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Introduction 

··With the qods, all things are possihle." 
I sit here at my des~ in the 9uiet of the night with hea'Uy heart, for you see, my dear friend and colleague H rodberl is dead. I shudder 
at the circumstances ofwhat 1MS clearlY a murder, k.~ing in my heart ofhearts that he was innocent of the crimes le'Uelled against him 
posthumously. He 'Bras a scholar liJt,e myself, and at times, tlxue in our professi()1l must wal{in the shad(f(ps ofcorruption to arrroe at the 
truth. hi doing so, 'B'e must remain firm in our con'Uictions, fe.wing against the august pO'B'er of the gods to shelter Us from the cloying allure 
of the ~uinous 'PO'B'ers. The accusations le'Uelled agaimt him ha'Ue cast us all into 9uesti()1l, regardless ofour deeds and seruice Wthe Empire 
and Sigmar. I wonder at the time it "(pill ta~ for the Witch H utlters to cl7me to my door, filfed Jllith suspici()1lJ and righteous ftrwur. I must 
ta~ heart though, for Sigmar is my guide. 

Is it possible, then, that my cl7mrade faltered? [ouJd he have stumbled in his ill~ad'Uised study of the 1{uinous PO'B'ersl Long had 'B'e urged 
caution, adjuring him to abandon his foolish course and tum his Jt,een mind tOfMrd salvation and succour in the arms of the great qlJds of 
the Empire. 'tet Hrodberl ignored our advice and plunged M>tr deeper into the mire ofmadness, plumbing the depths ofhereS) to explore the 
landscape'rPhere the 1:>ar{ gods hold may. Whether he finished his life's wor~ I ~/(f(P not, for he is dead and his home and possessions 'B'ere 
seiXfd and burned by those opposed to [haos. 

I cannot conceroe of'rPhat would tempt man to tum a'rPa) from the glorious gods, to 'Brhom dt'lJotion is rtYParded 'rPith divine protection. 
Those 'Brho placate the gods, who show them their due respect, can rectroe great re'B'ard, shelteredfrom the 'rPOrst of the ravaging touches 
and the ruinous tempt"ti()1lJ of the fouler deities. I grit'lJe for my kist friend, for tbt tragedy ofhis abrupt end, andfor the kiss to us all that 
his passing has brought. 13ut I do not 9uestion the 'Brhys ofhis end, for those who dabble 'rPith the dark.ness ha'Ue a tendency to ta~ it into 
thtmsel'UtJ, wall(f(ping in its despair, ambition, rage, and t'B'isted perversions. 

In a seme, I feel a responsibility, a purpose, a holY i'l'UOCation to expiate the crimes ofmy friend. 'Perhaps I should set to paper the pUyPQSt and 
cause ofthe right and true gods in the Empire, cataloguing their glorious 'B'Or~ to, if only in part, diminish those hlasphemies recorded by my 
departedfriend. Truly such a 'rPOr{would glorify our gods and restore the goodfaith and dt'lJoti()1l ofmortals to their seruice and'rPOrship, and 
thereby emure the continued patrimony gr-ven to us by great Sigmar. 

If I 'B'ere to author such a tl7me, 'rPhere 'rPOuld I begin? In the beginning, I suppose. ~ library is full ofdusty accounts and ancient 'B'ritings 
that claim to teli the true origins of our qlJds. Whilst such information is indeedfascinating, there dre ma,IY conflicting tales, M>t1l dmong 
those that relate to Sigmar. Such 'rPOr~ drip 'rPith ha/f;truths andfalsehoods. and so extracting the truth of these y,ritings is a dallnting task: 
Which to choose? I must let Sigmar guide my choice and accept that which is decreed by di'Uine y,ill. 

It is obvious that once I establish the history of the nine primary gods of the Empin, that oftheir cults wouldfo/I(f(p, There is an dbundance 
of lore regarding these institutions. though they tend wconflict depending on the era in 'rPhich they 'B'ert 'rPritten. eAlas. the lens ofhistory is 
smeared 'B'ith liel and cmfusion. 

Ofcourse, no discussion ofthe grtdt qods TMUJd be complete 'rPithout aloo\at the Jurp beliefs ofthe com7lJ()1l men ofour nation. 'Peasants h4'Ue 
SIKh curilJus ideas 'rPben it romes to the qods, and most venerate an arr.v ofspirits, ancestors, and /esser qods. It isfrom their ignorAnce that 
fanaticism arises. I ac~ledge the 'Z!al ofthese sertJants. but I worry that SfJmt other spirit, SfJmt ftuJ thing ofdar~Js, may seiz! their souu 
in pl4ce ofthe god to 'Brhom the)' prostrate th"nsel'Uts. I suppose SfJmt mention of tbtse lesser deities Ihould be made, in atlJition to the misguided 
rituals oftheir foiJrm'ers. 'fet I must hdve care 'Alben approaching this subject, lest I call _ the wrttth of those 'rPm guard agdinst these fO'B'ers. 

Pious expression is another 'rPOrthy subjea. Our calendar is full ofholy and sacred days set dside to honour the pantheon. VouJ,ters believe 
these art just excuses to shirk.honest labour, but those who ha'Ue parlicipated in these grandfestivals \~ they are pleasing to the gods. 

Undoubtedly, the most 'rPOrlh'B'hile subject is the seruanlS of the gods themselves. Sadly, ma,IY good Empire folk.hdve mispercepti()1lJ about 
the function and purpose ofour role, misunderstanding 'rPhat 'B't do and what impels Ul Wgroe over our lr-vts wthe deities. Whilst I am an 
expert onv' on Sigmar an" his cult, I have colleagues in ma,IY other cults whom 1m sure 'B'Ould be wi//ing to d()1late a portion oftheir time to 
the completion of this 'B'Ork: 13y shedding light on our relatiomhip with the qods, perhdps some clarity could be achieved. 

Is such fane), foolish? 'Ft'B' in our brdve Idnd can rt,1.d. after ali. I rwnder at this urge to author such a book: Is this some droine impulse. 
some path that has been illuminated by the glory ofour gods, or am I motMJ,1.ted b)' some baser "mB (jrtdinly, I have no need offame, 
'B'ealth, or gkiry; these are tbt trttppi,W of the mund,1.ne, ,1.nd they serut only to disguise more siniiter agencies. ~ this drive must be 
droine{Y inspired. I must embr,1.ce this belief, dluJ listen to the dr-vine utterances 4S they Cl7me to me from "V' mdster. I cannot be suliied by 
baser needs, and must Temdin pure ofhearl and purpose lest these 'rPOrds be tainted. 

The his~. then. Where did I place that letter to the Emperor? oAb, here it is... 
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Chapter I: A Brief History of the 
Cults of the Empire ~ 

rr 

"Neverhave I encountered asupposedly civilised nation where religion and 
superstition directly control almost everylevel of thinking. The Emp'ire is as 
much ruled by' the representatives ofits Gods as it is by its nobles, ana that can 
make truth aaangerous commodity to own." 

-ATTRIBUTED TO HIGH LOREMASTER T EeLlS OF U LTHUAN 
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Chapter I: ABrief History of the 
Cults of the Em ire ~ 

Jgain, 1am to ~\by your command, to craft a manMIC7'iptfqr JOUr dilctrnme1lt. ~ 

phi1olaphert, historians, and theistI, and the extant 1l'Or~ of the qadI themlel'Utl, into a tome ducrihing the History, of the [Uitl ofthe Emf1R­

q-herefore, al Hrend is my wibleIl, 1Ihal/ delcrik truthfuJIy the formatim of the 
"And it began:reJigioul institutiom in thil bleIled Jdnd. Ilhdll begin by discuSling matterI that 

fall into Imperial pre~histoT)" and then guide you through time's corridors until 'lilt 
powerful, rose up;

arrrue lit thil night, 'rl>bere I put my pen to parchment beneath the t'nlin light of 
Blossom~broad,

:Jvfomlieb and :Jvfannslieh. q-hroughout this discourse, I shdl/ pTO"vide historical 
Hom, firm of wiU.

CQ1/lext, and Iections from other mays, papers, and t'Utn indi1;idua/s, all to aid in 
understanding this complex subject, for it il t'lJident from my studies that there are 
mdny competing truths 'rl>hell it comu to matttrI offaith. 

'For although the holy cults are nurJ leduioul fX"i'tYhouItl ofthe Empire'l
 
utahLishment, and aU preach similar crtlltion myths, it'rl>as not dhP4JS raj once, long ago, the cults did not even exitt, and "either did their belief.
 

OFTHE FIRST TIMES 
What little is k.1IO'4'n of the earliest Human populatim ofthe land thtlt would become our glorious Empire camel from tn>o primary sources. 
The fiTlt is the leamed VtMrft-the Elder ~a(e YlIith YlIhom 'lilt Ihdre our longest dltegiance-ftr they have rele-vant recordi that date back. 
to our prehiltory. The recond ii the primitrve Humam themItI'Uts-for traces of their pdSIing ltill exilt, including ancient carvings, (a~ve 

pllintinp, and old hurial moundi. 

Jlthough the Eivel undoubtedly hoard malIY rele-valll recordl of thil time, securing the lore ofthis Elder ~ace 

H l/fi>t'lJer, as they have little regardfor our religious rites and practilel-vietl>ing our cults, as they vietl> most ofour great wor~, 

more than undiIguiled diIdain-1 do '101 be/it'lJe thiI to be a Iignificdnt 10il. 

CONCERNING THE DWARF CHRONICLES 

'Onfortundttly, the ancient VYlIarfi haw fe'rl> extant records concerning the fiTlt Human tribes that lived in the 'l{ei{'Batin. It is presumed 
that once there tvere more, but malt ofthe VYlIarfholds ha'Ut fince been deltroyed, and those thtlt remdin have suffered repeated ndturdl 
difafters and attac~ O'Utr the centuriet, all of~hich have multed in the many great 1oms. Hl/fi>t'lJer, 
ravagei oftime, andfrom it the occasiOndI glimpIt ofour antecedentI WI be folUuI. 

The Chronicles ofHigh King Num Shieldbreaker ofKaraz~a-Karak, 

fint \1lOYlJIl hiltorical record of II Human tribe ill the flmts ofthe future Empire. 1YlI4i forbidden "ccm to the ancient, golden va/umeI, 10 1 
cannot reliably tfUOlt from them, but I 'rl>as granted an abridged coPy of the reie'lJant iecti01lI 'rl>hen I produced my Imperial Seal ofJcquisitim. 
The fascindting chronicles rt'lJealtd the VYlIarfKingdoms ofthat erll 'rl>ere under Attac~ :Aialiive earthqUtlRts rived the mount"ins, and 

Rhya, the beautiful, rose up; TaaJ, the 

hot \\~thlife. Spread of 

Then, chey did create all natural things." 

- THE BOOK OF GREEK 

dated by VYlIdrft to 'J47 KJ (cired -149210, boastI the 

some primt'lJallore has suroi'Utd the 

has proven to be impoilible. 
YlIith little 

~his Imperial :A1ajesty, the Prince of'I<.ei'iand, the ruler ofour glorious 
. .1.- Empire, sO'Vereign of the heights tlnd depths, Karl P"rtlnz.. I of dltdorf. 

commiujan it to compile the ~~ ofaI/ the g~at 

"... the Moist Earth, the Mother ofall life [two obscure 
symbols] Dryad, Naiad, Nymph {list of unknown 
symbols] Gods [two lines obscured] devastation [crack 
in stond came from beyond the [halfaline worn away] 
silver ships [seven unknown symbols] deep waters, 
fertile, and [three lines worn away] Worship Her {two 
unknown symbols] nurture Her land [one line worn 
away] WI: are Her children, M are the Belthani ..... 

-EXTRACT TRANSLATED FROM THE T ALASTEIN 

CARVINGS, NOW HELD IN THE ROYAL ACADEMY OF rrALABECLAND, TRANSLATED BY T ECLIS OF ULTHUAN 

from the multing crac~ the greem~1I foe poured, starting the (mflict 
'lilt ,lQIll k.1IO'4' aI the golJlin mrs. K;trak. 'Ongar and K;tra{ 16m had 
already[allen; dnd many other holds fill under attac~ 

It ~as Against this bdC~rop ofdesperate YlIar that Olll ofthe fint 
recorded Contacts bet'lllten :Aim and VYlIarft occumd. Whilst hunting 
qree1li~nI in the I(fD1Jandf ofthe Worlds Edge :Jvfoulltaint, High 
King Shieldbrea~r encounttred a tribe of Humans. JI far al the High 

although unli~ly, farm lalul. 

ofstrdngm ~as 

6 

King's scouti could dlcertdin, they 'lIltre clear!>' scaWllgm, dlthough 
they did emplQY primitive tools, prelumably to hunt game and, perhaps, 

When the High King and hil retinue approached, the HumanI 
immediately fledfrom the 'lIltl/,armed 'Drtarft. The Bumam' fear 

so pronounced that Shieldbrea~r took. offence at their 



Chapter I: A Brief History of the
 
Cults of the Empire
 ~'7., 

frighte~d mien. presuming their xenopkbia, or rather their cravenneu,
 
~tlS an ;1IIult. eAfter the abandoll~d, poorly constructed camp ~as
 

investigated, the High King famously remarJ.ed in his personal 'Book.of
 
(jrudges that the Humam 1l>ere Vmgal (yphich roughlY tramlates as a
 
band ofpeople ypk ma~ shoddy things), ttnd"needed to be taught a S'nIift
 
lesson in respect." dlthough <J>a,arfi undoubtedlY e1Kountered Humans
 
man)' times befire in the south, Vmgal ~as to be the name that ftuc~
 

and T/O'IJl, almost 4,000 Jears later, Humans, to the <J>a,arfi. are still
 
k.no'DIn as Vmgi, the race that mtt~s shoddy things.
 

We are blessed by the <J>a,arftn firetkught. as these <J>a,arfi rtcorded
 
c'-verything they found in the ctlmp. dmong the simple tools andfixtures
 
thtlt littertd the camp 1l>ere suggestively shaped objects, no doubt ofrituttl
 

•	 significance, yphich rt1)eal aforthright attitude to the dcts of'RP)'d. 
Time alld civilisation httve no'DI replaced such direct depictiom ypith the 
ypheat sheafand the antler-vmbols that are much more suitable for 
public dilpla), and 1m li~IY to excite the passions ofthe easilY kd. 
Vmurprising/Y, the 'DrParfi had little interest in these badlY sculpted 

[tgures, and they abtlndoned them. 

Lttter chronicles recoullt similar tales-<J>a,arfi spotting nomadic
 
Humans; Humans fleeing -but very little is added conceming their
 
possible religious pr.-dises. 

(For this, 1l>e ~ed tum to the antiquarians. 

CONCERNING THE ANTIQYARIAN DISCOVERIES 

<Portunat~lY for tkse e11fuiring into the foundatiom ofour great nation, it hils become increasinglY fashionable to find antifUdrian projects. 
d/l ()'1.)er our enlighte~d Empire, o~ can Iee small groups ofbrave men dnd women sporting shuvels alld drtistS' tools, dlJ reddy to 
enthusidsticallY eXCdvdte ancient sites and diligently record ~hat they find. fJ"his recent development 1m led to a// ma~r ofdisCO'lJeries, but 
none more perti~nt to this manuscript than the galastein Qrvingr. 

VncrJ'lJered in the J(plsa hilJs in galabecland by agroup ofdisrtputable tomb robbers, the thirteen stone slabs ofthe galastem Qrvingr are a 
YPOllder to behold. The pictograms are YPOni no'DI, but fascinating clues can sti" be garnertd by the educated scholar. 

THE OLD FAITH 

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

Before he formed our Order, 'redis came to our great groves. By channelling Gbyran he activated the Waystones we 
believed had been raised by our ancestors, and showed us what our "Oghams" truly were: acreation of the Elder Race, the 
Asar, the Elves. We watched wide~eyed as 'redis explained the nature ofbelief, magic, and ofHoeth, the God he especially 
revered. 

Not all ofus accepted his foreign ways. Indeed, afull third ofthe Druidic Families stubbornly spumed 'redis, refusing to 
believe his ..truth", and fled into the dark forests, just like the prehistoric tribes ofold. 

But those who remained, listened, and then eventually understood. 
Not long after, the Jade Order ofMagic was formalised, and we were its numbers. We didn't change our beliefs-indeed, 

we practise the Old Faith still-but we understood dlem for what they were: a twisted reflection ofthe truth. 
Since then, our role as Nature'S Guardians has brought us into contact with many others who believe they are the Children 

ofthe 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 sldbs depict d surpriJingl)' complex society led by priests cdlled H

Cults of the Em ire 
Chapter I: A Brief History of the 

druids:' 'The cdMJings tell of Humdn tribes that fled to the 'l{ei\'Basin 
from aforeign t'Uil, dlthough 'rllhdt that t'Uil 'rllas is unspecified. Ofmte, especially 'rllhen one consUm the tribe's primirrve lifuty/e, ii 
JKro, advanced their religion 'rllas. Se-uen ofthe thirteen slabs are dedicated to religious ritei alone. It is clear they used, and probdb/y meted,

H many of the OghdmS and stone circles icattered around this fascindting Empire, 4nd 'rl><lrshipped a deity non> translated as Hthe :A1other -a 
fertility goddess ofCreation. 'They also appe4r to have understood the rydes ofthe pming SWOtU and celestial bodies, aJ m41/y oftheir Itone 
circles n>ere aligned to martthem. T'herefore. it leems li~ly they cekbr4ted the 14me equinoxes that lW do today. H O'n>e'lJer, t'rl><l ofthe il4bJ 
alio hint at ddr/rer rituals, possibly involving Human idcrifice, nature spirits, dnd, Iome antiquar;"m claim, the slaves ofthe 'Darft gods 
themsel'lJes: 'Daemons. 

'Thui, it iJ mOIt firtundte that the deJcendantJ ofthe grellt 7ribeJ of.Man 'II1ere sOOt! to arrive in the 'R,eift'BaIin; peoples TlIho lWre 

deItined to change the face of religion in that great prlT.;ince firr1Jer. 

OF THE FIRST GODS 

'The time, place, and circumitanceJ of the arrival of the great 1ribeJ to 
our oountifulland are Ju~jects ofbitter debate amongst the intelligentIia 
ofour erudite Empire. Where did the tribeI come from! When did 
they come? Why did they comel 'Did they arrive al/ at once! ..All 
theJe qUeItiom and more are debated in the dusty halls ofour gre4test 
institutiOtJ! of'Wisdom. 'The only matter thllt is sure is that the 7ribes, in 
'Whatt'lJer[oml they too\ brought TlIith them ftnon>ledge of the Elder gods. 

CONCERNING THE TRIBES 

T'he trPelve great 7ribes that Holy Sigmar bound together to drive 
the qreens~n melJ4ct from the Old World are lWll tnon>n, and lWll 
documented; hrJ'll1e'lJer, mal/y cetlturies before ourJim Emperor 'rllas oom, 
there l'Pere many more Hum4n tribes Tliithin the Empire's future borders• 

..Although the 7iutognem (or uTeutogens, U as some lm,infonned peasant, 
prefer) claim to be the[tTit great 7ribe to croJ! the Worlds Edge 
.J\{ountaim, it JeemJ li~/y that this'lllas not the we. 'DrParftn runes 
carved deep into 'Bla(\'Fire Pass suggest the CZiUtogneTIS, along -with 
Ie'lJeral other tribes, including the Vnherogens, :A1erogenI, 'Bretonni, 
and 'Jutones, moved through the pass aJ a confederary. 'The runes claim 
they n>ere houndedfrons their indrJidual homelands by an unftnon>n enemy, 
Tlihich most seholim 1lO'rl> beliC"oJe TlIas the qreem~'ls. -vllthough some of 
theIt tribes came fr()nJ Tlihat is non> ~lO'lM as the 'BddJands, the majority came from across the WorMs Edge Mountains, prob4bly from the 
territory n>e 1lO'rl> label the WolfLands. 

HfHmJer, these are not the onlY amfinned migrations ofthis time. The 'NJ!!se 1>rParfchronicle 'The Saga of'Dread~ng'lJarr Iorvamson 
describes encounters TlIith ma'1Y sav4ge tribes of Humam in the landi TJit nm call K.isle'lJ, and acroI! the territories ofmodem O,Uand and 

"Wolkold's Teutognens fought through the hordes until they achieved the uplands. With Courage driving them onwards, 
they climbed. Countless weak souls feilln 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, 
irrepressible as blood from an open wound. 

