Rat!
Sigmar and his puppet Karl Franz into the Reik once and

—DaGMar RUTGERBROT, DEMAGOGUE AND CULTIST
“No matter who or what filth they claim to pray to, they all

—CoUunt WILBUR vON ROTTENHEIM, WITCH HUNTER

upheld by the sanctioned cults are corruptions, and therefore, like
any mutation, they must be excised.

While chis is clearly an oversimplification, likely used to

appease the underused sense that witch hunters have in place of
consciences, there is some validity and benevolent purpose to the
argument. Chaos Gods are many-headed beasts, and they may take
on countless guises, each of which is worshipped in a drastically
different manner. Some aspects are obvious masks, whereas others
are far subtler. Some of these fiends even masquerade as true Gods
of the Empire to lure worshippers in or to mask their rites. This

is why the priests must shepherd mortals onto the proper course,
and why those who would deceive or diminish the authority of the
rightful cults must be stopped.

KHAINE

The Lord of Murder is a curious case in the Empire. Whilst
regarded as a legitimate deity, a member of the pantheon of
Gods that make up the various faiths practised in the Old World,
worship of Khaine is nonetheless outlawed, and with good reason.
As a land of laws, there is no place for the rites and ceremonies
demanded by the Bloody-Handed One. And so Khaine is shunned,
his followers immolated, and
| whar few temples the God has

are razed to dissuade others
from championing his filthy

cult in rown just last week, cause,

Despite his status as a forbidden
| God, Khaine has many followers
’ in the Old World. Secret cults

operate throughout the large
communities and settlements,
meeting in darkness and
isolation to pay homage 10 their
appalling master and to hatch
murderous plots in the hopes of
gaining his blessings. Although
these cultists are undeterred
from their efforts by the threat
of the witch hunters’ pyres. they
rarely act in the open, content

ait! Let go of me!”

|
|
|
|
|

notice that they're struggling |

to manoeuvre in the shadows.

| Those who oppose them tend

k to be found in their beds. their
throats slit, or perhaps strangled
or disembowelled, while their

and gentlemen, join mell in
And together we can topple

unsuspecting spouses sleep on

undisturbed.

Given the opposition to this

cult, the followers of Khaine
| do not have a formal hierarchy.
They exist in small isolated
cells scattered throughout the
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Empire. Whilst chey all share the same love of murder, there are

a great number of differences berween each group. with issues of
dogma, purpose, and even practise being some of the most hotly
debated subjects. When participating in religious ceremonies,
cultists often adorn themselves in black robes trimmed in red.
These symbolise the Lord of Murder's associations with his brother
Morr, and also the blood that flows from a well-delivered killing.

SYMBOL

Khaine’s symbols. though never brazenly displayed, are of the
scorpion and the serpentine dagger. Dedicated followers may have
a tattoo of a scorpion’s stinger on the Hesh between their thumbs
and forefingers, while others bear the mark beneath their left eyes.
Higher ranking cultists may also have more extensive tartooing
on their backs, forearms, or on their loins. All cultists carry
special daggers. noted for their wavy blades, and where possible
they incorporate the image of the scorpion into their accessories,
jewellery, or even clothing,

ARFA OF WORSHIP

Culrists of Khaine can be found throughout the Old World,
despirte the fact that his worship is forbidden and punishable by
death. His followers are drawn to places of depravity and suffering
more than any others, for their activities are all the more easy
there. Still, places of upright morals and devout worship of the
righteous Gods of the Old World are by no means safe from their
predations. Khaine is an almost exclusive Human God (although,
one should not mistake the Khaine venerated in the Empire for
the Khaine among the Elves and Dark Elves). and his worship is
predominantly restricted to large towns and cities—his cults thrive
on human contact and quickly tear themselves apare if they find
themselves without a steady source of victims.

There have always been cults of murder in the eastern Empire—
dark forests breed dark minds, or so the saving goes. The closed
nature of communities in the east, coupled with an intolerance and
mistrust of strangers, makes it all cthe easier for a local cult to take
root amongst native folk and operate withour drawing too much
attenrion. Although the dead rest uneasily in the eastern Empire,
and supernatural horrors abound, not all unexplained murders can
be pinned at the door of the Undead.

TEMPERAMENT

Cultists of Khaine are secretive and clandestine, and take all possible
precautions to avoid being identified as members of the cult. Yer their
practises make their presence all too obvious, over time.

Whenever possible—and ar least once 2 month, if not more—victims
are snatched from the streets of towns or from country roads and
ritually sacrificed. This foul act is preceded by the carving of holy

symbols upon the body of the victim, and concluded with the slitting

of his throat. Vicrims are then dumped in a nearby body of water,
ditch, or back alley. Variations on this procedure exist, naturally, but
the regularity with which it must be performed is almost universal.
Only those who will not be missed any time soon, or those who can
be taken without witnesses, are kidnapped. Once a body is found,
assuming thar the elements or scavengers have not destroyed the




All death is sacred, but only murder is sacred to

Khaine. \
! Murder is an act of devotion—do not rush it. '
. Murder is its own reward.
. Do not let an opportunity to kill pass you by. Each VI

stich moment is a blessing given by Khaine. 1
. Murder by the hand of another is good, murder by 1

your own hand is better. l
. Do not betray the cult, even in death. ‘
. Do not conceal the work of Khaine, even if it leads

to your discovery. ,‘

evidence, a knowledgeable investigaror could easily recognise the
hallmarks of the cultists’ work....for all the good it does him. The
method and motive become clear to the officer in question, but of
the true identities of the perperrarors, few clues are left.

Not all victims of the cult are killed in a ritualised manner.
however, for the cult preaches that a chance to commit murder
should not be passed up. The truly devour relish these murders of
opportunity, performed in the alleys behind houses of ill repute and
on lonely roads at night.

Several of the cult’s priests act as its leaders, but beyond their
positions it is organised fairly haphazardly. Most of the cultists are
lay members, the only requirement being that they have a “bloodied
hand.” Prospective cultists who have second thoughts about
committing the deed invariably wind up as the group’s next victim.

UsING THE CULT

Given the cults of Khaine’s haphazard distribution through the
Empire, they make for great antagonists, giving you the ability to
customise their locations, membership, and power to fit the needs
of your campaign. They can be used as the focus of a good. simple
murder mystery over the course of a single adventure, or as a far
more ingrained conspiracy forming an entire campaign.

Plot Hook

Morrslieb is dark in the sky and the people of Wirtbad hope that
as it wanes, so too will the spate of murders that have dogged the
nights over the past month, At first, the victims were refugees
from the north and strangers from out of town, and nobody gave
it much heed—after all, deaths amongst outsiders is outsiders’
business. But in the past week locals have begun to fall victim to
the murderer, and people are getting more worried.

Every murder victim has been killed in the same way: his throat
slit, a crude symbol of a hand carved into his chest, and his hands
covered in his own blood. Yer, each witness describes a completely
different suspect. The cult has been busy, ensuring that a different
cultist makes the killing each time. This makes their patterns harder
to fathom, but the cult is growing clumsy with the relarive ease it is

having in obtaining fresh mear.
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Many might dismiss Khaine as just another aspect of the Blood r
God, but the Lord of Murder has far more interesting roots than
those granted by discased imaginations, In truth, Khaine comes

to the Old World by way of the High Elves of Ulthuan.

The Human rites and pracrises involving Khaine are crude and
barbaric, and are in many ways an abomination of the God’s
complex spheres of influence. To the Elves, Khaine is indeed l
the God of Murder, but he is also the God of War. As such, |
he plays an important part in their myth cycle and culture, f
having bartled against Slaanesh and helped Aenarion drive
back the hordes of Chaos. Before High Elf soldiers march to
war, they are sure to whisper an invocation to the Bloody-
Handed God to guide their swords and spears.

.

There are similarities, though, berween the brutish practises
of men who follow Khaine and the abhorrent Dark Elves of
distant Naggaroth. These exiled Elves certainly frown at the
primitive and clumsy manner in which their chosen God is
venerated in the Old World, but their own are merely those
same acts of murder, perfected. Their rituals are spectacularly
bloody, involving living sacrifices. To the Dark Elves, murder,
pain, and death are virtues to be extolled, key components in
what makes their society what it is, perfected as an art form
and way of life. »

—_— — e

The local watch has enough trouble dealing with the influx of
refugees and outlanders, and is in over its head. Local Morrians
have whispered the name of Khaine, and a witch hunter has been
seen sniffing around. The party may be potential victims, or are
recruited by the authorities o track down the serial killer, or
perhaps are even fingered as suspects by suspicious locals and must
clear their names before the mob's torches are lit.

OtuER OUTLAWED GODS

Khaine may be the most famous of them, but he is certainly not
the only outlawed God. Within Marienburg and along much

of the Empire’s northern coast, authorities regularly tangle with
worshippers of Stromfels, God of the dangers of the sea. Stromfels’
cultists carry ourt sacrifices and try to wreck ships on dark nights,
See page 33 for more about Stromfels and his relationship with the
cule of Manann,

Additionally, there are countless lesser cults to ourlawed gods
scattered throughout the Empire. All of these cults are independent
from one another—they have neither the resources nor the
capability to become anything more, and a scattered structure helps
them remain undiscovered.

Two other forbidden cults are described in Sigmars Heirs, on page 99:

Ahalt the Drinker, an ancient god of the hunt who is long forgotten

by all but a few and who secks revenge on Taal and Rhya; and the

Yellow Fang, who worship the god of the Skaven, the Horned Rat, .
and seek ro bring about an end o civilisation in his name.
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The Yellow Fang is merely one of many cults that worship the Horned
Rat, and there are an alarming number of folk who would damn their
civilisation and willingly sell their countrymen into slavery. Worship
of the Horned Rat is not officially forbidden, but only because the
existence of the Skaven {and therefore their God) is never publicly
recognised by the authorities. Unofficially, his worship is viciously
clamped down upon by witch hunters and Skaven hunters alike, who
mask their efforts under the guise of purging Chaos cults.

Another religion that the Empire viciously suppresses is the worship
of Solden, the God of Tyranny. The cultists of Solden are organised
into independent cells, each of which is completely subservient to

a single leader, and their gatherings always involve the humiliation
and denigration of one of the members. The selected cultist endures
a series of painful beatings, is forced to perform degrading acts,

and may be treated as an object for the pleasure of the rest of the
cult. In most cases, the experience is fatal. Never a popular God to
begin with, Solden appeals to the ambitious and power-hungry. to
those who would conquer and oppress others beneath the iron fist
of their laws. A few theologians believe that Solden is the antithesis
of the Ruinous Powers, but others suspect this name as being just
another mask worn by the Chaos Gods.

Some Gods are outlawed because the values they preach are

too similar to the Dark Powers, or due to their association with
another forbidden god, such as Vylmar, the god of drinking and
debauchery. Centuries ago, worship of Vylmar was very fashionable
amongst the Imperial elite, and the parties thrown in his honour
were wild and raucous affairs that lasted for days. However, the
somewhat prudish cult of Sigmar objected to such behaviour,
deeming Vylmar's worship to be inappropriate for upstanding
Empire citizens, so it applied pressure on the Emperor to ban the
cult. The similarities berween Vylmar and Slaanesh hardly helped
marters, despite the fact that the two Gods are unrelated; many of
Vylmar's priests found themselves burnt at the stake. Today Vylmar
is worshipped by only a handful of cults, and always discretely

at that. It is not unheard of for cults of Slaanesh to masquerade

as cults of Vylmar as a way of gaining more credence amongst
otherwise wary worshippers.

FALSE BELIEFS

In the paranoid and closed-minded world of the Empire, the number
of practises labelled as “false beliefs” are quite large. What is considered
normal and accepted in some part of the Empire (or even within

one branch of the same cult) can be deemed deviant in another.

Chapter V: Othcr Gods
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Schisms and sub-cults pop up every few hundred years or so in every
mainstream cult, and each possesses its own ways of determining what
constitutes a dangerous belief, the punishment for such deviations,
and how to prevent their like from cropping up again. Described here
are the unique views that each of the main cults have towards those
who stray from the canonical teachings within their own ranks.

THE CULT OF MANANN

Manann is an indifferent God, and this
attitude often plays our among his cultists. His
priests are typically sailots who have travelled
the breadth and width of the Old World,
thereby being exposed to countless different
cultures, beliefs, and attitudes. Minor variations
in their fellows’ practises therefore seem minor in comparison to

the distasteful and deviant acts they have witnessed. The only truly
unforgivable alteration to Manann’s teachings that a cultist can make
is to turn his back on the sea, and to attempt to worship Manann’s
blessings as a land god. Those who are guilty of this charge are either
drowned outright or have their foreheads branded.

Tue CuLt oF MORR

The Cult of Morr must contend with deviations
on a regular basis. Since cultists deal with the
dead, and are often exposed to vile Necromancy,
abnormal thoughts sometimes wend their way
into the heads of Morr's servants, Defilement of
the dead is the most common affronr that occurs
within the cult. Priests of Morr keep a close eve on
their members to ensure thar they perform all the
proper rites and do not engage in such loathsome acts as grave robbing
or selling body parts to unscrupulous individuals. The rest of the order
ruthlessly purges those discovered to be performing Dark Magic.

Txe CuLT OF MYRMIDIA

Highly regimented and strict in their interpretations
of Myrmidia’s will, members of this cult are always
on the lookout for corruption within their own

ranks. Myrmidians are second only to the Cult

of Sigmar when it comes to rooting out deviants
from within. Potential renegades are tried in
military style courts, including a jury and a
defending litigant (chosen by the court), where they




can make their case. Cultists of Verena often aceuse Myrmidians
of conducting sham trials to punish suspected criminals regardless
of how tenuous or circumstantial the evidence. The Verenans feel
that the Myrmidian methods are too reckless and endanger the
rule of law. Executions sometimes occur. but most of the guilty are
imprisoned for life for their crimes.

THE CuLT OF RANALD

For a culr with so few rules and restrictions, it is not
surprising that the Cult of Ranald has few views on
what is deemed as improper. Most of the guidelines
that cultists of Ranald follow have more to do with
not getting caught when breaking others’ rules, or
with not betraying your companions when you

o get caught. In this way, the cult has more in
common with unrelated thieves’ guilds than other
religious organisations. Because the cult has such
extensive ties with the seedier parts of the Empire,
they are often the first to encounter blasphemous rites, renegades,
and Chaos cultists who strive to stay clear of the light of justice. Most
take the law into their own hands when they uncover these pockets
of corruption, quietly killing those they find and sending clues to law
enforcement so thac they may rake care of the rest.

THe CULT OF SHALLYA

As befitring a cult thar espouses mercy and forgiveness, the Cult
of Shallya is rather accepring and understanding of divergent

viewpoints. The cult spawns very (| ‘
few dangerous factions, as it is
difhicult to cause harm when one's
overarching cause is to further love,
compassion, and the healing of the
sick and injured. The most egregious act
possible within the cult is for a member
to refuse to provide aid ro someone in
need, particularly when there is little or
no reason not to do so. While all cultists receive token donations
for the upkeep of their temples and as a way to feed and clothe
themselves, cultists that “go into business” with their skills are
deemed as straving from the true path of Shallya by the rest of the
cult. In extreme cases, violators may be imprisoned, but are more
likely to be simply cast out of the order.

THE CULT OF SIGMAR
Of all the cults of the Empire, the cult of

Sigmar is the most fervent and active in
finding and rooting out corruprtion. The cult
has strict guidelines on what is considered
acceptable thought, action, and belief—too

strict, some say—making unintentional errors in

everyday behaviour quite casy. Within the cult, change is slow and

painful, as divergent beliefs are quashed almost as soon as they

appear. Priests or cultists that challenge the status quo too often

are readily lumped in with heretics and accused of being servants P
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of the Ruinous Powers, with punishments ranging from censure,
imprisonment, or more commonly, execution, Priests are expected
to keep an eye on their flock and fellow cultists for potential
“incorrect” words or deeds, and to bring swift, open retribution
when they discover ir,

THE CuLT OF TAAL AND RHYA

Priests of Taal and Rhya

are rather casual when it

comes to varying viewpoints
within their cult. As long as a
cultist shows the proper respect
to the Gods, gives the correct
sacrifices, and protects nature, the
cult respects the fact that there are
divergent views within its organisation. The cult draws the line

at mutation and abominations of nature, however. It ruthlessly
purges anyone within its ranks who possesses any form of mutation
or taint of Chaos. Because many of the rites of Taal and Rhya are
performed with little or no clothing, those with obvious mutations
find it nearly impossible to hide them from their fellow cultists.

THe Curt oF ULRIC

The Cult of Ulric follows Sigmar’s lead in hunting down renegades
and their dissenting views. Cultists are expected to live up to the
code of honour set out by Ulric, and despise any deviation from

DEVIANT ORGANISATIONS

Described here are a few deviant offshoots of the accepted cults that have persisted throughout the years. Some may be thoughr destroyed, but are
merely hiding until their numbers and good fortune return to once more question the status quo. In truch, not all of these heretical organisations
actually performed all the deeds that garnered the wrath of the other cults, although few are wiling to stand up and testify ro that fact.

TABLE §—s: HERETICAL ORGANISATIONS

Bel:evc in onlv two gods Sigmar, [hc benevolent deity. who created the human soul; and a dark god, an evil
deity. who created the world as a form of prison for those souls.

the norm. In many cases, . &
common sense and necessity
enforce these codes more than
a desire to do good; many of
Ulric’s cults are based in cold,
desolate places where living by
these laws are the only way

that a person can survive and

get along with others. Deviant beliefs are dealt with in an extreme
manner: death by flaying, abandonment without food or tools

in some frigid location, or the hacking off of hands and feet. The
worst offenders are stripped and splayed out on the ground with
their limbs bound, then left for a pack of hungry wolves to feast
upon.

THE CULT OF VERENA

The Cule of Verena is dedicarted to justice,
fairness, and debate. Because of this, cultists
are allowed and even encouraged to argue the
tenants of their faith among their peers. To
some other cults, this in and of itself smacks
of corruption, although Verena’s followers
counter with the fact that their debates

never lead to serious schisms, When a particularly
persistent belief arises that cannot be ignored, the cult
holds tribunals to debate the merits and faws of it.

If, as is often the case, the beliefs are deemed unworthy, then the
proponents of the belief are cast out,




Ithough the names of Chaos are legion, it is commonly succumb to the grief and despair that result from this ever present
believed that the myriad minor Chaos deities and Daemons discase and decay. In their madness, they come to

that plague the Old World can be affiliated with just four powers—  believe that Nurgle offers some form of salvation
Khorne, Nurgle, Slaanesh, and Tzeentch. The few deities who or understanding of pestilence and the entropy
cannot be traced 1o these four Ruinous Powers are said to be either  0f the world. Few realise their misguided

not yet clearly understood or are aberrations. convicrions only fuel Nurgle’s power, creating

never-ending cycle of disease and despair.

TuE CHaOs CULTS

Despite the efforts of the government, religious orders, templars,
witch hunters, and colleges of magic, the Chaos cults can still be
found in every layer of sociery. Both before and after the Storm of
Chaos, these vile cults killed, despoiled, and looted in the name of
their foul masters. Chaos cults are universally banned throughout
the Empire, and they are mercilessly purged whenever the light of
justice is brought to bear on them.

For a more in-depth look at the goals, motivations, and methods of
the Chaos cults and Ruinous Powers, see the Tome of Corruption.
Described here is a brief view of those cults and the homage they
pay to the four Gods of Chaos.

THe CULT OF KHORNE

Khorne is the violent, angry, and murderous
God of Chaos. His creed of mindless,
wanton destruction appeals only to the
utterly psychotic and violent, which take
to the bartlefield with the unabashed
urge to kill, burn, and maim. Because
this overt behaviour makes them so noticeable, Khorne's cultists are
chased to the far fringes of the Empire, where the powers of Chaos
can hold greater sway over the populace than the local governments.
Those few cultists of Khorne who remain in the larger cities and
Western portion of the Empire become solo mass murderers. They
stay at large only for as long as they can elude the angry mobs who
clamour for their heads. Witch hunters claim that finding and rooting
out cultists of Khorne is the easiest of their tasks—ijust follow the trail
of bodies, and the killer will be at the end of it,

Organised cults dedicated to Khorne can only successfully operate
where there are no real laws. The head of the cult is invariably an
extremely powerful, merciless individual who goads his minions
into battle with promises of blood and gore. The cults must behave
like sharks—they must be constantly on the move, killing whenever
possible. Cults of Khorne that cannor find enough innocents to
massacre turn upon themselves in short order, both o sate the
desires of their foul god and to appease its members’ own lust for
death and chaos.

Tue CuLT oF NURGLE

Disease is an all too common aspect of life in the Empire. Many
people live their entire lives suffering from one ailment or another,
and almost every household has lost at least one immediate family
member to a horrific illness. The cult of Nurgle preys on those who

God of Violence d




ComMoN ViEw oF CHaos CULTS

“The cults of our blessed Empire often act as frightened,
vengeful children, squabbling amongst themselves. Yet, we
forget that while we fight each other, the forces of Chaos and its
minions wait 10 take us all by surprise.”

—AVERMAR TENHOFF OF CARROBURG, |
MagGisTER OF THE CELESTIAL ORDER f
|

“When the blight ravaged our village, we of course turnedto |
the Priests of Taal and Rhya to bring the crops back again.

They said there was nothing that could be done! We pleaded with |
Sigmar and Shallya, even Manann to bring rain so something
could grow. It was only when a strange woman came to the J
village bearing an odd statue that the crops grew right again.
The words she spoke? I can’t remember. They made me feel ‘
uncomfortable, but we have food again, don’t we! Her Gods |
must be powerful indeed.” |

—INGA SCHTURR , MIDWIFE (MISSING)

“Unnatural folk are drawn to unnatural things. If they dare set
foot on my property, Ill show them the unnatural end of my axe!”

—Upo KEINT, WOODCUTTER

|
“While the armies of every province rallied to fight the Storm |
of Chaos, the insidious cults of these powers hid in our cities and ‘;
rowns, like a festering disease in the bone. Which is worse: the

evil your see before your eyes, or that which remains hidden from \
sight?” ‘

—SIR TALRECHT VON GENNIG, |
KNIGHT OF THE STAG, TALABHEIM \

“Burn them! Burn them all! Set fire to the cities and the forests |
alike, for Chaos takes root in all these places!”

—GUNTAR TASHARDT, }
ZEALOT OF THE CULT OF SIGMAR (DECEASED)

Cults of Nurgle recruit members from those suffering from horrible
afflictions, nihilists, and those driven insane from disease or despair.
Nurgle drives them to wander the Old World, spreading pestilence
wherever they go. While most cultists eventually succumb to the
numerous diseases they carry, a few become strangely energised by
their afflictions, murating into disgusting forms. Cultists of Nurgle
are also remarkably cheery—Nurgle is seen as a “loving” god who
teaches his followers to accepr the diseases that mar their body as a
sign of his approval and grace.

Given the number of diseased people in the Empire, locating cults
of Nurgle is surprisingly difficult, as they both lay low, blending
into the local populace, and stay on the move. These cults insinuate
themselves in places of abject squalor and filth, where even
hardened witch hunters pause before entering. Entire sections of
towns have been burned to the ground after a cult of Nurgle has
been uncovered: the cleansing fire is often the only thing that can
stop the diseases they carry,

THe CULT OF SLAANESH

Easily the most insidious and subtle of the Chaos
cults, followers of Slaanesh are dedicated to
serving their God through the subversion

and corruption of others. Cultists are wanton
hedonists who seek stranger and more perverse
delights to shock their jaded senses into some
kind of reacrion. Over time, cultists lose all sense

of morality or scruples, wrning to murder and vile
debauchery in the name of Slaanesh, the God of Pleasure.

The cult of Slaanesh strives to insinuate itself in all levels of society.
It is popular among the upper classes, the members of which

often do not know exactly what it is that they are worshipping.

In their quest for pleasurable moments, these misguided folk find
amusement and novelry in paying homage to strange, seductive
idols or partaking in debauched gatherings behind closed doors.
Artists, poets, and other seekers of sensual things are often drawn
to Slaanesh’s cults. Of them all, the culr of Slaanesh is probably the
hardest to uproot, as the political fallout of revealing such heresy
could topple the entire Empire.

The cult also has its worshippers among the lower classes, who use
its practises to find some form of relief from their harsh, degrading
lives. Some festivals and holy days, particulatly those with a
message of release and letting go of restraint, push into whar some
could consider blasphemous ground, where Slaanesh holds sway.
Cultists rake advanrtage of these times to recruit new followers with
promises of delights and decadence. Witch hunters and priests of
the sancrioned cults keep a close eye on these festivals to ensure that
they do not lead followers astray.

THEe CuLT OF T ZEENTCH

Those who follow the teachings of Tzeentch
are dedicated to change in all its forms. They
are the most mystical of the Chaos cults.
secking our forbidden knowledge regardless of
the cost it exacts on the mind, body, and spirit.
Hedge wizards, ex-priests, and those who dabble in

) 4

the occulr are the most likely candidates to be drawn into a cult of

Tzeentch.

As befitting a cult that worships the God of Change, no two groups
are exactly alike. Some are composed exclusively of spellcasters,
while others are comprised of lowly commoners who seek to
overcome their lots in life. By asking for such change to come

into their lives, they call upon Tzeentch, often withour a full
understanding of the damage that doing so will cause.

The Colleges of Magic are constantly on the hunt for Cults of
Tzeentch, viewing them as horrid aberrations that meddle in things
that should be left alone. The Colleges engage in constant pogroms
within their membership, rooting our those who have fallen sway to
Tzeentch's control. Although they are never spoken of, these fallen
brethren are all too common. Magic is intrinsically tied to Chaos,
and its practitioners are more vulnerable to the call of entropy and
corruption than the average citizen of the Empire.

A .. N S
. | =G
-2




dayji:

AN R&a‘!&ﬂuﬁ)@mﬂﬁpﬂmﬂ’ﬁg@&n Hepgknow my 'd!.jv‘or;';oi. 7

arncrearionfo{Mo:‘r'als rogunderstandithelphysi

if
Rize: theylarelvaniy 3l fRyougwoul dlseeklsolacelfortyourdsoul

e L HEABESTAMENTIORIPERGUNDARONIDAIL YT FE 4

For the common man of the Empire, there’s little to differentiate
one day from another, little to break apart the drudgery of
existence for each day brings more filth, more hunger, and above
all. more waork. Since the Old Worlder is one accustomed to toil,
those rare respites, those breaks from labour, are cherished for these

too-infrequent moments are the times to live and play, to honour
the gods, and escape from the pedestrian life of the commoner. As
such, Old Worlders celebrate every holiday with zeal, cherishing the
event and look for ways to extend the celebrations in whatever way
they can.

— THE IMPERIAL CALENDAR —

he Imperial Calendar is of great importance and influence in

the Empire. It allows the commaon folk to count the passing
days and prepare for the festivals. It allows for histarical events to
be recorded and contextualised in time. It allows men who have
never met to agree on reliable dartes that they both understand.
In short, it is the cog around which the machinery of the Empire
revolves, Without standardised, measured time, everything would
soon collapse into confusion.

Most people believe that divine Sigmar, first emperor of the united
tribes of Man, formed the Imperial Calendar. The dating system
splits the 400-day year into twelve months of 32 or 33 days, and
includes six important festival days, each of which lie berween the
months. The months are further divided by eight-day weeks, which
bridge the months uninterrupred, even if a week is broken by one
of the intercalary festivals,

However, although Sigmar was involved with its creation, the truth
of the calendar’s genesis is more complex. and far older than the
Empire’s patron.