At last, 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 ......."Quld conquer." 
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qods by seveml collective name>, such as the Elder qods, 
nord qodt, or the quindeus, fir the)' are the oldest deities still 
'Rlidely recognised by Sigmar's great Empire, and deserve 
special attention. 

texts, or n;en priests. 

a seasonal equinox-perhaps bonYJ'nling from the edrlier 'Belthani-but thiJ was not a/~a)'s the case. 

Chapter I: A Brief History of the
 
Cults of the Empire
 

'Nkdldnd. The chronicLe is reliablY dated to -1012 IC and daims that IorvarrJson encountered the allCestors ofthe tribes 2a>e nOT!' call the 
'Ongols, 'NE!sii, ~opsme1l1/ and 'Fri~ngs. 'Further, the same chronicLe also claims that the CZiurognenJ U1ere already in tk vicinity, even 
though it predAtes the 'Blac\'Fire 'Pass imcriptiom by more thall menty yearl. 

Such Jm.:lli contradietionr .:Ire Common ~hen one studies these e.:lrly times. The only certain thing is that approximately 1,000 yedrs before 
the birth of Holy Sigmar, tribes of Humans migrated to, or wre driven into, the ~eik.'Basin. ;A1ost fled lallds from turon the Worlds 
Edge :Jv!ountdins, although it Jeems li~ly some Also came frqm the 'BadlandJ. These tribes »>ere ~dr/i~ by necessity, and conflicts 
bet»>een them U1ere common. It al10 seems dear they spoJ.t mav diffirent tongues, and had not mastered the art of'Rlritten language. 

What then happened ro the e7It1other~Tl1QYIhipping tribes is unclear. 'But, it seems li~ly they wre slaughtered by the more belligerent tribes, 
such as the 'Fri~ngs, Vnberogenr, or the 7Cutognens, aJ all evidence of their culture vallishes at this point. 

CONCERNING THE FIRST GODS 

It is 'Rlith the arrival of the qre.tt Triber thdt w uncover the II ARE THE OLD ONES GODS? 
first mention of the qods that have come to be so important to 
our glorious Empire. 

I "I have spent all my adult life studying the great works ofthe 
Elder Races, and, without compare, the most mysterious 

.. In those edrlY timer, many scholars believe each ofthe tribes I aspects of their writings concern the "Old Ones." 
had their 0Ml patron deity. They cite the confirmed assoctdtjons 
bemeen the 7Curognem and 'Olric, the 'RPpSmetln and Tor, the 
'OngoJr and 'DazjJ, and the 'laleutem and Tadl. 'From these 
they extrapolate that other tribes must have had simi/ar patrons. 
The most common auociatWns are &.1114111/ 'Rlith the Ewid/s, 
'Rj,ya TIlith the 'Bretonni, &iU TIlith the ~erogens, Jha/t ~ith 

the ;A1enogoths, ~orr TIlith the Ostagoths, and Lupus with the 
Cherusens. H (J'BItver, sU{h propositions are gUeJ1TIlIJr't at best. 

For example: High Elfaccounts ofthe Old Ones appear to 
directly compete with the creation myths concerning t\\'o oftheir 
Gods: Asuryan and Isba. In Loremaster Finreir's Book ofDays, 
the Old Ones-who "came from beyond the heavens" -are 
attributed 'vith forming the world as we know it, and creating dle 
Even race. However, contradicting this, Loremaster Beldryah 
seminal ''''urk on Even theology, The Harne Eternal, has the 
Elven "Emperor ofthe Heavens", Asuryan-whose plan all Elves 

What is certain is that many small pantheons 'Alere in existence are said to follow-being the prime creator, and Isha, :l. Goddess 
at a very edrlY time, with qods seleeting tribes according ofNature, as the mother-i.e. creator-ofthe Elven race. 
to their »>hims, or tribes turning to deities most relevant to Further, the High Elves apparendy do not believe that the two 
their dailY life. It seems li~ly that ~lO'Rlledge ofthese qods texts contradict each other. 
traniferred bet'll>een the tribes as they mixed, 'Rlarred, and The only sensible conclusion is that the Gods of the Elves must 
gradual{y developed trade. Thus, the qods TIlOrshipped by' the 
most succeJ1[ul tribes, and the qods most appropriate to the 
harsh, cruel liveJ that the tribes endured, gradually spread 

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

throufPout the 7?,ei\1J.tsin. However. when I proposed this hypothesis to Fclanthian, an 

J/though 'Ale ~ the tribes observed many qadr-most of 
whcm are nOT!' long forgotten-fIVe rose to prominence: VIric, 

Biven scholar from Marienburg that I have communicated with 
for many years, his enigmatic reply simply confused me further: 

;A1orr, e7It1a1l4an, Taal, and 7?j,ya. These qods represented 'My friend. you are incorrect, the Old Ones are not the "Gods·' 
cOllCepts ofcore importdllCe to tribdl life: l1'4r, 'Death, Jv@4re ofmy people. How~ver, to ease your mind, I can confirm the 
(mdrine and ternstrial), and Life, and soon came to be two Asur texts you cite in your illuminating missive do not 
'RlOrshipped by many oJthe tribes, dlthough the)' 'Alere rften contradict each other: 
\nO'Rln by alternative 1I4mes. Scholan oJthe Empire \nO'Rl these Perhaps my translations are wrong?" 

- EXTRACTED FROM THE JOURNALS OF FATHER IGYORI 

RHYURVIC OF BRUNMARL, PRIEST OF V ERENA 

Worship ofthese qods too\a very different form to OUT modern observances. 'J..& only wre there no temples, but there 'Alere 110 cultI, sacred 
Instead, tribal leader>, as representatives of their peqple, TIlere deemed the closest to the qods, and part of their duty 

included pleading 'Rlith the mostly uncaring deities dUTing disasters, and than~TJg them durilJg periods ofbounty. To do this, tribal leaders 
normally offered gre"t, bloody sacriftees, often Human, upon sacred days important to the tribe or deity. Often these Jacred d4Jr occurred upon 
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THE RUINOUS POWERS
 

"It is wdl knO'WIl that the greatest danger the Empire faces is that posed by the Ruinous Powers. These Daemon Gods 
threaten to break the natural order of all things by mixing the Realm ofChaos-their ever,changing domain-with the 
mortal realm, allowing the Daemon Gods to rule both as one. Thus, they take any opportunity they can to direcdy influence 
the mortal realm, and mutations, as well as other unsavoury circumstances, are the result. 

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

Wilhelm Brehnsson's Myths the Cities Forgot contains an oral tale that suggests the only reason tile Dark Gods cannot 
destroy the mortal realm is because iliey are somehow trapped. Further, so the tale goes, every time any other God 
influences the mortal realm, the prison about the Ruinous Po'wers grows weaker." 

" -eA SPE(...OL.A'11PE E'Jo(QVI'R.TCO'J(.CE'RXl.'}(fj 'THE 'NJ!'TV7W (ff'THE qovs, DAGML\R HOMMEL 

eAs your Imperial ;A1ajesty TlJili observe, the formation of the cults TIJe ~0lJl today TlJas still fir off, but travellers from the sUlkdrenched 
Iouth TlJere soon to hring them one Itep doser. 

OFTHE CLASSICAL GODS 

gathering re/i,tble informatioll ahout the ages preceding our glorious Empire il difficult. The '!>waifs had, as yet, little intemt in the 
belligerent tribes ofthe '1\eiJv. al they TlJere still engaged in their centuries,long TlJar 'ttJith the qreens~nI, 'ttJhich they TlJere losing badb. 
rp"ltrther, the Human trWeI left little behindfor anti9uariam to Itud)', as they TlJere const,mtb OIl the m(J'l)e, and "'relY iettled in one place for 
,my length oftime. 

H OTIJt'1)er, some details, although IUSpect, can be found.. eAlthough the tribes of the north TlJere illiterate, the tribes in the south of the Old 
World TlJere 1Wt. It may be 'DIideb disputed in the Empire, but modem Tileam claim to be the primary civiliurs of the Old World, for they 
1Wt onlY ifJread the use ofletters, but alio organised religio1l and the godi that I 
here title the Oassical qods( and, mOit impottantb, they claim to have rerordiH 

proving it. 

CONCERNING TILEA 

It is TlJeIl ~OlJln that the founding ofour giorioul Empire TlJas the Itarting 
point of Human civilisation in the Old "Vorlli. HotPeVer, the selj,important 
and pointlesslY iruJ,bom Ichotm of the 'Tilean city'ltates perIiIt with fictitious 
claims that it TlJaI their ancestot's that TlJere the true civilisers. Vnfortunately, 
the obvious filIehood oftheir lies is all but impouwle to prove, particularly as the 
dilhonest 'Tileam ha~ve ScrollI and. records they claim date from thil earlY time. 

Thele acadenJics ofduhious veracity assert that, much lilt( the fertile '1\eik. 
l1aiin to the north, the drier landi to the Iouth TlJere also populated by tribes of 
Humam. H(JTIJt1)Cr, unJikt the lUJrthem tribeI, who TlJere in'/Jaders from foreign 
soil, the Tileam incredulouslY argue that their anceltors had long i,lhabited their 
lands, and. cite U"liktb myths ofgreat 'Tilean cities Iupposedly founded during the 
occupation of the Old World by the Elves as proofofthiI-a claim I beliroe hal 

The legacy ofthis mythical civilisation 'DIal, according to the biased TileanI, the
'ttJritten 'triOrd, 'ttJhich their ancient texts suggest lMi gifted to them by !frena,

no hiitorical basil. 
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"In the breast 0' the sea I served me time.
 
'Eave away) me jolly boys)
 
'Eave away right now.
 
Then aright,pretty girl pardon'd me crime.
 
'Eave away) me jollies) or
 
The King will sink thee do'WIl;
 
'Eave away) me jolly boys,
 
'Eave away right no\\~
 

Said 'er name was Shallya; an' 'er 'ips '\Wre fine.
 
'Eave away, me jolly boys,
 
'Eave away right now.
 
So I tipP'd 'er a wink, said she'd be mine.
 
'Eave away, me jollies, or
 
The King win shake 'is crown;
 
'Eave away, me jolly boys,
 
'Eave away right no\\~"
 

-OF SE.A JJ(J) e:M.A"G. . 
THE TWENTY~SEVENTHSHANTY' 



---
- - -

the goddess ofWiJdom. Wbatt1ltr tbe origin of thiJ ancient Ulritten 
language, 'tile n/Tlll cali it OaS/ical, and its modem equroalent iI Jtill 

Chapter I: A Brief History of the 
~_ Cults of the Empire 

uJed acroJJ the Old World aJ the primdYy script ofdcademic study, dnd 
dJ d common tongue bet't/lCttl enlightenedfllltof all Old World nations. 

Thus, long befOre the gredt dtJ~Iwes ofTiled had been UlYQUght, it 
iI claimed there Ulas an intel/cctlMI elite that could read dnd Ulrite in 
the Iouth of the Old World. H /TIlIt1Ier-dJ if thiI 'tIlere not alrea4J 
enough! -the arrogant 'TiJeans go t1ICtj further. eds mOIt of their 
edrlY settlements 't/le1e built in and around the ruins dbtlndoned mal!y 
centuries tflO by the ElveI, the Tiletlns dim redSfJ1l their 4,,,eltors 
mUIt ha'Ve trtlmlated the impossiblY complex runes ofthtlt race.' 'From 
thele tranlldtifJ1ls the Tlleans then claim to have learned the ftunding 
principleI of modem philoIophy, medicine, theology, 4stronomy, and, 
mOlt importantly, they belit1le they u1lCO'Vered many ne't/l godI. 

Whate'Ver the truth, the 'TileanI, aI 'tIle1/ as being liar! and tric~tm, 

»>ere an ad'Utl/turouI dnd CUriOUI fol~ and soon organised expeditimI 
to explore the iurro,mding landi. When they e'Ventu41/y encountered 
the northern tribeI, they brought Ulith them ~n/TIlIledge oftheir Ulrirten 
language and qodI, dnd hdd d broad~redching impact upon our 
anc~ItorI. 

CONCERNING THE CLASSICAL GODS 

'To did your Imperial ;A1ajuty'1 understanding, the qodI introduced
 
by the 'TileanI to our tribal fOrefather! are here called the «OdIIicdl
 
qods," after the lalJgu4ge the Iouthemers introduced to our ancestors,
 

Where the qods a/reddy W<lrshipped in the Empire mirrored the h4YJh 4nd brutal lift in the northern Old World, the Omicdl qods
 
represented more refined concepti, such dI ;A1ercy (ShallYa) and WiJdom (Urena). Indeed, Shall)'4 a,ulUrena are the mOIt commonlY cited
 
Oassical gods, dJ they n/TIlI hdve agreat deal of influence in our glorious Empire. 'But, other leIs-'tIlell-k{,urom qodJ Jhould alJo be i1lCluded,
 
Juch as: Khaine, the Lord of;A1urder; ;A1argileo, the guardian ofHom)ur (Ulho may, diIregarding his IeX, actuallY be ~rmidia); 4~
 

ScripIiIti, the Patron of&ri!Jes. 'Further, lome scholarI ctaim 'R,anald is alIo 4 Owical god, although Jome 'R,analdan factions vociftrousb'
 
argue against thiJ, fOr they beliroe their god UlaI fJ1ICe mortal, and had not yet been born.
 

::z ~ 

THE TRUSTWORTHINESS OFTILEANS 

'Your Imperial Hlg/17Iess, ifyou are unsure ofmy claims cfJ1lCeming the reli4bili(y ofTilean Iourw in regardJ oftheological and 
historical marten, consider the fl/Jou,ing: 

KThe best Uldy to win av debate is to ha'Ve proof. Ifyou don't have any, faJ.e it; after all, you can alUlays Uit the time JOur opponent 
SpendI trying to diJprove JOur ftJ.e loo~ng for real roidence." 

-ATTRIBUTED TO BOETIO ARDITO, HIGH PRIEST OF V ERENA IN SCORCIO 

',,-ou Ulanna da oIda manuscriptl I m4~d••. ah••• finda)'OU da re41 thing, lJuhl-rou ~, /JO't/l you sayl •••da reala dealal-rou gatta da 
gold, I golfd da old. So, Ulhatta you Iayr' 

-HONEST GIOVANNA, NULN£R ANTIQ1TE DEALER 

KThe anm>er to a/J pointJ made by scholars of the Empire is thiJ: "Yes, I undmtdntl Ulhat you are trying to Jay, but you do -\n/TIlI that 
concept originated in ruea?'. 11&. fJ1I/y iI it probablY true, but it invari4bfy infuriates:' 

II 

-PROFESSOR MORVALLI MARMIDEO OF PAVONA UNIVERSITY 
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Js the Tikan traders spread 'rPOrd oftheir qods, they, in tum, »>ere influe~ed by our ancestors, ,md returned to their homelands ~ith nm> 
myths and legends, some oflrhich »>ere incorporated into their exiIting traditionI. Thus, many ofthe earlitIt Iurt!i'lJing Tilean textr ha'lJe 

Cults of the Em ire 

taleI including the northern names for the qodI, rather than the original Tilean names. 'For, although e7l-forr lraI a name that originated 
in the Iouth (the mrrhem nameI for the god of'Death ha'lJe been loIt to time), the TileanI uIed diffirent nameI for ;/II[anann, Taal and 
1?j,ya (e7Wathann, K.amas and Ishea), and had no e'1ui'lJalent for Vlric at all (althDugh some bra'lJe theists ha'lJe dared to dra'W compariIons 
betn>een Vlric and [(haine). T"he extant text! ofthe time have many mytlJI ofone god meeting another, typica/b a Omical go' meeting 
an Elder qod, mirroring the contaa betn>een the Old World tribes. 

If the Tileam are to be belie'lJed, 'Which 1 suggest they should mt be, amther important export from the south 'Was the priest. Where the 
northern tribes relied upon temporal leaders-their chiefs and J.i.ngs-to guard their Ipiritual TPelfare, Tileam li~ to belie'lJe the southem trWes 
had temporal and spiritual leader!. 

Whate'lJer the truth, at a Iimilar time to the arri'lJal ofthe southerner! and their Oassical qodI, it iI generally accepted that priem soon 
Ipread throughout the TlQrth. 

OF ORGANISED RELIGION "Words 'V41UJUiIh the ~rd. H 

Jlthough Tile4n scholars claim the arrroal oftraders from the 
south of the Old World brought priesu and organiIed cultI to the 
'R,ei{'Basin, thi; is easily di;prO'iJed n>ith just a modicum ofcareful 
rtIearch. 

, ViE 7"JII'R.'D OroS[VLE CIF VE'R.EJ& S TE,ACJlf'NSiS, 

PROVERB THE NINTH 

Js a smgle eX4mple: It iI n>elllr(}on>n that the 1eutognenI had long 'rPOrIhipped Vlnc, their tribe'I patron deity. Jlthough the Vlricam freely 
admit they did not h4'Ve any templeI until 6J Ie n>hen a high temple n>aI completed arout/d the Eternal 'Hame ofe7l-fitgard (modem,day 
e7l-fiddmheim), the cult does guard many ancient records 'Which pro'lJe the Winter qo' had lot/g been ser'lJed by a dedicated pntIthood and 
organised cultfor ma'V centur~s before their high temple 'Was raiIed. Thus, are yet more Tilean "truths" exposedfor the lieI they are! 

What is sure is that some time in the third century before the corot/atio11 ofSigmar, priests began to replace tribal chieftains aI the sole 'lJehicies 
to the drvine. Jnd not long after this, the priests began to organiIe themsel'lJes. 

CONCERNING THE RISE OF THE PRIEST 

With the spread ofso many religions through the 'R,ei~ 13asin, it became impraaical for a single dan chiefor J.i.ng to deal 'With all drvine 
matterI for his people. 'l\(!one man had the time to understand all of the qods, minor deities, nature Ifirits and similar, and alIa organise 
his people. 'Further, many of the qods did notfavour the leader O'lJer all other men. 'For example: J\1orr favoured the dead, Shallya tended 
ali, and Itrena championed scholars. Thus, as already shon>n, the academic theories ofTiiea are demonstrably untrue, for it seems li~ly 

that the rise ofpriests simpb came from a need to appeal to, and u1u1erstand, many qods, ~hich is something one man is incapable ofdoing. 
H O'tt>e'!Jer, it is cledr from Tilean texts that the southern tribes may ha'lJe had an advanced concept of the priest long before our blessed land, 
so an influence from them should not be entirely discounted, but Ihould be understood as a limited influence at most. 

Soon, most clans a1u1 tribes Ipomd an array' ofpriests dedicated to the qods that »>ere important to their people. Jlmost all communities 
1Porshipped the fi'lJe Elder qods, and their priesthood; 'RIere Joined b)' thOIt of local nature spirits, and those ofother non>~long'forgotten qods. 
Shallyis priestmes ;oan joined them, as the goddm'I influence 9uiclrb spreadfrom tIM Tilean trading settlementI that n>ere estah}jshed 
in the 7?.ei~ 'Basin ('fPith 1I&1n being the largest, 'Which 'Was then afortified village built 'Within Elf ruin;). Jfter Shallya came her holy 
mother, I6rena. /frena's rare cultists had an immeasurable impaa, for they brought the 'Blessed Jrt ofWords, and for the firIt time, the 
mythI, legends and[aUes ofthe great Tribes n>ere recorded. 

Vnfortunately, almost all of these early text! have been lost-and those fm> n>e h4'Ve are almost impouible to trAnslate, as the OaISicai 
I,mguage has de"veloped much since that early era-hut their influence is still felt, for many ofthe hob boo~ 'fPe re'lJere today are copies of 
copies ofcopies of those I6renall'recorded originals. 

CONCERNING THE RISE OF THE CULT 
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Js the tribes met, traded, or c01UJuered each other, their priests did the same, Ipreading their beliefs. Soon, there »>ere many groups ofpriest! 
respecting the same central tenetI acrou our great land, and some even had access to primiti'lJe, holy textI, recorded for them at great cost by 
the priesthood of /frena. 
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ThuI the cultI did slrmly flnn. Hl1rPe'l)er, method. ofdissel1linating 
holy teaching. 't!aried, and .ome 'JIitre far more effictrve than othe". 

lubmitting to it. H~r, Tl>hen an indi't!idudl god I/pped out ofHuman sight, it Tl>as fdrtb dpennanent ommmce, as the god in tfUtltloTJ diJ 
not die Tl>ith hil foJioTl>ers, and some 100\mealUTtI to be \nuJm again. 'This can be iem in the CUrrtllt resurgence ofLupos '1WTship in Hachidnd­
'RIhere he is non> seen as a god ofPredatoTJ, not WoI't!es or Winter, his originaL domain-or in the perualrve TI>Orship ofSCJJ in WiSJtnJand. 
Lupos alld SOU are ofespeciltL note, dS the) ma) once haw bem the patrons ofthe founding triks ofthose (]rand Prrroincei (the [herusem for 
Hach/and, alld the J'ld'engenl for Wissen/and), and may suggest aJi the original trihdi Pdtrons ltiU'I»atch uuer their people to this very dd). 