BerorE TIME was RECORDED

Most of the original cribes that settled the Reik Basin had no formal
traditions for keeping time. Those that did usually relied upon the

passage of celestial bodies across the sky to keep time for them.
Although planets and stars were sometimes used for this, most early
tribesmen observed the regular orbit of Mannslieb and the eternal
eycle of spring, summer, autumn and winter. This eventually lead
some communities to understand time as four seasons of 4 lunar
cycles, but few used a system even that complex. As there was

no central authority in those early times, cach tribal community
formed its own traditions for understanding time, often drawing
inspiration from their neighbours, conquerors, and the ruins of the
Elder Races.

By the rime of Sigmar. many conflicting and often inaccurate
methods of recording time existed. So many and so different

were these, that misunderstandings between early Humans were
common, and sometimes a source of conflict. Sigmarite holy texts
claim that Sigmar decided to end this problem.

A CALENDAR 1S BORN

Sigmar is said to have understood the importance of a centrally
organised calendar. However, Sigmar’s people were primitive, and
though they could observe the seasons and the passing of various
celestial bodies, they litte understood how to accurately record
the passage of time. Those few societies that did mark time rarely
celebrated anything beyond the great equinoxes of the seasons, and ]
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Thhis, the fifth of this year’s Sigmar’s Exodus’s Almanacs, details the Pilgrim’s Temple in Ahlenhof. As always, all the
pre-planned Festag Sermons are included, with the weekends marked in red. The Prigrim’s Temple is famed for
focussing upon Sigmar’s Life while He Still Walked Amongst Us, and only dedicares one Festag a year to ¢vents
ourwith this remit (typically upon the first Holiday after Sigmarday); although, the remple also holds ing services
every Konigstag covering other matters, Of particular note is Visitingday on rith Jahrdrung. The temple belicves this
is the day Sigmar last passed the site where the Temple now stands, and there is a great deal of celebration in the local
area (o commemaorare the event. Also of note is the weekly “Aubentag Muster”—which sterts at the fifth afternoon

bell and lasts for rwo hours—where the priects train the local militie and Hemmer Bearers in combar rechniques.” .




Chaprer VI: Festivals, Holy Days,
and Rights of Passagy

often relied upon obscure rituals and the alignments of ancient
standing stones to do even this. Unsurprisingly, most Humans did TI—IE MAKING OF A WEEK

not even know how old they were.

The Dwarfs had no smaller division of their months, barring each
day. They referred to each day by its number (from the Ist to the
33rd), and thar was that. However, most Human tribes grouped
days together in short clumps to help organise their short, busy
lives, most commonly ro plan their frequent marker days. Further,
The calendar reputedly created by Sigmar and his advisers drew many could not count as high as 33. Sigmar realised he would have
almost all of its inspiration from the millennia-old Dwarfen to go further than the Dwarfen calendar alone.

calendar. The six Dwarfen festivals—which were already celebrated
in most corners of the new Empire under different names—were
kept unchanged, and the months were simply renamed, where
necessary, to be more applicable to Human life.

Sigmar aimed to resolve this. As he was unable to draw upon
established Human calendars and knowledgeable scholars, he
turned to his strongest allies, the wise and ancient Dwarfs, and
asked for their counsel.

Sigmar had the cults and noble bloodlines of the tribes report to
him the methods used by their peoples to record the short passage
of days. He was overwhelmed by the diversity of the responses.

The most common grouping for days was the ‘week:” a number

of days, typically from 3 to 12, berween one local marker day

and the next. However, there were many other groupings. These
included the "Finftage’ (a five-day period generated from the solar
cycle—i.e. five weeks of five days in one full passage of Mannslieb),
However, just because a calendar was centrally created, this did the 'Vierzehnnacht' (a 14-day period supposedly based upon the
not mean that everyone immediately used it. Indeed, in those time the Endals believed they could withstand a siege), and the
early times very few did. Instead, they continued practising their ‘Sennight’ (a seven-day period with each day assigned to a different
local, and oftentimes inaccurate, traditions. To this day, over 2,500  God, although the Gods whose names were used would vary), and
vears later. it is still common to find isolated communities that use ~ many mere.

only variations of the official Imperial calendar, or even ignore it
complerely.

Not only was this seen as a simple and convenient solution, but

it also ensured that Imperial Dwarf and Imperial Human would
forever be bound together in a mutual understanding of the passage
of time, strengthening their growing relationship into the future.

So, rather than embroil himself with months of debate and
pointless conflict about how to best split the months, Sigmar fell

———
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back on his own traditions. Sigmar's tribe, the Unberogens, used
the term ‘week’ and had a unique grouping of four weeks called the
‘sextday’ (a 16-day period of obscure origin). However, knowing
thar the warlike Teuotogens might easily take offence at a blanket
enforcement of Unberogen terms, Sigmar also drew upon the
Teutogen “Woche,” a period of eight days repurtedly ordered by
Ulric himself. As Sigmar was a devout follower of Ulric, it seemed
obvious to him to marry all of this for his new Imperial Calendar.
And from these foundations, the eight-day Imperial Week was
created.

Each day was given a unique nante, chosen from the grear selection
of day names used across the new Empire. These names bore

lictle relevance to the actual use of the day in practise, for any day
could be a work dav, or a bake day, but they provided comforting
continuity for folk that used those terms,

Of course, even though the Empire recorded all official
documents using the Imperial Week, most of the tribes continued
using their older terms for the days and their groupings. Indeed,
over 2,500 years later, some distant parts of the Empire still use
archaic methods for counting the passing days, weeks, months
and seasons.

OTHER CALENDARS

The Empire may have an ancient, centrally organised calendar but
it is not universally adhered to. As mentioned previously, many
isolated communities cling to traditional calendars handed down
to them by their ancestors. The reasons for this vary, but most
commenly it is simply the “way things is done,” no matter if it
contradicts, ignores, or reorganises the Imperial Calendar, making
Matters very confusing for outsiders.

The most common alternative calendars are those sourced from
other Old World nations. Although Bretonnia and the Wasteland
use a dating system derived from the Imperial Calendar, the
Empire’s other neighbours—Kislev, Norsca, and the Tilean City
States—pracrise their own methods of counting the days. Near the
borders, these alternative Calendars are often used in tandem wich
the Imperial Calendar, and sometimes entirely replace it. Further,

W)

expatriate communities often retain their traditional calendars,
although mest of their residents understand, even if they do not
use, the Imperial Calendar,

KISLEV

Three dating systems are in common use in Kislev, although many
more exist,

The most popular is the Gospodarin Calendar, which is state-
supported, and thus used in all official documents. Like the
Imperial Calendar, it breaks the year into 12 months and into
eight-day weeks, but there are no intercalary festivals, and the year
begins on a different date: Shoika Day, on the Summer Solstice.
As there are no festivals berween the months, there are exactly 50
weeks in a year, The calendar begins from the dare Khan-Queen
Shoika founded the city of Kislev, which happened halfway though
1524 1C.

The next most popular dating system in Kislev is the Imperial
Calendar, which is commonly referred to in cities and is sometimes
used along the Imperial border. Its growing popularity betrays just
how influential the Empire has become in Kislev. Indeed, many
official documents and the few printed periodicals of the kingdom
use both the Imperial and Gospodarin Calendar.

Lastly, there is the Ungol Calendar. This is mostly used by northern
tevsas and stanistas of Ungol descent, and is most common north of
the Lynsk. It uses a four-year cycle called an Urrza, and begins on
the year the Ungols believe the Bear God Ursun first awoke from
hibernation (circa 500 [C). However, it is poorly documented, and
date disparities between communities and variations of terminology
are common. Indeed, most communities have their own names for
the 24 (or, somerimes, 26 or 36) monthly divisions of the Urza,
which makes communication using the calendar difficult, if not
impossible,

NORSCA

The Norse use all manner of different dating systems. The southern
Norse tribes are strongly influenced by the Empire and Kislev,

and many use those areas’ calendars or adaprations of them. The
northern tribes are influenced by the Kurgan of the Endless Steppe,
and some practise the blasphemous traditions of those peoples.
These are often strange in the extreme, and may involve calendars
based upon the bizarre cycles of an especially important Daemon
God, or the waxing and waning of the Great Eye of Chaos itself.
The Norse Dwarfs to the north and east use the Karak Ankor
Calendar, although they have renamed many of the monrhs, which
can confuse the uniniriated. When all of this is mixed together
with the original traditions of the Norsii tribes, the massive size of
Norsca, and the lack of any central authority, it quickly becomes
obvious why so many widely divergent calendars still exist there.

Just as the Norse are influenced by their neighbours, their
neighbours are influenced in return. This is especially the case in
northern Kislev, Nordland, Ostland, and the Wasteland, which the
Norse often raid, settle, and trade with, taking their customs with
them. This can result in some very odd dating systems in the fringes
of these places.

= {=)
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THE Parace oF TIME

I was led down an old, winding stair. I knew I couldn’t be that far beneath Altdorf, because I could hear rushing warer above. The
Reik, I presumed. That made me nervous. The walls may have been lined with Dwarf mason runes, and they were dryer than a Shallyan

[ Monastery, but there was enough water up there to drown Manann himself. (

‘ The robed thug I was following lifted his rorch, gestured for me to follow with a crooked finger, then stalked down the dark

1 corridor. I scurried after him, nor needing further encouragement.

| Ahead, I could hear a rhythmic tick tock, and I knew I'd almost arrived. The centre of all chronology in the Empire. The secretive

| offices of the emperor’s Minister of Calendars. The so-called ‘Palace of Time.

; To say I was disappointed is @ massive understatement. The ‘Palace’—a squalid hole no larger than the parasite-infested room Frau
Grunner had grudgingly ler to me—was ruled by a short old man. He wore a leather cap, the top of which bent over his forehead,
almost rouching his nose. A pair of spectacles with an array of adjustable lenses attached was perched precariously beside the huge wart

} on his nose. There was a small wind-up clock on his worm-eaten desk, and it was at least two bells wrong.

This, I presumed, was High Minister Gaspar von Derberg, keeper of the emperor’s time, and a very powerful man in the Empire. He
did nor look pleased.

I “I am nor pleased,” he coughed.

“I'm sorry. 1.

“Have I wasted all that coin?” he interrupted, spectacles wobbling as he adjusted the lenses. “You are three days late!”

“Ah, well, y’see: There was this...”

< “Please tell me what you uncovered about Zunftfest.”” His beady eyes, now ludicrously magnified, bored into me. I stumped.

So, as I had been employed to do, I rold him everything. Even the things I had promised myself nor to say. I can only blame it on the

‘ surroundings. I had expected a literal palace, not a gloomy hole piled with papers and books. By Sigmar’s Hammer! He was the Keeper

| of Time and his clock was slow! I opened my mouth and it all flowed out, as if someone else was talking.

! As the Minister of Calendars, von Derberg had the impossible task of recording all the festivals, holy days and dating systems of '

|

Sigmar’s Empire, and marking those that were no longer celebrated. Originally, the position, under some long-lost title, had been

' created so Sigmar could gather all of his people’s calendars to study. Over 2,500 years later, and the job was still unfinished. Howeuver,

" as time passed, the remit of the Minister changed. Now, ke was responsible for deciding whether a particular religious event was
potentially heretical, and deserved the attention of the Templars of Sigmar.

1 Everyone knew what that meant.

| The trouble was, Zunftfest was in Derberg, the High Minister’s own lands. Worse, the merchants that had survived the Storm had
twisted the festival into something... well... base. I'd tried to avoid the job; but, I was told, von Derberg had requested me personally.

Y Stupidly, I'd let flattery overcome my good sense.

|

]

;

|

|

The High Minister shook his head.

“I am not pleased,” he wheezed.

“I'm so sorry.”

“Yes, so am 1.” The old man rurned to my escort. “T'ake him to the well and throw him in. I will not have my people put to the
hammer by this scurrilous liar, and I will nor have him spreading his lies any farther.”

I'm ashamed to say that I was roo shocked to respond. I let the thug drag me awqy with nary a word of protest, It wasn’t until 1
heard the water that panic set in, and the enormity of what had just happened struck me.

Not only was the Minister allowing the cultists to practise in his lands, bur I was about 1o be drowned.

w f Having seen their rites, I'm not sure what worried me more,

THE TILEAN CITY ST ATES This calendar is widespread across the 01‘_1 World, and ha_s

long been used in distant corners of the Empire, even before
The nine great city-states of Tilea, as well as all the minor northern tribes mixed with those of the south, Many Taalites and
merchant-princedoms, towns, and villages they influence, use the Manannites claim the calendar, and its lunar cycles are observed by
<ame calendar system, one said to have been given to the nation some ancient forest and coastal communities.

by Glorious Myrmidia herself. Called the Verenean Calendar (4/
calendario Vereno), it uses the passage of Mannslieb (Occiodiveren)
to record time, and divides the year into 16 months of 25 days,
each with 5 weeks of 5 days.

Similarly, many Tileans use the Imperial Calendar or one of its
many variants. This is especially the case in the northern city states
of Miragliano and Trantio, for they more frequently deal with
Bretonnians and Imperial folk.

Tileans believe thar Myrmidia was taught by her mother, Verena,

how to mark time by observing the heavens, which was why she USING THE C ALEND AR

installed a lunar calendar as her nation’s dating system when she

united all Tilea and Estalia. Unsurprisingly, Estalians also use the The full Imperial calendar is provided on page 143. It is laid out
same calendar; however, they start it from a different date. Indeed,  with enough space for a GM to make nores for his campaign, or
the start date of the calendar has long been a source of friction for players to track their day-to-day exploits. It also lists all of the
between the princedoms of Tilea and the kingdoms Estalia, as it major festivals celebrated in the Empire, and plots out the phases of

drives to the root of the religious differences between the two lands.  Mannslieb.

141
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RANDOM CALENDAR VARIANCES

“Did ya say ‘Holiday?” We ‘aven’t no ‘Holidays’ around these parts, only Ulric’s proper Festag! ‘Holidays’ is fer foreign folk.
An’ everyun’ knows foreigners worship 'Dark Gods!”

—ULTHAR SCHMIED, MIDDENLANDER BLACKSMITH

The following table can be used to quickly determine local variances in the use of the Imperial Calendar.

TABLE 6—1: CALENDAR VARIANCES

T _:.w, i
i [T [11{] |'

- e PESM—

01-05 Angesmg Begms the Week. Locals of this setdcmem: begm d\clr wcck w1th Starthck. However, rathcr than stmplv counnng
days from a different day, they have reorganised them (or, perhaps, remember an original organisation) so that Startweek
replaces Workday, with Levyday now becoming Workday, and Markerday becoming Levyday, ctc. The only day that remains
unchanged is Holiday. In such communities, the weekend is Kingday and Holiday.

-

11-15  Aubentag Muster: To better defend the Emplre against artack, all Imperial citizens are expectcd to train on LevydayAny
men (/.. of 10 years or older) fadmg o practise their weapon skdls for at lmt 6 hours on- this day are run out of town.

21-25 Curtailed Weeks: Wecks start afresh each intercalary festival day. For example, no matter what day it is before Sun Still, it is
always Workday the day after. This can cause immense confusion for outsiders.

31-35  Ecliptic Year: The community measures time from one full eclipse of the sun by Mannslieb to the next, a cycle of time
sometimes called the Draconic Year, and tied to legends of the great Shoggoths of old. These time spans, which can
sometimes be very long, are broken up into smaller sections marked by partial and solar eclipses. Morrslieb is never used to
determine time in such commumucs

+ 1-45 Holy Festag: The settlement regards Holiday as an especially important day Anyonc found domg anydung beyond auendmg
the Temples or training to better defend the Empire (Sigmar always allows this) will be in a great deal of trouble.

51-55 Knnigstag Oath Ever) ngda\r the lomls gather in the Temple ofSigmar, or bv a shrme, T0 swear thelr loyalty to the
emperor. Locals believe that any adults who laugh or smile during this solemn occasion must be trairors to the Empire, and
thus, 2 servant of the Ruinous Powers.

61—65 Marktag Business: Local law allows for trade only on Marketday. Anyone trying to buy or sell on any other day will be
in trouble with the authorities. This causes problems for local inns, for example, as thev can only accepr payment for their
services on Markrag. Bar tabs are common, as are calls of: “Either you stay 'til Markrag, or you don' stay at alll”

71-75  No Festivals: The six intercalary festivals are simply added to the normal months, leaving the community with 12
months of 33 or 34 days. The festivals are still celebrated. but at the beginning or the end of the appropriate months,
not as separate days.
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TABLE 6—1: CALENDAR VARIANCES (CONT)
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76-80 Odd Week Length [he wcek here lasts for 1d10+2 daw mstead of 8. 1f a 6 is ml]rzd {(which would result in an 8- dap |
week), roll again and add the second result to the first (now providing a result from 9 to 18 days in the week). The !

names of the days vary by community. ‘

, mondTmcHuga t:pmihmﬁwdoeﬁmwn}markmmﬂ
sign o the yeargﬁeam-';hann a week 15/
(L ﬁxt it

to celebrated with A |
86—90 Wcllentag Toil: All peoplc are expected to Rotle feorn iy < dmk on ‘l( orkday. Anyone succumbing to sloth on such l
a day will be clamped in the stocks until the afternoon of the following day. “Tin afraid I had to call the watch, sir, The
sun rose some time ago, tmd you were still in your rooms.” i
4 i Lt SO L1 M i
ce locally, Instead, qﬂi: o
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96-00

Although keeping track of the days as they pass is not necessary
for a game of WFRP, doing so can greatly enhance play, especially
when playing in a protracted campaign, such as the Paths of the
Damned or Thousand Thrones. It allows the players to feel more
engaged with the world as they track and witness the passing
weeks, seasons, and even yearly events, such as birthdays or one of
Is. Further, rracking the date allows the GM
to accurately add extra aspects to his game involving deadlines,
keeping appointments, and describing surroundings according to
the acrual season, rather than GM whim.

the six major festiva

Tracking the day of the Imperial Week can also help the GM
describe the day-to-day activities of the various NPCs. Festag is
considered a holy day by most citizens of the Empire, and almost
every local economy grinds to a halt as the devou troop to their
weekly Throngs at the local temple of Sigmar. Indeed, some folk
consider it blasphemous to do any anything but worship and train
to better defend the Empire on Holiday, and believe that sloth or
nappropriate toil does nothing more than invite the atrention of the
Ruinous Powers. On the other hand, whereas the other days are licdle
different to the average citizen. most larger cities mark a ‘weekend'
comprised of Startweek and Holiday, when the richer middle classes
rest, paying the poorer classes to serve them. Smaller communities
rarely celebrate the weekend, even if they acknowledge a distinction
berween weekdays (Workday, Levyday, Markerday, Bakeday, Taxday
and Kingday) and Srarrweck and Holiday.

Game Masters are encouraged to use the calendar to mark all of the

dates that are important to their campaigns. Maybe a community
holds a special sausage festival every year, or the anniversary of a
special triumph over invaders is celebrated in another. Similarly,
players are encouraged to mark dates of importance to their PCs,
such as their birthdays, or those of their family and friends, or the
date of great victories for the party. Further, they can share in the
dread of their PCs as they chart the slow burt inevitable arrival of
Hexenstag and Geheimnistag, the two most feared days in the Old
World Year.

Roll Twice: Ro]l rwice on this mble If you roll this ref.u]t again, roll three times, and so on. If you score a result that
contradicts or duplicates an earlier result, roll again,

Adventure Hook: A Race against Time
The PCs are hired to protect a merchant train travelling close to the
Black Mountains. Not long after they arrive at their destination,

a horseman gallops into the settlement, a crudely-wrought arrow
piercing his shoulder. Berween groans and gasps, he explains that
his outlying farm was arracked by Greenskins, and that a warband

is gathering in the mountains.
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"The merchanr panics, as his stock will not be ready for at least a week,
and he will not leave without it. He charges the PCs o scour out the
Ores to see how far they are from the village and how many there truly
are. If they suceeed in this, he will pay them double their agreed fee.

The Greenskins are two days ride away, and Goblin wolf rider
scouts are patrolling the area for easy pickings (like the PCs), which
may delay them. The Greenskins will march in three days, and it

will take them about five days to arrive. What will the PCs do?
Ride for the next town, which is two days away. for help? Organise
an evacuation? Flee? Fortify the settlement? Whatever they choose,
time will be of the essence. To complicate matters, the village has

a fanatically devour Sigmarite Priest who does everything in his
power to ensure that the locals do nothing on Festag other than
attend his Throng and pray.

— HoLDbAYS —

he Imperial Calendar is full of festivals, holy days, and other

important dates. As religious and superstitious as most of the
people of the Empire are, celebrating the rites on the appropriate
day is vitally important to their spiritual wellbeing and peace
of mind. As the Empire ages, new holy days are added to the
calendar, whilst others are removed due to some perceived (or real)
blasphemy. Some are simply slowly forgorten by the masses, never
to be remembered or pracrised again. Finally, a few holidays have
transformed over the years, so that they are barely recognisable as
their original form.

Everyone in the Empire looks to helidays and festivals with great
anticiparion. For peasants and the lower classes, holidays are one
of the few times in which they can cur loose and forger abour their
poverty and hardships. For the nobles and other upper classes,
festivals are a way to flaunt their wealth, show up their peers, and,
on occasion, show their respects to the Gods who have made their
lives better than most. Holy days are also the times during the year
where all the classes mingle together in supposed harmony, as all
are subject to the will and whims of the gods.

Still, there are some holidays that are looked at with much
trepidation. Several of the holidays on the calendar are devoted

to grim events or times in which the Dark Powers are thought to
hold sway. For example, Witching Night is viewed with particular
dread.

HoLiDAYS OF THE EMPIRE

[t is always a holiday semewhere in the Empire, Each provinee
and every town has its own variation in the way in which these
particular holidays are celebrated. For more information on these
differences, see Variations in Folk Customs, page 86.

Described here is an extended look at the major holidays of the Old
World, originally described in the WFERP.

Witching Night (New Year)

Almost everyone in the Empire looks to the night before the

New Year, known as Witching Night (or, in older times. called
Hexensnachr), with particular dread. This night is sacred to Morr,
whose priests are the only ones brave enough to leave the safery of
their homes in order to conduct their rites in the graveyards. The
line berween the worlds of the living and the dead is particularly
blurred on this night, and the spirits of those who have gone before
sometimes come back. The vile Undead are seemingly energised by
the wan, pale light of the moons on Witching Nighe, and shamble
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through the countryside, terrorising the living. Because the regions
of death and sleep are 50 close, vivid dreams on this night give clues
of a person’s fate for the coming year.

Year Blessing (1st Day of Nachexen)

The day after the dreaded Witching Night is known as “Year
Blessing.” People emerge from the safety of their homes to celebrate
both the fact that they survived and to ask the goddess Verena to
bless the coming vear with acts of justice and bursts of wisdom and
knowledge. This is a solemn time, with the reading of passages and
offerings of incense, wine, and parchments inscribed with holy sayings
burnt up in fires, Old grievances between neighbours are brought
up before Priests of Verena, in hopes of settling them to clear the
following year. However, because grudges run deep in the Empire,
many of these feuds are left to stew for years, with no foresceable
resolution.

Mitterfruhl (Spring Equinox)

Known to the common folk as Start Growth, the spring equinox is
a time of great rejoicing. Start Growth is dedicated to Manann, as
it indicates the beginning of the changing tides and represents the
end of winter, which is the time of Ulric’s rule. This is also when
Taal's strength begins to grow in the form of rising sap. budding
trees, and the stir of mating among animals. Tradition dicrates that
a calf, piglet, or other young animal be sacrificed to either Manann
or Taal to bring good fortune and bounty for the following year.
This animal is either thrown into the sea, drowned in a large

river, or buried in the woods, depending on the person’s location.
Children born on Start Growth are thought to be quick-tempered
and flighty, prone ro wanderlust and adventure later in life,

First Quaff (33rd Day of Pflugzeit)

The Dwarf holiday of First Quaft is when the first kegs of new
beer are tapped for an initial tasting. While this is a time of great
celebration, it does take on a rather ominous tone, as the quality
of beer is seen as a form of augury for the fortunes of the Dwarf
hold for the next year. If the first keg is of inferior taste or colour,
it indicates bad luck for those tasting it. However, a fine brew
points towards good and glorious times ahead. An enrire system
of divination has developed for this tasting, and thus, the hold's
runelord and king are always the first to sample the year’s yield.

First Day of Summer (18th Day of Sigmarzeit)

The first day of summer is a huge and popular holiday, celebrated
throughout the Empire. It is thought that this was the day that
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Sigmar ascended to Godhood. The holiday is a time of great
festivities, feasting, and song, and, in theory, all work is supposed
to cease during this time, although farmers and others dependent
on this long day sometimes take to their fields to work in the
additional daylight. Tales of Sigmar’s exploits are common
entertainment, along with plays that depict some of his finer
moments. The legendary “Sigmar’s Sausages” are the food of
choice during this holiday, with each province boasting their own
unique recipes,

Day of Folly (1oth Day of Sommerzeit)

One of the few holidays recognised in Ranald’s name, commoners
and nobles alike cherish the Day of Folly, though it is seriously
frowned upon by the stern or ascetic. On this day, social
conventions are turned on their heads, and those in charge act

as servants whilst servants are treated as lotrds of the manor.

Revels occur in the streets, as people wear colourful outfits and
outlandish masks to conceal their identities (often quite poorly).
Drinking, song, and harmless pranks are the norm. While this is

in opportunity for authority figures to feel a bit of the sting that
they often put others through, few accept much in the way of abuse
from their inferiors, who must be careful in whar they say or do. As
Cultists of Sigmar often say: “it’s not the Day of Folly that marters,
it's the day affer that does.”

Sonnstill (Summer Solstice)

Sun $till is the common name for the Summer Solstice, so named
because the sun seems to sit still on the horizon on this, the longest
day of the year. It is an important date for farmers, sailors, wizards,
and pilgrims; in short, for anyone dependent on the cycles of the
sun and those keeping track of the remaining days of the year.
Fertiliry rites are extremely common on this day. with young
couples adorning themselves with flowers in their hair and dancing
and drinking to songs dedicated to Taal and Rhya. The mysterious
Elves are sometimes seen giving thanks and honour to their own
Gods on this day. Children born on Sun Still are considered blessed
and are thought to become bright, energetic adules destined for
great things.

Saga (33rd Day of Vorgeheim)

Saga is an important and grim holiday of the Dwarves. Songs of the
rrials and epic battles of troll slayers, longbeards, and iron breakers
fill the Halls of the Dwarfs. The Ancestors are revered during this
holiday as their exploits are told over numerous tankards of ale,
Humans, particularly those who live in areas with large Dwarf
populations or near the World’s Edge Mountains, often take up this
celebrarion as well.

Geheimnistag (Floating Holiday)

This holiday does not fall on any particular day of the calendar:

the Day of Mystery occurs when the owin moons Morrsleib and
Mannsleib are both full in the sky. This occurs only once per year
and is considered a time when the veil berween worlds becomes
thin, sometimes dangerously so. The Day of Mystery is dedicated to
Morr, and many strange and unique festivals occur on this holiday
throughout the Empire. Auguries are commonly performed,
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sometimes with spectacular or terrifying results. Humans take this
day to pay homage to their ancestors, and sometimes these spirits
come back to converse with the living (see Ancestor Spirits, page
83).

Pie Week (1st-8th Days of Erntezeit)

This Halfling celebration is rapidly becoming a secular holiday
throughout the entire Empire, as everyone gets swept up in the idea
of cating delicious pies. The Halflings themselves do not ascribe any
particular reverence to the occasion, something that has not been
overlooked by those Humans who believe Halflings to be nothing
but worthless, gluttonous layabouts. Human towns have begun
including pie eating contests, awards for the best or most unusual
pies, and other festivities. Business, other than thar dedicated to

the making of pies or the selling of alcohol to wash it down, often
grinds to a halt during Pie Week.

Mittherbst (Autumn Equinox)

The Autumn Equinox is more commonly known by the name
Less Growth. Obviously, with the weather turning colder and
the leaves dropping from the trees, the citizens of the Empire
teel winter impending. The time of Taal and Rhya is handed
over to Ulric, who rules the dark winter months. Huge bonfires
are dedicated to Rhya, the mother of the Autumn harvest, and
portions of the best crops are thrown in as a sacrifice. Another
portion of this harvest, along with an animal sacrifice of some
kind, is quietly given to Ulric, in order to assure that his wolves
stay at bay during the bitter cold of winter. It is thought that
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children born on Less Growth become grim and fatalistic adulrs,
with a penchant for looking towards the glory of che past rather
than the promise of the future.

Second Breech (33rd Day of Brauzeir)

The third major holiday of the Dwarf calendar, Second Breech is
the time when the family beer kegs are opened and tested once
again. As before, songs and rales of Ancestors and heroic battle are
the norm during this time. Few Humans celebrate Second Breech,
unless they happen to belong to families of brewers or distillers.

Mondstille (Winter Solstice)

The Winter Solstice is known as World Still. It is the height of
Ulric’s time in the Old World, when his hungry wolves begin
circling farms and villages in search of easy meals of livestock—and
the occasional human victim. It is a time of despair, for the winter
months are extremely hard and food is scarce. yet also a time of
joy, for after this day the wheel turns once more to Taal and Rhya's
eventual rerurn. Bonfires are lit in hopes of guiding Taal and Rhya
back into the world. In the farthest reaches of the Empire, the pelts
of wolves are raised on sticks outside village perimeters, both as a
sign of respect for Ulric and a warning for his “children” to stay far
away. Children born during World Still are known for their laconic
and subdued demeanour.

Keg End (33rd Day of Vorehexen)

Keg End is the conclusion of the Dwarfen calendar. [t is a time

in which Dwarf families must empty the last of their kegs in
anticipation of the coming year. Copious amounts of beer are
consumed during this celebration, and songs are sung that describe
the previous year. Humans of the Empire have also taken up this
tradition, though not nearly with the same fervour as their Dwarf
brethren. Laws dealing with public drunkenness are either ignored
during this time in liberal areas or tightened to excruciating levels
in places that are more conservative. Excess beer is often given to
those in need, although spilling even a drop during this festival
ensures bad luck for the coming year.

LocaL FEsTIVALS

Most of the holidays in the Empire are very localised, their
roots and true intent forgotten long ago. For example, a village
may continue to celebrate a particularly bountiful harvest from
100 years prior, remembering the way in which it boosted the
community’s wealth or status, even if times today are much less
successtul and harvests are slim.

Described here are some examples of festivals and holidays found
on a local level. Some take a holiday recognised by the rest of the
Empire and alter it in some special way, while others are utterly
unique to the village, town, or province that practises it (though as
a GM, you may place these local festivals anywhere in your game).

Water’s Turn (1st week of Plough-Tide)

Water’s Turn is a local festival for the village of Dunkelbild in
Middenland. The village sits on the edge of a large. boggy lake that
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provides the populace with their fresh water. A few days after the
Spring Equinox (Start Growth), the lake “turns”—the cooler water
at the botrom swaps with the warmer water on top. This churns up
a tremendous amount of algae and scum from the bottom, giving
the top of the lake a sickly green colour and horrible smell. To
celebrate the coming of spring, the townsfolk bathe in the lake and
hill large barrels full of the scum-filled waters. This water is scattered
over the newly planted crops and tossed onro barns and houses by
the local Priest of Taal. The lake is said to have curative powers and
the sick, lame, and elderly travel from miles around to have the
priest anoint them with this blessed water. Those travelling into
town can tell thar the festival is underway by the pungent odour in
the air, which can be smelled from miles away.

Von Alxber’s Night (18th Day of Ulric-Tide)

Von Alxber’s Night is a relatively new holiday, found in the area in
and around Sylvania. Approximately 150 years ago, fireworks were
introduced into this area, much o the delight of the inhabitants.
Although the invention was used primarily for military purposes
as signal devices between distant troops—the populace came out in
droves to witness tests, gasping in awe at the amazing colours and
explosions. It is said that a Priest of Morr (only his last name. von
Alxber, is known), upon watching one of these displays, fell into a
deep trance as the fireworks went off in the cool, clear night sky. A
vision came to him wherein he saw the town come under attack by
marauding bands of Beastmen. The people, although frightened,
took the vision seriously and prepared for the attack, which came a
week later. Von Alxber perished during the height of the skirmish
and his body was laid to rest in the town’s cemetery, where a shrine
was erected in his honour. To celebrate his life-saving vision, each
year the rownsfolk scrape together as much money as they can

to purchase the expensive fireworks that inspired his trance. It is

hoped that his spirit remains to guide others in such a way.
March of the Greenskins (roth Day of Brew-Month)

This holiday is celebrated in the town of Heisenberg in Wissenland,
commemorating the day on which a horde of Greenskins was
repelled from the town. During the rise of the Orc Warlord Garruz
Bloodskull, the town was overrun by waves of Orcs and Goblins.
Bloodskull was surprisingly far-sighted for an Orc, and decided

to keep the rown intact, along with its inhabitants. The rown was
held for nearly two months until a contingent of Knights of the
White Wolf swept through the town and routed the horde with
the help of the townsfolk. Today, townsfolk make effigies of Orcs
and Goblins and beat them with colourful sticks and pitchforks.
Another group, dressed garishly in the “armour” of their saviours,
come riding into town and order the townsfolk to haul the efhgies
to a pit outside the village and set it on fire.

Net Casting Day (z20th Day of Harvest-Tide)

Net Casting Day is a holiday celebrated along the rugged coastline
of the Empire. Cultists of Manann create special, ornamental nets
made from the rope of old ships, clothing, and hair. Special prayers
are written on cloth and tied onto the nets. The priests then take
them out onto the sea, sailing until they can no longer see the land.
After a lengthy prayer, the net is then tossed into the sea three
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times. Lach time it is dragged out of the water, the priests study
what is captured in the net as a form of augury. If the nets pull
out a solid catch of healthy fsh, the signs are clear that there is a
bounty to come in the following year.

Sigmar’s Walk (15th Day of Sigmar-Tide)

As the seat of the Empire and “birthplace” of Sigmar’s rule, Aledorf
has numerous festivals and holidays dedicated to Sigmar’s name.
Sigmar’s Walk is the name given to the holiday in which his cultists
follow the footsteps walked by their patron god as he left the ciry
nearly 2,500 vears prior. On this day, cultists of Sigmar rake to the
streets in a form of pilgrimage, walking from one end of the city

to the other until they reach the Gate of the Emperor, During this
walk, the cultists chant, pray, and strike their backs with chains,
whips, and other painful scourges to cleanse their bodies and spirits
of evil and to show their devotion to Sigmar. With the thousands
of cultists that participate in this rite, the streets often run red with
the blood cascading from their backs. Those on the wayside throw
flowers on the cultists as they progress and offer water for those that
fall during the journey.

Run of the Antlers (1st week of Summer-Tide)

The Run of the Antlers, sometimes known as a "Stag Night,' is
performed in the villages and hamlets of Talabecland in honour of
Taal. Young men adorn their heads with the largest set of antlers
that they can find and wear the pelts of stags. Another group acts
as the hunters. carrying weak bows and arrows with soft heads. The
“stags” then take off into the woods, with the hunters following
behind, blowing horns and raising a racket. The hunters shoot at
the “stags” with their bows, and continue long inco the morning
until all the cultists are caprured. This festival lasts for an entire
week, and the daily “hunts” are puncruated by a remendous
amount of drinking and feasting.

Two-Gifts Day (8th Day of Chill Month)

This unusual holiday from the Province of Ostermark is dedicated
to Ranald, and centers around small gifts between family members.
The first is a silly gift that is presented in a grandiose, over-the-top
mannet, while the second is something precious. Once the gift has
been handed over, it is then considered “fair game” for others to
steal and present to someone clse. While the holiday is done with a
festive tone, there are times when fights can break out over the theft
of particular gifts. Priests of Ranald claim that the holiday is meant
to show that material objects are relatively meaningless. and that
ownership is a fleeting thing.

Night of the Fire Arrows (25th Day of Sigmar-Tide)

This holiday is found only in and around the area of the town

of Halstedt in Stirland. Back in the year of 2015, hordes of
Undead were mustered from the nearby land of Sylvania, bent on
rampaging through the Empire. The town of Halstedt repelled
wave after wave of Zombies, Skeletons, and worse abominations
by erecting walls of felled trees and ramparts o keep the Undead
out. On the second night of the siege, the town’s Sheriff located

2 secret stash of alcohol that he “requisitioned” from the rown’s
mayor. Using this potent brew, he ordered the many hunters and
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farmers of the town to make their arrows into flaming projectiles in

order to repel the horde.

Although many people perished during the siege, the town
survived. In remembrance of that night, the men of Halstedrt begin
the holiday with a day of drinking powerful moonshine. They then
make their way to the edge of town and launch flaming arrows

at targets and effigies of the walking dead. all the while drinking
and chanting prayers to ward against the return of the Undead.
Accidents and errant arrows setting a farmer's roof alight are quire
common,

Adventure Hook: Joining the Party

The characters arrive in a small town thart prepares for a local

festival in celebration of the upcoming harvest, The crops are
meagre, however, and despite the apparent cheer by the townsfolk
at the upcoming celebration, a definite sense of dread and worry
underscore the preparations. The characters are welcomed into the
town and offered a place to stay at the finest home of the town.
They are granted good food and drink, although it's apparent

that the town could soon fall to famine. If asked abour this, the
townsfolk explain that entertaining guests during this holy time is
part of their tradition.

When the actual festival begins, the rownsfolk rake to the streers
at night, bearing torches, wearing ominous costumes and masks,
and singing strange songs with words that seem to be some ancient
form of the dialect spoken today. The characters are encouraged to
don masked costumes and to bear torches along with evervone else.
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THE CrLESTIAL CALENDAR

The Celestial Calendar is a relatively new invention, having only been created a mere 150 years ago, and is considered “cutting edge” by the
members of the College, with new discoveries and additions to it being added every year.

The Celestial Calendar tracks the movements of the sun, the stars, and the owin moons, Morrsleib and Mannsleib. While it has many ties with
the regular Imperial Calendar thar is used by the rest of the Empire, it is far more esoteric and bound by the Blue Winds of magic than by any
holidays created by mankind. Magisters of the order plot the movements of the heavenly bodies against these winds, watching how the two
interact, marking them down for furure reference, and looking for patterns that may give long-term forecasts. The abilities of the wizards allow
them to see things in the night sky that are impossible to view with the unaided eye—a layman who reads one of these charts could pick out
several of the best known constellations, but would be bewildered at the presence of most of the other symbols and shapes marked on it.

In addition to finding and naming new stars, constellations, and other objects, the Celestial Calendar is designed to track the coming of the two-
tailed comet that signals great change within the Empire. It is for this reason alone that the Emperor sees merit in the Celestial Calendar's purpose
and provides funds for equipment, materials, and other aid for the College to continue in their scholarly pursuits. Nothing has been publicly
announced about any pattern by which the comet’s return can be predicted; one Magister, however, by the name of Otto Kerchlik, has claimed
some progress. All thar Kerchlik will say on the mater is that it may take another 200 years of watching the eastern sky for any definitive data.

Described here are some of the notable events on the Celestial Calendar. This list is by no means definitive, and new events ate recorded
every year. GMs may choose to have these dates affect the abilities (or at least mood) of practitioners of the Blue Winds of Magic.

The Celestial Calendar is the creation of the Blue College of Magic—the Celestial Magisters, masters of the heavens, and oracles of the stars.

High Winds (2nd—oth Days of After-Wirching, every §—7 years)

During this event, the highest wisps of the Blue Wind become very active and form strange patterns in the sky. All attempts to discern the
meaning or purpose of these winds have so far mert with little suceess.

Ebb Winds (1st—8th of Plough-Tide, every 2—3 years)

During the Ebb Winds, the Blue Winds of Magic slack off considerably, creating a smoeth, blank spot in the sky. Celestial Wizards despise
this time, as their magic becomes diminished. Most become short-tempered and surly as their Witchsight and ability to pull the skeins of
magic lose their potency. Tracking the exact time of the Ebb Wind is one of the paramount tasks for those involved in the upkeep of the
Celestial Calendar. At the GMs discretion, blue wizards may lose a Casting Die when the Ebb Winds are present.

The Summer Cyclone (14th—16th of Summer-Tide)

During the Summer Cyclone, the Blue Winds intermingle on a greater level with the regular weather patterns, often coinciding with fierce
thunderstorms and tornadoes. For this reason. some storms have a magical element to them, producing oddly coloured lightning, winds
thar sound like screaming, and strange hail shaped like small skulls.

Day of Mystery (Variable Date)

When the twin moons, Morrsleib and Mannsleib. are full in the sky at the same time, the Winds of Magic are extremely active and
turbulent. It is a time when augurs, practitioners of Blue Magic. and others blessed with the Witchsight receive visions, sometimes even
when they are not prepared to receive them. Some of the most important events of the Empire's history were foreseen on this holy day.

Rain of Fire (ist—3rd Day of Harvest-Tide, every r1—1s years)

Blue Wind coalesces and falls from the sky, visible to those with Witchsight, Although this “rain” never seems to reach the ground, blue
wizards note the increased number of oracles and prophetic visions thar occur among the more sensitive members of the populace.

The Old Comet (sth or 6th through 18th or 1oth of Chill Month)

Not to be mistaken with the twin-tailed comet associated with Sigmar’s rise to power, the Old Comet is a small, dim celestial body thar makes

its presence known every year. Its steady presence is a sign that the traditions of the Empire are secure. For those of the Celestial Order, the Old
Comet seems to blow through the Blue Winds, disrupting old patterns and “cleaning the slate” for them to start anew. Unfortunately, this also
means that long-term prognostications are disrupred as well—wise wizards take the Old Comet’s appearance into account in their calculations.

Si ’s Rising (28 days between Ulric-Tide and Fore-Witching, eve ears)

The constellation dedicared to Sigmar comes into alignment with other forces, strengthening the Empire and the resolve of its people. Blue
wizards note that major events occur during this time, such as the building of huge public works, the rise of new Elector Counts, or the
beginnings of a new campaign against the foes of the Empire,

}
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‘Lhe mood is strange but upbeart as the townsfolk chant through the
town. When the characters reach the town square, the mob slowly
encircles them, refusing to let them our,

The mayor of the town ascends the stage erected in the middle of
the square and cheerfully thanks the characters for offering their

— RrTEs oF P

everal rites of passage mark the various stages of a person’s life.

WFRP describes several of these milestones, marking important
dates like birth, marriage, and death. The Empire is a diverse place,
however, and every province has its own unique customs and
idiosyncrasies when it comes to addressing those rites of passage.
This section expands on the list of notable events from the WFERP,
and adds derails 1o some of those previously described.

PREGNANCY AND FATHERHOOD

When a woman first feels the stirring of life in her womb, a
celebration is held to honour this fertility. Offerings are made 1o
both Rhya and Shallya, and a priest or priestess of one of those
cults blesses the mother’s beliy with sacred herbs and warer.
Impending fathers go deep into the wilderness if possible, leaving
offerings there to Taal for the gift of life and o Morr so the child
does not go early to his realm,

Auguries into the child’s disposition and fare in life are commonly
performed in the last few months of pregnancy. Wise women,
priestesses of Rhya, and these with the Sight are asked 1o warch
and feel the movement of baby inside the mother’s womb, gauging
what sort of person the child is destined to become when it enters
the world. For a fee, these augurs claim to be able to “change” the
unborn child through special gestures and words, preventing the
terrible fate that the oracle predicted. Usually, as with most hedge
magic and superstitions, this ritual is worthless; there have been
priests and wizards powerful enough. though, to change the fate of
a child while it still waits inside the mother.

BIRTH

Because of the high mortality rate of children in the dangerous
and dirty Old World, the birth of a new child is considered an
auspicious event. Prayers and offerings are given to Shallya in
thanks for a safe delivery. It is tradition to bury a shilling or

some other high-value coin beneath the doorstep of the house.
These coins are dug up and gifted to the child when it reaches the
rime of his or her Quickening (see Quickening, page 153). It is
considered extremely bad luck to spend oné’s birth coin, ensuring
a life of pain and sorrow. Necromancers and Chaos cultists prize
the birth coins of those children who die before atraining their
Quickening.

BIRTHDAY

The celebrations of birthdays are simple affairs in which a person

gives offerings and sacrifices to Shallya for safe passage in the world
and continued good health. It is considered rradition for family
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bodies as a sacrifice to bring good harvests back to the town. The
largest men in the village then try to drag the characters up onto
the stage, which is really a stack of oiled wood, ready to be ignited.
The townsfolk are poor fighters, but there are dozens of them,
making escape a challenge.

and friends to wholly or partially provide this sacrifice, with the
expectation that the beneficiary do the same art a later date.

DOOMING

Sometime near his tenth birthday, every child in the Empire
should experience the Dooming, a rite of passage that ends with a
foretelling of death.

How the Doeming is handled varies greatly across the provinces,
although a priest of Morr is commonly involved. In the cold forests
of Nordland, communities gather their children on New Year's Day
around a great feast of bloodpie and beef ro celebrate “Doomtag”
before the daylight fades and a local Morrian priest begins the
foretellings. In civilised Reikland. doomsayers of Morr criss-cross
the land, conducting the Rite of the Dooming wherever they
encounter children of the correct age. Across the rolling plains of
Averland, doomsayers are rare, so communities typically conduct

a simple rite withour a priest, relying instead on a village elder or
parent to make the foretelling. By comparison, the Ostermarker

Deoming is a complex ritual, held each year on the Day of Mystery,

and involves hundreds of candles, bizarre conical hats decorated
with bird skulls, and sacrifices of milk and horse fesh. These latrer
are firmly gripped by chanting children as, nearby, blood-covered
Morrian priests swing great skull-shaped censers.

No matter the exact details of the rite, one thing is always the
same: at the end, a pale-faced child is brought forth to be rold
how he will die.

A Tyricar. DOOMING

As daylight fades, the nervous child, bearing sacrifices for Morr, is
brought before the black-robed doomsayer, The sacrifices are cast
upon a sacred brazier, and the priest pleads with Morr to accept
them instead of the child into his realm. The doomsayer then lights
specially prepared black candles. Thick, muggy smoke coils from
the candles and wraps around the face of the child, twisting into
patterns and forms that are believed to represent the child’s doom.
The doomsayer explains what he sees in sombre tones, and then
concludes thar the sacrifices will only appease the God of the Dead
until the day that doom comes calling.

The child then leaves, now much closer to becoming an adult,
though often in rears.

DooM AND THE PLAYER

A characters doom is generated from Table 6-2: Foretelling
of Doom. It presents the words that the doomsayer (or his
representative) used to describe the character’s death, Unlike

-



many aspects of a character, the doom has no game effect, and is
presented to provide extra depth and contexr, rather that explaining
what a character can or cannot do.

The consequences of a character's doom upon his life and
personality are left largely up to the player. What should always be
remembered is that the Dooming is typically a horrific experience
for any child, and few walk away from it unchanged. If players
need some help considering how the Dooming influences their
characters, they should consider the following questions.

How Well Did You Cope with Your Dooming?

. How did you feel before the Dooming?

. What happened at the Dooming?

. How did you react to whar the doomsaver told you?

. Did you take it well? Badly?

. Did you ignore ir? Welcome it?

. Does the Dooming influence how you approach life now?

. Da you avoid certain situations? Do vou purposefully not
avoid them?

. What will you do if presented with situations from your

doom? Will you forge on? Run? Be afraid? Courageous?
. How do you deal with the fear of death?

Doom AND CHARACTER DEATH

After the last Fate Point is spenr, it is clear a character may die
very soon. Players should not despair when this point arrives, it
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is very much part of the grim and perilous WFRP experience,
and will happen. To help make the inevitable death of a PC more
bearable, GMs may wish to use the Death and Doom optional
rule.

OrmioNAL RULE: DEATH AND DOOM

If a player orchestrates matters so his character dies in a fashion that
reflects his doom, his replacement character may start with an extra
free advance. This benefit should only be awarded if the GM feels
that the player has roleplayed the death appropriartely.

DooMm AND THE GAME MASTER

The Doomings provide a useful tool for the GM to handle one
of the more difficult aspects of running WFRP: PC death. Many
players can get very attached ro their characters, and some are
less than keen for their characters to die. A GM can use a PC’s
Dooming to help deal with this.

FORESHADOWING DEATH

When a PC spends his last Fate Point, the GM can help prepare
the player for the inevitable death of his character by dropping
hints of the character’s impending doom. If a character's Dooming
was “Three is thy number,” 2 GM could introduce the number
three into his descriptions of the game world: three NPCs could
accost the characrer; three brass pennies may be lying on the road; a
searched-for location could be three streets away.

Ciamn s et
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When abandoned and alone, Morr shalt
befriend thee,

Tie not the ribbon, nor the feather wear: yea,
the peacock is thine enemy.

Eat neither the chitterlings nor the meat
ith tubes.

Take heed of Mammit and Mummir, for
bath seek 1o lay thee low.

The raven answers to Verena’s call, yea, bur

Her scales are weighred.

When thy need is greatest, Shallya shalt rurn
Her back to thee,

Thy seul, cosumed with anger. shall be
blinded ro the unseen enemy.

PR T IR SR A 65 1 {Qe Bhalioek s safes twisibuallozks hrngéh
speed. 7 the raven.

36 Rats wearing the Horns of Taal shalr bire at 71 In thy surest moment, thou shalr fail.
thy heels, PR g ISR RN
U IIHIE ‘ 73 Thou shalt sup from the cup of corruption.
“The twin-tailed comet doth soar as thou ‘ i AU

dnst fall, Sotronl ol
75 Thy generosity brmgerh tuppence and a
sword in return.

Thy last exclamation is lo\'rc.

Bewane the Bling Maiden for Her scales
shalt weigh thy soul.

46  The bun, the pastry, and the pie, yea, they
art Morr’s dishes!

Wialk with Vobist, for certainty shall take thy
breath,

‘The Hashing blade shalt carve thy end.

89

56  Beware skin of green, it shale afffice thee. |
58  Be like the dancer, for rude words bring
Morr to thy side. 93 Green shalt undo thee.

60 The Gods warch over thy end.

91  Thyend is not the end!

95  Thou shalt stand like Wymund until Shallya |
«courts thy enemies.

62 Wear not Grugni’s baldric, for it shall carry
thy death. 97  Think not beyond thy stacion, for change is
| IR the herald of Morr.

The drummer beats out thy end.
T il 99  Without the big cross. thou shale make the

wrong decision.

68  Morr finds thee naked as the day of thy
birth.

* R g




FaiLep DooMING

A GM should not worry if 2 character dies in a way that seems to contradict his Dooming. After all, most doomsayers are far
from accurate, and not everyone can understand what a Dooming specifically refers to, anyway.
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The GM should take care noc be too blatant with this, as
foreshadowing death can quickly lose its impact if used in every
other description. But subtly dropping hints here and chere can
not only prepare a player for the evenrual loss of his character,
but also present some interesting roleplaying opportuniries, If 2
character spots increasingly frequent portents of his death around
every corner, how will he respond? How will his companions

react?

Further, as many players become more cautious after their
characrer’s last Fate Point is spent, hints of 2 Dooming can also
provide a good rationalisation for sudden care, where previously a
character was more reckless.

To help keep caurious players involved in dangerous scenarios,
even once they've run out of Fate Points, some GMs may wish to
use the Morr’s Embrace oprional rule.

OrT1ioNaL RULE: MORR’s EMBRACE

When an Old Worlder's doom comes a-calling, sometimes

even the most rimid of souls can be unexpectedly emboldened,

embracing rather than fearing the death that draws close. This
tatalistic fearlessness is known by Old Worlders as "Morr's
Embrace.” for Morr is believed to have revealed himself, showing
the mortal he should not be afraid of the Portal. It is a state
torturers are said to dread, for it makes their work suddenly all
bur impossible.

If a Human PC with no Fate Points remaining passes a Fear or
Terror Test with a double (11, 22, ete.), or survives a Critical Hit
thart rolls a double for the Critical Effect, the PC immediately
gains the Fearless Talent for the next 1d10 hours.

GMs using this rule may wish to ensure thar a symbol of

the relevant character's doom is immediately woven into his
description of the surrounding world, which can act as a catalyst
for the “revelation” the PC undergoes.

Q UICKENING

The Quickening is the term used for when a boy or girl reaches
puberty. In most provinces, this is the time in which the child
becomes an adult. which is also accompanied by the child’s
Dooming (see page 150, although this is not always a guarantee
thev'll receive the full responsibilities and rights granted to
someone older. In theory, it is at this point in which he or she is
eligible to become a craftsman’s apprentice, join the military, or
become a priest. In reality, many children begin their training in
their given vocation long before this point, learning at the knees
of their parents and others within their community.

The Quickening ceremony varies from province to province,

but it often involves a small celebration with friends and family,
where the new adult is presented to the Gods and to those
attending. An article of clothing, toy, or other item that belonged
to the child is ritually burned or buried, to symbolise his or her
passage into adulthood. Another common practise is to divide up
the young men and women of a settlement, then allow them to
“choose” their future spouse (often at the prodding and advice of
their parents). Although considered a time of joy for the adults,
the event is usually dreaded by the pubescent youth as a horribly
embarrassing affair. Depending on the area, these matches are
either considered binding oaths or the “couples™ are allowed to
change their mind within a certain period of time, typically until
the next time Mannsleib is full.

In the wilder areas of the Empire, particularly the far north, the
fringes of Talabecland, and Ostland. boys are taken away by their
elders and undergo a rigorous initiation in which they must hunt
and gather their own food and prove their skills with weapons.
Not all survive this initiation, and it is common practise for these
lost children’s names to be stricken from memory.

152
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houses. Generous offerings to various cults are expected of the

MARRIAGE couple—other, scheming members of their peerage assess the worth

of these gifts to gauge the couple’s current wealth.

For the average citizen, marriage is a simple and informal affair
between the couple and a priest of any given cult willing to perform
the ceremony. Marriages between nobles, however, are lengthy and
grandiose, seen as a way to show the wealth of the union berween

One rradition that appears throughout the Empire at marriages is the
gifting of a jug, plate, bowl, or other fragile item. It is considered law
that a couple may divorce if the item is ever shattered. This can occur

— = e e e DR
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\ THE Sap TALE OF ERWIN METZGER

Konrad stared into the fire.
“I’m never going near the river again, father. You can’t make me.”
“Is that right, boy?”’
“Don’t call me ‘boy.” I’m a man now.”
“Well, act like one.” )
Onro looked up at his son. The boy was frowning, fost in his own thoughts. Orto patted the mossy log beside him.
’ “Come here, son. Sit down. Did I ever tell you about Erwin Merzger?”’ |
Konrad looked to his father.
uWhat?” ‘
“The butcher’s boy. The one who worked in our stables when I was a fad. He was about the same age as you are now, when he
decided he didn’t want to touch anything sharp.” '
Konrad looked confused. J
|
|
l
|
|

“Had he—"
“—just had his Dooming?”” Orto smiled. “Yes, yes he had. What made you think that?”’
Konrad didn’t reply. Orto nodded, his smile slipping away. For some reason, this reassured the boy, so he sat by his father. Otto

took this as a sign to continue.
“After his Dooming, Erwin grew really nervous near the kitchens and the slaughterhouse. Any knife made him pale. His father

beat him—to force him to see sense—but it made no difference. Before Erwin could offer thanks to Shallya for his eleventh year,

he had fled.”
“He ran away from home?”" asked Konrad, shocked. [
“Yes. He was too afraid to disobey his father, but even more afraid of sharpened blades. So, instead of confronting that fear, he ‘|

, fled.” Orto frowned. ““It was a difficulr time. I was young—foolish, I suppose—and Erwin was my friend. At least, I thought he |
ms-”

“What happened?”’