OFSIGMAR 

rrhe many legendl ofSigmar HelJenhammer, 'Firrt Emperor, Porger of Empire, 4re 1ct.~11 by a/l right-thitll(!lJg mm and Tl>Qlnen ofour 
great nation, and rightly 10, ftr he il the greatelt mort41 that has ever lrued, alld Tl>dtches all ofour actions to this very day• 

.AI hi! Imperial H'f!meSl 'l»i/l ../ready \1lOJl', SJimar Tl>as the son ofOief'Bjom ofthe Vnberogen tribe, 'l»hom the 'R..eik,idnder Princel 
claim as their wvered atlwtor. rrhe future Emperor's birth Tl>as m4r~d by the pauing ofa hoi) tn>ilktailed comet, and by all unprrroo~d 
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Where the n>i/d~hdired prie.t. of the 1Cutognem put an)' culti.t 
cumpeting n>ith 'O/rit to the axe-thus, by the time ofSigma,s birth, 
then 'JIitre no cultl openly cidiming to represent 'l»inter, 'RIO/ves or 
Tl>ar-moll other cult. Tl>ere less aggnSJrve. Indeed, some cults did 
not e't!en try to enfOrce their religiou. 't!ietPs, 'RIhich relu/ted in lome 
qodl being 'RIOT/hipped in many diffirent Tl>a)s, and b) mdny diffirent 
Ildmes. J good example ofthil is the many Earth .3vfother cu/t! 
that can be fOund throughout our pious Empire, induding the minor 
cults of'Dyrath, Hdleth, and Hyacinth, n>hich, am01'Yt IthoJastic 
circles, are all presumed to be revering'R..h)a unaer difftrent guises. 

Contrary to "141" expectAtionl, one ofthe mOlt 'l»dr/iJe cult expdmions 
came jronl the 'Id/euten cult of'Ida/, 'l»hich attempted to draTl> aU 
nature deitie! under itl .rn>a). To d certain extent, it fUcceeded, but 
dl there Tl>ere countless minor qods dedicdted to one ftnn or another 
ofndtun, 'Ida/ 'RIdl 1le't!er going to npidce them all in the minds of 
.3vfen. 1I{!yertheleu, by SJimdr'1 time, Taa/ n>al seen as the King 
ofJl(!ture, dna d// animdll, rivers, 'JIitdther, plants and more n>ere 
his domain, Tl>ith an) other nature deit) automatically pruumed to be 
beholden to him. InJeed, the Takutens often Tl>ent further, proelaiming 
that gaa/ n>as aaually the King ofall qods, d messdge that Tl>dS 
never accepted by the '1eutognem. 

.As JOur Imperia/ .3vfajesty Tl>ill perceive, the ftnnation ofthe cults 
'l»dS a very s/rm proem, and 'RIOu/d tak! man) centuries befOre the 
organisations TI>e recognise today can be identified. rrhere Tl>ere holy 
texts to 'l»rite, temples to build, and traditions to ftnna/ise-and no 
tn>o priests ~ver dgreed. II was II difficult time, made lJO ealier by 
influence from other tribes to the Tl>est, east and south, dll ofTl>hom 
had their Ol:l'n opinions about IJIJW the qodl lhou/d be '1WTshipped. 
'During thil time, the rile ofthe [I'Ve E/Jer qods became cumplete, 
and mOlt ofthe competing gods lost their influence on H umanit). 

Examplel ofIolt godl are many. Some 1l'trt lost as they Tl>ere no longer 
reie't!ant to triba/ life-such as 13eoffJrn, god ofPrre &ountaim­
and (}therl '/lltre subsumed into other cults-/i~ SO/~ d god ofthe Sun, 
Tl>hose cult n>aJ absorbed by the 'Ida/ites. Indeed, absorption often accumd 
against the 'l»iJ1 ofthe lemr cults, such al hdppened rPith .Aha/t, a 
god ofPertility, 'RIhole priesthood Tl>as sl..ughtered by 'Ida!s cult for not 

Old Wolf White Back
 
Old Wolf White Back prowls the hills,
 
Beliy craving fresh new kills.
 
Bloody Blitzbeil wants him dead,
 
So, it slices offhis head!
 
Old WolfWhite Back ho\",l.s out loud,
 
To the cheers ofUlric's crowd.
 

"Every morning, as I don robes in the vestry, I hear 
the Temple Wards singing their simple rhymes. As they 
are Middenheimers, their childhood songs are different 
to those I \",as brought up with; but they are no less 
interesting, and are certainly as brutal. 

In particular, the rhyme 'Old WolfWhite Back' 
fascinates me. I 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 
wolfhowls, but I have come to my own conclusions• 

Evina Klug. 'Verena's high priestess in Middenheim, 
allowed me access to her libraries, and there Iuncovered 
the tale ofLupos, a WolfGod associated with Taal and 
Rhya, pOSSibly as part of an ancient triumvirate. In 
particular, the White Wolfwas ofespecial importance 
to that deity, and represented the long-dead religion'S 
ferocity and passion. 

Does it not seem likely that the early 1eutogens may 
have absorbed the Cult ofLupos, probably at the end ofan 
axe? Thus, Ulric's association with wolves may be stolen 
from another cult, and may have nothing to do with the 
original cult at all? 

If my suspicions are true, they will bring many Ulrican 
religious texts into question, for wolficonography is now 
associated with Ulric from the beginning oftime-and I 
believe that may be alie!" 

-THE 3RD JOURNAL OF WERNER STOLTZ, SIGMAR'S 

HIGH CAPITULAR IN MIDDENHE1M 



Master of Undeath, 
'j ..·rneasured by mere 
es, looked to the sky above the Chaos 

loon, and beheld: La, there 'w.IS aBlazing 
Star in the night, and it had two tails ofHoly 
l-Ire; then he cried with Exceeding Great 
'ferror, for the Enemy had come." 

-THE qaSTBVCH, 'THE 

STERNSCHNUrrEo 

_aJ ~.... He unite 

.m.J aMId passihb' ha~ve 

TIXIUIJ kcome a grxL 
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,mault by sa~vage Orcs from the forests. 'Famously, qriuidd, Sfg'ma': f m~, 

the attac~ an e1Jent that TI>Ouid fore1Jer fiJI Sigmar lI?ith hatred of the (jn~,f;::J;!&1l 

Ofall the tales told ofH o/y Sigmdr, one oftbe mOIt jammu C1J11W 

cbiefofthe VlIberogens, and distl'f:ulJhed bimself j:J a T1UItU 

.As ll>e all ~, Sigmar refClled tIlt high tag cftJx ~ 
qrecn.rfins, 4Tl enemy they both despised'rtitb -J.w.._' ....--,.... :-0... 

lI?tfrh,tmmer qh4i ~ar~(S¥ itrer). 

'But the ~.rt t4/es r.fhU lift 
the tl1dve (jre4t Tribes rfef\1p.. 

imagined. hilt ~J.U fl:I7:>a.." 

Co ER .. G THE El {PEROR SIG, ~ 

'N!!l m/) tiDes the of \:. -lJ 11ft .tid in undmtanding the cult that TI>Ould come to n>orship him, but it also comforts the pious soul, and 
;s a Jrottby ~ for ..ny m.m offaith. Thus, e1Jen though I am aTllare JOur bnperial :A1ajefly lI?ill already be fully commAllt lI?ith 
the~ kgendt, [Tttll briefly rete// them nonetheless• 

.After bteoming chief of the Vnberogens, S~ar realised that his tribe alone lI?as not enough to defeat the qreensktnf that assailed hif 
f~ and he tTlell' that his people ~re doomed ifhe did not ta~ action. Thus, Sigmar did TIlhat he had to, and planned to bind the tribef 
ofHumanity together into a larger, more effecti'Oe force. Eventually, after a string of heroic battles and teme negotiations, Sgmar united 
tll>elve ofthe tribes ofHumanity into a single, mighty force. eAs well af persondlly leading the Vnbtrogens and rziutognens (lI?hom he had 
conquered by that time), the chiefi ofthe Endalf, Thuringiam, Cherusens, CZilleutenf, eAsobomf, 13rigundians, :Jl.1e1lOgothf, :Jl.1erogens, 
Ostagothf, and Vdoses al/ accepted his command. 

The deciding confrontatiOlI betll?een ~ensfin and :A1an lI?af the 'Battle for 'Blac{'Fire 'PaS[. There, Dwdrjs, Sigma':s ftrong allief, 
joined the Humans, and together they scattered a qreens~n horde larger than alV the TI>Orld had seen before. The battle not only drove the 
qreens~1l! from the 7~ei{ 'Basin, but it alro ended the qoblin J~u that had plagued the Dwarjs fqr cellturies. eAf 'tilt' aii ~O'tll, mOft of 
the Human tribal chiefi trdgically died in the battle, and countlm thoufands more also /ost their livef. 'But, even though the cost had been 
unthi,,~bly high, e1Jery thro4t still cried Sigma"s name. He had not only saved all Humanity, but he had also w,;ed the T>rParjs. 

Soon, mirroring the Dwaifen model of II Htgh King 1e4ding the Holds, Sigmar TIlas crrJlI?ned Emperor ofthe tTllelve 7ribes by the high priest 
ofVlric in 7<ei~orf (modem#dllY eAltdorf), 4nd our glorious Empire TIlaf born. He formed t'tllelve qrand 'Provinas from the a1l£ient tribal 
lands, and the sUr"vrvi,!,g tribal chiefi (or the descendants ofthose lI?ho hadfallen) were installed to rule for Sigmar as Counts. 

'For the [tut time, 'DlI?arjs, Sigmar's greatest dllier, came to live alongside Humans, and some e1Jtn sold their f~lIs to the nell? Empire, 
raifing stone buildings, aiding the I<ving ofroadf, and planning the [trft temples to the Human qodf. The Tilean settlemmt of1I&n, 
'Alithin the nell? Empire' f borders, lI?as 9uic~ seiztd, and the Empire's first holy fitef to J€rena and Shdlly4 lI?tre established. The language 
ofthe Vnberogen tribe lI?as form4used and d TIlritten form lI?as created ufing [Jauical characters influe1l£ed by 1>rParf runes, forming the 
14nguage 'tile noll? refer to af Old 7{eikqJiel. eAn official calendar lI?as created, tpith the jiutyear dating from Sigmar's coronation. u1fren7,J 
ofaetrvity bu'Zztd throughout the HU~ldn Empire, and e1Jen a concentrated asuult b)' a mighty force of Vndead in 151[, and various 
'Beastman attacv., could do nothing to stop the rise ofSigma"s mighty nation. 

Thofe tribef that did notjoin Sigmar 'tIlere driven from hif landf. The remaining 'Bretonni in the fouth fled across the grey :Jl.1ountains and 
settled the fertile lands they found all the other fide. Thus, it is perhaps appropriate that they became either bedten peasants or arrogmt fools 
obsessed lI?ith thlcJvlate armour: somell?here in their bac{TIlardf society 'urv. the primal memory oftheir early defeat dt the hand, ofSigmar. 
The 'Friktngs had 4/ready been effectively lI?iped out by Sigmar, so lI?tre no longer a threat, and the remaining 7{oppsmen 'tIlt're driven deeper 
into Vngol territory, lI?here they lI?tre e1Jentual/y destroyed by that lI?arli~ fl/~ Similarly, the 'J\Ikfii, the tribe that had long 'tllOuhipped the 
Vart gods, TIlere also drFven north into Vngol territory, but they fought through that difficult land, and continued north, there to settle the 
cold "tMStelandf of '}{ksca dnd eternally regret their failure to join Holy Sigmar. 1mtead of '(Farring TIlith the Vngolr, Sigmar named them 
ai/ies, fir they h4d occasionally aided his TMrf against the qreensfins, and agreed not to assault his Empire. 

When Emperor Sigmar mysteriouslY 4bdicdted 50 years after his coronation, he left behind a magnificellt Empire that claimed lands so 
[ar#reaching that they could barelY be imagined. 'But lI?ith Sigmar gone, the CountJ of the qwul 'PrO'Vinces 'Were in disarray, for he had 
left no heir. eAfter a great deal ofargument TIlhich almoft led to a bitter civilll?dr, a high priest of7<hya suggested that the cOlmts volt 
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13y 7] 1[, 'Johann Helstrum 'Jllas accepted as the first high 
priest ofSigmar, aposition 'Jt>e nO'll1 call the grand Theogonist. 

Ofcourse, some of the cults complained, claiming they had 
received no proofofdivinity, but it 'Ilias too late. The people 
'Jt>anted ii, the nobles rPanted it; Sigmar the god, and his ne'Jt> 

cult, ll>tre established in the Empire, and 'Jt>OU1d forever playa 
significant part in its fuh4re. 

for .1 ~ emperor from .1mongst their ~n number. To .1void 
the Iwrrible possibility of dertroying SigmaYs Empire, the 
nobles agreed this 'Ilias a suitable method to appoint Sigma;s 
repfacement. Eventually, they appointed [aunt Siegrich of 
.J1verland to succeed Sigmar. His first act a! Emperor 'Jt>as 
to enshrine the election ofa ne'Jt> Emperor in Sigma's La'lli, 
and he re~titled the [aunts of the grand Provinces as 
Elector [aunts. 

CONCERNING THE ASCENDED SIGMAR 

What happened to Sigl114r after hi! abdication is uncerl.1in. 
• Some say he headed east to 'Talabheim, turned south dU'rm the 

Old 'Forest 1\oad to 13lac~ <pire PaIl, then headedfor [Vra'k 
a~JVra~to reh4rn ghaJ .M.ara~ Other stories claim he 'R>e1lt 

east, and then continl4ed east, heading for the Worlds Edge 
.7v!ountaim. 'But, as the applicable texts contradict each other, 
.11ly ,utem!t to discern the truth among.rt the myths is impossihle. 

What can be confirmed is 'Jt>hat happened to the Empire 
Sigmar left behind. 

Within twenty years ofhis disappearance, there 'Ilias already 
a s~ cult ofpersolldlity groT/1ing around the memory of the 
first Emperor. He 'Ilias It>eIJ loved by hi! people, and statues 
had been erected, special anniveTSilries of important evmts 
had been set aside, and many children 'Jt>ere IIdmed after him. 
Thus, 'Ilihen a 'Iliandering friAr named 'Johann He/strum 
.1nrJed in 1\eiJi0rfclaiming he had received a ~Ji!ion of 
Sigmar, the earl.>Iol~ of the Empire immediatelJ believed 
him, for they 'Jt>ere hungry for more tale! ofSigmar. HolJ 
Helstrum preached that he ffitneued 'Olric standing cold 
and proud, holding a magnificent, golden CTU'rm in his heavy 
hands. Surrounding the Winter god 'Jt>ere the other divinities, 
loo~ng on ffith pride and approval. K.neeling before 'Olric 
'Ilias Emperor Sigmar, and 'Olric slO'll1Iy placed the CTO'1I:>n on 
his head. Helstrum preached that Sigmar had ascended .1nd 
become immurtal, that Sigmar 'Ilias <I god. 

Js Hefstrum tautPt that all Sigma; s la'lli! 'Jt>ere holy, thus 
enshrining the Elector [aunts 'Jt>ith divine duthority, his 
message 'Ilias immediately popular 'Iliith the nobles. Indeed, 
Helstrum 'Jt>ent even further, proclaiming the Emperor 'Ilias 
Sigm.1;s divine represenwive, and thus should be obeyed in 
all matters. 



to expand into 'jutonsry~(the 

HUMANITY'S ONLY HOPE 

"Your 7th Objection:
 

Cults of the Em ire ~ 
Chapter I: A Brief History of the 

M~or: Ifmultiple Gods were once mortal, then ascension from mortality to Godhood cannot be umque.
 
Minor: Sigmar, Ranald and Myrmidia were once mortal.
 
Conclusion: Ascension is not unique.
 

Ideny the entire proposition.
 

I deny the major thus: IfaGod chose to be mortal, then became aGod again, he would just be returning to his original
 
state, not ascending. Thus, proofofaGod'S previous mortality does notprove 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 aGod before she was amortal. It is dear from verified Tuean and Estalian texts that
 
Mymudia chose to become mortal. Further, Ioffer evidence from the Universities ofAltdorf and Nuln, where many old
 
Oghams have been translated that refer to an Eagle Goddess known in die 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 ifyou have any proofthat he was.
 

Therefore, I will continue with my assertion that Sigrnar's divinity is unique, and that all Bretonniamust convert
 
immediately for the safety oftheir 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 HumanitY'S worship, Sigmar:'
 

-FROM THE nTH LETTER OF PROFESSOR H:\NS PFAFF OFALTDORF U NIVERSlTY TO THE KINGDOl-,·j OF BRETONNIA 

OF THE FIRST MILLENNIUM 

The first millennium ofour glorious Empire brought many developments fir the cults: most of the ~tJ~~WJWn holY texts were recorded, and 
by the end ofthe miilemJium many were beAutifullY iiluminated; the modern cult structures ~re formed, and many ofthe orders ~ ~WJW 

tod~y "BItrt founded, such ~s the Order of the JtJ'uil for the Sigm4rites; man)' high temples "BItrt built, SIKh 4S the High Temple of Vlric in 
6J 1[, And the High rumple of Sigmar in 246 Ie; and an expanding neh1>or~ of lesser temples .,.nd shrines "BItre established. 

Indeed, by 1000 1[, the cults ll>en' very simiJ.u to their modem#MY mmterparts. S~,: s cult h4l1grrrMI rt»ift/y, and Vlric's had btgun its ma4Y 
decline. Taal had subsumed 7?hJa's cult inIrJ his, and 7?}JyatlJ were becom~ leIS common. ~nald h4l1 mysteriouslY appeared, a/~ no records 
canfirm l'Phen or r*re. J\1ana111l rPAS TtJfJTshipped 01 almost .dl C0ASt.11 communities. Shallya rPas pqpu/Ar ever:JfJ'here, AltIxMgft holY sites nm almost 

notP cA/led the "'Drive to the 'Frontiers," WAS a time ofrPar And conflict, which the cults ofSigm.1r I1nd Vlric supported TlJith fervent passion. 

The ferP extant chronicles from this period are fragmentary I1nd ohscure, mA~ng any hardftets ofthis important campaign, and the cult 
aetrvitiel lUrTOunding it, diffICUlt to confirm. Some texts seem to implY that there were disagreements between Vlricl1ns and Signwi/es 
i11'Uolved rPith the '])rtve, rPhich seems lik.ely as lome extremitt Vlric.1tlJ douhted Sigmar's di1Jinity. H rtrl>e'Ver, this canmt be llAted rPith any 
certainty, and some Sigmarite texts flat!>' contradict this interpretation. What is sure is that TlJht1l the borders of the old triballandl originally 
claimed by Sigmar were reached, disagreements between the nobles Arose, and it seems liJeb that the cults "BItre also irrvolved. 

Oltland and 'TaIAbecland 'rI1ished to expand their eastern border! into Vngol territory, the land "BIt nr119 C4// Kislev. msterlAnd sought 
msteland). J\1iddenland strived to 9ueIJ the 'rI1i/d mrthern l.1nds (modern~day ').Ikdland). Jnd mAny 

others agreed rPith this expl1nsionist vierP, i1l(Iuding the Vlr~An cult, rPhich has alrPAys been aggreur-ve. 'But 1<,eilc/.and and her al/ies, All 
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non~xisttnt outside the cities. Ilrena h4l1forged forth from 'N!!!n, ,md rPas 'Worshipped 
in most cities, especialJy TaJabheim. J7Id e7\{017', as he ahtrays h4l1 been, rPas an ever­
present god, looIting on at lift as it busied itl WoV tY/RIards his portal.

t 
H~r, as the cults became more organised and claimed more f<lR'Cr, dtvisions 
began to form. 

CONCERNING THE EXPANSION OF SIGMAR'S EMPIRE 

J1though "lmost a// the 1<,eik.'Balin had been cl4imed Ia S{g'm~r' s Empire, little less 
than a thinl of it was under Imperial control. The resulting crJ1IIfUUing ofthis land, 

"We grieve for those who are inspired 
Their genius stolen, or acqUired 
Who watch with hope, and risk their dreams 
To see them born as dark regimes" 

-SO'1l(Jjs O'F 'fHE 'l{.AVE~ 

-A THRENODY FOR HOPE' 
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entrenched Sigmantes, 'tIIanud none ofit. lmtead, they 
'tIIished to build more fortified to't/InI and connecting rO.Jds 
throughout the Empire, continuing Sigma"s ci'rJiliIing 'Il>Qrk., 
and Iecuring the land already c01l9ucred. 

It 'tlliI.! ine'lJitab/e that 'rIith so many of the Elector [ountl 
'rPishing to expand their lands that emperors 'rIith 'Olriean 
sympathies »>ere repeatedly elected. The mOlt dggrmive n>aI 
Sigismund the [o1l1ucror ofeHver/and, n>ho not only ordered 
It n>ar (m the 'jutoneI, but aiio led armiel across the grey 
and 13ldck., e'Jv!ountaim to found nen> provinces QUtIide the 
1\eik.,'BaSill fOr the fiNt time. 

H f1We1)er, thele prrJIJmces pwued to be diJfrcuit to tkfend, and 
n>ere constantly under attaclrJrom other tribes ofHumans, 
a1 n>ell as (jreensk.,ins, 13wtmen, and other, dAr~r, fotl. 
Thus, by 900 I[, ourglorious Empire had mortJy 'fUit itl 
expAnsionilt poJicitI, and insteddfocused upon defendmg n>hdt 
it had airea4J secured. 13y that time, the C01ltfUCring Empire 
included all of the 'tIIide~reaching terrirories that your Imperial 
e'Jv!tJjesty nmlI gutJrds, and also !fanned most of'tllhtJt 'tilt 
I1O't/I call Kis/eto, all ojParra'lJQ11, a large part ofthe 'Bordtr 
Princes. and, ofcourse, the '~stetand. 

ds the bordm JlIere s/<1'Rl1y consolidated, the Cult ofSigmtJr 1UtJdib secured mare infl~nce TPithin them. JI the centuriel paued, it htJd 
gtJthered tJ great detJI of IUpport from both the nobility and the peAsantry, and 'tIIas easilY eclipsing the once~a//~f<1'RlC1u/ cult of Vlric. hI 
990 I[ this 'tIIaS finAlly recognised in Imperial L4'tIi 'tllhen the cult ofSigmar 'tIIaS granted an electorAl 'Vate by Emperor LudD>ig the tFat, 
granting the grand Theogonist the same 'lJoting P<1'RlerI as an Electar [ount. The ather cultI h<1'Rlled at the injustice of this, and a// mtJnner 
oftJccustJtian! ofcorruphan and bribery )l>t're bandied about, mostly canceming the Emperor's fo.ve ofgredt fooJ and the massive baTllfuets the 
grand Theogonilt 'rial ~n to host. 'But the complaintl )l>t're for naught; the Emperor htJd spa!fen. 

Ten years later, the last stane ofthe massive rebuilding of the Htgh eremple ofSigmtJr 'tIIas ItJid. Exactly 1,000yetJrs after Holy Sigmar's 
'lJietOly at 1314ck.,'Fire Pm, the cult ofSigmdr had secured itselfdS the domindnt cult ofour glorious Empire, and apenv' demonstrated it 'tIIith 
the completion of the largest temple in ail the grand Provinces. 

H O'f9MJer, the other cults did not approve, and some openlY grumbled their dissatisfaction at the nen> developments. Jmongst these, the 
passionate and angry Vlricans had the loudest voice. 13ut, for the moment, their 'lJOiCel Urenl mOlt(y unhedrd. 

CONCERNING THE SOUTH 

Js aur glorious Empire expanded to the T/()rth and SigmtJr's cult grm in porper, the disparate southern tribel )l>t'Te all bound together by a 
warriar-n>mnan n<1'Rl called ~nniditJ. 'Displaying remark1ble ingenuity and strategic genius, she c01llluered all of modem~d4J Tilea and 
EsttJlia, but on the day she'rlas to be CT<1'Rlned 9ueen ifa territory even I"'ler thdn the Empire to the T/()rth, she '!Pas massindted. 

The resulting destabilisahon and civil 'tIIdr mar!fed the foundation point ofthe TiJean cit.Y~ltatel and the Eltdfian It.i,ngdoms. Jnd, much Ii~ 

Sigmar befOre her, e7'4JrmidiA's people, jii/ed n>ith anguish tJt the loS! ofthe much-/(f1)ed 9ueen, deifted her. 

H fmIt'Utr, un/iItf, the north, the srMthem foUtclaimed that e7'4Jrmidid hdd al'tllays been a god, and hdd chosen to 'tIIa/{as a moTta/ to better kam their 
n>ays.1VJ!. lang after this, rumours .rpredd througjJ the Empire that Sgmar hdd aaual/J been the son rf0lri£, and hdd al't/I4]s been a god as 'tIIt/L 
The Sprites triM to f(Utl/ this, as the.>' preached their Cjod TPas UlUtfue becAuse rfhis ascension, but it prrroed to be aprpular myth. 

The [uk ofe7'4Jnnidia gre't/l rapid/y in the louth. 'But, it 't/IOu/d be many centuries before it had "111 impact in the Empire. 

OF THE CIVIL WARS
 

I am sarry that I mUlt discuIS this dark.feriod ofour Empire"s history, but to fulfil my cammiISion to your Impenal &ajesty, and to emun 
that the milta~s of the past may never be repeated, I cannot shy from the truth. Jlthough it m4Y be hard to conceive h<1'Rl"000 yearr at 
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THE SPEAR OF BETRAYAL 

"Today, I was taken by Senor Albarano to the High 1emple of Mymlidia in Magritta. It is asight that I shall never forget. In 
particular, it has impossiblylarge, 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 received a tour of the wondrous place, and the myths associated with each carving, frieze and window were explained to 
me. One story stood out as particularly unexpected, so I will recount it here. 

Myrmidia once chose to walk the earth as apowerless mortal. At this point, she was, like her sister Shallya, apacifist. When 
still agirl, her parents died, so Myrmidia went to live with her aunt and uncle, who were farmers, and very poor. They 
hated the girl, and took any opportunity to spite her, forcing her to work from dawn to dusk. Eventually, when she came of 
age, they gifted her to alocal 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 aceremonial 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 aspear, a weapon that came 
to symbolise her future struggles." 

-THE JOURNALS OF LORD K.-\RL~RIKARDGOELLNER, 2ND GRAND MASTER Of THE KNIGHTS PANTHER, J~56 Ie 

Juccessful Empire couid co/lapse without allY stro~ extemtl threatJ, collapJe it did. 

70 begin, a Jtri~ ofdisaJterJ Jtruc~ many ofthe Empire'J ~n ma~1~. 'The cutts and grand Prrr.;inceJ long harlxJured many hatreds 
'tIld grudges, some reachi~ bac~ befire the time ofSigmar himJelf, and a millennium of~ politics had only compounded theJe difference!. 
Soon, the grand Provinces and the major cultJ laJhed out at each other ~hetwver the opportunit.>' arose. They meted out blame as Juited their 
causes. 'They dmll closer and c/oser to ~ar. 

In 'VeT)' little time, each of the Elector Counts had afactioll in this grun>ing 
turmoil, and the culu gifted or sold their support as the)' sa»> fit, often 
changi~ Jide! aJ the ebb andflow ofpolitic! changed. 

Jnd although it iJ true that the second miJJennium brought mllny 
aer.;ances, it was also ri'Ven ~ith cOrruptiOIl, decadence, and arrogance. 
E'Ventual(y, the differences became imconcilahle, and ci'Vil 'Alar hr()~ out. 

CONCERNING THE CRACKING EMPIRE 

'The JpjJer~web offractures that erac~d the Jheen ofImperial stre~th 

'AlaJ 4! old as the Eidtr gods, dating bactto the hatred of7eutf>g~n and 
Vnherogen, ofTaleutm and OJtagoth. ~ threadJ were spun as t'Vtry 
noble pamd a 1leW unjust law. as every cuit Jupported another CQITUpt 

official, as every soul s/~(y ~'Ve in to despair or excw. 'R,ather than 
serving a united Empire. the cults and nobles began to Jerve themsel'Ves, 
ai/ at the expeme ofthe people. 

k is general(y accepted that the problems began at the end ofthe first 
mii/mnium 1[; the 'Bretonni tribes were forged together into a nnl> 

ndtion by gi/ies Ie 'Bret01l, and the lfestermark,prrn;ince aerOl! the grey 
J'Jountaim 'Alas attac~d then <n.>errun. The 'Bretonniam then gathered 
forces to fOrge 1l0rth'Alards, but fortifICations along the grey :JJ.ountains 
were soon populated 'Alith so/diers from aero!! the grand Pr()'l}inces, and 
the 'Bretonnians' 'Aleat'v:ights 'Alere repulsed. 
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prrxmion ofincompetent, de,adent, and tkJroughly corrupt 
emperOr! significant!>' 'rPea~ned the position. Perhapl the wrst 
of thele 'll>as Emperor 130ril H ohenhach (/05J~ Tl15 10, 
often calJed w goldgather," or, leu politely, W the Incompetent. W 

He used his important position fOr nothing more than perronal 
gain, and let the Eleaor Counts aa as they pleased as long 4J 

they sent him frequent, expellSroe gifts. Imperialojfices 'll>tre 
i,lvented and sold 'll>hent'Ver his coffers got too lOll> ('ll>hich 
they reportedlY did agre4t de4l), and ludicrously grand titles 
n>ert appointed ro friendl and 10000vtr! tiS the 'll>him took..him. 
Perhaps U>Orse, rather than daing against iuch disreputable 
emperors, the cults mostly supported them, a! this provided 
greater freedoms, and, sometime!, political advantages. S<xm 
scandals including the clerg) 'rPere just as common as those of 
the nahles. Several Jitdrnfir chronicle! teil ofpriests 'll>hose 

"-The perfect crime. I say; for if \~ succeed, ~ cannot be caught, 
even ifall know ofour deeds. Only ifwe fail can ~ be punished. 

-But, how can this be? When ~ commit acrime. the law ofthe 
land always follows, especially ifthey know what ~ have done, 
and who ~ are. 

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

- Please, do not taunt me so, what is this crime ~ must plan? 

- You tell me." 

mistreues and harems 'll>ere paraded through the smets in shtlme, and mon~ 'll>mse crimmtll actroities 'll>tre unc01Jered by rivals. HO'll>e'Ver, 
one must be careful 'll>ith such reports, as mtlny 'll>ere recorded by politictll enemies, .1// designed to support their counter,positions. 

eAs the Empire STPayed in this croo~d wind, the horrors ofthe 'Black.. Plague suddenly STPept through the rzzeik..'Basin in 1111 Ie ll>iping out 
entire communitiel. 'The death, roil wa! appdlling, and lome province! may have UJJt as many ai nine in ten to diswe. 'Unfortunately, the 
J'fIM" wcuum that this created'll>aJ soon filled by 'll>ar. 'The 'Dra~ald 'Province, alreddy depopultlted from many unll>i!e attae~ into the 
Eiven,held Laurelom 'ForeJt, 'll>as ejJcaroely destroyed, and ''IMI I{)(Jn O1Jtrrun by rampaging qret1lJlr,fns and 13eastmen. In the aftermtlth 
ofdisease tlnd detlth, even 'lWa~r emperors 'lWre instaJled by Ieifish Eleaors, a//O'll>ing them to 'll>tlge internecine 'll>drr for ~,uninhtlbited 

territory. Indeed, iuch conflias 'll>ere 10 common that 'll>t nOll> cail this time the eAge ofmrs. 

'By 1]60 lC one grand 'Province could ttl~ '10 more, andfinally declared its independence. Significantly, it had the support of t'll>O ofthe 
largest cultl of the Empire: the Lalites and the Vlricans. 

CONCERNING THE EMPRESS OTTILlA 

When the gretnd 1)u~ ofStir/and, an obvious Sigmarite pa»>n and long'standing enemy o/7alabecland, 'll>tli appoi,lted Emperor by the 
Eleewrs, grand'Ducheu Ottilja of'Ta/abeciand had[maliy had e1Wugh, and after consulting the Cult of'Taal, began to ma~ preparations. 

In eJoJiddenheim, the Cult of Vlric had also had enough. 'The grand 'Du~1 oftheir city had long distrusted tilt influence that the cult 
had 0"DeI' the populace, and had been trying to force the Cult of 'Olric to reorganile itself. 'Fllrther, the Cult ofSigmllr effiarvely controlled 
the eleaion! ofnell> Emperorr, 'll>hich 'll>al intolerable to the Vlricam. When Ottilil1 approllched Jr- Vlric »>ith claims thdt she had proof 
thdt a// Sigmarites 'll>tre heretics, and thdt Sigmar 'll>iII no god 4ter a//, the High 'Priest happily accepted her ilrvitation to m01Je his cult to 
'lalabheim. 

Otti/ia JlJelcomed eAr~ Vlrie ro the Eye of the 'Forelt, and the Vlrican cult claimed all Sigmarites 'll>tre heretici after ~lJie'll>jng Ottili,is 
[al/aetOUI ~vidence. Ottilia then banned the cult in her lands. 

When 'lalabee/and then declared itselfindependmtfrom the Empire, and Ottiiia claimed the title ofEmpress 'll>itkJut election, being crrmmed 
by eAr'Vlric jUlt as Sigmar had been, the other grand 'Provinces 'll>ere stunned. 'They 'll>tre ~lJen more stunned'll>hen Ottilia m"rched I1n 
army from her unami/able bilItion of'Taiabheim and dertro)ed the numerically superior force the Stirlander Emperor had Ient north ro 9uell 
her rebe/Jion at the 'Battle ofthe 'Talabec rzziver. 

Her Itattment made, she »>ithdrtll> to impregnable 7alabheim, and 'll>ar raged a11 around her. 

Jithough successive emperorl tried, none could brea{the crater 'll>aJJs of the 7dalbaston, and 'Talabheim neverfe". 'The Onilian Emperors 
(as they ll>Ou/d come to be k..nOll>n) ll>Ouid rule 'lalabecldnd until eJoJagnus of 'N.l!Jn final!>' reunited them 'll>ith the Empire in 2J0 4 1[. 

CONCERNING THE COLLAPSE OF EMPIRE 

Chronicles from the Jge offlllr are [tIled 'll>ith bitter hatred and 'll>Oe, and it is evident that not even the greatest threatl to our gianoul 
Empire 'll>tre enough to flrce a resolution to the conflictl and hatredl. 
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THE SHADOW BLADE
 

"This myth is not known to the cults, for it comes from the Asur, whom Ihave had the fortune ofdiscussing these matters 
v.ith. 

When the Great Gates collapsed, and the mutating energies ofthe Aethyr were released, mourning verena was approached 
by T;w 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 sti1llived. After much persuasion, Verena eventually agreed to join the survivors at the 
Great Pyramid. 

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 ofTlanxla's Sword ofJudgement, a weapon of 
incredible power. So, without informing T;w, she travelled to the Southern Gate disguised as aservant ofthe Dark Gods. 
After hardships unnumbered, she eventually found it in the hands ofaDaemon God. 

Like many other artefacts of the Old Ones, the Sword ,vas beingused to further the schemes ofthe Dark Gods. The 
Daemon God in question was called Ulgu, who had been commanded by the Lord ofChange 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 Pyramid, to join the last stand against the Dark Gods. 

When she arrived, the forces ofChaos 'vere already making their attack. She swooped do,vn and joined the defence. Step~ 

by~step the defenders ,vere driven up the pyramid, until there ",~re only ahandful ofGods about the Diamond Throne at its 
top. Just as it seemed all was lost, agreat, white fire erupted from the Throne, and Asuryan the Phoenix, wearing abifurcated 
mask ofwhite and black, strode forth. With astrength borne offury, the resurrected King ofthe Gods drove back the confused 
forces ofChaos. 

To this day, Elven servants ofverena, ,-Alom they call Hoeth, all bear swords, much like their God. In tum, ,...~, the Wise 
Magisters ofthe GreyOrder, also favour the weapon, all in memory ofamyth that probably isn't even true." 

- MARKUS FISCHER, MAGISTER OF THE GREY ORDER 

Indeed, 19hen EstaiiA 1945 i:mMJed by Sultdn 'jajftr of .Araby in the fifteenth Cenlury 19ith.fums IO impressible that the ~ Old World seemed to 

be thre4tmed, the qnmd prrTlJlnaS did ~hi/,g to respand. Em6amISi/,glY, it TMS K.D~ !.EMiI 0/13retr.mnia 19ho put out a desperate c4l/ f(IT aU men 
0/ntJbk intent to rid the Old World of;,1V4Jers. The resul~ CrusAdeI against Jraby an ~ because neither the cults 11IJf the Ekavr CountI 
CftnlJ ruppornd it, but indroldU<fi nr&s and pious menfrom dOWS the droiJed Empire responded nonethekss• .After the (jus4iks, the veteran Ir(}igftts 
that returnedformed some ofthe gmateIt secu/.tr ~Uyftt/J orders the Empire has even ~ incJud~ the K.Pirftts Panther, l(pigjJts <fthe qoidm 
Lion and the KJUgjJts 'jaguar. This did not pkaIe the cults, fur their tempiars hadpreviouIlY been the rm/y.ftrmaJ orders of~igfits, but Jrabyan gold 
• the support ofthe Electur Courts, and the ortkrs JlleTt formaU)' recogtlised. Only the KJUg/Jts ofthe 'B/a~ Sun, a neTP order ofEmpire WS 
thdt had crmverted to MynnidiA dJ,~ the CruwJe, 'Alm not IeaJ4r. 'But as they rrorshipped aforeign deity, they ~ m tlwrt JrJekome. 

! 
The ~e ofl~rs came to an end 19hen .Ar~ Vlric returned to Middenkim in 15471[. The Virican cult hadpI/en out 19ith Ottiliis 
SUCCeI!ors, and so reluctantlY accepted celiJ,aCj for its priesthood (in order that mal dynasties to Middenheim's grand d"Jes COIIJd not be 
founded) in order to return to the cult's high temple. Within a month, Middenkim declared itself independentfrom Sigma,I Empire, 4nd 
.Ar~ 'Dlric cro'R>11ed qrand 1)u~ Heinrich .IS emperor. Tht fict th4t Heinrich h4dJUIt been Ipurned by the Sigmarite Cult, 'R1ith the qT4nd 
TheQ[.lJnist crcm>ning a diffiretlt emperor to the one voted (him), 19as claimed to be coincidental. 

~ there JrJere three EmperorI, 'R1ith each supporttd by a different cult: The Ottilian Emperor ~I Iupported by the 'LaliteI, the Wolf Emperor 
by the Vlricans, 4tll1 the Ekctorate Emperor by the Sigm4riteI. It is import4nt to note that the electilJns supported by the Sigmaritel 'll>ere so corrupt 
b)' this time that the] are 11/J'RI perceroed by most schol4rs to have beetl mere formalities for appwuing the Cjrand TheogoniIt's choice. 

This .Age ofThree Emperors 'R1aI one ofunending 'R1ar, pain, and disaster. 1VJfromancm 4nd daemonoiogiIt! 'll>ere rife in the 14nds. 
The qospodars, a then~un~QT9n tribe ofHU,,14ns, invaded across the Worlds Edge .,JIJount4ins, deflating the Vngols, OstJandm and 
Ostermar"trI, pushing back-the Empire's borders to forge If ne)l1 natio1l: K.itiev. (jreensl.i.ns Constlfnt!J attac~d from the mlJuntains and 
foreIt!, aM t'Ven managed to 19ipe out the qr4nd Prr.n;ince ofSo/latul in 17°71[. '}.(kse tribeimen repe4ted!J harried the coastlines, and 

p oTtal ~as 

or indeed, any Eleaor Count. 'J\&.coronation took"place, leaving the Empire 'R1ithout 4 voted emperor.

sac/'oed MarienJ,urg in 1850 Ie Cult persecutions became commonpl"ce, especiallY from the Cult ofS~mar• .And the findi stone ofMorr's 
laid ~hen i1l '979 Ie 19hen .,JIJ4gritt4 of:A1arienburg declared herselfEmpreII, but the Cult ofSigm4r refused to accept her, 
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vis if to sJmp Sigma,s displeasure at the moclr.!.ry his Empire had become, a fnlin;tai/ed comet slammed into the capitalojOstemm".Jn 
1999 IC flattening it. 

This ~as seen as the final sign that Sigma':s dream ~as (rver, and his Empire ~as at an end. Soon, all of the grand Pf()'l)inw m:re 
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OFTHE GREAT WAR AGAINST CHAOS 

ejficti'Ue/y independent, and 1Jlar amongst them, and the cults that 
supported them, became commonplace. 