“] let him hide in the old summer house. I took him food when I could, and stofe a sling from your uncle Kastor, so Erwin
could hunt for more. As the scasons passed, and I grew into man, Erwin grew, well... stranger. He challenged me sometimes when 1
arrived, even accusing me of secretly planning 1o stab him. But most of the time he was friendly, and I told him everything.

“On my eighteenth Birthday, my father organised a gathering of my friends to of fer sacrifices to Shallya. As space was limited,
Kastor, your uncle, was to stay in the summer house. T'o make sure Erwin wasn’t discovered, I paid him a visit. He was wild and ‘
bearded by then, and an excellent shot with the sling. I told him to lay low for a few days, and to stay out of my brother’s way.

“The next moming, I rode to the summer house to fetch Kastor. But he was nowhere to be found.

“I searched and searched, calling out his name, but he didn’t reply. Just as I was about to give up, I found him.”” Orto shook his
head. ““He was hanging from the old cak, his dagger thrust through his throat, his clothes a bloody ruin.

“] fell to my knees. I couldn’t believe it. I didn’t want to. My brother...” |

Orto straightened his back. ‘

“Tears in my eyes, [ ran. |

“I found Erwin by my horse. He was sobbing and rocking back and forth, saying the same words over and over again: ‘He had a
knife. He had a knife. He had a knife.’ \

“I knew what had hanencd then. I had no choice.”

“What did you do?’ ’

“I strangled him.”

Orto fell sifent, his eyes boring into the fire. Konrad gripped his hand.

“Father?”

It was a while before Orto replied. |

“ch‘ " '

“Can we go fishing now?”’

Orto nodded, and the two men gathered their rods.

|




both intentionally or by accident, although it’s considered extremely
poor form te break up families due to rhe accidental breakage.
However, given the superstitious nature of most Old Worlders, the
breakage of the “Wedding Jug” is often seen as a bad omen for the
marriage’s future, Also, others often see the state of the item asa
measure of the marriage—a clean and polished jug indicates a happy
union, while a dirty or cracked jug shows strife and problems.

Whilst it is tradition for the man to ask the woman to become his
bride, there are parts of southern Reikland and Wissenland where
it is the woman’s duty to ask for betrothal. It is rumoured thar in
parts far to the north, a man can take more than one wife, although
this is often laughed off as pure nonsense.

DIVORCE

Divorce is very rare in the Empire. The numerous ties to land,
family, tribe, and province bind people together in so many ways
that such a separation is often beyond consideration. When

a couple decides to divorce, they must find a priest to do an
unbinding ceremony—preferably the same priest who married
them, or ar least one of the same cult. The couple is to bring their
binding cord or sash, which is severed with a ritual knife by the
priest, who then throws the two halves into a ritual fire (or into a
body of water if the couple was married by a priest of Manann).

Before the ceremony can commence, the couple must first come to
an agreement on how property, care of children, and inherirance
rights are to be divided. This process can go on for hours, days, or
even weeks, and if necessary another priest is brought in to help
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JOURNEYMAN’S RELEASE
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mediate the dispute—it is considered unlucky to seck such counsel
from the priest thar does the unbinding, and most ademantly refuse
to give it. Divorce among nobles is even more rare and convoluted
than that among the common folk, as larger things are at stake.
Families, burghers, and concerned business owners often get into the
fray, turning a couple’s personal conflict into a prolonged legal battle.

The time at which an apprentice is deemed worthy of obtaining his
status as a journevman in his trade is a period of great celebration.
In order to achieve this status, however, the apprentice must present
his journeyman’s work to his master. This is the finest example of
the apprentice’s skills that he learned under his mentors turelage,
and it is also the only object that is considered the student’s
property—the master owns anything that he made previously.

If the master deems the piece worthy (and feels that any of the
apprentice’s “debrs” are paid in full), he announces the elevation to
his fellow tradesmen and immediate neighbours.

[t is tradirion that the friends and family (if any are around) of
the journeyman throw a small party for him. The newly named
journeyman shows oft his journeyman’s piece, basking in praise
and gerting advice from older individuals on what is to come next.
[t is tradition to avoid any criticism of the journeyman’s piece—a
fine art has developed by which those who find the piece lacking
in some way carefully choose words that do not offend the new
journeyman (nor the master who saw fit 1o release him).

At the end of the celebration. the master offers the new journeyman
three coins. The first is to be spent on the journey ahead, the
second on equipment to prepare the journeyman’s workshop, and
the third to hold onto, in order to remind the journeyman of the
lessons learned and the price of such knowledge. It is considered
highly unlucky to spend this last coin, and those who do so are
believed to produce cursed works.

SoLDIER s DAY

Those who choose the life of a soldier give up much. Joining the

military means leaving behind one’s family, home. and everything
familiar. Soldier’s Day is a rite of passage when a new recruit {or

conscript) is deemed competent enough to become a full member of
the military order he has trained with and possibly fought alongside.
The actual rite depends on the group—some knightly orders have

their new members undergo long and rigorous riruals. Most common
soldiers simply throw an enormous party to celebrate the end of their

gruelling training. Some do this knowing that they march off to war
the next day, so the rite can take on a fatalistic streak.

Another tradition of Soldier’s Day is for the new soldier to receive
some form of ritual scarring, branding, or tattooing, A sharp, hot

knife is often applied to the person’s face or chest. Ashes or ink are

then rubbed into the wounds, leaving a permanent mark. Tartoos of
the Imperial Crest or the unit’s insignia are also common. In addition
to giving a sense of pride and duty to the soldier, this practise also
helps locate deserters or caprured soldiers. Those who flee the service
often try to hide their tattoos and markings with other symbols,
although doing so is considered a treasonous act in and of itself,
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vaidcd here are samples of the ways in which a typical small
town of the Empire practises its own rites, holidays, and
festivals. While the townsfolk do celebrate the majority of the
same holidays recognised by the rest of the Empire, they have
their own local celebrations and peculiarities thar make them
unique.

Bernloch is a small town located in the Grand Duchy of Averland.
Considered sizable for its 250 souls, Bernloch is well known for
its famous Bernloch hard cheese, which is traded throughout

the Empire. The town’s ruler, Baroness Elise Alder. is a devout
cultist of Sigmar and is known for her stern demeanour and strict
practises. The inhabitants of the town are hard working, simple
folk who only want to provide for their families. Many of the old
ways are still practised in this small town, which is reflected in its
holidays.

The following festivals reflect the ones unique to the community.
They may. and probably do, celebrate other festivals mentioned in
this chapter.

Witching Night (New Year’s Eve)

The citizens of Bernloch look to Witching Night with more than
a little dread. Their proximity to the cursed lands of Sylvania and
the Haunted Hills means that sometimes the dead do indeed walk
the land on this dark night. Thus, everyone stays inside during this
holiday, praying and chanting loudly to keep evil spirits at bay.
Garlic is hung outside the doors and windows of every building,
along with charms and parchment filled with holy words. Young,
brash men sometimes defy the orders and wisdom of their elders
by running from house to house. On occasion, someone runs out
never to be heard of again.

First Curds (1st Week of Year-Turn)

This week is when the curds for the first batches of cheeses are
prepared. Songs are sung and festive dances are performed to ensure
a good product. The remnants of cheeses from the previous year are
buried in the wilderness as an offering to Taal and Rhya.
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Blessing Night (15th Day of Plough-Tide)

Blessing Night is a time of romance and blossoming love, when
young men go to the homes of the one they want to betroth and
ask for their hand in marriage. These men wear flowers in their hair
and carry a rorch, which is handed off to the woman—if, of course,
she accepts his proposal. If the woman accepts, she asks the man

to enter into her home, where they both hold the torch and light a
special candle, which is allowed to burn for three days, informing
everyone of their intention to marry. However, if the candle goes
out at any time, whether by intent or accident, either party is
allowed to break off the engagement with no loss of face.

Day of Mystery (Floating Day)

On the Day of Mystery, the townsfolk don colourful costumes and
masks and take to the streets banging pots and pans. It is thought
that this festival began as a way to drive away the evil spirits drawn
near when the twin moons are full. In modern times within the
village, however, the Day of Mystery has devolved into little more
than an excuse to drink far too much grog, wear a disguise, and
commit mischief.

Pie Week (1st Week of Harvest-Tide)

Although technically a Halfling holiday, the exuberance of
Bernloch’s sizable Halfling population touches everyone in the
town. Little work gets done during this time as the townsfolk gorge
on special pies made from their famous cheeses.

Cave Day (15t Day of Brew-Month)

Cave Day is when wheels of aged cheese are rolled out from the
many limestone caverns that dot the area. It is a busy yer festive
time, with those townsfolk involved in the making of cheese
spending their time getting the new product ready for eating or
shipment to other lands. It is tradition for the largest wheel to be
rolled into the River Aver as an offering o its minor god, Altaver.
The locals say that the river God’s blessing is responsible for their
cheeses’ distinct Havour.
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hroughour the Old World, there are places with strong

connections to the divine. They may be sites sacred to a
particular deity because of an act of self-sacrifice or a place that
witnessed some incredible demonstration of faith or miraculous
event. Others may be tainted with the unholy hand of the Ruinous
Powers. Some would caregorise the entirery of the Shadowlands in
the north as such a place. Regardless of the God, sites sacred to the
divine draw people of the Old World, exciting their imaginations
with promises of succour, of hope, and of mercy from the trials of
their lives.

The eriteria for transforming an ordinary site into a holy or unholy
one are inexace and unpredictable. In one stretch of forest, the
murder of a dozen pilgrims of Sigmar by cultists of Khorne may not
create a holy site, while a child falling into a well in an attempt to
escape Greenskins might bring about a curse. The ways of the Gods
are inexplicable ro mortals, beyond even the ken of the priests whose
lives are spent in trying to divine their methods. Still, sacred sites
tend to appear as a result of common causes, usually involving the
manifestation of a God, an act that interests a God, or are places that
become holy by proximity to a particularly devout mortal.

Among the many sanctified sites of the Empire, the most popular
ones are places where the God himself makes an appearance.
Legitimate manifestations of the Gods are incredibly rare, and most
cults view reports of such activity with suspicion. Gods do not
walk with common men, after all. The problem, however, is that
when word of such an occurrence spreads, people from all around
Hock to the site, offering prayers and invocations to deal with

some ailment, problem, or to stave off some calamity. Since these
manifestations often thrust an entire community into turmoil,
priests are quick to respond. They investigare the site, interview the
witnesses, and weigh their findings. Should there be any doubr, the
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priests may send Witch Hunters to punish the rabble-rousers and
encourage the locals to return to their labours. Thus, while claiming
to have witnessed a manifestation can be dangerous to a town,
those whose claims are legitimare are rewarded with the creation

of new shrines, altars, and other accoutrements of faith. Of course,
savvy businessmen make the most of such opportunities, erecting
roadside inns to house pilgrims, selling souvenirs and amulets to
the fairhful, and all manner of other nonsense.

Other important sacred sites are those that have witnessed an act
of martyrdom. Whilst some worshippers of Ulric and Myrmidia
are likely to claim that all the world's battleficlds are in fact sacred,
most dismiss the overly-dramatic views of these extremists and
instead hold up specific places that reflect an act of supreme self-
sacrifice as those worthy of being construed as holy. For example,
a chapel in a narrow mountain pass in Tilea is called Captain
Tarlozzo’s Stand. It is said that a worshipper of Myrmidia held
back an Orc invasion there, standing alone for an entire day, until
reinforcements arrived.

Places may also have religious significance because of the person

or people associated with them. A particularly devout individual
may make a site holy because of how that site served them in cheir
mortal works. For instance, Isabella’s Library in Estalia, is a holy
place of Verena because the Sage Isabella spent most of her life
there, studying and dispensing justice. Single great events can also
hallow a site, as can simple choice. The Temple of Sigmar in Altdorf
is a holy place because the cult of Sigmar has decided it should

be. A few places are holy because they always have been, with no
other apparent reason. The Theatre of Ravens in Luccini, where

the Priests of Morr gather every 10 years for their conclave, is one
such, It has been holy for as long as there are records, but no legend
explains why.




hrines, temples and supposedly holy places cluster in great

profusion across the Empire, as numerous as sores on a leper’s
back. The number of holy places dedicated to a God is not the only
measure of the deity’s popularity, however. Some Gods are too new
to the Empire to have many remples, while others simply do not
require, or even look down upon, the creation of brick and mortar
SITUCTUTCS.

Sigmar, the parron deity of the Empire, easily has the most sacred
spots dedicated to him, whilst Ranald has virtually none. As
relative newcomers to the Empire, the “foreign” deities Myrmidia
and Verena have far fewer holy sites dedicated to them than their
current popularity would suggest, although if their birthplaces in
Estalia and Tilea are any indication, such locations will eventually
become common. The ancient Cult of Taal and Rhya have
thousands of holy sites, although they are far from civilisation,
scattered throughout the deep woods blanketing most of the
Empire. Morr claims few shrines and temples, although it is
accepted that every graveyard is sacred to him—and there are many

graveyards in the Old World.

The area in and around Middenheim is dominated with sacred sites
dedicated to Ulrie, although some can be found far to the north.
Fully equipped temples to Shallya are rare outside of the largest
cities, but most towns, down to the smallest thorp, have at least a
small, unroofed shrine dedicated to her mercy. It is said that the
sea itself is the holiest of places for Manann and, obviously, the
coastline is dotted with his shrines and temples, though the wide,
powerful rivers of the Empire boast their fair share as well.

SHRINES

If there's one thing every traveller can expect to find on a journey
through the Empire, it is shrines. Along every road, every path,
nearly everywhere in the Empire and beyond, there is bound to

be ar least some simple structure, the sole purpose of which is to
venerate the divine. Most of these shrines are quite small, and

even crude, being nothing more than a carved statue of Ranald,

an icon of Sigmar, or a shelter dedicated to Shallya. They can be
incredibly old, going all the way back to the time of Sigmar, or be
quirte recent, reflecting the modern outlooks regarding the Gods
and their place in Empire society. A few shrines are large and lavish
enough ro approach the status of being full-fledged remples. They
likely contain an idol of the place’s principle God and smaller altars
dedicated to other divinities, spirits, and Venerated Souls. These
places, assuming they have not been defiled by thieves, may be
decorated with breathtaking frescoes, painted statuary, well-crafted
altars and minor relics.

Not all shrines are in good condition. While donations are expected
to keep a shrine maintained, these houses are just as subject to theft
and mistreatment as that of any mortal. Other shrines are simply
forgotten, left to moulder and rot alongside infrequently travelled
roads, while some may be swallowed or seized by Greenskins,
Chaos cultists, or Beastmen, who defile these sacred sites in their

own special ways.

TEMPLES

Temples are the cornerstones of every active religion in the Old
World. They are the centres of worship for priests and common
folk alike. Every city boasts at least one, if not several, temples to
each of the main Gods (although you'd be hard pressed to find one
openly dedicated to Ranald). Even small villages do their best to
have a temple dedicated to their patron God, though most make
due with simple shrines.

Like shrines, the quality of the temple depends largely on the
community that supports it. In poor hamlets, a temple may stand
to venerate all the Gods at once rather than having a number

of smaller temples for each individual deiry. In larger, wealthier
communities, the temples to each God might actually be massive
cathedrals, rivalling the fortresses of the Old World in terms of size
and defensibility. As with any architecture, temple construction
depends on when it was build and the fashion of the day. Asa
result, truly odd examples can be found scattered throughout the
Empire.

Temples are almost always manned by a complement of initiates,
priests, scribes, carerakers, and assistants, Temples in the most
remote locations, however, may be maintained by but a single
caretaker, and even then he might not be an actual priest of the
cult.

157




Chaptcr VII: AHoly World /4 ,b
/",‘.

The following table can be used to provide some Havour and specific informarion about a given shrine. You may roll twice on the
table, ignoring inappropriate or contradictory results.

01-05  Map: The shrine has a map, cither paimd on it or in the form of a piece of parchment tacked to the walls. It is up to the
GM ro decide where this map leads, if anywhere.

11-15 Popu]ar Thc shrme is pamcularly popular Wlth the local inhabitants. At any given time thcre are 1d10 people visiting
during the day, and half that number at night.

21-25\ Anclent ’Ihe hiring is smggcringly old and has bcen built to wnhstand the ages. Mtemam'ely, ano:hcr race or people from
long ago built the shnne. w1th an unknovm purpose

31-35

Corpsqi A corpse Iays besidc the shrine. It can be old and mouldering or still fresh. The cause of death is up to the GM.

71-75  Sturdy: The shrine is sturdily built from stone or thick wood and looks like it could survive till the end of time. What it
lacks in elegance, it makes up for in strength.

81-85  Defaced: The altar has been defaced by vandals or by followers of the Ruinous Powers. No valuables remain and
blasphemous words, grafﬁu. and waste mar its lmage.

91-95 Generous Oﬂ'erings Someone has left behmd a staggermg offenng of 1d100 g¢, gems, or other valuablcs at thc shrine.
Thieves risk angering not only the Gods, but also local Culrists.

98 Cursed: The shrine has been cursed by a witch, the blasphemies of a Cultist, or one of the Ruinous Powers. There is
a 10% chance that 2 person worshipping at this shrine gains some terrible curse. The GM should determine its exact
effects.

00 Heresy!: The shrine actually hides idols and other blasphemous objects sacred to one of the Ruinous Powers, which are
brought out for their secret worships, A Hard (~20%) Perception Test reveals this secret cache of vile objects.
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TABLE 7—2: RANDOM TEMPLE ASPECTS

Not all temples are created equally. The following table includes various aspects, situations, or other factors that you can use to describe a
new temple with a unique flavour. You may roll up to twice on the table, re-rolling for inappropriate or contradictory results,

AL i { | | : (R 1 i T
Rich: This temple enjoys a wealthy congregation who ensures that the structure is well-maintained. The interior is full of
priceless icons, gilt statues, and religious paintings. To ensure that the remple is not defiled, a complement of templars is always
on hand.

Impmsm: Archltecture This tcmple sports unpreqslve architecture and is the gem of the commumty Pilgrims travel ﬁ'om
rmlcs around just to marvel at its beaury

Crumbﬁng: This ancient structure is on the verge of collapse. Perhaps as a consequence of war, time, or simply shoddy
construction, it is scarcely inhabitable.

Famous Priest: Onc of the temple’s priests, either at present or in the past, is famous for some deed, scholarly work, or
martyrdom.

Struggling- Hard times have Fa]len upon thls temple and it has lmle to give in the form of charity. Priests constantly ask visitors for
donauons A]temanvcly the temple lack,s the proper number of pnests and other personncl to keep it running ac manageable leve!s.

Generous: The temple either has a lot to give or their priests are simply bountiful with their charities. Visitors can expect several
free meals, a place to stay for a short period of time, and helpful advice.

Vengeful: The priests are hateful and angry roward those of a particular race, nationality, cult, profession, or class. They snub,
insult, or even attack anyone of that category that dares step foor inside.

Cursed: The God of the temple has forsaken it. Cultists and locals shun it and priests are hard pressed to garner enough
donations to remain open. The GM should choose some appropriate curse or bad luck that seems appropriate to the cult and
setting; this unfortunare eftect is inflicted upon any whao rest or pray at the remple.

Heresy!: The Temple secretly harbours a Chaos Cult!
: Hm'].. tuytn'ﬂgﬁl




Inside a temple can be found idols, statues, frescoes, painrings, and
other items that venerate the patron God or Gods. The actual worth
of these items depends on the wealth of the temple’s community,

the generosity of its flock. and the circumstances of the times. Large
temples in wealthy cities have been known to have to sell off precious
relics simply in order to feed its clergymen and keep itself stocked in
candles, while tiny temples in backwarter villages could house priceless
artefacts and do quite well for themselyes.

For more details on temples dedicated to specific gods, see Chaprer

1I: Old World Cults.
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“The Dark Maiden raised her hand, and Myrmidia said,
Who are you that bars my passage to victory?

And the Dark Maiden said, I am Nahmud, Princess of my
people, and far from home. Y ou bore weapons and saved
me, 50, I pray thee, believe my words: When I was captive
of Iscarius, I listened to his schemes, and I know you to be
deceived.”

—BELLONA MYRMIDIA, ‘BOOK OF TRANSGRESSION’

The following sections derail the first and largest Myrmidian monastery
in the Empire. Any numbers used refer to the map on page 162.

The Bellona Myrmidia's ‘Book of Transgressions’ tells the tale of
the Dark Maiden, a woman rescited by Myrmidia who, in thanks,
warned the Goddess of an ambush thar lay ahead. Myrmidia sent
her forces to flank the ambushers, and the resulting battle, the
Massacre of the Three Gorges, proved to be the turning point

in Myrmidia’s campaign. The Dark Maiden then left for the
mountains, there to live the life of “a stranger in a very strange
land,” and vanished from Myrmidian records.

THE HERMITIC ORDER
OfF NAHMUD’s PEACE

The Dark Maiden receives only seven definite mentions in the
Betlona Myrmidia, but this has been enough for her to have a wide-
reaching impact upon the Myrmidian Cult. Three Knightly Orders
revere her as their patron, and two Monastic Orders have sworn to
follow her reclusive ways.

- S — —
—— [

OrtionaL RULE: PCs FROM THE |
ORDER OF NAHMUD?s PEACE

‘ If your GM agrees, you can add thefollowing Skills and

!

R Talents to any Advanced Culr career if your character is a

member of the Hermeric Order of Nahmud's Peace.

| _Skills and Talents

( Command, Common Knowledge (Tilea), Specialist Weapon !
Group (any one) ‘

prer VII: A Holy World

IERY OF THE DARK MAIDEN —

MONASTERIES

Monasteries are temples specifically dedicared to the training
of new initiates and priests. In most cases, the monastery is
self-sufficient, with gardens, fields, orchards, and possibly some
additional method of generating income, such as a winery or
scribing services. Monasteries tend to boast a large number of
dormitories and rooms for study. For more information on
Monasteries, see Chapter VIIL: The Life of a Priest.

One such order is the Hermitic Order of Nahmud's Peace, or the
Leoricans as they are more commonly known,

A HisToRrY OF THE LEORICANS

The Hermitic Order of Nahmud's Peace was founded in 1772
1C by a misanthropic Myrmidian Friar, Leoric Monpeliti, upon
the slopes of the Appucini Mounrains. There. Monpeliti had
discovered four crocks containing well-preserved scrolls, all marked
with esoteric designs of a noble, black-skinned female, Convinced
that he had uncovered a lost testament of Nahmud the Dack
Maiden, he immediately conracted his cult.

After many years of political wrangling and failed attempts to
decipher the scrolls, the High Temple in Remas granted Monpelitti
permission to form a Monastic Order dedicated to their translation.
He named his founding monastery the Eremitaggio di Nabmud
(Hermitage of Nahmud), and artracted many Myrmidian scholars,
all sure they could succeed where others had failed. However, the
language was too complex, and negligible progress was made.

TrHe ONLY GooD Etrr...

In 2132 IC, a dying Asur Ranger was dragged to the Hermitage
by fearful locals. Not sharing the peasant’s superstitious fears, the
Leoricans took the Elf in,

After a month with the Order, the recovering Elf’s sharp ears
overheard a distant discussion about the Dark Maiden’s Testament,
and enquired what it was. After much discussion with the Abbot,
she was granted a brief. supervised viewing. To the Abbot’s surprise,
the well-travelled EIf knew the complex tongue, and in return for
saving her life, the ancient Asur translated the texts. Unfortunately
for her, she did not understand the implications of her translation.

The Abbot, appalled ar whar the scrolls revealed, knew he could not
allow it to spread. Three days before she was due to leave, the EIf
had an accident: She fell from the Hermitage's walls, inexplicably
impaled upon her own sword.

ExPANSION

Before 2132 IC, the Leoricans were isolationists. However, with the
dire words of the Dark Maiden’s Testament seared into their minds,
things soon changed.




GM NotE: UsING THE MONASTERY OF THE DARK MAIDEN

The monastery can be included in any campaign with very little work. Perhaps the Tilean branch of the Order tries to take control, and the
PCs are hired to sabotage their efforts. Maybe the PCs are employed to uncover the mysterious Black Maiden’s Testament. How you weave
the location into your games is left up to you. The following three adventure hooks are provided to start you off, but feel free to create your
own as suits your needs.

¢ The PCs are employed to pour powder on the yeast in the brewery (Arvea 25). The employer, an agent of a rival brewing company, believes
the powder will kill f1. However, he has been tricked by the Purple Hand (see the Tome of Corruption for more information): the powder
contains Warpstone, and will not kill the yeast, but will cause subtie mutations in any that ingest it.

»  Some robes were recently stolen from the vestry (Avea 21), and word reaches the monasiery that Leoricans were spotted robbing a noble’s
coach. The Abbess is looking for people unallied to her Order, and thus above suspicion for the crime, to investigate.

o Albrecht Oldenballer of Nuln hires the PCs to retrieve an antique halberd from the locked room in the armoury (Avea 14). He does not
explain why, but does offer a lot of money,

Once the PCs arrive, you can then use the locations to inspire sub-plots. The following three examples can be used to start you off.

o Kehler (Area 22) is in a relationship with one of the sisters (Karlea Lichelt), and they have two children. Kebler receives a threatening note:
if be does not stop his “unholy union, " bis children will be murdeved. Unwilling to worry his partner, or admir weakness to his fellows, he
turnis to outsiders for belp.

s A priest of Sigmar is vesiding in the Eagle's Nest (Avea 5). here to persuade the Abbess 1o alter the Order s traditions (check Arvea 23 for the
issues). He is despevate not to fail in the eyes of bis superiors, and is keen to find evidence of Chaos amongst the priests, even if be has to plant
it himself.

*  Gerlinde (Avea 12) believes that the shrine to Shallya she tends has been tainted by the Fly Lord, Nurgle, and has slowly given in to despair.
She plans to poisan the entire Order, concluding that a fast death is preferable to that bronght about by slow, painfil disease.

e

The Order began an aggressive campaign of expansion, founding
seven monasteries in as many years. Leoricans arrived in all of the
Tilean'’s City States, and offered the Order's services as tutors and
lecturers, especially in the areas of history and strategy. Soon, their

“High on a Throne of Blue Blood unweighed,
With Wealth more than Ind or Haendryk mayde,
A Dark Maiden Man with Shallya’s sharp eye
Look’d to the West and the storm ross’d sky”

—THE WITHERING OF WESTERLAND,
RICKERT SCHWARTZMEHR,, 2412IC

monasteries were awash with the children of influential Tilean
nobles, sent by rich parents to be taught by some of the wisest
Myrmidians in the city-stares.

By the time of the Great War Against Chaos, the Order was wel
established as an educational bastion of Tilea. Leoricans were
even found lecturing in the great universities alongside the wisest
Vereneans, and the mercenary companies that marched north to
support the desperate forces of Magnus the Pious included many
Caprains and Generals who had been tutored by the Order.