With the (jrand PrO'lJincu crippled hy 1Jlar and acrimonious hatreds, 
darlifOrces rose to claim the /dnd that 1Jlas once Sigma,s. In the eMt, the 
prO'lJitu:e ofSylvania fill under the way of the Undead, and the terrible 

• IMrs ofthe limpire Counts nearly brought the ftuding grand PYO'Uinces to 
their {nee,. To the north, the 'Nkse made raid after raid into Wester/and, 
'l\{kd/and and Ostland. 'From the mountains, the constant threat of 
greenJ~1I1 nt'lJer died. vlnd, from the firests, 'Beastmen ,ac~d 'Ui//ages 
and ra~d field,. 

HorPe1}er, all these conflicts did nothing but masVhe true threat. 'Far 
to the north, tribes older than Sigma,s bro~n Empire noere gathering in 
numbers unimaginable. They ~re mustering benedth the banner ofone 
they belit'lJed had been cboien by the 'Dar{ gods themseJve,; an t'lJiJ by 
the name of e.dsa'Uar K.uJ. 

'The time of the great ffar vlgaimt Chaoi had arri'Ued; a 1Jlar 'll>e ~ 

~an> the Elder 1{aces had predicted, and dreaded, fir miJlennia. 

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

And Lagario exclaimed: But, general, they 
outnumber us by too much, we will be enveloped.l 
will not allow the slaughter ofmy people. 

And Blessed Myrmidia said: Fortunate for us that '\Ie 
outnumber their southern force. 

And Lagano goggled: They have asouthern force? 

And Blessed Mymlidiasmiled: Not yet, but we can 
resolve that." 

-THE 'BOOK OF WJR, 

'THE BATTLE FOR Fm.JR T EARS BRIDGE' 
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CONCERNING MAGNUS THE PIOUS 

Ifyour Imperial :A1.ajesty 'll>ill allO'll>, I belie'Ve this fol!O'll>ing extraetfrom 'jutte Sigma1'Z..()()n·s [hr(n/ide 0/ :A1.agnus explains the terror 0/ 
the time far better than I could replicate. It is particularly relevant as it also mentions the adionI 0/ lome 0/the cultI. Vnfortu1Iately, much 
li~ the Crusades before, the cUltI did not initial(y support the cause 'll>C nO'll> ~ to be comet. 

"'From the 1I{kthem 1Mstes they came. The Kurgan. The Hung. The './I.&:se. vlt their IideI rode the mutant and the heretic. 
eAt their heild rode 'Daemonic Servdnts 0/the 'Dart qodI. eAnd leading them all 'll>as eAsavdr Kul, Champion 0/ the ~UitiOUI 

PO'll>CrI, 'Damned, Indomitable. 

The horde 'Jl1aI unimaginablY mighty. (outltlm thouIandI poured soutlmards, and the priestI of'Dark. qodI urged them on, 
demanding blood and Idcrifiw fOr theirfell masters. 

When the gibbering horde rt4ched the KiIle"oJite city o/Praag, it miftly ravaged the Itronghold. S<Xm, all that remained )'!laI a 
foul and profane 'Jl1rec~ fishioned from the f)1listed ruins 0/hilte expreued. The shattered 'Jl1alls screamed with the trapped spirits of 
tormented defendm. 'Dreadful daemons Iwmted the insane Itreets, cawrting 'rPith unmtrainedglee. [haoI reiglJed unchec~d. 

NSlev desperate(y calledfor help, but the qratld ProvilKes ofthe olKe;Empirt 'll>Cre in dire straits themselves. 'For uncounted 
years, mutatiOtI had inundated their 14nds, and plague hadfoilorPed, slicing through commutlities lilet a pUI;coated blade. The 
OtKe;great cities echoed 11Iith tearrstdined motherI 'll>ai/ing for their dead and mutated children. The blastedfieldI ftJere littered 
'RIith shattered men, their bac~ brolten by fields umPi//ing to yield crops. 'Fd11une, disease, miIery, dlul hate 'RIere all that remained. 
'Dtspair ruled Sigmar's heirs. 

13ut then .(JIJagnus came. 

He first preached in ,,&n, and all 'Jl1ho heard him liItened. He spo~-~en as a sharpelJed blade, pmiondte as d 'll>ronged 
i,l1locent, outraged til afather )'!lhose child had been murdered-and the elOlfucnce 0/his 'JPOrds bro~ through e'Very despair. He 
touched something long lost. He gifted hope. 

13ut the harnd and mistrust ofa tmusandyears of )'!lar n>ere impoIlihle to ignore, and mal1J did net 'll>ant to hedr him, especially the 
embittered cults. HO'll>e'Ve1', 'RIhert they tiA11l11cd .(JIJagnus, their qods supported him. h,.(JIJiJJmheim, the Cult ofVlric ridiculed 
the prtacher; so ..Magnus 'll>al~d througft the Etenwl'R1me, proving the 1Mr gods!4'lXJUr. In J/tdoif, the {jrdnd TheogoniIt 
claimed he "ll>4S d heretic. 'But 'Jl1hen the %np"m ofSigmar tied him to a sta~ for burning, the flttmeI 1I>OU1d not catch, e'IJC1I 

THE DARK GODS 

"And then the Cataclysm came. 
King 1aal 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 w~re jealous ofKingTaaI, 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 Wolf. Noble Margileo. Just verena. Sotek the Snake. Manann ofthe 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 w~re pushed behind the Great Gates, and \vere 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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wAnd Isaid: 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 claim that, when mortal, Ranald ,vas a 

THE GREATEST TRICK
 

bandit; agentle soul who robbed from the rich and gave to the poor. This so enchanted Shallya that she fell in love, ensnared 
by the romance ofRanald's deeds. 

One night, when distributing supplies to victims ofthe Fly Lord, Ranald fell dreadfully ill, and ,vas approached by Morr. 
Shallya could not bear the loss ofher love, so she stole Ranald from her father'S 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 all, 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 ,vas convincing Humanity that he had ever 

been one ofthem. II 

- THE TEffJ.'M.EN:.T (JF PE'I<qUJl(:PJ, 
'ON RIGHTING WRONGS' 

.",hen jul/kd with oils. When Magnus amwd in TaiAbheim, the 'La/ites ordered him tr> kave. In mponse, the n>oIves of the 
Taalgrunhaar forest bled louder than thunder, and a Cjreat Stag marke' with 4 .",hite hammer appeared in Taals temple. When 
~agllUJ spo!ft. in ~arienburg, and the ~ananniles jeered at his foreign .",ar, the sea came alive, and it is said Tritrm himJe/f 
trPam between the isldnds. Wherever he 'Rltnt, ~agnuJ unjLtgging{y spo!ft. of .",4r, ofthe comi~ thredt, ofthe necmi£1 ofrelieving 
IGsJe.v before it was tao late. dnd the godJ reJponJed. 

J force larger thdn e-ven Sigm4rJ gathered and marched 110rth at e?vfagnu/I c011lm4nd. Plague surrounded them. .JI.1utation 
""as e-ve~here. 'But eMagnus 1l>as pure• .JI.1dgnus 1l>aJ Jtrong. dnd so 1l>as his 4nny. 

eAt the 13attle ofNtJe.v'S gateJ in 2J02 IC ~agnus met 1l>ith the ftr~greater [haos horde 0/Jsavar Ku/, and, ttgainst all 
odds, prevailed. H 

CONCERNING THE EMPIRE REBORN 

.JI.1agnuh f'JPulariv .",41 absolute, and quite impouible to relate in thiJ simpk manuscript. He had defeated .III immwurabb f<'R'trful foe 
and pmonally slain the greAt enemy, dSAvar 1(ul. ~ore, he had united the Empire unliJe allY Jave Sigmar himself. 

Some belie'lJed that e7vf4gnus mUlt have been Sigmar reborn, 4nd Sigmarite chronickJ ofthe time feature countleu accountl 0/miracles the 
great hero suppoiedly perftrmed, dll Jupporting thiJ claim. :JI.iAny more belit'lJed :JI.idgnus 1I7as certdin/)' Sigma,s [holen, 'Which cert4in{y 
leemJ to be the case. H(J'(It'lJer, no mdtter what individuals belie-ved, a/moJt all ddimed he must be crrmmed Emperor. 

'For the first time in almost a thmllandyean, the leadm ofall the great Provincel gathered in one pl4ce to elect an Emperor, and it was 
they chose :JIJagnus to lead them. 

1\IJ!! .Ill the noblel li~d it, but they had little choice. rrhey 1l>Ou/d have been lynched if they had refused eMagnus. He .",as 10000ed li~ no 
other-and thil 1I7as Jomething that Emperor .JI.1agllUl of1l&n uJed to great eJfict 1l>hen he implemented his ma1!Y reforml. 

In particul4r, t1l>O ofhis many decreeJ directly affected the cultJ. 

In memory ofthe Cult of Sigma'J unflagging support of the Electoral Emperors, .JI.1agnuJ granted the cult three wteJ em the ne'Il' Electoral 
[ouncil to appoint Emperors. In recognition of the Cult of'Dlric'l unilfUt position in the Empire'J history, he granted them one vote. It iJ 
commonly belit'lJed that the Cult ofTaal and 'RhY4 was offered an Electoral position by e7vf4gnuJ, but it refuled to accept it for unexplained 
reasons; hdwever, this truth ofthiJ iJ impossible to verify. rrhis split ofthe votes managed to ilfuriate mOlt 0/ the cults and the other Electors 
for different realOllS, but .JI.14gnuJ ignored the complaintJ, for he hddgreater plam in mind. 

d.",4re th4t the cults had Ht11 a primdry reaton for the original brea~tJr/7n 

import4nt cultJ in his Empire had to attend by Imperial decree. The grand [onclave (1I7hich is .",hat .JI.1agnul cd/kd the council) 1l>OU/d ta~ 

place e-very [t'lJe yedrJ .It the Imperial capit41, and 1l>OU/d be chaired by the Emperor himJtIf, 1I7ho 1l>OU/d ensure th4t an)' probkmJ aired there 

ofthe prt'lJiouJ Empire, e?vfagnus fonned a councd that d// the 
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n>ere dedit with. Hir choice ofcultr for inclurion WM cOllb1rJmidl. 'Beyond the fi'1Je ob'Uiour cultr of the Elder gods, dnd those of the widefy 
worshipped S~mdr, Shalfya, and Hrena, he dlso ddmitred 7?"aTlald and eJl.{ynnidid. The last was ostensibfy included because the Knights of 

how thoroughl.>' VWdgnus hdd rebuilt our glorious Empire. He hdd cdrefulfy rebdlanced the q,and PrO'Uinces, re~eltdblishing twelw Elector 
Countl al Sigmar had done long before him. He had created the Co/leges ofVWagic '¥l7ith the help of the High EI'1Jes, pf(rl)iding for the 
future deftna of the Empire with might.>' magic. He had dragged the cults together andforced them to gdther before him t'Uery [roe years to 

dir their differences, lomething they nQ'R7 happily accepted. He had t'Uen 
utdb/ished tight diplomdtic reldtions with ail the iurrounding nations, 
t'Uen though they n>ere hiltorical enemiel. 

JlI ofthis he didfor one reason: to his dying day it is recorded that 
VWttgnus often claimed (}4I)S had not been deft4ted, Just dri'Uen bac~ 

He belie<ved that the 'Dar{ gods 'rPOulJ return, and that the Empire 
mUlt build ddms offaith, stone, aluJ fteel to deftnd ag4inst the retuming 
tide. 

ufs ll7e all now ~IOW, VWagnus's ftars 'rPOu/d pf(rl)e to be accumte. 

CONCERNING THE COMING STORM 

Over two hundred)'t4rs ofreilltme pellce [o11Q'R7ed the great Hltr. 
Our glorious Empire eluJured 4ttac~ from 13eastmC1l of the forest, 
from marauding qreensi.i.ns, andfrom greedy neighheun; it t'Uen 
lurvroed st'Ueral attempts to pull it 4pdrt-including briefhoutl ofcroil 
war-and pre'Uailed through the lOJ! of the Hftlteland, which bought its 
independence with its deep coffin; but it stoodfirm and Jt1-ong. 

H O'fPt'Uer, slowfy, the old hostilities between the cultl began to resurface, 
and the Imets bec4me more dangerous. 1Je4stmen 4g4in rose from the 
forutl, and the 'Dra{'¥l7dld, in pdrticular, became incredibly dangerous. 
'Further, the cult! of the [hdOi gods becdme more blatdnt, with witch 
bUn/ingl Ipredding to all corners of the Empire as prophets h' the score 
lined the Itruts proc/diming the end W4S nigh. ufnd, perh4ps 'rPOrJt of 
all, mutation begun to Ipre4rJ dgaill. 

ufs your Imperi4/ Highness 'Riill{now, 'Rihen he was vOled by his illustrious peers to lead our glorioNs Empire, it 'Rias already cledr that 
fumething was wrong. 'There was an impending sense ofdoom in all hedrts, and none seemed cdpdble of shifting it. 7?"el.1tionJ llItrt 'llIQrsening 
betn>een Vlricans a,uJ Sigmarites, and dlso bet'llleetl 7dalites and Sigmarites. Jnd 41though much ~as done to 9uell this religious unrest, the 
engrainerJ hoIti/itiel llItre too old, and riotI soon spar~d dcroSS the Empire, threatening to light the finder ofW4r. 

It is fortunate for us all that your lmperidl eJvfttjesty has prO'Uen to be not only a remdr~ble "{Par/eader and t4/ented diplomat, but all 
important patron ofthe 4rtS, and 4n undaunted foe of411 thdt is impure and profane. E'1Jen though thcIe lastyem hd'UC been plagued by the 
slow encroachment of[haas, YOHr Imperial VWttjesty has tirelessly wor~d to fight bactthis t'Uil, and has worlt.!.d c!osefy '¥l7ith all the cults to 
guarantee this worthy fight is not in ~vain. 
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the 131az..ing Sun n>ere the first /czIightv' order to respond to his call to anns; but, it is widefy 
belit"ved thdt the real truth they n>ere included is because of the cult's pervasme influence in 
7/lea .uuJ Estalia, which VWagnus '¥l7iihed to heth recognire and monitor. 

OFTHE COMING OF KARL FRANZ 

VWagnus ruled fOr 65 long ytarr. The lengthy, Itable reign lucceufulfy eTaIed many of 
the memories ofthe prt'Uious turmoil. 'l\& one of the Elector! that gdthered to 'Vote for 
VWdgnus·s repldcement bore enough years to recall the pre'Uioul tunnoi/s. JlI they had 
/czIunm WdS VWdgnus dnd Empire. 'They solenmly agreed to title their lost Emperor"the 
Pious" in recognition of the miracles he hlld instigllted. 

13ut, ifyour Imperidl VWdjelty will permit me to be so held, I belit'Ue the redl mirdcle WIIS 

~I am Sigmar.l am Golden. I am God. 

Harken for my name, for it will echo 
redoubled dlrough the ages. It will 
strike down my enemies wherever 
they may hide. It will be heard when 
the need is greatest:· 

-'DETJS SIq.MJR, 

.--------------- ­
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In 2522 1[, 1umt ofus could be/ir.;e the ftu/ sl.1ves to tk 'Dar{ 
qods ltIQu/J return just as e7vfagnuf had prophesised, and in numberI 
unimaginable. 'But return the)' did, and this time they 'RItre unconcerned 
'ttIith I(is/ev. This time, eArcha01l the Everchosen, the ner; leadtr ofthe 
Chaos H ordef, headed Str4ight for our glorious Empire. 

CONCERNING THE STORM OF CHAOS 

We are blessed indeed to have hadJour Imperial :Jvfajesty lead us 
through the 'ttIar that has no»> been dubbed "The Storm ofOaos." 
Without such /eddership, and such diplomatic brilliance, there is no doubt 
that our glorious Empire ltIQU/d have [allen to the 'R.uimus PO»>trs. Of 
particular brilliance 'Jl7as the Conclave of Light, agreat councilJour 

LIFE AFTER DEATH 

"All lies. ALL LIES! There is no Afterlife. Morr 
ferries you to the gaping maws ofhungry, uncaring 
Gods. We are naught but food for their insatiable 
hungers! Deny him! Deny them all! ALL IS CHAOS!·' 

-FOUND ANONYMOUSLY SCRAWLED ACROSS THE 

WALLS OFTHE T ALABHEIM TEMPLE OF MORR IN 2p2 

Imperia/ HJghnef f called ro decide the future ofall our people, for it dre'1ll the cults together 'Jl7ith the great tedders of the Old World; and)ou 
guided them to ltJOr{together, and eventualb, the council formed a mutud/b agreed strategJ to repel the incoming b/asphemief. 

The resulting 'ttIar'ttldS devaswing. eMost ofKjslev, Ostland, H ochland, :Nkdland dnd e7vfiddenldnd '1lItre ravaged by the merciless 
marduders descending from the north, 'ttIhile Ostermar!tdnd Stirland 'RItre assaulted b) another horde from across the WorMs Edgt 
eMountdins. Cjreenll>.j,ns alto gwped the opportunity to attdC~ and ploughed through eAverJand, Stirland, Oltermar~ and %Iakcland. 
J,td, as if this 'ttIar not enough, all the 'ttIar and bloo/Med stirnd ,mother ancient evil, and tht Mmpire Counts ofold Syl'V4llid rose a~in, 

'ttIresting total control oftheir curIed land before a/so marching to war. 

ds your Imperial e7vfajesty ~s jirst-hdnd, it 'ttIas the Siege ofeMiddenheim that s.m the end ofthe Storm of(}aos. T'he great Gty of 
the White Wolf held out against JrchAfJ1l and his seemingb limitleu armies, reinforced, ar it lW, by your tactical genius. Exa/ted Mlten, 
Ahero of the Empire rumoured to be SigmAr rehom, also gave his life in single combAt against Jrchd01l tf) gUArantee the 'lJictory. It lMS a 
SAcrifice thAt 'll>OUnded the Empire to the core, but it la>Qn the day. 

Our glorious Empire, though rA'Vdged, had survived. 

OFTHE PRESENT 

Today, the cults ofour g/Qrioul Empire influence almost all matters. Temples to ali the major qods, and many minor, can be found in every 
to'Jl7n and city, and shrinu ofali shapes and si'4s are scattered evelJ'A'here else. 

Jlthough the major cult rchilms are in the past, the memory oftkm ;1 persistent, and some cultists, including man) Sigmarites and the 
'O/ricans, still bear a deep, abiding suspicion ofeach other. HO'll>e'Ver, full;scale and lasti~ croil 'ttIar has not afflicted our Empire for over 
rn>o Ct1ltUries, and as long as 'll>e have our history boo~ to leArn from past mistake, 'll>e can, Sigmar'ttlilling, ensure that 'lPe a~,;oid such 
.mlu/11m happenillg again. 

eAnd even though Sigmdr Heldenhdmmer's Empire md) hdve been hdlfdestroyed by the insane tribesmen of the 'Dar{ qods, 'll>e have the 
enlightened leadership ofJour Imperial Highness to set us through these dar{times. eAverland, e:i\100tlaltd, 7?.eiJl.and a,td Wissenland m4) k 
the onl) qrAnd Provinces mostly unscathed, but that only means they are freer to aid the rebuilding that 'Jl7ill ensure the n4me K.arl 'Franz.. is 
as celebrdted as e:i\1agnus, and echoes do»>n through tht ages ofour descendants. 

eAs is right in these difficuh times, people 'f/1i/f also tum to their priestr; so, no»> more thdn ever, it is important that the cuits preach the 
coma mtJIage. 'tes, some mAy have ancient enmities dating to the 'Time ofthe 'Iribes; yes, some ma) fiel justified in hating each other; but 
the) are ail meTJ of the Empire, the) are all your Imperial e7vfajestfs subjects, they are d/l servants of the qods. 'Be they Vlrican, TaAlite, 
Sigmarite, or anything else, the)' 'f/1ili spend their last to den) the 'R.uinous PO»>trs, and this is lomething the) ail share. 

Thus it is to theu brave fo/~ these cuitists ofthe qods, that'Rlt, the common people of the Empire, 'ttIill al'ttlays tum, for they never lose 
hope, they never despair. 

They are our salvation. 
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The citizens of the Empire are a deeply teligious and 

superstitious people. 11wre are a great many spirits ,wd 

otherworldlv creatures, bur the great~t of these are the (,ods. There 

are variation acros the Empire, ane! mOt\: beyond its borders, but 

ten ;ods Ilre recognised as being the most poweritd deities that 
demand offerings and sacrifice. It is tbe worship of these powers 
that binds the folk of the Empire rogether. 