A War ON MaNY FRONTS

As the Knights of the Blazing Sun answered Magnus’s call in the
Empire, and Tileans marched north to make their forrune, the —

e ey

Early Estalian illuminations depicted the Dark Maiden with

skin as black as coal, and a face so imperious and regal that

some, so it is said, reverently dropped to their knees upon

seeing it. This powerful interpretation has been exported
throughout the Old World, and now stands as a metapher for
mystery, loss, and nobility, and has become 2 common motif

in high art and epic poetry. '

Leoricans were suddenly attacked. In the space of 2 month, more
than half of their monasteries were assaulted by mercenaries.
Although meost had no concept why anyone would single out the
Leoricans for attack, the Abbots understood: the Dark Maiden’s
Testament.

Unwilling 1o risk contacting other Orders of the Myrmidian
Cult—for they had not shared the transladons of their holy texts,
and had no desire to do so—they instead turned inwards. The
Abbot of the Monastery of Blessed Cornelia in the Vaults, where
the scrolls had been moved a century ago. charged his most trusted

Monk to hide the scrolls until the danger passed. The nighe after
the Monk left, the monastery was attacked and razed. There were
NO SULVIvors,

THE MONASTERY THAT JAEKE BuiLT

Lord Myrmathsson Jacke von Hendorf became Grand Master of

the Knights of the Blazing Sun in 2303. A long-term member of

the Inner Circle of his Knightly Order, he was Leorican-educated,

and was the new representative of Myrmidia on Emperor Magnus's A
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Grand Conclave. With the Great War over, he was keen to
strengthen his newly accepted Cult in the Empire.

When he encountered a battered Leorican travelling through

the Reikwald, the answer suddenly seemed obvious: fund a
monastery to teach his fellow Imperials the wisdom of Myrmidia’s
teachings. The monk agreed to help him, and plans were laid

for the Empire’s first Myrmidian monastery on Jacke's lands in
Wissenland.

As work went ahead, and unbeknownst to Myrmathson Jacke, the
monk he had met was the bearer of the Dark Maiden’s Testament.
He buried his secret burden beneath the foundartions of the new
monastery. When the monastery was completed, the monk became
the first Myrmidian Abbot in the Empire. He died 37 years later,
having never told a soul about the buried scrolls.

THE ORDER TODAY

Today, the order is little changed from its 24th-century incarnation.
[t continues o spread the teachings of Myrmidia by offering tuirion
to those who can afford it. In Tilea, a Leorican education is still
highly respected.

The Order’s monasteries are all self-sufficient, and designed o
withstand attack and prolonged siege. Most accept orphans, who
they educate in Myrmidia’s way. Unlike many other Orders, the
Leoricans strongly believe in sexual equality, and demand equal
wreatment of both genders within the Order and its cult.

No living Leorican is aware of what the Last Testament of Nahmud
contained, or where it now lies.

THE SURROUNDING AREA

The Monastery of the Dark Maiden hides in the Wissenlander
Grey Mountains some 15 miles from Hendorf, a town now
known for its Myrmidia worship. Busy fields and orchards

line the well-maintained road that winds up the hillside to the
monastery. The weather here is usually mild, although summers
can be stiflingly hot.

As the area is unforested and well-patrolled, encounters with
Qutlaws or Beastmen are very rare. However, Night Goblins
do occasionally raid from the mountains, and wild animals are
common.

L Walls

The monastery’s solid granite walls are 20 feet high. They are
parrolled by guards from the gatehouse (Area 2) and sport four
small cannons forged in Schmeidorf, Middenland.

2. Garchouse

The gatehouse has two connected, square towers with domed tops
soaring high above the oak gate. Murder holes, a porteullis, and
overhanging balconies are in clear view, although other defences
also exist. Within, a barracks large enough to garrison over 60 men
sits above the two guardrooms on each side of the gate. The officers
have quarters in the upper levels of the two towers.

> 4‘ Chaprer VII: A Holy World

The Master of the Guards is Caprain Bartolomeo ‘Meo’ Gallino, a
vindictive Tilean with grey in his perfectly maintained moustaches.
He is often found berating his men in the training squares (Area
9) or leading them on exercises and patrols in the surrounding
countryside.

3. Porter’s Lodge
The porter, Gebhardt Triéiger, and his five staff are housed in the
Pfértnerloge, a blocky building with access to the Garehouse.

He takes great pride in his job, and tries to personally greet every
visitor to the monastery. In his 23 years as porter, he has met many
dignitaries, and likes to share anecdotes of their visits with any who
will listen.

.. »

Initiates of the Order are organised into flights of up to five
members, which are often found training and competing in and
around the monastery. No individual commands each flight;
instead, all Leoricans share the responsibility for their teaching and
training. The barracks has four large rooms, each reserved for one
flight, although there are rarely more than two flights in residence
at any one time,

1 st

The Eagle’s Nest is a tall watchtower that commands an impressive
view of the surrounding countryside. Three guards from the
gatchouse are stationed here around the clock, and sound a brass
bell ar the sign of any trouble. Two levels of the tower are reserved
for the Abbot of the monastery. However, as the current Abbess has
abandoned the quarters to barrack with the other Leoricans, the
rooms are now reserved for important guests.

6. Granary

Most of the monastery’s grain is stored in the granary, which also
sports a sizeable threshing floor.

7. Guest Q uarters

These quarters are reserved for “Guests of Qualiry,” and have six
well-appointed apartments with parlours, servants’ rooms, and
bedrooms.

8. Horse Barn

The large horse barn is where horses, their feed, and an assorement
of farming tools are kepr. The second floor has loft-quarters for the
barn's staff, which is currently comprised of four generations of the
Vichstall family. Grandpa Ed is the oldest of them, and lords over
his descendants from a mouldy pile of dirty hay, which, he proudly
claims, he has not moved from in over 20 years. He often barks
orders down to his weary family as they work.

9. Training Squares

£l

The courtyard of the monastery has six squares of various sizes
marked out for martial training. At least two of them are usually
in use at any given time, most commonly by compering wings of
oblati (Area 16) or flights of initiates (Area 4).
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10. Stables

. Chapter VII: A Holy World

This is a large stable reserved for warhorses and their feed. The
ostlers here consider themselves superior to the Viehstalls that
tun the horse barn (Area 8), and often throw snide jibes in their
direction. Much like the horse barn, there are loft-quarters for the
staff, which sit above a small barracks for visiting templars.

1L Infirmary

Dokror Gaufrid Pfister maintains the infirmary with three
assistants. Beside the rooms reserved for patients, the dokror’s
wife runs a small apothecary selling poultices and herbs. Quarters
for the doktor's family are on the second floor. A small shrine

for Verena, Myrmidia’s mother, stands on the ourside wall of the
infirmary, overlooking a small hospital garden.

12. Quarantine

This small building is for victims of diseasc who do not have private
quarters in which to recover. One of Dokror Pfister’s (Area 11)
assistants, Arzthelferin Gerlinde, runs the quarantine, and tends to
the shrine of Myrmidia’s beloved sister, Shallya, found wichin.

2. Grand Hall

The grand entrance hall to the temple has a southern-style fresco
depicting the scene from Bellona Myrmidia where the Goddess
meets the Dark Maiden. The windows here are small, and let in
licele light. As a result, the frescos have retained all cheir original
colour over the years, and are considered a wonder by many locals.

ABBESS BIRGITTE
VAN DER HOOGENBAND

‘The Abbess sports a disarming
grin and has an easy way with
those she meets. She is very
much “one of the soldiers” and
dives into any work that needs
doing, laughing, joking, and
swearing with the best of them.
Her heavy Wastelander accent
has not diminished in her years
away from Marienburg, although
her youthful fascination with
acquiring wealth has.

She is a very tall, very thin woman,

with wavy, flame-red hair worn in a braid, sca-grey eyes, and
many freckles. Her ready smile has carved deep lines about
her mouth and eyes, all of which are criss-crossed with scars
gathered from her mercenary years before joining the Order.
Her arms, back, and belly are thick with tattoos, many of
which are quite rude, clearly acquired during Jess pious,
probably drunker moments.

14. Armoury

Almost all of the monastery’s weapons and armour are kept in the
armoury, which stores enough equipment to outfic a small army.
One whole wall is dedicated to training weapons, most of which
are made of wood. The Order’s ceremonial armour and weapons are
stored on the second floor behind a solid, locked door.

15, Lecture Theatres

The circular lecture theatres are very cramped and very high, Their

centres have open spaces where monks and sisters lead lectures in
groups of two or more. It is very rare to find a Leorican lecture
with only one speaker, as most of their teaching styles consist of
conversations among the knowledgeable, with predetermined
questions and answers presented to the audience. The lectures are
also interactive, with the speakers asking many questions of the
audience. The surrounding seats are reached by tight stairways
accessible from the cenrral hall (Area 17). The lecture areas are
accessed from the order barracks (Area 23) and the narthex (Area
13). Lectures performed here are for Leoricans only: outsiders are
taught in the central hall.

16, Oblati Barracks

Leoricans refer to their temple wards as oblari, and accept many
local orphans and abandoned children. Younger oblarti share beds
in a hall large enough to fic 100 children. Older children (10 years
or older) are segregated according to their gender, and have rooms
on the second floor of the barracks, with cach room dedicated

to one “Wing," a group of up to lo youths. Most oblati leave the
barracks by their 14th vear, commonly to join the state armies,
study as an apprentice to a tradesman, or to get married. Some of
the oblati stay on to become initiates, but this is comparatively
rare, as the Leoricans encourage their wards to return to Imperial
society, the better to spreading the word of Myrmidia among the
common folk.

17. Central Hall

The high-ceilinged central hall is seated, and has a raised, circular
sacristy in the centre. This is used by Leoricans to lead services

to Myrmidia and to host lectures in all matters of warcraft and
strategy. The monastery has a strong reputation in the Empire for
its superior knowledge on military subjects, and many travel to
learn the finer points of war from the secluded Order.

The surrounding walls are decorated with stained-glass windows
depicting the greatest heroes from the Bellona Myrmidia. Before
each window is a 10-foot-tall statue of the hero in question,
wearing only a silk-scarf about the waist and an archaic Tilean
helmet upon the head. The domed ceiling is painted with a massive
rendition of Myrmidia sailing west to return to the Gods, a
magnificent work of art that astounds almost all who view it

The scriptorum is full of ink-smudged, worn desks, where the older

oblati and initiates copy sacred scrolls and holy rexts. Stairs lead up
to a dry library, where Sister Orthild Taegert, an octogenarian with
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a sharp wit and sharper temper, carefully guards, maintains, and
restores the collected tomes of the Order. Above the library is the
librarian’s quarters, which are kept warm by the oblati at all times.
Sister Qrtehild sells the copies of the Order’s texts, which are very
popular with visiting soldiers and mercenaries.

» .

= L1SE

"The pens house geese, chickens, swine, cows and sheep. The animal

keeper has a small house adjoining the pens, where he lives with his
wife and six children (five of whom attend lessons with the oblati).

25. Brewery

‘This small stone room is used for drying fruit. Stairs lead to the
roof, where fruit is sometimes left to dry in the sun. 'lhe dried fruit
is used in a variety of field rations prepared and sold by the Order,
and in a Leorican food favourite called frumenty, which combines
hulled whear boiled in milk with beef, raisins, dried apricots, and
spices.

20. Abott’s Robe Room

The Abbot’s robe room has recently been converted into a meeting
office, as the current Abbess has chosen to robe with the rest of the
Order, wishing to break down the barriers between her and the
others. She now uses the room to talk privately with visitors and
other members of her Order, and to host meetings that decide the
future of the monastery.

21. Robe Room

The distinctive smell of brewing permanently emanates from the
monastery’s brewery. Barley malt, hops, and general winter stores
are stored in a large cellar beneath the brewery, which is also where
the Order’s nine cats live. Dark Maiden Stout—the thick, black,
metallic beer produced by the Leoricans—can be found across
northern Wissenland, and is popular with the Nulner state army.

26, Laundry and Well

The laundry, which handles all the washing for the monastery, is
staffed by 12 men and women. Broad-armed Frau Tutrwitz rules

the steaming rooms with a steely eye, and is quick to chastise any
interlopers. Qutside the laundry, lines are loaded with washing
every dry day, surrounding the monastery’s well with a maze of wet
cloth.

27. Feast Hall

The vestry is used to store the ceremonial robes the Leoricans wear
during services and other special events that do not require armour.
The Order wears yellow half-cloaks over orange robes emblazoned
with a white sun bearing 12 wavy rays. Ar all other times, the
monks and sisters wear riding leathers or light leather armour, with
2 sun clasp holding a yellow half-cloak in place.

22. The Workshops

The noisiest and smelliest area in the monastery is the workshops.
Spread over three floors, an army of blacksmiths, carvers,
coopers, fullers, goldsmiths, saddlers, shoemakers, turners,
tanners, and weapon smiths toil four days in every five. Any
excess the workshops produces is sold in a shop on the bottom
level. The Master of the Workshops, “Handy" Anders Kehler, is

a no-nonsense Master Artisan with a heavy Altdorfer accent, He
organises the workshaps with a firm but fair hand.

23 The Order Barracks

Leoricans practise a lesser form of hermitage than the early
members of their Order, bur still barrack in separate cells. The
Order barracks has 53 such cells spread over two floors, including
quarters for all ranking members of the Order, However, as
Leoricans do not practise celibacy (but do forbid marriage}, cell
life is not as solitary as many outsiders might expect. Several of the
monks and sisters are in permanent relationships (often with non-
ordained followers of the cult), and some have even had children,
which are raised as oblati.

All this extra-mariral activity is deeply frowned upon by most
visiting Sigmarites, who believe that it creates a breach in the
Oprder’s spiritual defences against the Ruinous Powers. Indeed, the
Arch Lector of Nuln has written to the Order on three separate
occasions asking them rto change their dangerous lifestyle.

The eating halls span three floors and can fit all inhabitants of the
monastery with space to spare. Thus, the top floor is reserved for
special events. The feasc hall is always active, but is busiest at sunup,
midday and sundown. It doubles as a large public house, and much
singing, dancing, drinking, and general socialising takes place here.

28, Culrist Q uarters

Mast of the non-ordained that live and work in the monastery are
housed in the cultist quarters at the rear of the complex. They are
carved deep into the mountainside, and have space to house more
than 200 people, although fewer than 70 make it their home.

29. Pilgrims’ Q uarters

Pilgrims and poor visitors are hosteled in the pilgrims’ quarters.
Spread over three levels, the quarters are sparse bur functional, and
rarely more than half full.

10. Kitchen Gardens

The kitchen gardens are tended by OI' Man Rosselini, who

lives alone in the sizeable gardener’s cortage. He has lived in the
monastery for as long as anyone can remember, and is well-loved.
The garden has a host of root vegetables and herbs on offer, and
includes some varieties more often found in Tilea than the Empire.

31, Kitchens

The sprawling kitchens eternally emirt heat and the mouth-warering
smells of good cooking. The Kitchen Master, Anja Rastovic, an
Ostermarker with an incredibly thick accent, only works three

days out of every five, leaving his wife Beatrice, a Tilean with an
accent thicker than his, to organise the other two. The kitchen staff
rarely has any idea what either of them are saying, but the food is
delicious nonetheless.
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he following entries describe the general qualities and
character of holy sites dedicated to the various Gods of the
Empire.

SITES OF MANANN

Most of the Temples dedicated to Manann are found on the
coastline of the Empire, extending from Marienburg, through the
Wasteland, and up into the edge of Norsca, interspersed with small,
unattended shrines. Furtive attempts have been made to establish

a permanent temple on the coastline of Albion, but so far, each

has been plagued with a series of unexplained disasters, causing the
entire plan to be abandoned. Similar plans to expand farther north
have met similar fates.

Temples to Manann are either grandiose, such as the Temple in
Marienburg, or modest buildings built with practicality (and the
survival of the inevitable shoreline storms) in mind. At a glance,
most temples resemble little more than ornate warehouses or
other dockside buildings, although the inevitable wave motif and
decorations veneraring sea life are sure signs that the building is in
fact a temple to Manann. In some communities, more established
and wealthy temples have replaced aging wood with marble

and other expensive stonework. The ideal temple design merges
images of the sea with solid walls to keep persistent wind, rain,
and sea salt our.
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Temples are always artended, unlike shrines, which may or may
not have someone rending to them. Considering the hard-to-reach
locations in which many of these holy sites are located, shrines are
by far the most dominant form of holy structure. Most bear at
least one statue, engraving, or other artistic rendering of Manann.
Those who wish to show tribute at these places leave sacrifices of
fish, coins, and pearls. Sailors who know that they are embarking
on a dangerous journey often cur themselves and splash a small
amount of blood on the altar to divert Manann's attention while
they are at sea. As a result, many of these altars are dark with
dried blood, which can be a grim surprise for anyone not familiar
with this practise.

THE TEMPLE OF THE RED CORAL

The Temple of the Red Coral is a small but well-tended temple
that sits on the coastline just north of the town of Salzenmund.
It is so named for the mysterious red coral that grows in the area,
unusual in the chill waters of the northern sea, and pieces of
which were used in the building’s construction. The cult sees the
coral, as well as the large numbers of fish that congregate there,
as a sign of Manann’s blessing. Over the centuries, the reef has
grown and shrunk in size, often with alarming speed: the culiists
who maintain the site have come to think that the reef’s healch
is linked to the health of their temple as well as to that of the
sea and to Manann’s influence within the Empire. Priests of the
cult spend the majority of their time in deep contemplation of
the reef, swimming among the fish despite the frigid waters or
floating on small boats, finding some insight into the way the
tides work.

The fishermen of the area maintain decent but cool relations
with the priests. Due to an old accord, the priests determine

the places and times that the fishermen may fish the sea. This
sometimes sends the boats to strange or dangerous locations, and
to places thar sometimes lack fish altogether. Whilst irrivared at
the seeming randomness of the arrangement, the fishermen are
too frightened of Manann's wrath to fish the reef without this
permission.

SITES OF SIGMAR

The Empire is lictered with holy sites of Sigmar. From the
hammer-and-comet-lined Temple District of old Aledorf, to
the tiniest of isolated road shrines in Ostland, Empire folk are
surrounded by the all-pervasive imagery of their largest cul.

Almost every town in the Empite, and each city districr, has a
temple to the Empire’s founder. Their tall bell-towers loom over
the surrounding morass of dirty buildings and ring out each
Festag to summon the weekly Throng, As people of all classes
attend these gatherings, most temples are divided into three
general areas, corresponding to a hammer-shaped layout. The area
leading up to the raised sacristy is called the haft, and is the place
where the devout of the Culr of Sigmar worship. The hammer's
head is reserved for nobles, while the hammer's claw is kept for
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WTHE DARK GLADE

The Dark Glade is a secret place where worshippers of the forbidden Cult of Ahale the Drinker perform cheir rites (see |

Forbidden Cults in Sigmars Heirs). Located along the banks of the Upper Soll, near the town of Geschburg, the Dark Glade is l
forbidding and sinister. Surrounded by ancient black oaks and gnarled willow trees, the glade irself is actually a barren patch of
rock—the dirt was scoured away long ago by unknown forces, and nothing grows there. The trees themselves seem to bend and

S twist on their own, even when there is no wind to rustle the leaves,

of Ahale.

The Dark Glade somehow keeps itself hidden from almost everyone but those that worship Ahale. Non—worshippers who
actively seck the Dark Glade must make a Very Hard (-30%) Navigation Test to locate it, even with the aid of a map.

e

the common cultists of other faiths. In provinces where Sigmar
worship is especially prevalent, Sigmarite temples can be found
piercing the skyline all over. Come Festag, the streets empty, and
all that can be heard is the booming voices of the priests and the
choirs of the faithful.

Even most villages have a temple, although the smallest may only
host a shrine, typically comprised of a statue of the God or a
stylised hammer. Those communities withour a temple await the
arrival of travelling Silver Hammers with anticipation, keen to
hear the word of Sigmar and to take parc in His rites.

Lastly, many homes in the Empire have small shrines to Sigmar,
as well. There, householders pray for guidance from the Patron
of the Empire, and ask for the strength to overcome any obstacle,
just as he once did.

THE SKARANORAK TEMPLES

When mortal, Sigmar was said to have formed an allegiance with
the Brigundian tribe by slaying Skaranorak, one of the firse-born
Dragon Ogres. According to 7he Book of Sigmar, the epic conflict
took place in the Black Mountains and carved grear gouges ourt of
the landscape.

In 545 IC, a wandering Sigmarite friar came upon a ravaged
section of mountainside high in the Black Mountains, and, so it is
said, suffered a violent vision of the battle. With this "undeniable”
proof, the cult immediately petitioned the local Elector Counts of
Averland and Stirland for the permission and resources to build a
great temple.

Now, almost 2,000 years later, there is not one temple in the area,
but seven. They are maintained by High Capitular Marobaudes’
chapter of dedicated priests, and each temple supposedly guards
an important location from the Skaranorak Saga. Pilgrims line
the Zhufbar Read to Schramleben every year, there to head up
the Blue Reach to Sigmaringen, the site of the first Skaranorak
Temple. Sigmarites believe Siggurdheim, the lost capital of the
ancient Brigundians, once stood there, and the temple marks

the beginning of the pilgrimage proper. From Sigmaringen. the
devout make their way overland into the mountains. following

) ‘The Dark Glade is the rraditional gathering spor of the scattered members of the Cult of Ahale the Drinker, where they commit
horrible acts of murder in the name of their banned God. Although several unfortunate people have unwittingly stumbled into
‘ the Dark Glade (and become victims as a result), so far, no one has made the connection between the Dark Glade and the Cule

a well-beaten path leading past the six other temples, the last of
which is said to reside on the very spot where Sigmar killed the
Dragon Ogre. Inside, the temple guards an cight-foot-tall rock

thar local priests claim is one of the creature’s claws, and thus is
blessed by Sigmar’s holy blood.

SITES OF TAAL AND RHYA

Although worshipped throughour the entire Empire, the Cult of
Taal and Rhya are extremely popular in the central and eastern
portions of the land, where mankind has had relatively small
impact on the surrounding wilderness. Most of the shrines
dedicared to these paired deities are small, modest affairs. typically
taking the form of small shelters locared far off the beaten path or
tiny open-air altars on the edges of farm fields.

“Temples” of Taal and Rhya are usually huge monoliths, rings
of menhirs, or mounds of strangely carved stones. Some are
nothing more than extraordinarily ancient oak trees carved with
sacred pictures. Cultists gather at these sacred places only at the
equinoxes, solstices, and the time of the full moon—ar other
times, worship is done alone or with the family at small shrines,
and the major sites are allowed to remain at peace. This is not
to say that the Temples are left unguarded. Trackers, hunters,
longshanks, and horned hunters constantly prowl the wilderness
nearby, and priests of Taal and Rhya are often able to speak with
the animals near their homes, which keep an eye out for any
wrongdoing,

Most large cities have token traditional temples to Taal and Rhya
somewhere inside their limits, intended to create a more formal
and public face with which the citizenry and government can
interact, These buildings are designed to blend in with the terrain
and typically have large, wild parks surrounding them, Temples
specifically dedicated to Taal are low-slung, made of dark wood,
and have one or more sweat rooms where important initiatory
rites take place. Temples more focused on Rhya are small,
modest, and comfortable. Whear fields are planted around them,
if possible, though any crop is acceptable. Of the rwo, temples

1o Rhya are more rare; some say that this is because her temples
already exist throughout the Empire, whether it be anywhere that
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three or more women gather to talk or any marriage bed thar is
used to conceive children.

THE Rock AT SeLiTr WATERS

‘The Rock art Split Waters is the name of a sacred temple of Taal
and Rhya in Talabecland. It is so named for the way in which

two tributaries of the River Stir come together at a waterfall,
punctuated by a jutting monolith of black granire ar the junction
of these streams. Over untold generations, worshippers of Taal
and Rhya have come here, risking their lives to swim through the
turbulent waters and scale the rock to carve words and picrures of
praise to Taal and Rhya. Some of the carvings are ancient beyond
compare, harkening back to the time when Ishneros ruled the
land.

[n recent years, herds of Beastmen have intruded into the sacred
space of the Rock, threatening its sanceity. Cultists have been
called to protect the temple, including several horned hunters as
well as Jade and Amber Magisters, Skirmishes are becoming more
frequent and the priests are beginning to receive dire visions of
entire hordes of the foul Beastmen moving into the area to claim
the power of the Rock for their own.

The Rock of the Split Waters bolsters the power of spells thar deal
with warter in some way. Magisters who cast spells of this nature
within view of the Rock add an additional die to Casting Rolls.

SiTEs OF ULRIC

Ulrican holy sites are common across the north of the Empire,
especially in Middenland and southern Nordland. There, wolf
iconography dominates, and most people wear charms shaped like
wolf-heads or made from wolf-claws to show their devotion to the

warlike God.

Ulrican temples have more in common with fortified keeps

than with other places of worship, and often contain everything
required to last many months, if not years, of siege. Within, all
temples guard a flame in their sacristy, a representation of the
Eternal Flame in Middenheim, and priests are charged to ensure
that it never extinguishes. It it does, Ulricans believe the next
winter will be especially harsh. As Ulric teaches self-sufficiency—
expecting his people to rely upon themselves rather than upon
him—his temples are quieter than those of many of the other Old
World Gods. This gives the priests time to organise affairs for the
great winter festivals, train initiates, and join military campaigns
in the summer months. Services are held at the temple, but they
are infrequent, especially during campaigning season. It is more
common for local cultists to approach their priests privately,
sharing problems behind closed doors that Ulric’s teachings may
help unravel.

Shrines to Ulric are far more common than are temples. They line
the roads of the north, especially where wolves may have hunting
grounds. Most shrines depict a wolf’s head or a stylised “U."
although crude statues of the God are not uncommon. They are
tended by wandering priests of the Howling Wolf or by devour
locals.
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Most common of all are indoor shrines to Ulric. They normally
manifest as a statue where ale can be poured (“First drink to
Ulrie!™} and where weapons are stacked o be blessed. Almost
every barracks in the Empire, even those to the far south, have
such a shrine to Ulric. These places, as befits the self-sufficiency
the God demands, require no priestly involvement ar all.

THE WoMB OF THE WOLF

The Sons of Ulric believe that they are the blood descendants

of Ulric, who is widely claimed to have sired children with
hundreds, if not thousands, of mortal women. They have been
attempring to infiltrate the Culr of Ulric for decades, for they
see it as an institution that is rightfully theirs to lead. Deep
within the bowels of the Ulricsberg, the great rock upon which
Middenheim is built, the sect maintains a small temple of special
importance to their cause.

The Womb of the Wolf is believed by the Sons to be the site
where Ulric’s first morral child was born. The mother, Griseldis,
was the daughter of the Teutogen chief, and fled into the tunnels
of the Ulricsberg when her father discovered her pregnancy.
There, the Sons believe, she was brought meat by Ulric’s wolves,
and drank water from a holy spring.

There is still a spring there today, and the site where the birth
supposedly happened is lined with wolf skins. A any one time
there are normally 10 Sons of Ulric in the temple, although many
scores may worship there at times of religious importance. Female
Sons of Ulric often sleep in the temple in the hope that Ulric will
chose one of them as his next bride,

SITES OF VERENA

Holy places of Verena tend to be strongly associated with

one of her two aspects: learning and justice. A few combine
them, such as the School of Sage Marius in Wurtbad, a temple
commemorating a notable scholar of the law and crusader for
justice, active about 500 years ago.

Holy sites of learning tend to be on the sites of libraries or schools
that were destroyed and rebuilt. The temple in Nuln is one such,
where legend claims that all schools were destroyed upon the
founding day of the Empire, then rebuilr so that the taint of old,
wrong-headed days would not mar the birth of a new way of life.
A number of Verenan priests have expressed interest in creating
holy sites in Wolfenburg by rebuilding the libraries and schools
there. They claim to not be at all motivated by the immortal fame
of those who founded other holy places to the Goddess.

Holy sites concerned with justice, on the other hand, tend to be
places where justice was very conspicuously done. None of the
Empire’s regular law courts qualify, so these sites are more likely
to be in rural areas. The Old Courts in Streissen are an exception;
Friedrich the Just was the judge there for 60 years in the 1900s,
and it is said that he never convicted the innocent or acquitted
the guilty. It is also said thar he curses anyone who does so in

his courts, and after a series of unexplained deaths and accidents
among the judiciary, the courts of Streissen were moved to the
New Courts in 2014. The Old Courts are now a Verenan temple.
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VISITING THE DEAD |
(
Whilst there is a Garden of Morr in every settlement of any size in the Empire, there are no greater holy sites sacred to the God
of Death, and thus no destinations for pilgrimage in his name. Even the Theatre of Ravens in Luccini, the holiest site of the cult,
is not considered a fit place for a pilgrimage.
The priests of the cult have an explanation for this. They say that Morr is the God of the Dead, and that, in that capacity,
none of the living are his concern. One of the living making a pilgrimage in the name of Morr would be like worshipping
Manann by embarking on a mountaineering expedition. In his capacity as God of Dreams, he can only be venerated by those
journeys undertaken in sleep, and as God of the Dead, the living are but those who have not yer awakened to his glory.
Ordinary folk think of themselves as giving worship to Morr any time they attend a funeral, and a long journey to help put
a friend or family member to rest is somerimes called a “pilgrimage to Morr.” Some Old Worlders juxtapose the role of active
pilgrim, granting it to the deceased. They refer to a body’s travels from its place of death to a Garden of Morr as a pilgrimage,
such as those carried by the black funerary barques that carry departed to their family, The bodies of important (or infamous)
people might be senr on pilgrimage around a province—in the case of notorious criminals, this is to prove their deaths,
f whereas for important leaders like Elector Counts or bishops. it allows the common folk a chance to pay their respects.
' Rarely, such elaborate measures dre also raken to confuse the spirit of the dead, so that it doesn't haunt the family or other
innocents—this is sometimes performed in the case of nobles who have died suspiciously. These many types of pilgrimages
can lead to all sorts of confusion, especially when the recently departed is not widely known to be dead.
“Sir, can you tell me where Herr Reinbolt is?”
Alas, yev jes missed ‘im guv'nub. Hez onner Morr pilgrimage to Altdorf.”
i “Damn. Did he say how long hed be gone?”
[ A long time, iz me guess!”
The more mystically inclined say rhat the whole of life is a pilgrimage to the holy places of Morr, and that one’s reception at
those places depends on how one conducts oneself on the pilgrimage. However, since the holy places of Morr are in the realm of
the dead, few are in a hurry to complete the journey.
Those with a morbid sense of humour point out that no one comes back alive from a pilgrimage to Morr, which points at the {
most likely reason for the God's paucity of holy sites. Most do everything they can to avoid thinking of, or drawing the attention
of, the God of the Dead. Why seek him out when he all roo often is on his way to meet you?
e ‘-—-"
» The temple of Verena on the site is built around the field and tree
ILDEBRAND 5 FIELD of the story, but some Witch Hunters still insist that the whole
lldebrand was a witch hunter, renowned and feared for executing SFHARGE M e work aRtte Riosts Powete
anyone accused of consorting with the Ruinous Powers, proof or no
proof. His trials were mockeries of justice, He came to Silberwurt O’FI‘IER ORGANISED CULT‘S
in the Reikland, set up his court. and was promptly gifted with a 5
flurry of accusations by the local villagers, who were all too cager Other cults have relartively few holy places within the Empire. As
to proclaim that the least popular and least powerful among them noted carlier, Ranald does nor really have holy places at all, and
consattad with the Ddtl: Cods, Myrmidia and Shallya are based outside the Empire, so few holy
sites have had the rime to take root within its borders. Nevertheless,
The first accused was Bertha, an old woman who lived alone in a cach of these cults has a few significant locations.
hovel at the edge of the village. [ldebrand thundered accusations ac
: her, and her responses became incoherent from fear. He then rose MYRMIDIA
in his chair to pronounce his verdict.
Ll { o : Myrmidias influence is largely confined to the southern provinces
“You're just asilly old woman, not a heretic,” he said. i3 the of the Empire. The temple in Nuln is the most important structure,
surprise of all present, including himself. “Step down.” but the most significant holy site is a glade in the Reikwald, south
He proceeded to acquit all the accused. and then bring cases against of Alrdorf and west of Grunburg. [t marks the spot where Captain
the accusers, one of whorm was revealed to be a secret \.vorshipper Myrle killed the last of a band of Beastmen. She was alone when
of Khaine, damned by items found hidden in his home. l[ldebrand  she saw the band of 200, burt thar did not dissuade her. She harried,
then accused himself of perverting justice, and hanged himself from hunted, and tricked the group into trap after trap to whittle down y

Atrer, their numbers, before finally confronting and killing the survivors. 1
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The cult has resisted building a temple here, but is investigating
sites in the north where the Goddess is reputed to have intervened
in the Storm of Chaos. They hope to establish temples and
pilgrimage sites there chat will extend their influence.

SHALLYA

While the cult of Shallya is granted much respect, its only truly
holy place in the Empire is the Convent of the Stilled Hearr,
found in the Haunted Hills in Sylvania. The stories say that any
Undead approaching the convent are instantly destroyed, and that
the waters from the convent’s spring can cure Undeath, returning
the victim to genuine life. It also has a reputation for healing
conditions that seem terminal.

TEMPLES OF THE OTHER GODS

Although nowhere near as popular or pervasive as the nine main
Gods, most of the other deities described in this work have temples,
or at least shrines, named in their honour. Depending on the deity
in question, these temples can be grandiose and out in the open, or
hidden away from view so as to avoid harassment or prosecution by
the authorities. These more secretive cults prefer shrines to temples,
as they can more easily be broken down and moved if the need
ATrlSEs.

Some of the most notable temples of these minor gods include

the Temple of Bégenauer in Bégenhafen, the Temple of Handrich
in Altdorf, and the Temple of Clio in Carroburg. These temples
are large, well-appointed, and increasingly popular with the local
citizens (although Clio is only truly beloved by scholars and other
“people of the quill”). The continuing growth of the Culr of
Handrich’s popularity in Altdorf and the size of the Temple there
is a good indication that the cult may eventually be sanctioned as a
major God.

Handrich's temple is the exception to the rule, however. Most
termples to Gods of similar status are small and poor, with any
donations desperately needed for the upkeep of the building and
premises. If the God in question has some relation to one of the
main Gods, then local Temples may receive assistance or charity
from their wealthier peers.

Temples to the Ruinous Powers in the Empire are extremely rare,
and are always kept well hidden or are located in wild, lawless areas
where the worshippers can freely come and go. Those few that

are located are purged immediately by the authorities or by angry
mobs armed with spears, fire, and righteous fury. These temples
are horrible affairs. decorated with blasphemous carvings, skulls of
sacrificed victims, and other profane objects and art.

TeMPLE OF CLIO THE SCRIVENER

The Temple of Clio the Scrivener is surprisingly large and ornate
for that of a minor deity. This is mainly because of the large fees
(or “donations”) that the cultists require in exchange for their
services as premier scribes, illuminators, and documenters for the
powerful and wealthy. The temple also receives regular and sizable

contributions from patron temples of Verena.
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Located in the heart of Carroburg, the temple is a simple square
with an enormous front gate. The walls are adorned with gorgeous
carvings, frescoes, and mosaics depicring Clio, Verena, and
dedicated cultists hard at work. The temple’s library is impressive
and filled with original works on philosophy, history, and theology,
along with copies of other famous tomes penned by the temple’s
professional scribes.

In addition to the usual contingent of servants, caretakers, and
other laymen, the temple of Clio is home to several dozen scribes,
illuminators, and other professional artists who spend their days
hunched over their desks in the well-lit “scribing room” that
dominates the centre of the building. Cultists offer their services

to anyone who needs them, and have established a sliding scale

to accommodate those who cannot afford to pay much, such as
commoners needing legal documents filled out. For the wealthy,
however, the temple not only performs their duries with great
speed and care, bur also produces amazing and luscious pictures
and script—even mundane papers are considered works of art. The
Temple charges accordingly, and something like a large, illuminated
tome can easily run into the hundreds of ge. Other cults sometimes
have their precious works sent to Carroburg to have the Temple of
Clio copy these scrolls and tomes for safekeeping and archiving.

The temple bustles with activity throughout the day. but closes

for an hour in the morning so the cultists can engage in vigorous
exercise in the courtyard directly in front of the building,
Newcomers to the city are often surprised to see these robed priests
march orderly out into the courtyard, then begin a regimen of
callisthenics and stretches while the Master of the Temple keeps the
time in a slow, sing-song like prayer.

THE HicH TEMPLE OF
HAENDRYK IN MARIENBURG

Marienburg is a city that derives its prosperity from the sea and
from trade, so Haendryk rivals Manann in importance here, and
certainly overshadows all other Gods but him. Haendryk's temple
in this port is supported by the wealthiest members of Marienburg
society.

In keeping with the philosophy of its God, the temple does not
accept gifts, nor does it offer charity. Instead, the priests of the
temple have “shops” within the temple, where they haggle with
worshippers over payment for their services or over the price of
holy symbols and vortive plagues.

The temple also invests and loans out its wealth at reasonable rates,
and some priests specialise as loan officers. Even adventurers can
borrow money here. receiving advances in exchange for a portion
of the returns on their next venture. Subsidising an expedition in
this way also provides the added benefit of Haendryk's blessing
upon the trip; intending to cheat the God, however, is said to lead
to the unavoidable failure of the venture in question. Priests are
paid by commission on the money they bring in for the God, and
are promoted in the hierarchy based on the results. Witch hunters
often denounce the temple for selling membership in its holy
orders. Marienburgers find this baffling: how else would the cult of
Haendryk work?
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Usually, even those minor cults with a holy place or nwo within the
Empire are unknown to any but those who live near it. A handful
of them have achieved more fame.

One such is the Throar of Tides, holy to Manas and found on the
coast of Nordland. It is a narrow gorge formed by the emprying
of a small river into the sea. Even on a normal day, the water

level changes by as much as 30 feet between the tides. On days of
particularly strong tides, the water level of the gorge can vary by as
much as 100 feet. A long, vertical metal pole is fixed to the wall of

the dJiff, running up and down its entire height. Devout followers
who wish to worship moor their boats with loose loops to this pole,
then pray throughout the day, letting the tides move them up and
down. Small shrines to Manas stand at both the top and bottom of
the pole.

Wolfheim, on the other hand. is a small valley in the Middle
Mountains sacred to Lupos the Wolf. It is said that there is always
at least one wolf present there, and that it is impossible to kill a
wolf within the valley, no marter how badly you wound it. Human
worshippers who enter the arez become prey for the beasts, so they
leave offerings at the valley’s edge.

— PILGRIMAGES —

Ncarly all devout cultists participate in at least one pilgrimage
in their lifetimes, as it is considered the most holy of
endeavours. However, what constitutes a pilgrimage varies by culr.
Some consider a circuit berween local shrines to be a pilgrimage,
whilst others demand that cultists travel far from their homes to
be considered pilgrims. Given the extremely dangerous nature of
travel within the Empire, undertaking these long pilgrimages is
considered a deeply pious acr; it takes significant faith to make a
journey known to be subject to the perils of bandits. Beastmen,
and the vagaries of the weather, just to name a few.

Those brave enough or foolish enough to participate in a
pilgrimage are considered very holy in the eyes of most citizens
and especially among their fellow culrists. It is considered
both bad form and terribly unlucky to harass a person on a
pilgrimage—bandits and brigands, obviously, overlook this

bit of common courtesy. Those pilgrims who succumb to the
dangers they face en route are consoled in their final moments
by the knowledge that dying while on pilgrimage is considered
the ultimate act of devotion.

FaMous PILGRIMAGES

There are no shortage of pilgrimages for the faithful to join in
the Empire, Described here are some of the most popular or
unique pilgrimages.

SiIGMAR’s Exopus

Easily the most popular and travelled pilgrimage, Sigmar’s
Exodus follows the alleged route thar Sigmar Heldenhammer
took when he left the Empire. The pilgrimage begins in Altdorf,
follows the River Talabec upstream to Talabheim, and then
moves the entire length of the Old Dwarf Road, through
Averheim and beyond. Most consider Averheim the official
“end” of the pilgrimage, although zealots are known to take the
journey as far as the foothills of the Black Fire Pass. In good
weather, and if nothing befalls the pilgrim, the entire journey
takes two months to accomplish. Pilgrims stop at numerous
shrines builr along the path, which showease important aspects
and notable events in Sigmar’s life.

THE PILGRIMAGE OF THE SOLDIER

This pilgrimage is undertaken by ex-soldiers, who do so to cleanse
their mind, body, and soul of bloodguilt from the atrocities they
committed on the batlefield. Pilgrims undertake this journey in
the name of Myrmidia, and travel to either Magritra in Estalia or
Remas in Tilea, both of which claim to be the founding cities of
that goddess’s cult. These soldier-pilgrims believe thart cach step
closer to these cities removes a tiny bit of the weight that hangs
only Myrmidia understands the pain each
soldier carries in his heart. Most pilgrims make the journey alone,

on their shoulders
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although some band rogether in small groups, especially after

a particularly harrowing campaign. Pilgrims wear white robes
stained with their own blood. Brigands avoid these pilgrims,
knowing that they risk dealing with a battle-hardened ex-soldier
instead of a mere dirt farmer.

JOURNEY TO THE SEA

‘This pilgrimage is dedicated to Manann, and is often the last

act of an aging seaman or other crusty dog that feels his time is
almost done. The pilgrimage begins at the Temple of Manann

in Marienburg and follows the River Reik through Altdorf, then
onto the River Stir, ending at Krugenheim. During this journey
the cultist contemplates how the sea, and thus Manann, pulls
farther and farther away. This distance is the symbol for death.
Once the pilgrim reaches the Temple of Manann outside the city
of Krugenheim, he leaves behind any worldly possessions that are
connected to a life at sea. The pilgrim then returns tollowing the same
route—each step towards the sea bringing him closer to Manann and
his final reward. Pilgrims wear blue robes adorned with Manann’s
wave pattern symbol while on this journey. The parricularly zealous
row themselves, and drag small boat anchors or old vars behind them
as they make their way to Krugenheim, to increase the time and
difficulty of the trip. After such a difhcult journey, many pilgrims

die on the spot once they return to the temple in Marienburg, their
pilgrimage complete.

PILGRIMAGE OF THE STONES

This pilgrimage is done in the name of Taal. It is one of the shortest
in the Empire in terms of distance, but is among the most difficult.
The pilgrim must journey through the wilderness to visit a series of
12 shrines located in the heart of Talabecland. Pilgrims are forbidden
from using roads or taking boats—the journey must be done on foor,
with the pilgrim using his skills in navigation and survival to make
his way. Once the pilgrim visits the 12th shrine, he sacrifices a deer,
stag, or wild boar that he hunted along the way, and bathes in the
blood of the animal. Most who make this pilgrimage are so changed
that they can never again ser foor within a house or other trapping

—

way Goldkopf got in there! ‘Ave you seen the size of ‘is .. walls?”

journey: The Pilgrimage of Fingers.
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THE PILGRIMAGE OF FINGERS

“I ‘eard Goldkopf got ‘is fifth cross! I don’t believes it! They says you ‘ave to do the von Walfen job for that uhn, and theres no

of civilisation: buc then, perhaps only those who wish for that sort of
life underrake the pilgrimage in the first place.

PILGRIMAGES AND
MERCHANTS

Pilgrimages are big business. When pilgrims pass through a town
or village en route to their destination, they require places to
sleep, food. new shoes, and dozens of other goods and services.
On long-established routes, businesses often exist to cater solely
to the needs of pilgrims. Although Empire law dictates thar it is
illegal to take advantage of anyone on a pilgrimage, loopholes and
exceptions allow the clever and the greedy to skirt these rules. As
a result, although pilgrims can find almost anything they need on
their journey, those who purchase overmuch along the route will
soon be penniless, begging their way to their destination.

As a general rule, the prices of goods and services for pilgrims
making their way on well-established roures face a 10% mark up,
unless the business owner belongs to the same cult as the pilgrim.
This price can be brought down to the normal price with a
Routine (+10%) Haggle Test. Of course, smarter business owners
know never to raise the price in the first place when a noble or
ather official is within earshot. Savvy pilgrims exploit this fact and
try to start negotiations while within the presence of an authority
figure.

"There is also 2 booming market in maps of popular pilgrimage
routes, and every town along the way has hawkers who offer new
versions that take into account washed out bridges, landslides, or
other hazards. Unscrupulous map merchanes somerimes sell maps
that lead pilgrims off the main roads and into ambushes, and then
claim a portion of the money that the bandits take from them.

MINDSET OF A PILGRIM

Whar inspires a person to leave everything behind and travel to
some distant land? Several possibilities exist. Some might pick up

S

—Huar THE HanD, ALTDORFER THIEF

Unlike members of ather major cults, devotees of Ranald have no distant shrine to shuffle towards, no far-off oracle of obscure
knowledge, no foreign temple of majestic importance. Instead, Ranald’s priests urge his cultists to pursue a very different

Exactly what this entails varies from city to city. even from priest to priest. The only thing they all share is that eight tasks,
one for each finger. must be accomplished to reach the end of the pilgrimage. As each increasingly difficult task is completed.
the Pilgrim s allowed 1o tatcoo a cross somewhere on one of his fingers. Few, it is said, ever secure more than four crosses.

As Ranald is the patron of many different aspects of Empire life, including gambling, thieving, business, and more, the path each

{ pilerim walks may be very different. However, one thing all pilgrims can be sure of: at one point, they will have to gather a great

deal of material goods. and fast.
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and leave out of some effort to honour 2 God, or more commonly,
to placate a God they believe they have offended. Such ventures

are triggered because something dreadful has happened—crops
failed, a business turned sour, a family member developed an
unsightly muration, and so on. By going on the pilgrimage, the
cultist hopes to impress the God in question and receive a favour of
some sort, such as being freed of a disease, causing people o forget
the mutation in the family, an upswing in business, and the like.
The purpose is rarely for personal growth (though a night in some
pilgrim stopovers might cause growths)s rather, the pilgrimage is
seen as a good way to cosy up to a God in the hopes of encouraging
him to see the mortal in a better light.

Nort all pilgrims are so spiritual in their belief. however. More
than a few see a pilgrimage as a way to escape the numbing
boredom of their villages or to escape from debr, servitude, or

The pilgrimage to the temple of Shallya at Couronne is onc of
the most popular pilgrimage routes in the Old World. Most
people who travel it are sick or crippled, hoping to be healed by
the mercy of Shallya when they reach their destination. The fact
that people start out sick contributes to the fact that a very high
proportion of the pilgrims die along the way.

This pilgrimage officially starts from the temple of Shallya in
Alrdorf. A few pilgrims join the route later, but unless they live
along the route, most people prefer to go to Altdorf and start with
everyone else. In part, this is due to the belief that Shallya is more
impressed by people who make the whole pilgrimage. The main
mortivation, however, is that the temple in Altdorf arranges for
groups of pilgrims to travel together, and encourages warriors with
reason to be grateful to join them. Fairly solid rumeurs suggest that
the temple occasionally pays for such guards if they cannot find
those willing to go our of charity.

The priestesses in Altdorf record the names of everyone leaving
on pilgrimage, and pray for them every day until they return to
the temple, or until rwo years have passed. Abour a third of the
pilgrims, particularly those from distant parts of the Empire,
give up once they reach Altdorf, and content themselves with the
blessing of the priestesses there.

Most of the pilgrims walk because they cannot afford any other
transport. Some have to be carried by friends, or dragged in
handcarts, because they cannot move under their own power. A

tiny proportion have enough money to live well during the journey;
others are reduced to begging, most of them before they get out of
the Empire. Some of the beggars are arrested as vagrants, others turn
to thievery and are caught, while some, weakened by lack of food and
drink, simply die of their illnesses. Half a dozen temples along the
route from Altdorf to Axe Bite Pass are specifically dedicated to the
needs of the pilgrims. Three are temples of Shallya, while the other
three are temples of Morr. Superstition holds that one is most likely
to die when en route to one of the Morrian shrines.

Shallyan pilgrims do not have to pay tolls in Axe Bite Pass as long
as they are carrying no valuables. Smugglers try to take advantage of

- Chapter VII: A Holy World

— THE ROAD TO

enemies back home, In many provinces, a person who undertakes
a substantial pilgrimage (and there is considerable debare on what
exactly qualifies as “substantial”) has their debts and taxes waived
during their absence, As a result, it’s not uncommon to find
debtors, conmen, and thieves “finding their faith” and hitting the
road on a pilgrimage to postpone owning up to their debts.

While on the road, a pilgrim is supposed to spend his time either
in silent contemplation of his deity, speaking sacred mantras, or
debating the philosophy of the cult with fellow travellers. Most
pilgrims travel in groups so as to share food and camaraderie,

as well as for mutual protection from the inevitable bands of
brigands, Goblins, or worse horrors that might find the solitary
traveller to be easy prey. Pilgrims are expected to take hardships
like these in stride, each one a test of their faith and strength of
characrer.

this by dressing up as pilgrims to sneak heavily taxed items through,
so the toll keepers have been forced to search those claiming to have
nothing. Pilgrims with enough money for the journey can generally
afford to pay the rolls, as well.

The inns are a different matter. One, The Well of Mercy. two
days’ walk from the Empire’s border, offers free overnight
accommodation (albeit in a rough shed) to genuine pilgrims. The
shed is, however, within the walls thar protect the inn, and the
innkeeper is regarded as a model of charity and piety. The other
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inns demand thar pilgrims pay, just like anyone else. Rich pilgrims
occasionafly pay for their whole party, but most groups are forced 1o
camp just outside the inns walls.

Some sections have no inns at all. The stretch known as Ludwig’s
Run is too long for any bur the healthiest walkers or those with
mounts to manage in a single day, so many are forced to camp in
the middle of the mountain pass. Some even survive the night.

The temple of Shallya in Inner Montfort has extensive
accommodation for pilgrims. and, thanks to generous donations
from people healed by Dhuoda of the White Hands, a miracle-
working priest of the last generation, it also provides six meals to
every pilgrim. This temple is also the place where citizens of the
Empire change from the white robes representarive of Shallya in
most places to the yellow robes worn by her peasant followers

in Couronne. The priestesses tell them thar this is both a legal
requirement and a commandment of the Goddess.

Pilgrims must pay the toll at the gate in Montfort. Those who have
made it this far are likely resourceful enough to find some way to
get the money, perhaps even legally. The priestesses their flock ro
pay for pilgrims’ tolls as a form of charity, but a few notable abuses
of this system by merchants and couriers have made most residents
unwilling to give their money to strangers.

The route then runs north, through the foothills of the mountains.
The going is difficult, and almost impassable for carts, but hostels
dedicated to Shallya are located every day’s travel along the way.
These all have wells and provide free lodging for pilgrims. Sir
Chroderis, a Knight of the Grail, is known to ride along the route
defending the pilgrims. These hostels and Sir Chroderis's protection
are the reason the route runs inside Bretonnia rather than going

up through the Wasteland; very few pilgrims are lost between
Montfort and the Pale Sisters. Only one in twenty who takes the
other route emerges from the Wasteland.

The hostels continue through the Pale Sisters, as far as the temple
itself. The kings of Bretonnia have traditionally given some
support to these hostels, and King Louen Leoncoeur does so more
enthusiastically than most. However, moves to establish them
within Axe Bite Pass or the Empire have all failed due to raids by
Ores and bandits. No one has yet been able to prove that the
innkeepers on the route are responsible, but there are
rumours of just such a conspiracy.

Although the hostels make the Bretonnian leg of
the route relatively easy, still only one pilgrim
in ten actually reaches Couronne alive.
Pilgrims of the Empire who make it are 4
praved for by the High Priestess in person,
and a few even receive miraculous cures.

The pilgrims must then return home. More than half of those
pilgrims who return from Couronne come back healed, a fact
publicised by the cult, and which encourages others to attempr the
journey. A less well-known fact is that fewer than one in a hundred
return ar all.

PrGriM (Basic, SPECIAL REQUIREMENT)

The Shrine of Sire Severich of Verena. The Sigmarite Temple of the
Holy Three. The Rise of Taal's Deep, Distant Heiligerburg, the Holy
Mount of Shallya. Paths to all these places, and many mare, are clogged
with the trudging feet of the faithful. No matter how expensive,
laborious, or incredibly dangerous the journeys may be, folk from all
walks of life can be found forging forward to these holy sites, each with
his own reasons for facing the horror of Old World travel. The most
popular pilgrimages attract many thousands of penitents every year,
and the routes are lined with souvenir sellers, way shrines, elaborate
temples, heavy tolls, and desperate bandits keen to make an easy profit
from the poorly defended. The few pilgrims who survive the ordeals
can forever after wear the unique symbol of their particular pilgrimage,
typically a brooch or necklace with a specific design alluding to the
patron God of the worship and the journey’s destination.

Special Requirement: The character must be on a pilgrimage to
enter this career,

— Pilgrim Advance Scheme—

Main Profile

ws | BS | S T | Ag | Int | WP | Fel

+5% | +5% +5% +5% +3% | +10% | +10% | +10%
DN [y
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Skills: Academic Knowledge (Theology) or Consume Alcohol,
Animal Care, Common Knowledge (any one—as dictated

by the route of the pilgrimage), Haggle,

Gossip or Navigation, Outdoor Survival,

4  Perception, Performer (Storyteller), Speak

" Language (any one—as dictated by the route

of the pilgrimage)

Talents: Seasoned Traveller, Very Resilient
. // Trappings: Religious Symbol

Career Entries: Any

Career Exits: Demagogue, Friar, Initiate,
Outlaw, Vagabond, Zealot
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Priests are viewed with a mixture of reverence,

envy, and pity by most Old Worlders.

Reverence because they are intermediaries with
the Gods themselves; envy because they are well
looked after by the temple and live in greater

) 1
“One cannot do Gods’ ‘
work, until man’s work is

complete.”’ \

—TYPICAL ADMONISHMENT

comfort than most of their congregation; and
pity because their lives are not entirely their own, —
their life governed by far tighter strictures than

— To BE A PrIEST —

It is a strange child who tells his mother thac he wants to be a
priest when he grows up. Some do feel the draw of serving a

higher power early in life, but only the most devout of men and

women intend to commit their existences to the priesthood. Yet,
many find their way into an order as an escape from some orher
fate, or because they are told they must, or after an all-too-commaon
rerrible event changes their perceptions af the world. Regardless

of how they come to the path, the Old World is not short of these

men and women of the cloth.

By and large, the people of the Empire respect all of the Gods.
Most Old Worlders venerate all of them art times, praying

to a particular God based on the
circumstances at hand. A rare few devote
themselves to one God, placing one deity
above the rest in their everyday lives
(though not entirely ignoring the other
Gods; only the foolish would do so). It is
among these few who develop an affinity
for one deity over the others that priests
are made,

religious—it is so

a priest, working

The most devout

even the most pious of all worshippers would
volunteer to live to.

The life of a priest is not all worship, however, Every
waking minute cannot be spent in prayer, and every
day is not necessarily spent furthering the aims of
their faith. So what is it that a priest does all day, and
why would anybody want to become one?

PREACHING TO THE CONVERTED

It is a given fact most people who become priests are already deeply

mething of a prerequisite for the job, after all.