The most populat God. h, ve E'x((:nsive cult ofloyaJ worshippers 

that do tbE' works of their diYine patron, give them honour. and 

placate these elemental beings. The cults ar imponam becau e 
lhey' persuade the God to tay th it hands. Life is anything but 
easy ill the Empire, and like e:·<istence, the Gods Can be crueL 
vengefuL and even uncaring of mankind. It falls to the cults to 

help Humanit)' Harter and persuade the Gods For their hlp. 
Although there are always tel15ions and disagreements between 

cults, it must be remembered that rbe Empire i a sociery where 

everyone worships all the Gods 10 some degre or anolher. A 
priest of a given cuh may be eX'tre ,ell' tied (0 the service of rJlcir 
group, but stW recognises the power. majesty. ·.md importance of 
dle other Gods. 

While each cult opecates independently from the others, and has 

itS own goals. a.gendas. and methods. tbere is a great deal of unjt~· 

berween ClUtS. A priest that understands this may politely and 

gently guide a wayward worshipper CO the prie.st of another cult if 

the advice sought hils outside the reaL" of the priest's experience or 

sphere ofin.fluence. In theoty. all priests must follow the festivals. 
rite. and practises of the other culr.s, and it's considered bad form 

to criticise tl,e. rites of other cults. although it~s done on a daily 

basis. True schisms and conflict between cults are rare, but not 

llnheard 0 . Indeed. some of the worst internal strife in the Empire 

occllrred benveen the believers of one culr and another. 

Alrhough [he main Gods arc: worshipped throughout the Empire, 

every province and town bas their preferred, patron deiry that 

receives more adoration than the reSt. Taal and Rhp are beloved in 

the province ofT: labecland, particularly the ciry-state ofTalabheim. 
TIle great city of Middenhei m is the hoI)' site for worsh ippn. of 
Ulric. As (he father of th~ Empire. SigmaI' i particularly popular in 
he capital or Altdor!: Other deitjes, such as Ranald, Shallya, and 

Mort, lack celHral points of power, and thcir inBuence is scattered 

dltoughout the viUages and towns of the Empire. The God of the 

Sea, lvIanann. is most popular along rhe coastline, but his priest can 
be found alon o every major river and body of water a well. 

THE GRAND CoNCLAVE 

As described Ln Chapter I: A Brief History of the Cults of the 

Empire, thc \'aJiolJs cults have been anything but peaceful. and 

whcn tbey do agree. it is a tenuous alliance t.hat almost always 

dissolves into heated debate., bickering, alld outrage. Indeed, much 

of the Empire's hisrot), is frallght with the infighting and the 

m3.chinalioll.\ of the variou cultS, each jockeying for power and 
inHuence. even at rhe expense of rheir bcloved Empire. Howevet. at 
the:: close of the Great War Against Chaos, Magnus the Pious called 

3. great convocation. summolling the high priests of aU recognised 

cults. and decreeing that they would meet once every five years 

in !'uln to work out issues benveen rhem. Because rhis meeting 

would occur under the watchful eyes of the Emperor himself it wa 

believed that cool heads would prevail, lest his wrath come down. 
So was the Grand Conclave formd. 

ince its inception, tbe Grand Conclave ha~ changed seats, 

following in the steps of the Emperor as the capital moved over the 

inrcrven.ing years. From Nuln, the Conclave has had a time in 1110St 

of the Empire's greatest cities, but for n(lw. it Is Ii rmly entrenched 
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in Altdorf. E~ch Conclave is <1 momem of great celebration. revelry, 
and excitement, OldWorlders from all around the capital come to 

the dt)' to see the spectacle;; of the high priestS arld their fantastic 
c;;l\(ourages marching through the sneets of Sigmar s beloved city. 
\Xicnding their way down the labyrinthine;; corridors of this grand 
ci ry are representatives of Mana nn,. Mort, Myrm id ia. Shallya. and 
Taal and Rhya. while those of SigmaJ hold passion plays on the 
steps of the Gteat Carhedral. In recem ye;lTs. clilti ts of Handrich 
have ~II1tsd;' lobbied for formal recognition by the ConcLlVe 
d10ugh their brib . and impassioned speeches have made little 
progress. De pite their failures, mOM people of the Empire believe 
it i bur a maner of time before the Conclave gives war (Q public 
demand. 

Although the Grand Conclave i a meeting of religious orders, 
once the various elements arrive.. and the pomp and ceremony h;t 

passed. the to" nr acquires a sombre. formal air. For a week, tbe 
rand Conclave meets. On the first day ead) high priest makes a 

big show of thankilJg {heir re, pective Gods and pleading for divine 
blessings on the Empire. 111is continues until the Grand lhcogoniSt 
grams the fi na.l hlessing. It is :;It this point thar tbe Emperor 
addresses the gathered audience, asking for respect. understanding. 
and fellowship during the proceedings. TIle working of magic, 
regaxd.les" of if" source or intent, is ,micdy forbidden while the 
Grand Conclave is in session. 

During this time, there is much feasting, politicking. d1e arriva.l 
and departure of pilgrims, reports of miracles, bestowa.l of tirles and 
promotions, and more. This i , period of mucn intrigue. of whisper.­
in shadowed akov ,of trysts and affairs, and a grear deal more, 
During this rim • the cults air their grievanc(\, voice. their concerns, 
,md debate amongst themselves and against each other. -these talks, 
rhough tbe~m:tically civil, often erupt into heated exchanges full of 
yelling and threats-though the presence of the Emperor and his ever­
presem guard keeps it from ever resulting in bloodshed. Interestingly, 
theological debares arc not allowed at tbe Grand Conclave, only 
pressing matters affecting the day-to-day affiUrs of the cults and their 
impact on tl1e Empire as a ·whole. Still, itS unavoidable for the high 
priests to a"oid slipping in such language. although the Emper<Jr has 
fin••l say in keeping the dehlle steered tOwards ecumenical maners. 

Common topic" debated at the Grand Conclave include the 
rightS of priests as tbey apply to Empire law, taxation of religious 
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pmperry and institutions, ownership disputes between cult, 
and dealing~ between rhe cults and the secular powers. Also, the 
representative of a cult formally proclaims any edicts of their 
given group tbat are then included in the Imperial Registry-the 
announcement of new holiday.• indu [ion of Ilew Venerated SouJs, 
and the passing ofeSteemed members. 

Needless to say, a uemelldotl amount of b'lck-room brokering, 
intrigue. and skulduggery occur during the Grand Conclave. Each 
high priest typically brings al(JOg a large entourage of cultists to 
handle mher maners and mher interested partie come ro AlrdOl'f 
in order to sway opinion tOwards their own special inrere,sts. 

--
Seat of Power: Marienburg 
Head of the Cult: Matriarch Camille Dauphina 
Primary Orders: Otder of rJ1e Albatross 
Major Festivals: Spring Eq\dnox, Fall Equinox 
Holy Books: OfSea {lilt! Man, Ttdes (!f tbe Albatross, Liber /v!al1f11117 
Holy Symbols: \Vaves alld wave panerns, albatrosses. five-tim:d 

crown 

T he Cult of Manann is most aerive along the western border of 
the Empire, where tbe waters of the Sea of Claws Jap against 

the rocky shores or mingle with the powerful rivers that drain 
the realm. Ivlanann's cult focuses on practical matters relating to 

the . ea and its members a.re ought aetCJ as navigators, pilots, and 

able-bodied ,ailors, for having a prie.>t of Manann on your vessel is 

considered very good luck. 

Like the ocean, Manann i a fickle and touchy dei[)'. who can 
turn on the faithful and non-believers alike with Iinle ro no 
warning, Because the Empire is so def endenr Oil it navy and vital 
waterways, the cult enjoys enduring respeer and rolerance. and 
man' believe without it and the intercessic,ll1 by its priests on rhe 
behalf of the common people of the Empire, the waters of the 
world would swallow up the land to fill Manann's appetite. [ o-one 
loves Manann-they fear hi wrath, and his worship is given to 

placate hi volatile nature. However, his priests admire Manann's 
sll'engrh, [el'Oeit)', and independence. 
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Although by no means an affectionate, benevolent 
or merciful God, i'vlallann nevertheless inspites 

fervent Jt'votion in his followers. He can best 

be descrihed as hoth angry and capricious, 
appeased by worshippers rather than praised or 
adorod. Ihis is rdiected in the behaviOllr of the 
failhful. who po. .less the duel responsibilities of 
receiving appeasement all behalf of others, and of 
doing the appt'asing themselves. 

Anyone who steps foot upon a boat, even a 

modest ferry. offers up a prayer to Manauo-those 
who forget bring serious doom upon their heads. 111e 
priests of Manann play up this rite, making rhem indispensable 
in the minds of the people. 'nley commonly offer words of grim 
ponenr as it involves the sea. terrifying non-priests who make 

jjManann is our blessing, our parron, rhe one rhac brings food ro 
our rable. He's also the one thar drags our sons ro rhe bottom of 
his warery home, the bringer of SlOrms, and rhe crushing waves. 
He is the Sea and he is eternal!' 

-INGRID HO£l.STAFF, 
WIFE OF CAPTAIN HOWiTAFF OF THE REDoUBT 

H Manann would rather be cursed at wirh rhe mOst horrible of 
words racher rhan nor be spoken of ar all!' 

-{31)NTER SHEIDHAAL, STEVEDORE OF MAR.1ENBURG 

,jHe is greedy. Rapacious, even.! Throwing sacrifices ro him is 
like tossing gold and offerings into a bortomless pit, There is a 
reason that rhe sea is so vasr-it is rhe belly of Manann, the e"<Jer­
hungry!' 

-INGRID ScHuMER, PRIEsTESS OF SHALLYA 

uI've said all my prayers, offered sacrifias and paUl my rithes. 
My ship is in Manann's hands now!' 

-WALTER VA..r.~ HOIl<, MARImBURGER CAPTAIN 

uIn me experience, rhe Lord 0' rha Tydes is as fickle as an 
Averheim marron. ¥a haff ra COUrt him, give him gifts, and 
speak sweerly. Bur one misstep andyer infer a world of hurr. 
Yar!" 

-BUCK AMOS, PlRATE 

"¥ou know rhe old supersririon abour nor looking back ar porr? 
Well rhe same goes for Marienburg-so long as we srare our to 
sea and don'r look back, Manann will prorea us!' 

-{3UNTHER VAN DEll. LUIP, MARIENBURGER FISHERMA..lo/ 

"Ir's nor thar Manann is evil. He is nor of course, despire whar 
the yokels might claim. No, Manann isfickle, capricious, and 
temperamental-much like rhe wearher, in faa!' 

-FATHER ROUBET HEINSTIRN, PR1E.~T OF VERF.c~A 

geoerolJS donations to the cult to stay j\1analln's anger. 111e 
priests of the other cults somerimes mliltcr about the rising 

power and influence of the Ctlh of YJanann, as ir 
slowly intertwines with commerce and political 

power-a faC{ the Cult of Handrich mentions 
whenever and whereyer it can. 

111e shores of the Empire ,lIt' lined with 
shrines, a1nu~ .. and remple.\, guaraJlteeiJ1g that ,1 

worshipper i' nor toO far ti'om one of lvLlllan n's 
holy sites. These shrines are alwJ)''S altended to 
by a pr.iest or initiate. who offer insight into the 
weather ,lod pertorm rite, ro see jf a ventllre OJ] 

the sea is risky or nor. 

Most priests. however. spend their time on boats and 
.Imps. -Oleir services are in great demand and owners of these 

-vessds pay handsomely to have a prie.st on board 10 ensure a safe. 
speedy voyage. Pries IS rarely rie themselves ro a single vessel­
members of other cults decry rhis as a way for rheir cu.lr to keep their 
numbers in short supply, thus increasing demand and dle price to 

"hire" prit'sts. 111is claim.i. vehemently denied hy the cult, of course, 
which .Iimply makes the argument that Manann's blessing milnor be 
concentrated on just a handflil of ships and captains. 

1l1C Cult of Manann plays a vital role in rh shipping and trade of 
the Old World, and many rulers who have held ambition across 
the seas have found their ambition cunailed because they did not 
pay the proper respects to the cult. Enemies of the cult would 

say the ult abuses its position as custodian of the seas, holding 
access to rhe sea to ransom and putting a stranglehold on trade, 
bur everybody pays rhe rithes asked-to not do so wou.!J to invite 
Marral1.11·s wrarh. 

The cult is an exceptionally powerful force in Marienburg, where 
the matriarch ami the nigh temple wield a great amount of political 

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. Nol1t:theles , in places rhe cult does command 
a great deal of respect and power-up the Reik. especially between 
A[tdorf and the sea. where rhe people are hea\·j]y dependant on 
the trade t.he river brings. and along the storm lashed nortbern 
coast where the locals risk their lives on the Sea of Claws for their 
livel ihood. 

For ,111 of ~lanann's capriciolls violence and t~mpestuous nature, 
when convinced to intercede all the behalf of mort'lls, the effects 
are pectacular. Tn recent daY'" during the last Chaos lncllrsion. 
rhe torces of the Ruinous Powers swept through OstJa.nd, razing 
coastal temples Jnd slaughtering worshipper. and priest alike. 
Yet amidsr this disaster" miracle W,IS said to have bappened-rbe 
(empie of Man,mn at Salkalren was miraculou~l)' spared the \vrJtb 

of the bloodthirsty 11Ordes. for Manann sent a tremendous ~t<)[m to 

cover the ciry. and force the approaching armies to change course 
and move inland. -file astOunding inrerc sian filled the temple of 
SaJkahen with the faithful, ne\vl)' converted worsbippers mixing 
with refugee clergymen. 

111e cult has no t1'ong allies among t the other God-cults, but nor 
does it have any enemies except for Clllts of Stromfels, {() whom the 
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-ul[ ex[ends no mercy. So loug as priem of other [.liths pay proper 
respect to the sea-and [he appropriate tithes to the temple. of 
course-Manann has nO quarrel with them. 

BELIEFS 
lhe Cult of Manann believes that to Set foot in his domai 11 

is to place oneself at his mercy. His priest know A1ananll to 

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

Manann's followers believe anyone of a thousand things and more 

could anger' their God, and as a result ,He highly superstitious, 

their worship reduced to. near-constant. rream of seemingly 
irr'dcvanr rituals, observations, and acts of attrition. This i doubly 
so when at sea. when worshippers are directly at the metcy of 
I'vIanann-otherwlse rational follower wiJlingly submit to painful 
aCLI of penance or bay for the blood of those who have commiued 
the slightest of sins. Common acts of amidon include flagellation 

witb a cat o' nine tails. suspension from tbe Illast or the bow of the 

ship, a ducking into the sea or. tor the worst offences. keelhauling 
(see sidebar). 

As wen as laking great care not to angel' the Sea God, followers 
also offer prayers and sacrifices to him [0 gain his favoul'. 111e most 
common way this is done is iu the telling of [be Illany mythic 
exploits of Manann, for such flattering tales are said to pIe-ase him 
and appeal to his ego. 'There are countless sud) tales in existence, 

many ofwhich are compiled in the eleven holy volumes knowJl as 
the 7ide5 ofthe AlblltrOJJ. 

INITIATION 
Those interested in becoming a priest of hnana almost always 
begin as a sailor. fisherman, or other vocation closely tied to water 

in some way. In rare case_5, a "landlubber" may feel the distant. but 
overpowering, call of MananD. and travel far to serve htm. 1ho~e 

interested in becoming a Priest muse seek Ollt one willing to act JS 

a mentor, and typically strier tas.kmaster. In addition to learning 
the wisdom, edicts. and win of Manann, [he initiate IllLlSt also 
prove his skills as a saUor, stevedore. pilot, or other vocation tied 
closely with the sea Ot river. In most cases. the acolyte "studi "for 

JDanyyears under the watchful eye of tbeir metHOt, performing 
"arious odd-jobs "-!ld tasks that seem [0 have nothing to do with 
the lore of Maoann, and come to believe they are Iitde more thaD 
an indemured servant. However, it's the usual case that when 
confronted with this siwarion. rhe menror demands the inir.iate use 
these skills in the face ot adversity, rhus proving the value of what 
the)' have learned. 

AI; the fin,~1 act [0 prove one is ready to become a priest, the mentor 

tie the acol:"te to the masr of a hip or to the edge of a pier prior ro 
th coming of a massive storm. 1he would-be priest, lashed so he 
can do little more than move his he'ld, must endure the full wrath 
of the storm, followed by another fuJI day in the sun (or dliU wind) 
of its aftermath. During the storm itself, initiate~ often wear copper 
crowns in imitation ofi'vianann's own. Should the God deem these 

individuals umlmrrhy of wearing tbe crown. and therefore unfit 
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STRICTURES
 
Manann is a nororiou I)' fickle God. and an action which may 
have placated him yesterday might anger him raday. Below are 
Some commonly- held stricture, although every priest .is likely 
to follow a subtly different ,ekerion of them af any given time. 

/\. priest closely follows 1d 10 of the str! lur belo\\', which 
should be agreed upon between the player and GM upon 
emering the c.ult. J\n especiaUy cruel GM might generarc thes 
Stricture in s cret, and rule thar a PC not following them. or 
following another stricture, attracts the wrarh ()f Manann. 

Whenever I'd ! are subject to the \"?rath of the Gods (see 

WFRP, page 144), It ls a sign they have displeased Manann. 

In addition r the result on the Wrath of the Gods rabie, they 
must change ld 10 of [heir trictures. If this results in more 
s[riccures than they had originally. then they gain more to 
compensate. "Il)ey Gominue [0 be affected by the Wrath of the 
Gods until they have done so. alongside :lny Other penance 

reqUired. 

Obey your captain. 

[t is forb'dden ro kill an albatross. 

Do not whistle aboard a ship or within a remple. 

\Vhistle endy when sailing on a ship, fur it ensures a 
good he dwind. 

Do not embark 00 a vDy,~ge on [fle thirreemh day. 

• Nails and hair must not be cut at sea-they are an 
offering unworthy ofManann. 

Do n"Ot look back to porr once you have departed. 

Do not throw stones at a ship or into tf).e sea. 

• Do l10t say the word "drowned" whilst at sea. 

Should yOll fall overboard, give Manann gold and he will 
pare you. 

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

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

A cat onboard a ship bril1g good luck. 

/\ car onboard a ship brings bad luck. 

A woman onboard brings bad luck. 

A naked woman aboard a hip calms the sea (hence why 
so many ship.s have figureheads in the for.m of oa.ked 
women). 

• A silver coin placed under rhe mast ensureS good luck. 

A ilver coin thrown into the sea brings dearnJ 

• A gold coio tbrown into the sea pleases Manann. 

A goat hung from tbe mast of a ship ensures a safe 

voyage. 

A beastman hung from the tn,lSt ofa ship ensures a safe 
voyage. 

Do not tolerate the worship of rhe Shark God (this is the 
exceptio to the above rules-this stricture is followed b\' 
aU worshippers of 1anann). . 
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their own devices. 111e leader of (he cult is known as the mattiarch 

for his service, he will strike them down in a bright Hash of anger. or patriarch-rhe current matriarch is Cam ilk Dauphina_ -n1e 

1110 e wbo ,u[\-'il'e know this rite as going before the mast. coming matriarch i the sole high priestess oflvlanaJlll, aDd all other priests 

to understand the full wrath. c~priciousness, cruelty, and majesty in the cult owe her direct featty. The eat of (he. cult is in Marienburg. 

that is Ivlananll. The absence of ~uch a storm does not pUt off the and all other temples an: subservient to the high temple tbere. paying 

priests, Instead, they suap the candidate to the front of the ship to it an annual portion of their tithes, and sending a small peru'mage of 

serve as a figmehead. Even (hough hardened by rhe harsh training initiates there to receive greater training. 

regimen. many acolytes perish in this final test, and many more. 
The matriarch leads the high temple directly, along with the Order 

r1wugh they sl!tvi,'e, abandon their course. turning their bac' on of the A.lbatross and several of the le .IeI' orders. bllt leave,1 the 
(he sea and its fickle God forever. 

administration of all other temples to rhe consensus of the local 
priests. JJ1 tlines of internal or external crisis, rhe matriarch mal' 

CULTISTS take a .firmer hand ill (he leader,lhip of her cult. but this is very 

rare and most of the time tbe rest of the cult is left to run its own 
Manann is not an affectionate, benevolent Or (""en merciful God, affairs. coUecriug tithes, (raining iniriates. and interpreting stricture 
He demands sacrifice, and in exchange. he stays his hand and themselves. Only when a disagreement canDot be resolved locally is 
reigns in the tempestuous. as. Hi violene nature is reflected in (he mauiarch called upon to adjudicate marrers. 
hi.1 cultists, who must constantly ab'lse themselves ro appease their 

The cult i very wealtby as a result of tit.hes and dues off red toangr!' God and keep his legendary temper at bay. Manann's priesrs 
rhem by sailors and merchants. bur this wealth is very unevenly act a. intermediaries. appealing for calm waters, strong trade wind. 
distributed. A percenta~e of aJi tithes otfered to the cult is givenand bountiful Se"a On behalf of worshippers. 
La the high temple, bUl lirtle of rhe wealth accrued bv the C\l1t in 

CuJtiStS of Manann are typically grizzled ex-sailors, marines. and lVbrienburg trickles down to the res[ of the cult. creating a great 
the occasional reformed pirate-tho e that have not had some dose disparity. 
tie to the sea or waters of the Empire are extremely rare. as this is 

]be.re are man)' orders within the cult, most of which ;rre controlledIlot a rdigion that holds much appeal to others. '"They are practical 
direcdy by the matriarch. Foremost of the e is the Ord t of rhepeople who give praise. honour. and worship to Ylanalll1 a they go 
Albatross, an order that has played a signi.6.canr role in making both about their daily business. fixing rigging, catching fish. or plying 
the matriarch and the high temple very influential indeed. rhe waters th;rr surround (he Empire. wrists of Manann know 

their God is as unpredictable as the sea itself often lending them a 

fatalistic attitude cowards life. SECTS 
Manann's devour u ually do their worship while wearing common -nle main divide withJn the Cult of M,U1arlO i between the high 
clothing. However. during h()lidays or tinlcs of prayer. they dOll temple in Marienburg and the rest of the cult-although thjs i. not 
blue-green. greenish-blue, or bJui h-grey robes, sometimes trimmed 

a s hism, it is not far from turning into one. Under the guidance 
widl a wave partei'll in blue and ,vhite. Talismans of waves, 

of the matriarch the cult in Marienburg has become heavily 
aJbmrosses, or Manann's five-tined crown are reg\lJar adonunents. 

embroiled in the mercantile affairs of that great pon. [Q the poinr 
As befitting those used to living life on the sea, cultists are often 

where many in the cult see it as becoming linle more than a trade 
cl)vned in tattoos and piercings. High priests in particular are guild. -[his view i.1 fuelled by the unequal division of wealth wid1jn 
practically covered from bead to toe in ink and jewellery. 

I 

the cult, fostering feeling, of resenrment and distrust. Whi pers of 

When not at sea, cultist ,pend their - -- ---- -1 a schism are rife. especially in lhe north 
days preparing for when they can go of the Empire and along the Reik, where 

back out again-few venture far ii-om distrust towards Marienburg has long been 

large bodies of water, and most become "Swimming wirh Manann" -Drowned endemi . 110 doubt fuelled lw mercalltile 

and political factions eager t~ break the __~_..=______________ high temple' monopoly on trade. 
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KEELHAULING 

KeeJhauljne> is a 'evere puni hment or attritioll reserved for the 
Worsr Sil commirted unto Manann. The inner or penitent Is 
tied to a rope rhat loops under the sItip, and dropped into the 

sea. He is then pulled across the keel of the ship and up the 
other ~ide, in the case of lesser offences, or pulled the length 
of the ship from rhe bow to the stern for the severest of ins or 
crimes. AI the very least rIle barnacles covering [he hull of the 
ship will rip his clothes and skin tb shreds. At worst. the victim 
drOW~1S, bleed to death, or is ripped apart by ravenous shacks. 

the salt of the ocean or hear the cries of gulls in the wind. ivlost 
look down on those that have never ventured on water before. bur 
know that their services are often requjred to provide afe passage 
for others. The ideal priest is well-suited to a life -at sea, equipped 
with $lOUl sea legs, :in iron gut primed for rum. He is brave. 
practical. and fully aware of his place in the larger schelme of things. 
fully aware that the wrath of Manann could mjke Ln a thunderous 

explosion at any time. 

STRUCTURE 
The Cult ofi\hnann has lirtle in the war of a f<mna.l hierarchy, 
all of ir temple.1 aceing in semi-autonomous groups largely left to 
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Seve.ra) sm;lll seC(s of Manann worship him in other guises which. 
unlike Ma.nann are usuall ' benevQlellt deiries. The sect ofManalt, 
Lord of the Bounty of the Sea, is popular with fishermen alOI1 , [he 
eoam of rhe Empire and lip the Reik as far as Carroburg. The God 
orTides, Manas, is commonly venerated bv navigators who pray to 

him to help guide their journeys. One aspecl of Ivhnann local co 
[he X:rasreland is Olovald, Spirir of rhe Delra. who e culr claims that 
Manann is actually an J5pect of Olovald~in response the Cult of 
Manann is rather heavy-handed in irs dealings with the. eet, Of all. 
Man havok is perhaps rhe strangest. for h is worshipped in central 
$rirbnd. far from any large bodies of warer. 

STROMFELS 
11,c Shark God, God of the Dangers of rhe Seas. is the ;worn 
enemy of Manann and his tollowers. Whereas Manann is ar times 
a capricious and uncaring God, [rolllfeis is a far more malevolent 
deity who rakes grear delight as a predator who rakes the lives of rhose 
who sail on The sea. \vorship ofSrromfds is ourJawed throughour rhe 
Empire and The Wasteland. and is punishable by death. 

1heologians otten debate the namTe ofStromfc!s. some claiming him 

ro be a primeyaJ Norscan God. whilsr others see him as an aspeCT of 
ilie Blood God. Other scholars musc­

I-~ 

never within earshot of a follower of 
Manann. of cour~e~dlar rhe [\"0 Gods I 

Follower of Srromfds see rhings differently, however, viewing 
their God neither as 3n aspect nor sect, bur 3.1 Manann vlewed 
as be truly is~1an,UlJl the Desrroyer. The furious and unbridled 
wrarh of rhe sea. Stromfels is worshipped by The raiders of rhe . ea 
ofClaws, by wreckers along The coastal and river regions of rhe 
Empire, and by pirares throughom rhe Old World, especial1~' ill 
Sarrosa where he is worshipped openly. 

LESSER ORDERS 
Among the various orders imporram to the Cult of Manann. the 
following iour are the mosr signjt1canT. 

'lhe Knights Marl er js an order of templar-marincs based in 
1'vlarienburg, wher~ they bOTh gllard the high remple. and protect the 
ciry and irs fleets. The knigbts are conrrollt-d by rhe marriarch. through 
the grand master. 'The Knighrs Mariner are highly trained marines and 
sailors, and maintain rheir own sizeable fleer ofwarship~ whjch they 
lise ro keep tile surrounding seas free from pirates and other raiders. 

The knights are also hired our-tor a rithe~ro other vessels, eiTher 

are somewhat reluctant ro make use of 

"There'll be aJeos! for Manann this night"are one and rJle same, mat Stromfels is 
-A nasty storm is comingmerely an ancient aspecr of Manann. 

Priesrs of Manann vociferously disagree. 

sailing onboard These ships or escorting 
them using their own. Although they 
do have a few chaprerhollses elsewhere 
in the Old World-main!v used as 
harbours for their shipr-other nations 
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CULT SKILLS AND TALENTS 

J\kmber~ of the Cult of Manann add the following skills and 
talents to rheir C:)feer~. Note rhar priests may only add one ser 
of skills and talent, regardless of how many secrs or order 
they belong to. 1hey lllUSt decide when they enter the career 
or the order> whichever comes first. 

Initiate 

lUI Orders: Swim 

Priest 

Ali Orders: Row, Sail Trade (SltipwrigIH) 
Order ofthe ALbatross: Academic Knowledge (Astronomy), 

Navig'Hion> Orientation 
Knight 1Vlarincr or Son ofMmlflllll: Swim 

their services. for tisk of becoming indebted or reliam on the knights. 
and by :1SSodarion, Marienbllrg, 

THE ORnER OF THE ALBATROSS 

-111c Order of rh~ Albatross consisrs of priestly pilots and navigators 
rightly conrrolJed by rhe high temple in l\-Iarienburg, For a tithe. 
the exacr amount dependJnt on rll(' length of the voyage, the 
destinatiort and the. value of the snip's cargo, a millStone (a tlH~~ are 
known) serves aboJrd a vesseL navigating it to its destination and 
placating the temper of Manann as best they can, Somerime.s these 
priesrs act as link more rhan g,)od luck charms, other times ther 
are experienced navigatOL upon whos ,kills the stlcces or fa.ilure 
ofan entire expedition hinges. 

'n1C order is directly conrmUed by the matriarch, and the high 
temple collecrs dJC titbes direccly. It once was the caSe iliat (he tilhes 
were collec.ted upon rJ1e safe arrival of a vessel at it! destination. but 
under the hrewd leader hip of the matriarch, [be dthe is paid io 
advance--ostensibly this is an additional sacrihce ro placate Manann 
for rJ1e voyage ahead, but jn reaHty it ensures Ihat regardless of the 
safe passage of rhe voyage, Ihe temple never loses out. 

Albatrosses, as the members of the order arc known, are usually not 
only navigators, but also spellcasting priests, able 10 channel the 
will of M:J,nann 10 aid the voyage. 

SoNS OF MANANN 
The SODS of !vLl1lann are the mOSt ubiquitous order of templars 
devoted to Manann, though they lack the wealth and prestige of 
rbe Knights i\lariner. The Sons of Manann are b35ed in the town 
of a1kalten, and have chaptcrhouses attached to many of the cult's 
remples along the northern coast. 

The ons of Manann wear distinctive turquoise and white armour. 
and go into batrle armed with cutlass, spear and buckler, weapons 
thar befit their naval heritage. lhe Sons of Manann guard ships 
from pirates and raiders. as weU as hunting foUowers of Stromfels 

THE STORMGUARD 
l"he Swrmguard are an order of priest. who arc devoted to bunring 
tll(' followers of Slrornfds, rooting Ollt his cults and sropping their 
machinatiolls. Priem of rhe Srormguard wear hooded cloaks of 
dark blues and greys, embroidered I'lid' 'ubde wave motifs in wbile 
and silver. and often carry tridentS and spears with which they an: 
well versed in their Llse. The Swrmguard are based in a secluded 
temple hidden in a rocky cove along the Nordland coast, and 
regularly enlisr the aid of the Sons of Manann on their missions, 

TEMPLES 
Temples of Mananl1 vary widdy i[) their appearance, though all 
have some common elements. Each temple contains at least one 
lm'ge statue of Manann, amI most feature wide, spacious halls for 
worshipper to garher. Beyond that.. however. temples can take many 
form. . from a shack built on a pier to a majesti building, covered in 
gold. pc-arls. and coral. \\lnen possible, the,se 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 
to allow the rising tide to flood the wide-open courtyard-many rires 
are performed in this sacred space, full uf sea water. 

More rhan a iew rem pIes of Manann are builr wirhin rhe decks of 
aging boars. some of which arc permanently moored. while orhers 
serve as Roaring .<hrines for the faithful. The docking of one of rhese 
mobile rempks is a source of great celebration for the cultisrs. who 
consider such times a boly d;ly iJl and of irseJf, 

PERSONAUTIES 
-n1(: ult of Manann ha1 several well-known figures in itl ranks. 
Priem. especially those i11 voJved \vi th the Order of the Albacross, 
are highly ought after. both for their immense skills 1m board a 
ship as well as their abiliry to appease their fickle God, 

Elsa "Elmar" Udermar 

Priestess Elsa Cdermar began her career as a pirate. spending most 
of her youth among the scum and brigands of Sarcosa. Elsa hid her 
gender from her comrades for nearly a decade under rhe assumed 
name of"Elmar." After a borched raid, her ship was boarded by rhe 
Imperial Navy and, during interrogation, her secret was revealed to 

all. Elsa's hipmat~ tUrned against her. proclaiming she wa. in £'tCt 
a wirch rhat had kept rhem under her rhrall forciJP them into a 
life of pi!':!cy. 'The officer of the Jmperial slUp believed their tale and 
made her walk the plank. 

Amazingly. Elsa survived her plunge into the sea, and held for life 
onto a Roaring piece of deb['is. For week, ELsa clung ro the wood, 
receiving sustenance from a particular albatross r.har supplied 
her with fresh fish. eeing this as a sign of Manalln·.1 favour. Elsa 
immediately made her way to the nearest temple of !vlanann when 
she hnally washed ashore. dem aIldi ng emry inro I he cuh. Heari 11 g 
rhe bedraggled woman's tale, the priests could nor refuse her. 

Year later, EI , Udermar has b~come a mighty prie. tess of 
Manann, and captain of the ship V'mgecmce ofA1ammn. 'The shipand wreckers. 
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that thel;c )t:gwds rell of. but of the quest Walblalt ha tirelessly 
devoted bimsdf [0 for nigh on a d cade. For the past nine yean 
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erves as both a mobile shrine to the faithful and as a sleek butHer 

--

fears and come to accept d~dth as a ne essar)' 
part of life. In fact, some might sa)' ,hat 

Olel Woriclers specifically people of the 

{he support of orhers for their decision.\. 

Cultists do worry ,lbour rhe world. Some know more of the

furure than most Humans, while all art: surrounded by death. 
Empire. have all uJlhealthy fascination wilh and rhus by the newly dea<: who need to be cared for. 
iI, incorporating symbols of dearh in all Followers of Morr are far from uncaring, bur they do 
rh.ings. From the skulls thar decorate their not typically see we living as their responsibility: 
banners to the martial culture that infuses Soldier tell stories of prie r5 of Morr moving 
the Empire's society, dearh is everywhere. and from corpse to corpse on a battlebeld, 
Its ma.lrer is Mon. performing the last rit ,and ignoring tbose 

who are still breathing. untillhe momentHowever, Mon i the God of me Dead, nor 
they stop, the God of dearh. One legend s~vs tbat, 

at me" beginning of rime, Marl', Taal, and 1\'1orrians take thejr responsibilities to the 
Ulric divided the world up bw.lleen them. dead vcr)' seriously, and martyrs within the 
Taal and Ulric botu demanded the liVing cult an: often rhose who stayed in a plague­
world. and fough! for it, but Man said he ridden town to bury the corpses. 1l1is sense of 
vould settle for the empty reaLn of !he dead. reo pUllsibiliry sometimes c,"{tends to carryi.ng 

The other two Gods ignored him, wltil he OUt the LIsr wi hes of a dead p tson., or 
passed through their realm, killing to populate prOViding some comfOrt to th bereaved, but 
his own. 'Ibm TaaJ aJld llric con [(Jnted on rbe whole the Priest' of Morr have Iitde to 

of pirate vt:ssds. To this day. Elsa seeks the members of me crew 
thar abandoned her, hoping to bring the full wrath ofManann 
down upon their heads. and those of all pirates. 

Captain AbeT WalbJatt 

Captain Walblan i.\ a well-known member of the Knights 

.'vlariner, and tales of his exploits are wJd duoughom the coastal 
I" gioTls of the Old World. fr is nor prowess in batTle or devotion 

'eat of Power: Luccini. Tilea 

Head of the Cult: None 

Primary Orders: -nle Augur" 1he Order of the Shroud 
·Iajor Festivals: Hexell.\ua hI, Gd1eimnisnachl 

Popular Holy Books: The Book ofDoorw({J". Songs ofth,' Rl//lm 
Common Holy Symbols: Black rose. raven, poreal 

The Cult of 1mr is Ol1e of the most Widespread cultS in tht". 

Old World. In a land filled with war. disease. and the horror 

of Chaos, dearh is a constam companion, an ine.Kapable end. 

\1os Old \X'orlders reconcile rheir narural 

the God of the Dead, and demanded tha! he 

confine his attentions to his own realm, and not 
trespass on rheirs, Mon agreed, on the condition d1at Taal and 

Ulric ultimate!. eod aU the inhabiums of their realms to him. 
Another legend telates thar MOlT appeared after !llC first Human 

died, ,md defended his soul from the .ervants of d'le Dark Cods 

rhat ought to consume it. As more HUlnans died, Morr took them 

under hL protection. tiD otners ,ell of the murder of Morr by 
Kbaine. and of Morr'. foundation oflli realm among the dead. 

Tho e who sleep approach "Father rests with Morr now. And we clubbed together 
dearh, and death i the future enough to pq)' rhe Priests to make sure the bastard Stays 
that awaits all. In rhis way. Mon rhere." 
is also rh God of Dreams and 

-Llo"DMlllA VON 1"tIIllDORF, RFll<L\ND NOlli.Prophecy. OUI ide funerals, 
l 
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since the last. ill-fated voyage of the templ,u war hip, jvftmlmns 

Trid~nt, of which WalbLm is tbe only stlrvivor. he has hunted 

tbe great red Cham Ivhale that wrecked hi, ship and killed hj 
crewmatcs. Walbla!t, now captain of his own warship, lvII/nann's 
Scales, refuse to set foot ashore until he has enact d his revenge 

on that whale. hi devotion commanding near-fanatical10yallJ' 
from his ernv. 

most people pray to Man on.ly in this capacity. Only the dead can 

seek his proteC[ion, and the dead do n(H pray. 

THE CULT 
Ihe Culr of Morr dOel; nOt worry about what the world rhinks. 

Everyone comes to the cult ewntually, and it ha enough 10 do 

guarding those who are already in its care. This independence 

almost always e}",ends to individual priests. as well; those who 

would Slaft a career in rhe cull" are gener;lllv not people who need 

do with the affair of the living. 

The outstanding exception is the cult's attitude tOward necromancy. 

ec.romancers are the (1ltjll1are cnemies of 'Iorr: they steal from his 
realm, violate his prorection for their own profit, and circumvem 

Ids aurbority. Morrians also believe that Undead are outside Mon's 

protection. ,md rhus vulnerable to the Dark Gods. Thus. even 

intelligent ndead who cl;dm ro be happy with rheir condition 

must be put to rest. with the proper rites. Most 1\t1orrians beUcve 
.--~ - ­ "'·Iorr accepts and protects even 

the souls of necromancers. once 
they have been sent to Ili r aim 
with the proper rites. 

_.-1 
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"Saved by Morr" -Dead 

1h fundamental belief of the cult is that the 

dead face grave perils if they are not ent to 

Morr's protec!ion with rhe proper rites. Most 

believe, UGh soul. Ivould be dud and tonured by Khaine, ,'vlorr's 

jealous brother, or eve.n devuur",c! by th", Ruinous Powers, alld ouls 

kno"" this at an inSljnctive b'~1. Thus, the pirits of the unburied 
dead ding to this world, remaining present as Ghosts. Burying 
the budy, Or performing the rituals Qver posse.ssion , or even JUSt 

a nam', plac"'s the soul under Morr's proteclion and al.lows it to 

leav", aftly, Of course, active Undead often have to be driven out, 

bm the burial ritl::S are still imponam. No soul, nor even thar of the 

foulest: follower of the Ruinous Powers, ,hould be left without the 

protection of Morr, and orr\ car'e extends to all. 

ream and ponenrs are typically seen as /..,lorr's way of waming tbe 

livIng of grave tJm~ats, Death it.leif, of course. is not: such a threae 

prophecies of one~ own death mere!:' provide the chance to get your 

afi3.irs in order fir L Portents are rarely absolutely clear, a.nd Morr 

relie 011 the intelligence of Humans ro unravel their mysrcries. 

INITIATION 
Althougb. Mods cultistS abide by the fundamental beJief~ that 
underpin their organisation, each group is independenr, and over 

the generations each branch bas developed irs OWll set of inhiation 

rires and procedure:;. Lay follower, though far les common than 

with other cults. tend to be servants of the prie.\ts, digging grave>, 

helping tc) prepare corpses, or e\'en just acting a. guard for theit 
tcmpleso--the sombre Gardens of Morr. 

Acquiring new inidates is not something the cult aeri dv pursue, 

ince all come ro Mort in their own ways-either in life or in death. 

For [he most part, th signal event occurs in the tealm of dreams, 

with a candidate experiencjng a vivid, or even sbocking nighrmarl' 
involving the Lord of the Dead, Shaken, the candidate flees iII all 

h, tl: to a locallemplc, pro~rrating himself before the priests and 
begging for acceptance into the cult. Rarely, tbese dreams may be 
expenenced by someoOt: already en conced within ,he cult, whereby 

the priest receivcs explicit insrrucrions [Q recruit a particular candidJte, 

lnidates generally find themselves doing prolonged, boring tasb 

thal tequire COllStam concermadon. They are also subjecred to 

lectures on the inviolability of [he dead, and rhe dury of a Morrian 
priest. lnirlate, are allowed to quit; [his is how tbe cult weeds OUt tht 
ul1suiwble who make il this far. Mosr iniriates do persist. however. 