Thus, many priests were involved with the cult before they became

in a career linked to the cult or in a temple.

of worshippers often become laymen and ger

involved in the running of the temple, from where it is a simple

step up to becom
when the martial

| “There’s not much dif ference, really. I've

| swapped my armour for my robes, and
| the battlefield for the temple. Which I
guess makes the congregation the horde

of Goblins. Sounds abour right, looking |

|
J at them.”
|
“

—FULLSWORTH HEINMANN

ing an initiate. Templars are pious and serious, but

life becomes too much for them, or when they

_ crave something more from their faich,

| many choose to remain in the cult and
become priests. Similarly, many fanatical
Witch Hunters choose to become priests,
either as an alternative means of serving

| their god or to better aid them in rooting

out Chaos.

| Existing cultists are prime candidares for
recruitment into the priesthood, and their
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initiation is usually expedited due to their already proven devarion
and the trust placed in them by the cult, Chapter masters, stewards
and priests are tasked with looking our for those pious individuals
with the portential to be initiated inro the faith and passing the
names of suitable candidates to superiors. Priestly recruiters then
approach the candidate, sitting him down and asking him if he had
ever considered becoming a priest.

GiIrrs TO THE GODS

“The eldest son goes to war; the youngest son goes to
temple.”

—COMMON SAYING AND TRADITION

Many priests had little choice burt to enter priesthood, for they have
been in the temple since childhood. Some children are gified to 2
temple or adopted by a cult, whilst others are merely sent there for
schooling.

‘The more charitable temples of the Empire—especially those of
Shallya and Sigmar—run orphanages to take in and care for the
countless orphans of plagues and war. Some of the more martial
cults also operate orphanages, taking in the sons and daughrers
of its knights and priests killed in battle. Orphanages are prime
recruiting grounds for the priesthood—regardless of how much
the priests may protest thar their existence is purely for charitable
reasons. Orphans spend most of their lives around priests, their
education heavily steeped in scripture and their upbringing
governed by its teachings: It is only understandable that many
orphans decide—or have little choice—to become initiates. It’s
either that, or rebel against religion altogether.

In many parts of the Empire, the practise of Gifting is common,
whereby a family gives thanks to a God in the only way it can—by
offering one of its children. In olden days this was done by offering
a child as a blood sacrifice to a God, but now the child is sacrificed
to the temple in a metaphorical sense, by being offered into the
priesthood (although it is said that the older practise remains in
more remote parts of the Empire). Children offered in this way
become temple wards and, when old enough, initiates. They don't
get a say in the matter—to reject this path would be ro reject their
faith—and the only way to avoid it is to run away.

A similar practise is observed by noble families and wealthy
merchant families thronghout the Empire, whereby the youngest
son is sent to become a priest. The son rarely gets a say in the
matter, and is given over to a temple to become an initiate once he
becomes an adolescent.

Education is rare in the Old World, reserved for the wealthy or the
especially gifted. Only the middle and upper classes can afford to
spare their children for schooling or to hire a private tutor. Poorer
families rarely have the option to send their children to school,
except where temple schools are available. Most such schools are
run by Verenans and Sigmarites, and offer schooling to pupils
from poor backgrounds. with the eventual aim of preparing them
to join a seminary and become an initiate. Becoming a priest is
not compulsory to all those who attend, although many temple
students do go on to become initiates.

pter VIII: The Life of a Priest

A CHANGE OF FaITH

“] lay there thunkin’ I was gonna die, lqy there full o’ arrers,
surrounded by me comrades, deed ever one of ‘um. Then I saw
a dove, sittin’ on a wrecked cannon, an’ I gor the message. I
put me sword down and have not picked it up since.”

—GUYDAR FENK

Most priests enter the faith when they are young, either as children
or young adults, pledging their lives to the priesthood whilst they
still have an entire life ahead of them. But there are some priests
that come to the priesthood, and indeed religion, later in life. The
sacrifice made by such priests is no less than any other; they may
not have pledged their entire lives to their faith, but they likely have
more trappings and ties to leave behind from their old lives.

Some people experience a sudden change of faith, suddenly
becoming fiercely devour. Often such a change of faith follows
another life-changing event, for which the worshipper wishes to
thank the gods and serve in the cult; his family might be saved
from a particularly nasty plague, or his life might be spared during
a bloody battle, and the only way he knows to give thanks is to
become a priest.

Orhers might experience a slower conversion, becoming gradually
drawn inrto a cult, starting as a worshipper, growing more and more
pious and interested, until he reaches the limit of understanding

of the mysteries that can be gained as either a worshipper or a lay
member,

Such later converts abandon all trappings of their former lives,
sacrificing friendships, families, and careers to serve the Gods,
whereas others might retain a semblance of their lives, continuing
much as they did before but with a radically different vocation.
This very much depends on the cult in question.

Priests are always on the look out for the newly converted, for

they are ripe for recruitment into the priesthood, full of zeal and
enthusiasm. Even those who have not immediately expressed their
devotion may be approached and gently nudged that an excellent
way to give thanks for their miracle might be to become a priest. or
1o offer up a child to the priesthood.

SERVE THYSELF ABOVE ALL OTHERS

“I’d sooner risk my soul with Verena than my neck with the
hengman.”

—GONTER HAGENS, WANTED CRIMINAL

Not all who enter the priesthood do so out of devotion. Religion is
an excellent place to hide, for nobody suspects a priest of a crime
(excepting a priest of Ranald, of course). Joining a temple offers
many people a chance to make a new start or to hide from past
crimes, although the punishment is that much worse if their lack of
faith is found out or their past carches up with them.

Initiation is no easy feat, but those who are desperate enough to
flee from their pasts will find a way through it. Criminals on the
run might enter a temple to hide from the authorities. Vietims or
witnesses to crimes who find their lives in danger might turn to the
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| TEMPLE WARDS |

The temples also may serve as orphanages for the unwanted and lost children of the Old World. Generally: these are children simply left on

the doorstep by poor or ashamed mothers. A rare few are publicly given to the cult, along with great fanfare and rich gifts. These children \
are expected to become leaders of the cult, allies for the noble or merchant family that gave them up. Finally, a few are the unwanted. the
corrupt, and the reviled. Children born with mutations of the flesh are sometimes left with temples by parents who have not the heart to

kill their own children. ,

A child raised by a temple is steeped in the rituals and tradicions of che cult. Everything she does, all of her experiences, centre on the |
observances of the God. She rarely speaks to anyone who is not, ar the very least, a devout lay follower, and this gives her a somewhat

distorted view of the world; whilst most know, intellectually, that [
there are followers of other Gods, they cannot really believe it.

Temple wards are particularly prone to either end of the spectrum
of fanaticism or heresy. Fanaticism arises from the belief the God is
the only thing that matters, while heresy comes from a confidence
in one’s own knowledge of the God's will and plans. A few do rise to
high positions in their cults, as their loyalty is beyond question.

There are real problems if a temple ward feels an inclination to

a different God. Most do not: faith in the temple’s God is never
questioned around them, so they simply follow along. A few,
however, hear of other deities from casual worshippers, and become
curious. A ward of Ulric showing an interest in Shallya, or vice versa,
is in for a very uncomfortable time as the priests beat the foolishness

out of her.

That said, there is an odd relationship between the temples of Shallya
and Ulric in this matrer. Although the Shallyans have a reputation
for taking all orphans, they prefer ro raise girls, who could become
priestesses or be married off. A significant number of Shallyan
temples have agreements with the local temple of Ulric, turning boys
over around the age of seven for training as warriors, Since these
boys are used to the kindness of Shallyans, the initial experience of
Ulrican training is a terrible shock, and many try to run away. Nearly
all are caught, brought back, and punished. It is rumoured that
someone who is caught five times, and survives the punishments, is
destined for great things within the cult, as Ulric admires resolve,
independence, and survival.

el B e . BT
priesthood for shelrer, with or without any previous knowledge of
or devagion to the cult, INITIATION
Dthers mi un at all, i se ; T A :
C t,hus m:gl:n not be e _Eh_e e .ﬂ_l but lo'okmg to use the The path to becoming a priest is not an casv one, filled with back-
pnesrhoc)fi _t(?r cover for illicit activities. A priest can go about most breaking labour, intensive study, long hours of prayer, day in and
ofhc‘r actxl\'mes wu.l\?]ur\;;rou:cmg Y SH?PMEP‘ alnd m.c;fini(;crsl 7 day out. Not all who set out to become a priest make it. Initiation
certain cults, L.\l}?e.cm }{ Iorrmnsl;'are p:u;um 1lng y 33011 Z H) into the mysteries of a cult is not a right for all, bur those who
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for criminals seeking to avoid being noticed. Chaos cultists might j A A
e B ) . the trials of serving a God.
seek to operate from within a temple to better cover their dark rites.
Some of these priests might be found out, at which time they are BECOMING AN INITIATE
usually disrobed and thrown out of the cult—or punished far “So you say Morr himself came to you in a dream and
more harshly, depending on the cult and the nature of the crimes badev_you i biosea priest7 Oh yes, I'm sure you’re chosen
. . . ~ " . o ’
committed. Others might experience a change of faith during alright. Now go and sit down there with all the others !
their time hiding as a priest, becoming genuinely pious. Others Morr’s been very busy these past few nights”’
still might just disappear one day, fleeing the temple or meeting an
—WERNER, PRIFST OF MORR ¢

unfortunate end when their pasts really do catch up with them.
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The process of initiation varies tremendously from cult to cult, from the military training of the cult of Ulric to the brutal regime prevalent
throughout the cult of Sigmar. Most cults leave their individual remples to organise their own recruitment and initiarion, although some
cults have central seminary schools where initiates from all over the Old World are sent to be trained.

Despite their different practises, which are described in more derail in the next section, Different Paths, initiation in all cults have many

things in common, and these features are covered here.

‘The previous section described the many ways and reasons that
an Old Worlder could come to the priesthood. But setting ourt o
become a priest and becoming a priest are two very different things

indeed.

Once a potential initiate has been selected, the cultises responsible
for training initiates, usually an elder priest or anointed priest
known as the Master of [nitiates, or a religious teacher known as

a Carechist (sec page 195), gather together and subject the initiate
to a rigorous interview. By asking him questions abour theology,
his faith, and the reason he wants to become a priest, the Master of
Initiates can get a better idea about the candidare’s personality and
gauge his potential to become an iniriate.

Only very rarely, with young candidates at least, will they reject a
candidarte. Most temples pride themselves on their ability to mould
and shape young initiates, regardless of personality. With older
candidates there is more chance that they will be rejected, for adults
are harder to manipulate and mould.

Once a candidate has been accepred, he is ritually initiated. The
initiate is stripped of all wrappings of his former self—this is usually
symbolised by his head being shaved and his clothing burnt. He
then dons the simple robes of an initiate and swears an oath of
initiation, devoting his body, mind and seul to the service of his
chosen God. He is now an Initiate, and his journey to become a
Prif_'s[ hils bt’gun in earnest.

THEOLOGICAL ACADEMY

“I'm makin’ a break for it after prayers tonight. I can’t take
any more of Brother Heinrich’s beatings, let alone Father
Buckold’s sermons. I'm goin’ to shin up the apple tree and
over the wall, and hope I reach the road before the Brother
lets the dogs out.”’

—ANSEL's Last WoORDS

In small or remote temples, initiates train in the temple, working
and praying alongside other priests and receiving schooling only
when a more experienced priest has the time to teach them.

In urban centers, however, initiates are rrained in a theologicai
academy—a school for priests.

Maost theological academies are a part of a temple, where they can
vary greatly in size and form from a few desks in the corner of the
hall to a dedicated wing complete with classrooms and dormitories.
Although there might be priests whose only duty is to train
initiates, most in these seminaries will be trained by the regular
temple priests.

Other theological academies are entirely separate from the temple,
complete with a dedicated reaching staftf whose only role is to train
the initiates. Some theological academies are adjoined to a nearby
temple for the purposes of prayer, whilst others are remote places
far from any other structure or organisation.

Initiates might not be the only students ar a theological academy.
Monks, friars, and templar squires all receive their training
alongside initiates.

Some theological academies are single sex, whereas others
this varies greacly from
organisation to organisation, even within the same culr,

The Drakwald College of the Holy Wolf

Poking through the shadowy canopy of the Drakwald Forest, far
from the Middenheim to Altdorf road, is a steep rocky outcrop,
topped with a lonely-looking Ulrican temple. This is a remple that
serves no village, a temple with no worshippers or congregations,

train both male and female initiates
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Throughout an initiate’s training, he will be subjected ro many tests, both spiritual, mental, and physical. Catechists often test initiates
on their studies, quizzing them about obscure scriptures or discussing their interpretation of stricture. Priests frequently subject initiates

. to tests of contrition, forcing them to endure great hardships and punishments as a test of their faith, or, as is more likely. for the sadistic
amusement of the tester. Initiates of Manann are tied to the masts of ships during great storms, whilst Ulrican initiates are abandoned in
the wilderness and expecred to survive and find their way back to the seminary.

With initiates who show great potential, a high priest may subject them ro tests to gauge their magical potential, seeing if they possess the
gift of being able to channel divine power. A priest may consult with oracles, carry out auguries or pray to his God for guidance to see how
best to deal with a promising Initiate,

;

FAILING INITIATION

Just as not every worshipper is capable of becoming an initiate, so too not every initiate is destined to become a priest. Life as an initiate is
| gruelling and can break even the strongest and most stubborn of men and women, and many who set out as an initiate do not last, fleeing
[ the seminary for a simpler life away from the temple.

> And of those who stick it out, not all are made of priestly material. Some lack the devoutness, the piety, the wisdom to make it as a priest,

and so they are destined to remain as initiates forever. Some are content to remain initiates, although eventually a kindly priest is likely
take them aside and recommend that they try their hand ac another carcer, whereas others leave of their own accord, disheartened and

disgruntled.

Some failed initiates take their disappointments out on the temple that spurned them, becoming agitators and demagogues, ranting and
raving against religion. Others remain devout, secking to express their faith in some other manner, perhaps as a knighr or a witch Hunter,

or taking it to the extreme and becoming a zealot or a flagellant.

—

yet it is one of the cult’s most important temples. This temple is the
Drakswald College of the Holy Wolf, a renowned Ulrican seminary,
famous for the devotion and piety of the priests it produces, and
infamous for the brutal regime to which its initiates are subjected.

Membership in the college is reserved for those initiates of
Middenheim and Middenland who show great promise, and
only a dozen are enrolled in any year. Initiates are subjected to

a gruelling routine, replete with frequent beatings, arbitrary
punishments, and lengthy rituals. Of those dozen who enroll,
less than half will become priests, for many flee the harsh regime
before ordainment—of course, because the college is deep in

the dangerous Drakwald Forest, few who flee make it back to
civilisation.

Many high priests of Ulric have come from the college, including
Ar-Ulric Bronnstein, who famously died in battle fighting a Skaven
raiding party on the steps of the high temple in Middenheim in
1116.

LIFE As AN INITIATE

“Idiots! Fools! Heathen! You call this polished? I want to see
my face in this holy symbol! My face”

—BroTHER HaANS vaN DER LEBEN

Life as an initiate is anything but fun. Initiates are the lowliest
members of cult, ranking below even the laity, and they are
reminded of this fact daily. For most initiates, life is little more than
an endless parade of days spent doing the menial work required

to maintain the table. Assigned tasks ftting for the lowliest of
servants, they can be found in the scullery, laundry, or the jakes,

scrubbing, cleaning, and lamenting their fates as servants not of
the Gods, bur of fickle priests with cruel streaks. All of this, or so
say the ordained priests, is done to build character, o inculcate the
discipline necessary for a life of service to the Gods. As a result,
initiates spend large parts of their days fetching and carrying.
cleaning and cooking, along with whatever other duties the priests
feel need doing.

For the first year or more, initiates are treated dreadfully. The

best trearment an initiate can hope for is being ignored or pitied.
At worst, they are subjected to harsh beatings or constant verbal
abuse, forced 1o undergo unforgiving and often humiliating acts of
penance. Even comparatively merciful temples of Shallya are fess
than kind to their initiates, preparing them to endure hardships to
berter understand the nature of suffering and mercy.

At least once a week, and sometimes more, an initiate receives
formal schooling from a priest or. if the temple has one, a
Carechist. He is schooled in all aspects of theology, from the
strictures and history of his own faith to the teachings of other
faiths. If he cannot already read and write, he is traught to do so,
both in his native tongue and in the Classical language that many
scriptures are wrirten in. He is trained to address crowds and to
deliver sermons, although he is not allowed to preach until he has
been ordained. In berween chores, prayer and schooling, initiates
are expected to study by themselves, contemplating the holy
writings and engaging in theological debate.

The rest of this time is spent in prayer and reflection. Initiates may
gather with others of the same rank, or may retreat to their cells,
where they spend their time considering the nature of their God
and how best to serve. Initiates are not permitted to preach or
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conduet services, but often assist a priest in his ecclesiastical duties,
helping him prepare for religious services and divine rituals.

After the first year or so, the temple releases the initiate into the
world, to live, work, and learn among the masses. This period
abroad varies by cult. For some, it is a period of wandering to look
for the fingerprine of their God in the world. For others, it is a
time of arduous labour, lending their swear, blood, and tears to

the betterment of their fellow Old Wortlders. Initiates of Shallya
hone their healing skills among the sick and injured, while those of
Manann may serve on a ship, learning the fundamentals of sailing
and witnessing, first hand, their God in nature,

This time away is often one of danger, since many initiates find
themselves drawn into perilous adventures, risking life for a dash of
excitement or out of some sense of duty. The cults do not frown on
such action and secretly encourage it, for only by confronting the
horrors of the Ruinous Powers, witnessing the destruction wrought
by the Greenskins, and combating the wrongness of the Restless
Dead can these initiates truly understand their place, and more
importantly, their purpose in the world.

ORDAINMENT

“I, Novitiate Joseph, swear on the holy hammer with all of you
present as my witness, that I will uphold the lows and words of
Sigmar Heldenhammer, until my final dying breath.”

There is no set time for an initiate to remain an initiate before he
can become a priest. Some spend only a few months before they
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become priests, others might take years, and others still might never

advance in their orders. The length of time spent as an initiate
varies tremendously, not only between cules but also between
temples.

Only the temple can decide when an initiate is ready to become

a priest. In some cults an initiate cannot become a priest unil he
has passed a test of faith or performed some other difficult task. In
other cults the priests of the temple await a sigh or omen that an
initiate is ready to become a priest. Becoming a priest is neither a
right nor a certainty, and it is a process never taken lightly.

The process by which an initiate becomes a priest is called
ordination. or ordainment, and every culr has its own unique
ceremonies and rituals for ordination. Ordination is usually
overseen by a ranking priest in the cult, usually an Anointed or
high priest of some importance, and the ceremony may see the
ordination of hundreds of initiates, or just one.

The ordination ceremony is one of the most important rites in a
priest’s life, the point where he is accepted fully into a cult and
permitted to preach and lead prayer. At the heart of ordination is
the priest’s swearing of his priestly vows. where he swears to serve
his God and his cult, and to dedicate his entire life to the God's
service. In doing so the priest forges an unbreakable bond berween
himself and his God, taking on the responsibility for spreading his
worship, extending his power and upholding his beliefs, as well as
becoming answerable to any crimes or sins against his faith, 1o a far
greater extent than any worshipper could be held to in life.
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A DAy IN THE LIrE OF A PRIEST

\ Good evening Professor. I’m sorry if I kept you waiting at all, and I know it’s getting rather late. As you can no ‘
[ doubt see, life around here is somewhat hectic at the moment. Well, I say at the moment, but really it’s always like |
;l this. So you want to know what a typical day of a priest is like? Well, I’'m sorry, but I can’t really help you there. }
’ You see, there is no such thing as a typical day for me, or indeed for any priest, no matter what their faith. What I |
|
1
l

can help you with is telling you what my day bas been like, which will be as close as you can get to a ‘typical day’ for ‘
a priest of Sigmar.
My temple, as much as it can be said to belong to anyone but Sigmar, is neither especiaily large nor small, but as ;
| the only temple of Sigmar servicing the town attracts a sizeable congregation comprising of most of the population.
I am a priest, and alongside four other brothers in the temple, we serve Sigmar under our high priest, His Excellence, ‘
‘ Father Wilhelm. There are also nine novitiates, and we each are responsible in overseeing their training and
| initiation. We all live and sleep in the temple, and much of our day is spent in and around ir.
My morning began like every other, with the sounding of the dawn bells. On most days of the week these are a
f hand bell sounded by one of the novitiates in the temple, rousing all the priests. On Festag the hand bel is replaced
| by the sounding of the temple bells, which ring our across town for an hour after dawn, calling the faithful to the
| weekly worship of the Festag Throng. Today is Markrag, so I was awoken by the sound of a hand bell.
\ After waking, washing, and dressing, we congregated before the altar where one of my fellow priests lead the entire
temple in the dawn prayers. These are prayers said by all Sigmarite priests to welcome the morning, give thanks for a
( safe and restful night, and pray for a blessed day. We take it in turns to lead the prayers, and on some days one of the 1
novitiates does the duty, whilst on Festag Father Wilhelm leads the prayer. We pray not only to Sigmar, but also to
each and every Imperial God, lest we bring the wrath of the Gods down on all our heads,
| Once the dawn prayers were completed, we gathered in the dining hall of the dormitory wing for a simple
breakfast. In addition to the clergy, the temple also has a small number of laymen who assist in the day-to-day upkeep
’ and running of it. Amongst these are two servants, Martha and Giorg, who prepare the meals alongside one of the '
| novitiates. In more austere temples mealtimes might be silent—I hear Ulricans are beaten if they speak—but we chatter
| amongst ourselves over breakfast, discussing any manner of things. Mealtimes are the only times ourside of worship
when the entire temple is gathered together, and the priests and high priest use it as a means to address various temple .
issues.

I forget what we discussed over breakfast this morning, but I do remember Brother Robert chided the noviriates |
for not having doused all the candles from the night before properly, before coming to bed. They were lucky it was ,
Brother Robert who chose to rebuke them—had it been Brother Leopold or Brother Markus, they would have been ,’
l rebuked with a stick, not a tongue. |
‘ After breakfast the clergy disperses to carry out our morning chores. We each have our chores, which change ‘
| from week to week, and depend on our seniority within the temple. As a priest of seven years, I am excused most of )
\' the more menial of chores, without being utterly drowned in the boring administrative chores of the senior priests. |.
‘ Instead I have a little of both types to do. 1

This morning I was carrying out repairs to the temple along with three of the novitiates. I was a builder and
carpenter before I joined the cult, and my skills from my previous life are still valued within the temple. I like to i
think that I’ve always been fond of the hammer. Yesterday we were up on the roof mending and replacing broken
| tiles, which afforded a spectacular view across the town, but today was a little less exciting as we were repairing some
* of the older pews. I like to use my time with the novitiates to teach them a little of what I know, things that might ‘l
i not be otherwise raught to them over the course of their theological education, so I instructed them in the basic points r
| of carpentry as we went along. Some of the other priests—I’m sure you can guess which ones by now—frown on such '
| diversions, preferring to teach the novitiates solely the purity of prayer and worship, but His Excellency is rather .
i more forward-thinking and open-minded, and permits us to teach the novitiates whatever we see fit. 1
«. By midmorning I left the novitiates to get on with the repairs by themselves, for I had some other duties to carry l
> out before the midday prayer. Our duties are not merely constrained to those within the temple itself, and most of [
I us will leave the temple at least once a day to carry our business around town, which usually involves dealing with |
3 matters of spiritual concern and superstitions among the flock. ‘
, One of the townsfolk came to me as I was carrying out my chores this morning to rell me that over night a strange ‘
| wind had blown a tree down and crushed a house. The townsfolk were all riled up and blamed Old Mother Hurbert, }
a lonely old woman who lives on the edge of town. Of course she is harmless, but there are those folk—both in town
| and in the temple—who think she is a witch. I decided it best to hurry into town to deal with this before it became a [




() e v )

By the time I had got to the town a crowd was gathering at the house to survey the damage. Luckily no one
was killed, but the mob still believed that it was the work of a witch! I tried to reason with them, but they were
determined that blood be spilt.

I was determined not to let them—I knew it was not the will of Sigmar this day, and so with faith on my side
stood in their way, striking my hammer against the ground and causing it to ring out with the sound of thunder.

The crowd paused and I spoke to them, declaring that this was not the work of a witch, but of the Gods. I pointed

to the house and asked if it had been blessed this season by a priest to protect from ilf spirits. The owner looked
sheepish and confessed that it had not, for he had not had the time or the money to make an appropriate of fering. I
let his admission speak for itself and of fered to perform a blessing to protect from any more trees, in return for an
appropriate donation to the temple coffers, of course. The crowd dispersed shortly afterwards—a blessing is much less
interesting than a burning.

I returned to the temple a little later than I had intended, arriving back at the temple to hear the sounding of the
noon bell—the passage of time in the temple, and indeed the town, is marked by the tolling of the ternple bells. I
hurried to the altar where the other priests were gathering for the saying of the midday prayer.

After midday prayer it was time for a change of duties. Just as in the morning, in the afternoon everybody has set
chores to carry out, and this changes from day to day. The afternoon’s chores are usually less hard work than those of
the morning, especially during the heat of summer.

This afternoon I was tasked with teaching a small group of novitiates. Some temples have dedicated teachers called
catechists, but we must make do with the combined wisdom and learning of the brothers. We take it in turns to instruct
the novitiates, giving them lessons on all manner or religious topics, such as the history of the cult or the study of
Sigmarite seriptures. Today we studied an excerpt from the Book of Sigmar, which is my favoured holy tome, despite
what some of the other Brothers might believe about its authenticity. We read it together, the novitiates helping their
fellow students who are not as good at reading yet, learning the passages and prayers by rote, as well as discussing the
various interpretations and comments that have been added to the book since it was first written.

By the middle of the afternoon I set the novitiates to some private studying to keep them busy, for I had my own
work to do once again. This time I have a sermon to prepare and write, to deliver at evening prayer. We each take it
in turns to give sermons, whether at evening prayer or at the Festag Throng—although Father Wilhelm usually gives
that sermon, the most important of the week. Researching and writing a sermon can take a lot of work, although
we do reuse them throughout the year or exchange them with one another. The fussier amongst the priests insist that
each day a new sermon is penned afresh, but we do not all have time to spend our days writing! I decide to draw on the
lesson this afternoon and prepare a sermon about the lessons learnt in both the Book of Sigmar and in the altercation
with the tree in town.

Evening prayer comes as the sun is beginning to set, and I was pleased to see that there were more than the normal
artendees from town tonight. For many, the Festag Throng is the sole time during the week that they come to the
temple, although our doors are always open. But in these troubled times, many of the townsfolk have turned to their
faith to see them through, and our congregation numbers have swelled inexorably, even during the usually quiet
services of midweek. No doubt the clear message delivered to the townsfolk earlier today about the wrath of the Gods
stirred the piety in more than a few as well.

Prayers we said and then I delivered my sermon. After the sermon the sun set, as it always does, Sigmar be praised,
so the final evening prayers were said and a blessing offered to all amongst the congregation who wish to step forward.

Af'ter evening prayer the brothers and initiates all had dinner together. The topic for discussion over dinner is
usually far less gossipy in nature—as it often is at breakfast—and more spiritual, with debates raging about all manner
of theological points. Tonight was doubly the case, for a noteworthy guest arrived earlier and is stayed for dinner
and the night. He is a wandering priest called Father Bauer, and although I do not know him, Father Wilhelm’s
deferential demeanour implies that he is certainly well known. The rich, if practical, cut of his robes, coupled with
a hammer that looks less ornate and more battle-worn, suggests that he is no mere friar but a warrior priest. The
righteous fire that burned behind his eyes as he debated matters of faith after dinner confirm this to my mind, and I
will try to remember to say a battle liturgy for him in the morning to keep him safe from Sigmar’s enemies.

After dinner, the novitiates have their final chores to perform before bed, whilst the rest of us are blessed with time
10 ourselves. Father Wilhelm, Father Bauer, and Brother Leopold will likely continue to argue well into the night,
but I excused myself. Normally I would retire to the library—little more than a small study lined with theological
tomes, in truth—or to the room I share with Brother Gerant, where I engage in private studies until I fall asleep.

Of course tonight, professor, I am here ralking with you, explaining how there is no such thing as a typical day for
a priest of Sigmar, So now you have heard what today was like for me—1I can guarantee that if you return tomorrow
evening, I shall tell a different story entirely.

—BROTHER BREGANT, PRIEST OF SIGMAR
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The surrounding ordination ceremony is less important than these

not always the end of a priest’s training, and many priests are
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vows, and some temples do little more than witness the swearing of  supervised for months or even vears after being ordained. Orders
the vows. Other temples go in for a far grander ceremony, involving  or sects may require priests to pass further tests or tasks, or
hours of prayer, magical blessings being said upon the newly undergo yet more training, before they can become full members
ordained priests, and their ceremonial dressing in priestly robes. of them. Regardless of his age or wisdom, a priest’s training is
< chied . never fully complete, his position never completely unanswerable
Once ordained, a priest is appointed to a temple or shrine and 4 P 4 i >
1T o K : : ! to some higher power.
expected to begin his holy duties immediately. Ordainment is
he following advanced careers expand the priestly options
available to characters with a religious bent. 3 MONK (ADVANCED)
ABBOT (ADVANCED) Meonks are members of the mendicant
orders who seek seclusion to better
The eldest and wisest of monks eventually devote themselves to their faith. Some
rise 1o become the leaders of their monks live completely alone as hermits,
monasteries. Worshippers sometimes whereas others congregate with other
seek these abbots out to gain their monks and live in monasteries, which
advice on matters of faith or to gain are usually located in remote areas of the
grearer undersmnding abourt the Old World. Most R’ligions have their
religious world, while priests and own mendicant orders, alchough the
initiates answer to them in all strictures of Verena and Shallya tend to
things. Most abbots choose lend themselves more towards monasticism
to remain secluded in their more than most. Monks spend their lives in
monasteries until study and prayer, debating the finer points
death takes of theology and illuminating religious
them, but scriprures,
S0ome venmure
out itoehe — Monk Advance Scheme—
wider world once again. N
L TR : 5 it Main Profilc
Few abbots deign to get involved in temple politics, preferring the
solitude of their own world or their journeys to the machinations of WS§ BS S £ Ag Int | WP [ Fel
their cult. For this reason an abbot is rarely the head of a mendicant 45% | — +5% | +59% | +10% | +25% | +15% | +15%
order, leaving the organisation and politicking to a high priest. ]
A W SB TB M Ma, P FP
— Abbot Advance Scheme— - g
B +4 L — - 25 e =
Main Profile
ws | BS S T | Ag | Inc | WP | Fel | Skills: Academic Knowledge {any two), Academic Kncwlcd§c
= = = O | : (Theology), Animal Care, Arcane Language (Magick),
+10% | — | +10% | +10% | +10% | +30% [ +25% | +20% Common Knowledge (any two), Heal, Perception, Read/
onda - Write, Speak Language (any two), and Speak Language
A | w|sB|TB|[ M |[Mg]| 1P| FP (il
o o . [} Talents: Linguistics
= 1= — | = S
Skills: Academic Knowledge (any two), Academic Knowled%c Trappings: Prayer Book, Religious Symbol, Robes, Writing Kir
(Theology), Animal Care, Arcane Language (1\_&33151* ’ Career Entries: Friar, Initiate, Physician, Scholar, Scribe, Student
Charm, Common Knowledge (any two), Gossip, Heal, ] ’ Ik X
Perception, Read/Write, Speak Language (any two), Speak Career Exits: Abbot, Demagogue, Friar, Physician, Priest,
Language (Classicat) Scholar, Steward, Zealot
Talents: Master Orator, Savvy, Strong-Minded WARRIORS AND MIRACLE WORKERS
Trappings: Prayer Book, Religi ic, Robes iti it : e : ) A
ppnigs: Bray » Religious Relic, R ¥ Wrmng Ki Not every priest is a warrior priest, nor can every priest channel
Career Entries; Anointed Priest, High Priest, Monk, Scholar divine energy or perform miracles. In fact, most priests are
Career Exits: High Priest, Scholar decidedly mundane, lacking skills in magic or combat. Naturally, )

those priests who take up the life of an adventurer tend to be
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As written, both the monk and abbort careers are non- }
spellcasting careers, representing a more mundane and non- |
magical type of priest. However, some orders of monks have |
a mystical bent. So as to better represent the monks of these [
orders, modify the careers as follows: |

" Abbot: add Mag +2 to the Advance Scheme; add l

Channelling and Magical Sense to the list of skills; g
and add the following to the list of talents: Aethyric
Attunement o7 Medirtation, Divine Lore (any one), f

Lesser Magic (any two). |

. Monk: add Mag +1 1o the Advance Scheme; add
Channelling and Magical Sense to the list of skills; \
and add Perty Magic (Divine) to the ralents, )

berter prepared for such a life (or if not, they tend not 1o last
long), possessing a knack for fighting or magic, or both.

The Priest career (and the other associated advanced careers, the
Anointed Priest and the High Priest) as presented in WERP is

both a spellcasting priest and a warrior priest, intended for use by
adventurers. If you would rather have a non-spellcasting or peaceful
priest, apply the following changes.

Cloistered Priests

Most priests spend their lives cloistered away in their temples,
preaching to their flocks and never so much as touching a
hammer or sword. This is especially true of many Verenans and
all Shallyans, to whom the concept of violence is abhorrent.

Such priests can be created using the WFRP priest careers with
appropriate talent choices, or the following variant options can be
used instead.

— DiFFERENT PATHS —

hile priests do have a lot in common as dedicated servants

of the Gods, they also have many differences stemming
from the great differences between their deities. The lives of the
priests of the main Gods are considered in this section.

MANANN

Priests of Manann are always initiated through confrontation with
the fury and peril of the sea. The Stormwatch, as described in
Chapter I1, is a popular initiation, but other rituals are used. The
Reik is rarely afHlicted by strong storms, so temples there prefer to
bind the postulant with rope, then tow him downstream behind a
boat, making as much speed as possible. The length of the initiation
is up to the caprain of the boat: unpopular postulants often die.

Many priests of Manann refuse to sleep unless someone is

on watch. At sea, this is a natural precaution, but it is often
extended to the land as well. For these priests, their last ritual
before sleeping is handing over the responsibility for the watch

SPELLCASTING MONKS f

. Priest: Reduce both WS and BS advances to +5%. Increase
Ag to +10% and Int to +15%. Replace talents wich Master
Orator, Flee!, and Petty Magic (Divine).

. Anointed Priest: Reduce both WS and BS advances ro +10%.
Increase Ag to 15% and Int to +20%. Replace talents with
Aethyric Attunement or Meditation, Fast Hands, Divine Lore
{any one), Lesser Magic (any two), and Seasoned Traveller.

. High Priest: Reduce both WS and BS to +10%. [ncrease
Ag to +25% and Int to +30%. Replace talents with Aethyric
Attunement or Meditation, Mighty Missile, Etiquette, Fast
Hands er Strong-Minded, and Lesser Magic (any two).

MUNDANE PRIESTS

Nor every priest has the ralent to channel the power of the Gods
and to create miraculous effects. Most priests happily devore their
lives to serving their God with just their narural skills and abilities.
To create these priests, apply the following changes to the carcers

described in WFRP.

. Priest: Reduce Mag to 0. Increase S and Ag to +10%, and W
to +5. Replace Channelling with Academic Knowledge (any
one) and replace talents with Master Orator, Resistance to
Magic, Strike to Injure or Strike to Stun

- Anointed Priest: Reduce Mag to 0. Increase S and Ag to
+15%, and W to +6. Replace Channelling and Magical
Sense with Academic Knowledge (any one) and Perception.
Replace talents with Flee! or Streer Fighting, Keen Senses,
Seasoned Traveller o7 Strike Mighty Blow, Stout Hearted,
Strong Minded, Strike to Injure o7 Strike to Stun.

. High Priest: Reduce Mag to 0. Increase S and Ag to +20%,
and W to +7. Replace Channelling and Magical Sense with
Academic Knowledge (any one) and Perception. Replace talents
with Etiquette, Fearless, Menacing o7 Mighty Shot, Schemer,
Seasoned Traveller or Strike Mighty Blow, and Sturdy.

to someone else. On waking, the priest then claims responsibility
for the watch. If the warcher has fallen asleep. most priests deem
him to be worthy of a heavy scourging, no matter how safe the
location may be in fact.

The more elaborate daily rituals relate to the first sight of the sea, or of
a large river. (Lakes and similar bodies of still, fresh water are outside
Mananns domain.) On the Nordland coast, it is common to make a
sacrifice of some products of the land, in return for the bounty of the
sea. Food is a popular choice, but furniture, clothing, and even precious
metals are possible. The priest recites a short prayer to Manann and then
casts the sacrifice into the water. In the west of Nordland, the sacrifice
is reclaimed from the waters for the use of the temple, while in the cast
it is believed to be the height of sacrilege to disturb it. There are several
stories from the area of devout priests of Manann being martyred by
other devour priests of Manann for this acr.

The life of a priest of Manann is filled wich minor superstitions,
designed to avoid offending his God. A few swear never to set foot
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on land, and thus must be carried when not on a ship, cart. or
horse: they live on the upper floors of temples. (This vow tends 0
be restricted to high-ranking priests.) Some priests insist that their
companions also respect these superstitions; after all, when aboard
a ship, it does not matter whs makes Manann angry. . .everyone
aboard the vessel suffers when it sinks. Away from the sea, these
zealots are rarely successtul, but things are very different on a boag;
there, a priest of Manann who is so inclined can become a perty
tyrant.

Priests of Manann are mostly hearty individuals with a fondness
for alcohol. Rum is the stereotype, but many are not fussy. They
like to ger drunk, sing lewd songs, and make passes at attractive
individuals who happen by. Many were once sailors; some never
talk of their pasts, while others tell everyone about swearing their
souls to Manann when they escaped the sea.

Morr

Rumours portray the initiation rites of Morr as terrifying ordeals
among the restless dead. In fact, the rites of ordination are
extremely simple in almost all temples, involving little more than
a solemn prayer to the God spoken by the high priest. Morr is not
concerned with the waking living, and so the cult’s rites do not ury
to draw his attention there.

As Morr is the God of dreams, as well as of the dead, priests believe
they enter his realm temporarily when they sleep. As a result, there
are rites to perform before retiring for the night. The details vary,
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but the outlines are the same;: the following version is popular in
the Reikland.

The priest first arranges his bed so that, as much as possible, his
head is towards the south. He places a small metal stand, marked
with a stylised raven, 1o the left of the pillow, and lights a short
candle or incense stick placed within. He then stands by the
right of the pillow, places his left hand on it, and recites a prayer
asking for dreams of guidance. For some, this prayer actually has
miraculous effects. After praying, he lies down straight away, and
aims to fall asleep before the candle or incense burns out.

There are no rituals associated with waking‘ as thart is when the
priest leaves Morr’s realm again. Most priests and initiates do,
however, keep a dream diary, looking for signs of Morr's guidance.
This notebook is a very personal item, as it can be highly

revealing.

Morr’s servants try to avoid becoming entangled in the affairs

of the living, as they are not truly their concern. Priests are very
reluctant to enter into contracts or agreements of any sort, and
many refuse to make promises to the living, as their duries to the
dead must always come first. A priest who has become deeply
involved with the affairs of the living, particularly one who has
had a major impact on the outcome of events, normally spends
some time in seclusion ar a garden of Morr, refocusing on his
God. Some, however, prefer to redress the balance by going out
and serving the dead—finding corpses to bury or Undead to lay

to rest, for example.
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Your HUMBLE SERVANT

Just as there are dozens of different titles bestowed upon priests, so too are there dozens of different modes of address between
priests. Very few people use the correct forms of address in every situation, sticking to what they know—this includes the
priests themselves, few of whom would be concerned that a worshipper is using the wrong title. Only in the most formal of
circumstances would this become an issue, such as during a meeting berween the Grand Theogonist and Ar-Ulric, when all
proper forms of address would be strictly observed.

A Routine (+10%) Academic Knowledge (Theology) Test can be made to determine the correct form of address for a priest of

a cult with which a character is familiar. This becomes Challenging (~10%) when addressing a priest from an unfamiliar cult or
in unusual circumstances—such as an anointed priest of Handrich at a funeral, for example (The answer, of course, is to address
him as you would in any other forma! situation: as “Your Excellency”).

What follows is a selection of titles and forms of address commonly used throughout the Empire. Each of the cults has its own
unique titles in addition to these, used most often to keep worshippers on their toes.

Titles

“Father/Mother ..." is used when addressing a high priest or anointed priest. It is sometimes preceded with “Holy” when
addressing the head of a temple (“Holy Mother, Sister Superior of Carroburg”) or with "Most Holy™ when addressing the
head of a cult (*Most Holy Mother, the Matriarch of Manann”).

“Brother/Sister ..." is used when addressing a priest or friar.

“Initiate/Novitiate ...” is used when addressing an initiate. Often disregarded altogether, or used withour their name being
appended (“Initiate! Fetch me some warer!”).

“The Reverend/the Revered ..." is a formal title for a lay-member of the temple or an initiate. Also used for priests when
appended with their title “The Reverend Brother” or high priests, “The Most Revered Father Kiefer of Wurtbad.”

“Most lustrious and Most Reverend ..." is 2 lesser used title reserved for high-ranking members of a cult.
“Footsore” or “Wanderer” is sometimes used to describe or address priests who have taken the Wandering Oath.

Culr Titles

“Wave Lord ..." is sometimes used to address a high-ranking priest of Manann.

“Watcher of Ravens” is sometimes used to address a priest of Morr.

“Spearguard ..." is sometimes used to address a priest of Myrmidia, although more often than not they are be referred 1o by a
military rank.

“Shadowmaster ..." is sometimes used to address a high-ranking priest of Ranald

“Holy Heart ..." is sometimes used ro address a priestess of Shallya.

“Blessed of the Hammer ..." is sometimes used to address a high-ranking priest of Sigmar.

“Green Watcher ..." is sometimes used to address a priest of Taal and Rhya.

“Wolf-born ..." is sometimes used to address a priest of Ulric.

“Lord Wolf™ is sometimes used to address a high-ranking priest of Ulric.
“Master of the Pages” is sometimes used to address a high-ranking priest of Verena
“Spire Lord” is sometimes used to address a high priest from Altdorf.

_Modes of Address

“Your Holiness... ” is the formal mode of address reserved for the head of a cult. Should be followed by a full title (“His
Holiness, Grand Theogonist of Sigmar, Volkmar”).

“Your Eminence” is the formal mode of address used for a high-ranking member of a cult (“His Eminence, Arch Lector of

Middenheim”).

“Your Excellency” is a formal mode of address for a high priest or an anointed priest. When used to refer to such a personage in
their absence, it should be followed by her full title (“"Her Excellency, High Priestess of Nuln”).

“Your Grace” is a formal mode of address for high priest or an anointed priest.

“Your Reverence” is the formal mode of address for a priest. “His Reverence, Brother Dieter of the temple of Morr.”
“His most Reverend/his most Eminent ...” is a very formal mode of address, rarely used.
“Your humble servant/Your devoted servant” is a formal manner of referring to oneself, especially in written form.




Some say that priests of Morr have no sense of smell, and while
this may sometimes be true, the story probably exists because they
all learn to tolerate foul stenches. Further, no priest of Morr is ever
squeamish. They tend to be quiet, calm, and patient, with a tender
concern for the dead and cool indifference to the living. A lot of
them have a dry, morbid sense of humour; a few are actually very
funny. but most people feel that laughing in the presence of a priest
of Morr is highly inappropriate, so a reputation for causing laughter
is hard ro generate.

MYRMIDIA

Even though Myrmidia is a Goddess of War, the initiation rites of
her cult almost never involve combat. That is not to say that people
are not chosen for initiation based on their combat prowess, but
that assessment takes place before the rite itself. Almost all rites
involve the presentation of arms and armour to the new priest,

and they are almost invariably public. The details vary a great deal
rom place to place, and even from one occasion to another, as it is
common for the rite to involve some reference to the bold deeds of
the particular initiate. For example, she might be presented with a
sword to replace one she lost fighting Ores.

When a priestess wakes in the morning, her first task is to arm
herself for the day. Most do this literally, putting on armour and
taking up their weapons. Every step of this ritual is accompanied
by prayers to Myrmidia, and the prayers recount the function

of the armour or weapon taken up. In many cases, armour is

not the appropriate garb for the day, so the next thing the priest
does is take it off again. Only if the circumstances make keeping
armour in their quarters impractical will priests perform the ritual
symbolically, treating their clothes as armour and any tools as
Wweapons.,

Most Myrmidian superstitions revolve around military strategy.
Thus, many refuse to enter blind alleys, or any room with only one
exit, and always keep an escape route in mind. Similarly, it is very
bad luck to make a decision on impulse; priests should always be
alert for facts they may have missed. This can easily be taken to
extremes.

A very common superstition is the belief that a priest should never
be unarmed. This weapon can be fairly small, but it must be a real

weapor, not just a symbol. This can cause conflicts when the priest
wishes to speak ro a powerful and cautious individual.

A distiner set of superstitions revolve around eagles. It is incredibly
bad luck to kill an eagle, or even to see a dead eagle. On the other
hand, secing an eagle take flight in the morning is an excellent sign,
while many priests abandon a journey if they see an eagle land just
before leaving. A lot of sheep farmers regard eagles as pests that
harry their flocks; as the cult of Myrmidia expands through the
Empire, conflicts over this become increasingly likely.

Myrmidian priests like clear chains of authority, although they do
nort have to be the ones in charge. They hate doing anything, even
going to a tavern, without a plan, and are willing to be the ones to
suggest the scheme, if necessary. They place great importance on
group loyalty and morale, and never abandon a comrade, even one
who does something foolish.

If the rites of other cults are marked by regional variation, the

rites of Ranald are marked by almost total anarchy. Part of this is
entirely pragmatic; anyone practising distinctive ‘rites of Ranald’
would soon be in serious trouble with the local authorities. Another
cause is the absence of any central body to enforce, or even create, a
set of standard rituals.

It is not uncommen for Ranald’s rites to involve an element of
chance. For example, an initiation rite for a new priest might involve
tossing a Karl until it lands emperor down. In some cases, the coin is
tossed at the beginning of the rite, and if it comes down emperor up,
the rite cannot be performed on that day. A few priests are known

to roll dice to determine the form that the iniriation rite should
take; a witch hunter in Talabheim exhibired a set of tables on which
an accused priest rolled to create rites as necessary. While the witch
hunter was found to have added the “sacrifice to the Dark Gods”
entries himself, the priest was still convicted of worshipping Ranald,

Priests of Ranald often entrust unimportant decisions to pure
chance. Many prefer to sleep in a bed with space on both sides, and
then toss a coin in the morning to determine the side on which
they get out. Indeed, tossing a coin is a very common way to make
decisions between two choices, and some priests do not restrict it to
unimportant things. It is quite common for the coin used 1o make
such decisions to become an offering to Ranald; wealthy priests
only use a coin once, others use one coin per day. A very general
superstition is that the priest should use a more valuable coin for
more important decisions. A number also hold that the coin should
be one that was stolen.

A story doing the rounds of the Empire says that a priest in
Averland conned a goldsmith into making a pair of gold dice,
with gems marking the pips, then stole the dice and used them to
decide which Imperial province he should move to. The dice sent
him to Ostland, just ahead of the Storm of Chaos. However, the
priest survived, led over 100 refugees to safety, and then made his
way to Altdorf to sell the priceless works of art he had plundered.
Followers of Ranald disagree on the moral this is meant to show,
bur all agree that the priest’s behaviour was exemplary.

Priests of Ranald tend to have a relaxed attitude to most things,
taking their luck as it comes and not worrying about the future. They
like to have money, and enjoy spending it: most have a vice that they
indulge, with gambling a particuiarly common choice. They look out
for themselves first, and it is not uncommon for a priest to have at
least two or three “identities” (disguises, complete with names, habits
and mannerisms) that he can switch between easily.

SHALLYA

Service to Shallya demands selfless devotion, and the iniriation rites
used in most temples both test and exhibit this quality. The details
vary a great deal, but a version of the following rite is used in many
temples in Nordland.

The postulant, barefoot and wearing a single light robe, stands in
the courtyard of the temple for one day and two nights, eating
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nothing, not sleeping, and drinking only a little water. During that
time she may not speak, and must help anyone passing through
the courryard that seems to be in difficulties. However, she herself
must not leave the courtyard. When day breaks after the second
night, a priestess comes with a heavy robe, wraps her up, and leads
her 1o the main altar, where she receives a single meal, as from the
Goddess. At this point, she is a full priestess. Postulants who fail 1o
complete the vigil are aliowed to try again later; Shallya is, after all,
the Goddess of Mercy.

Most Shallyans beg forgiveness for the hurt they have caused others
before sleeping every nighe. This is almost always done quietly,

but a few feel the need to scourge themselves before sleeping; if
this is fairly light, it is regarded as zealous, bur still normal. In the
morning, a priestess first prepares a meal for someone else, before
eating her own breakfast. The meal that she gives away should
always be slightly better than the one she eats, and pious Shallyans
would rather go hungry than fail to feed another. Less pious
Shallyans follow the form, but have a hearty ‘mid-morning snack’
abour half an hour after their light breakfast.

In their daily lives, Shallyans take great care to avoid causing harm to
others, particularly physical harm. This includes the very minor harm
that would be caused by bumping into someone in the streer, which
rnakes most Shallyans very cautious in crowds. [f a Shallyan actually
injures someone, she must apologise to and compensate the person
she harmed. Formally. only followers of the Fly Lord are exempt, but
almost no Shallyan would apologise to a known follower of any of
the Ruinous Powers. A few refuse to apologise to followers of false
Gods (any God apart from Shallya, in their eyes), and even to those
who dishonour the Goddess with their impiety (any Shailyan who
does not follow her teachings as strictly as the priest himself).

A few Shallyans refuse to ear meart on the grounds thar its
production harms animals, and some refuse to eat even vegerables
and grains, on the grounds that its production harms plants (fruit
is acceptable). These positions are regarded as extreme, however, as
the Goddess is held to be primarily concerned with Humans. There
are very few Shallyans willing to eat pigeon pie, however.

Shallyan priests can be rather bossy when they feel people are not
taking good enough care of others. On the other hand, they are
very stoic about their own complaints; no Shallyan ever admits to
feeling ilf or tired when asked. They like to offer advice to their
friends, and to people they meet in the street. They get away with
this because most people do not want to insult a Shallyan; after all,
they might soon need help themselves, and the Shallyan is the most
likely to be willing to give it.

SIGMAR

Sigmarires like ritual, and also put a great emphasis on correct
thought and doctrine. It might be expected that this would lead

to great uniformity. Instead, it has led to great diversity, with every
temple passionately committed to its own rituals as the only proper
way to revere Sigmar.

There are common elements. A warhammer is a very common
ritual tool, and many rites include short phrases of Khazalid. Stories
of rural temples where the climax of the holiest ritual involves the
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high priest declaiming “I really need to make water” in Khazalid are
common.

Most Sigmarites say a morning prayer while facing the rising

sun, and often holding a hammer, whether a real weapon or

a small symbol. For all, the cast symbolises the place where

Sigmar ascended ro godhood., whilst the light of the sun has its
own symbolism, varying by Order. The ritual is supposed to

be performed at dawn, buc wealthier priests often perform i
somewhat later, when they arise. It is generally regarded as impious
to perform the rite after the sun has started to sink into the West.

Many Sigmarite superstitions revolve around the risk of corruprion
in thought. A particularly common one is the belief that it is

bad luck to be the first to read a particular piece of writing.
Someone else should read it first, and then be examined for signs
of corruption. A few priests take this to the extreme of believing
it is impious to read at all, as typographical errors could introduce
heresy into even the holy books of Sigmar. Some other priests
acknowledge and accept the risk of reading, bur see typographical
errors in any book as a sign of corruption by the Ruinous Powers.
The printer whose pamphlets misspell the name of Sigmar had
best beware, lest he be lynched, his typo used as evidence that he
consorts with the Ruinous Powers.

Unknown individuals are also a major source of potential
corruption. A common superstition is that a layman who invokes
Sigmar before the priest does is probably corrupt: he is trying

too hard to prove that he is not. Of course, anyone who does not
answer the priest’s invocation of Sigmar with his own is even more
likely to be corrupt, or forcign.

A very common superstition in rural areas is the belief that all
foreign cultures are shaped by the Ruinous Powers, and that doing
anything other than the way it has always been done is a sign of
corruption. The extreme case of this is a woman coming back

from town with a new hairstyle and being burned as a mutant,

but as this story is always attributed to the next province over, it

is probably apocryphal. Some people believe the culr has spread
stories like this deliberately to temper these excesses, Nevertheless,
rural priests are as likely as rural lay people to believe that anything
foreign must be corrupt.

Sigmarite priests always speak with great confidence, in a firm
voice, and assume that they are in charge of any situation where
they are not clearly outranked. They like to extol the virtues of the
Empire, and are always alert for heresy and difference. They keep
themselves neat and tidy, if possible, as a neat appearance indicares
a well-ordered mind.

TAAL AND RHYA

The Cult of Taal and Rhya does not go in for much formalised
ritual, which actually makes initiations remarkably consistent across
the Empire. Although the details may vary, there aren’t many derails
in the first place.

Culrists who favour Rhya are initiated through a public declaration
by the initiating priest that they have attained the relevant status.
This declaration is followed by a feast. Cultisis who tavour Taal
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are presented to the wilderness, where the priest announces the
initiate’s new status. This is always done at more than one place,
and the last place is a public announcement in front of the lay
followers, so they know who their new priest is. A feast often
follows, and it is common for the new priest to hunt the main
course himself. The presentation locations are normally spectacular
natural sites, such as mountains or waterfalls, but some initiates
find themselves being presented to the local wolves, deer, and bears.
Priests known for getring a substantial audience of wild beasts at
their initiations are often watched for future great achievements.

Priests of Taal and Rhya generally rise at dawn unless there are very
good reasons not to, to align their cycles 1o those of the natural
world. Even those who are already awake acknowledge the rising
sun, even if only mentally. If possible, the priests wash their hands
in natural water (a stream, river, lake, or rainfall). While these
practises ate universal, local groups add others. Taal cultists in one
area shatter the skulls of any creatures they killed the previous day
before washing their hands. They believe this releases the spirits

1o go on, and that proper respect for their prey requires them to
give the spirits one night to attempt revenge. The fact thac spiritual
manifestations are rare is put down 1o the fact that most spirits are
too frightened to confront a priest of Taal.

Superstirions tend to revolve around the natural world. Many
priests believe that true cleanliness can only be achieved in natural
water (probably true, in the Old World), that only food you have
hunted, cleaned, and cooked yourself is really sate to eat (probably
true, in the Old World), that carrying large quantities of metal,
including coinage, invites bad luck (probably true, in the Qld
World). and that firearms bring a curse on their wielders (also
probably true, in the Old World).

On reflection, followers of Taal and Rhya have very few actual
superstitions, so much as they seem to wield an impressive degree of
COMMon Sense.

Male priests tend to be very masculine. with large beards, while
female priests tend to accentuate their feminine, though still rugged
and passionate, sides. Both sexes revel in the physical, animal side
of life, eating, drinking, and mating with great enjoyment. They
rarely use flowery or euphemistic