STRICTURES 
Oh,lerve all the rires of funeral and wake.
 

Oppose necromancer and the Undead wherever and
 
whenever they are enc,ounrered.
 

Be respecrful and considerate of the dead and their
 

familie! .
 

Pay heed to your dream"
 

'Olerc ar'c very few re.1Sons to join dl(~ Cult of 
iorr odler [haa incere devolion, after all. As 

a resulr. the prithuud is pnel1ni, Ill' shan of 
appliCants, iel alone recruits, and standards 

sometimes slip. 

CULTISTS 
Pricsts of Morr dress in unornamemed black robes, which have no 
indic,"ltioJ) of rank. A leV.' even train r:l,vens to it on their 'houlders 

and peer;J,t rasseLl-by -1l1e)' tend to wear their h;'lir very short, and 
most are clean-shaven, Augurs are likely exceptions, and can be 

lightly wild. 

1\10st people. dli.llk tna, priests of Morr are:>11 dour, solemn, quiet 

individuals. This is be.cause tbey only meet them at ftllleraJs. 
Humour, hobbies, and even a select cirde of friends a.re not 

uncommon amung the priests. Interests that promote steady hands. 

good se,,'ing skjjjs, or produce plenrT of sawdust are aU encouraged 
by the cult. It is {fUe that social butterflies, the Frivolous. and 

hedonists tend not to join the cult of the God of the Dead, bur 

pri' tS of Morr are more likely than most to wrprise rhose who get 
to know them well. 

STRUCTURE 
Ttmple. of Marl' arc complerely independent of one another in 

day-ro·d:Tv maners. Oncc cvcry tcn years, the priesthood gather 

in conclave in Luccini ro agree ()n burial tites and mances of 

doctrinc. In theory all priesrs ,hould attend, b~lr leaving the temple;s 

unstaffed and \lJ1guarded i not to b", (OlJllte1l3nced. Every rem pie 
sends at least one represenrarive, officially chosen by Morr in a 
dream. Generally, only [he rtpreselHative has the relevant dream. 

although sometimes the high prie.s{ dreams wat a particularly 

irritating underli.ng should go, 

Within a temple, the high priest organises the ordinary'Ktivities. 

lbese depend on the order. and Morr's orders differ so much that 
they must be considered separareIy. 

TelT\pl~ 0 the Order of thc Shroud are place,1 of blll'iaJ. so daily 

~crivities cOII,sisr of raking in the dead, performing the necessary rites, 

interring rhe remains in the Garden of 1\,1orr, and guarding the dead 

from grave robbers and necromancers. Junior priests deal with most 

of t!lis, aJrhough a larger donation presented with a corpse ensures 
rhe ervice of a highcr-ran ked cleric. Naturally, the corpses of local 
Iloblel are accepted by the high ptiest hi1llsel , Urban temples tend to 

be collstandy busy, while rura.! temple may only Jlave aile hurial per 

day. depending on how mallY villages they serve, 

Tem pies of We Augurs are places where people come for guidance, 

AClivities cenrre on the priest (or prieSTS) with prophctic abilirk, 

who may nor. in fact, he the higbesr-ranked cleric Other priests 
g-reer visitors, receive thelr donations, and conduCT tbem to the 

prophet:. 11,e fame of rile prophet determin the numoer of 
\"isi t rs to such places. 

Very few reJl1ples are so bus)' that ,he prieSts have no free time 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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involves travelling to dangerous locacions. lookiJ\g for corpses. 

believes Morr ends dreams with instrucriOllS for his priests, and mher temple> hire agems \vho are instructed to clisc<.JVcr that the 

the<'ie ofren require actiol\~ our ofthe ordinary. drea.ms are ftke, generally ()[] the excus that a dream from Morr has 

wid dle hiring priest that the other temple is corrupt.
1he nit tcaches th:u 1\llorr often sends messages telUng his priests 

to comforr or help rhe bereaved, and priest> and even initiates. act 

on such dreams without qllesrion. Dreams enjoining orher kinds of SECTS 
inrervemion ~lre supposed ro be discuss~d wirh the o,her prie,m ar a 

The primary division within tbe Cuit of :\-lon is berween thetemple, who swdl' their own dreams for confirm, Tion. Song., (If the 
Order of rhe Shroud, who re\'cre him as God of the Dead, and theRilvl'll does state that sometimes Mon ,ends a message to a single 
Augur" who revere him as God of Dream and Prophecy. Whilepriest, to rest the discernment of the other priests, so a dream might 
the Order of the Shroud is much largec, tbere is almost no ten ionbe [rom Mort even if none of the other priesL have similar ones. 
ber\veen rhese groLlpS, as all followers acknowledge Morr's difFering 

If rhe dream only requires action by ,he drcamer. ,ben he is almost aspects. 
alway per01ined to acr on ir. Actions that threaren the temple, or 

111ere i.. ~nother division wirhin ,he cult. which dQe~ cause somerequire coopet'ation from other prie<'its, are asse. ed much more 
tensions. Almo, t ;tl! priest ofMorr remain ,It one: temple, uavdlingrigorously, If the inrerest~ ()f the temple, or itS resident pries", are 
very linle. OrJlers, however. travd aeros, the Oid World ofrenthreatened, almost all the priests have dreams requiring action ro 
following their dreams. 1h.is group is small. but no ,emple hasdefend dlcmse!ve,. Ar leasr, they all .I'a)' that they have had such 
authority over rJ1CSC wandering pricsts, and, a.s travellers. they ,,]Idreams. 
attend the conclave in Luccini, meaning they have never heeu 

Political stmggleswirhin a temple of Morr arc otten pbra$cd in tenm decJ~lfed bereti a.I, StilL mos, Sedel1titry prie.sts of Morr dislike 
ofdreams condemning the opposing priestS. Temples whose priests them. and encourage them to move on quickly. The wandecers are 
are related t rhenobilityare also Significantly more likely ro be generaHy happy to oblige. 
rold to imervene in tbe affairs of the living. while rhose with friends 

"The majority of v.·andering Augur, He members of the Doomsayels,among the merchall are more lU<eJy to be told to intervene in 
a formal minor order widlin the cult. \vandering members of tilemercaI1lile affairs. OfficiaJly, the cult holds that Morr .lends meSSitges 
Order of tbt' Shroud ,tre not organised into a formal order, but have

to those besr c<.]wpped ro deal W'i,h them. Ul1ofl1ciaJJy, other remple 
a lor in common J;lcvertheles.. 111ey wander to perform the lastsometimes hire agents to make sure char the "dreams" have nO! been 
rites for rhosewho would o,herwise have no priest. -n1is normallyfabricated ro cover up political corruprion. or course, sometimes 
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CoMMON VIEW 
full funeral service in under a minute. while running away from 

"What doyou grow in a garden? Food! Why doyou think rhe 
priesrs of Morr are always so well-fed, ellen during famines? 
What's in their Gardens?" 

-Gv1ITHERjAGERSON, NORDLAND WOOlJ1l.F.P.. 

"Merchantsfighr merchants, noblesfighr nobles, thiroesfight 
thieves, and the priests of Morr fighr necromancers. I say no 
more than thar." 

-M"'GRrITA, 1'Ir.EA.'l' MF.RCENARY 

"Reactionary fools WM interfere with scientific progress and 
condemn any arrempt to improve our ability to help the living." 

-MAsTER AUGUSTUS LL"'I.MERSKIND, ALTOORf DocrOR 

Once they find the bodies, they perfotm Juncral rites for the
 
deceased, no maHcr how old the remains appear.
 

111ese priem are notable as being the only follower of Morr who 
would enter a tomb rumoured to bc full of treasure: UlCY would do 
so to perform fWlerals for tbe treasure hunters killed by the trap~, 

and would leave th, tOmbs rreasures inviolate. They al 0 rrave! 
to battlefields, villages de. troyed by Beasrmen, and othn uch 
dangerous placc". As most cannot attract (he: services of the Black 
Guard, the')' often travel with adventurers, Swift Wilhelm is the 

most renowned of these priests. famed for being able to perform 

~ 

a band of Orcs. Of course, one of'Wilhelm's companions is a 
minstrel, so his prowcoS may be somewhat exaggerated. 

'\l7andercl'S pay as muc heed to their drt~.J.m, :l. any udler priest 
of I\torr. bur they also listen 10 mmours, and keep an .'!e open for 

unclaimed corpses. On the whole. the)' find them.elve getting ar 
more invul"ed with dl(~ living than i normal tor their cult. but [heir 
God c1ea.rly approves, as they have nu problem with their spells. 

LEssER ORDERS 
Two les er orders are important within rJ'\e Cult of Mon: the 

Doomsayers and the Black Guard. 

THE DooMSAYERS 

111e Doomsayets ate :l .mbsidiary otder within the Augurs. 
te ponsible for travelling to remote areas to perform Doolllings and 

funerals when there is no lu aJ temple of Morr. Some Doomsayers 
are closeJr linked to a particular temple. which is as likely to be of 

the Order of the Shrolld as of the Augurs, and travel a fixed route. 

Others wandcr apparently at random, visiting temples a they pas 
tbem. 111cse Doorns:lycrs always claim to be following their dreams. 

Two kinds ofDoomsaycr really do seem to be guided by Morr. The 
fim kind arrives in a setdement the day before a child's tenth birthday, 

or JUSt as someone has died. precisely in time to perform (he necessary 
rite.s, In ,ome cases. this i~ due [() a good l1envork of contacts and a 

fast horse, bur in others tJlere seems to be no natural cause, 

TllC second group is guided ro places where many people are abour 
to die, whether from batde, plague. or J1alUral disaster. Ivlernbers 
of this group claim to havc dreams they cannot ignore, and argue 
about (heir meaning. OIDe, the majority, beli~ve it is impious ro 
tr)' to prevent the deaths, as Morr has decided it is time for (hose 

peopj~ to enter hi rcalm. -They believe they are sem to perform 

funetal rites. Others believe Morr sometimes direct, them to places 
where there is a danger of many people entering his rcalm before 
their rime. so it is their duty to try to prevent. or at least mitigate, 
the disaster. A handful suggest Morr does both, choosing agenr~ 

who act appropciatcly in each situation. 

THE BLACK GUARD 
-Ine Black Guam are the remplars of Mon. 'TIleir primary role is to 

guard the Garden., ofMan and watch over the priestI'. People normally 
join the Black Guard because of some sign ificanr even ( in dlei I' lives. 
Mos[ often. thjs il1volved a loved one ....·110 was released from great 
suffering by dearh. The experience te,lChes the potential Guard the 
imp rtan e of Morr'.s role, and makes him sympathetic to the clIlt. 

Other members join after 3n enCOWlter with the Undead. 1hey 
aloe a minority, and rhey are often discontent with merely guarding 
tombs. Some pri ts agree: these prieSls may join the Black Guard. 
and lead small groups of rhe more militant tcmplars against the 
unquiet dead and necromancers. 

An important funeral i~ generally attended by a guard of honour 

drawn from the Black Guard. The templars make no .ouod during 
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the rites, even seeming to move silently despirc being in full 
armour. The importance of a FUllen I i generally determined by 
rbe amOIlf1[ of money spent on the rites bur the Black Guard have 

the right ro decide which funerals they will attend. Most groups 

occasionaJ1y attend the Emeral of a random paupet, JUSt to keep 

people guessing, bur for ,he most part thel' follow the direcrion of 

the priests. 

TEMPLES 
Temples of Morr are almost always built of stone, and always 

feature a broad stone doorway, with no door, alway open just as 

,he gates ro death and dreams are. Fonning the door an: a pair of 

pillars. One is alw.tys black and tlle Other is white to reRect the 

dual nature of the God. i'v10rrian tcmples are often underground, 

and are always quiet places, notable for their cool temperature. and 
excellent ventilation. Other details depend on rhe order. 

Temples of rhe Order of the Shroud are normally rectangular in 

plan, with several side chambers in which bodies can be prepared 

for burial. TIle main altar is at ,he end of the hall opposire the door, 

and there is a bier in from of it where the deceased is placed during a 
funcral. Beyond tbe altar i a door leading into dle G-arden of J\{orr. accomplishments rather than their permis~ion. TIle Augurs are 
Large t~mpJes have several altars, so more rhan one fuoeral can be over-represented 'Imong these figures. as prophecies draw attendon. 
conducted at a time, and each altar has i own door into tbe Garden. Pall! van Soleck. in TaJabheim, is a good example of this. Members 
-nle doors to lhe- Garden ofMorr can be dosed and loc.ked. of [he Black Guard may also become [·1.J1lO11S after particular 

actions,
The Garden itself i~ a black rose garden, tended by rhe priests, 

with stone mOJJUmenLI to the dead doned about. In meory, rhe~e Anna Gregori 
monuments are all small. but rich individuals can convince dle 
high priest that "small" is entirely relative: reladve to the temple of Anna is an elderly Doomsayer who has been drawn to the sites 

igmar in Altdorf. for example. The bereaved may ~,jsit the Garden of om> of the greatest atrocities in rhe recent history of dlC Old 

in the company of a priest of !vlorr, but layfolk are not allowed ilHO World. She is of t,he school that believes it is impious to intervene, 

the Garden b~' themselves. To help entorce thi , most Gardens are so she has probably seen morc people die than any other living 

surrounded by high stone w'l11s. and the only entrance is through individual. She performs funerals for the dead. taki.ng a \Ooth 

,he temple itself. Accommodation for dle priests b normally bllilt as payment. Her black robes are almost invisible under strings 

along one waH of the Garden.	 of Human teeth, and her appearance anywhere i/1 the Empire 

is grec,ed with Uller terror. 11105e who have tried \0 arrack her 
remples of the Augurs are l:Ypically round and domed, with an personally. howevet, have met horrible ends. so few dare to do more 
oculu, at the peak of the dome. 111e prophetic Augur' sit at the tban run. 
centre of the dome, urmunded by douds of incense smoke.
 

'ubsidial)' rooms Jnd accommodation are part of the main Leopold Hanslich
 
buUding acces..~ed directly from tbe main hall of the temple.
 

leopold is a former vampire hunter and prie t of the Black Guard.Temples of the Augur, do not have a Garden of f\.·1orr attached, but 
rCllowned for ddeating Gustavus von Car.'tein and al1 his Undeadit i not ar all unusual for temples of both main orders to be. found 
minion', 3Jlc! then gelling out of, ylvania alive to fight anotherclose together. 
day. Rurnour has it that the von Carsteios have placed a massive 

In some places, rhere are marked differences, such as i.n 1il1abheim. price on hjs head. A few bounty hunters have moral scruples 
Most people Opt to be buried in Taa]'s sacred wood-the Ta.Uwdt. about [,lking money From tlle Undead; the vast majority are too 
Their bodies are c~rried along a route sacred to Morr. and at frightened to enter Sylvania [0 collect. 
the end of which, they rest for a time in the Garden of Morr,
 

Eventually, when rhe corpse is properly prepared, it is tran ported Otto Schilker
 
through a gate dedicared to Rhya, called the Endstone.
 

Otto is high priest of the Order of the Shroud in chramlebe.n, i..o 
Stirland. He has convinced the people of 
the town thaI corpse will rise as Undead"Date the daughrer I meer theJather" -j 

-Anyone who risks repeated injury (and rhUSJ if not buried with a Karl on each eye 

visits temples oj Shal1ya a lot) wiLL die (and and over khe heart. He lives rarher more 

rhus meet Morr) comhmably ,ban is !}'pical for his order. 
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PERSONALITIES 
Because there are no real posirions of 

authority within the Cult of Morr 

promilleJ1l figures rely on their own 

CULT SKIU..S AND TALENTS
 

Members of the Cult of MOlT add the following skills and 

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

of skills and taJelllS, regardless of how many scers or orders 

they belong roo They must decide when they emer the career 

or the order. whichever comes first. 

Initiate 

All Ordas: Imimidarion 

Priest 

No OdCl:' Academic Knowledge (Necromancy). Menacing, 

Trade (Embalmer) 

Augm': Academic Knowle ge (Science), Blather; Charm 
Doomsaya: Menacing, Navigation, OUtdoor urvival 

Black Gu.ard (Priest, not Templtl,,): Academic Knowledge 
(Necromancy), Menacing, Perception 



Chapter II: Old World Cults 
~~~===~~~~~-;5!6~ 

TIm CuLT Of MnMlDlA ­-

largest organised culr in tbe Old World. In EsraJia and TiJca. nearli' prorect one of the Eagle's temples, althougb rheyal 0 respond to 

Seat of Power: IvlJori tta, Estalia 
Head of the Cult: La Aguila Ultirna Isabella Gioval\na Luccelli 
Primary Orders: Order of rh~ Blazing Sun, Order of the Eagle, 

Order of the Righteous Spear 
Major Festivals: lone in the Empire 
Popular Holy Books: Bel/ollll Myrmidia, Be//um Strategla, The 

Book o{W0r 
Common Holy Symbols: A spear behind a shield, an eagle 

Bellolla MJl'rnidill ('The War Goddes" Myrmidia) begins wirh 
the rale of rhe tragically flawed T:vlos, rhe legendary f.·Hiler 

of rhe Tilean peoples. Tylos made a covenallt wirh raven-haired 
!vlyrmidia, a Goddess of Civilisation, Beauty, and Honour, 
and with her help built a great ciry f()r his tribe. However, rhis 
ciry was not enough for Tylos, for he dreamed of surpassing 
rhe slender. white structures to rhe south. 0, he ordered his 
pe<.Jple to build a tall tower, <.Joe to humble even the Elves. 
Ivlyrmidia was appalled ar this poindes. roil, and. after mallY 
warnings, abandoned Tylos, claiming she wowd 
return wh"m his people knew honour again. The 
fate of the dry i, unclear, bur SOme s hoJar claim 
it fell ro rhe Dark Gods, i conuprjon spreading 
outwards [0 form what i5 now known as rhe 
Blighted MarsllCS. 

Centuries passed, and rhe shatrered remnalHS of rhe 
people <.JfTvlos spread through the or her, SOuthern 
tribes. After a great War wirh the Dwarfs. the 
Elves abandoned the Old \J(!orld, ,md Humanity 
cautiously replaced them, slowly building new 
civilisarions a.round the Elder Race's ruim. For 
reasons still hody debated by ber modern culr, 
iYfyrmidia then relLlrned to rhe descendalllS ofTyJo ; 
however, he came not a, a God, bUt as a mortal. It is said 
Myrmidia learned hard bsons in her early vear , and \\'25 

driven by her experiences to abaJ1(lon her p'lci6sr ways, and 
take up weapons of war to fighr injustice. Ovn the ye-ars, and 
man" battles, he gachered grear heroes to Iler side, and within a 

decade bad bound <Ill Estalia and Tilea under her rule. staving off 
all rnal1l1er of invasions and rebellion. "BUt, JUS! as Myrmidia was 
co be crowned queen, she wa hot by a poisoned dart. As she lay 
dying, she ord<:red a great ship be bLli.It. and, it is said, .,ailed west 
upon il, there to relLlm to her home amongst rhe Gods. km.)\vn 
now, and forever after, as a Goddess of War. 

Over rwo thousand years hter, rhe Culc of Mvrmidia is easily rhe 

everyrhing is influenced by her. 
for beloved i\lyrmidia is not 
only appealed to in times of \Var 
and injustice. but iu aU matt.ers. 
especiaIJv tbose concerning 
revenge, honour, and art_ three 
aspects of her mOrtal lite that 
have many legends attached 
ro them. litis almost universal 

---------.--'-_~ honourable causes ~. and when 

HI was going ro stud)' The History of War, bILt when
 
I discolJe1'ed that Myrmidia's Book of War had twenty­

seven different translations, each wich key annotacions by
 
different, welf.-respecced gene1'uls, I lost the rascefor it."
 

-GEBBERD PEscHE, STUDENT OF IMI'ERW. LmMTVRE, 

NULN UNIVERSITY 

adm-ation of Ivlyrmidia in the sourh i. something that lJorthern folk 
tind very b-ard to understand. 

THE CULT 
In the Empi reo rhe Cult of Myrmidi:' has very little influence. 
Myrmidia bas none of the \'isceral appeal of Ulric's furious ways, 
nor does she invoke the loyalty and solidity of SigmaI'. '10 some, 
specifically soldiers. Myrmidia is considered "an officer's God." Her 
emphasis 011 learning and thoughr is not the way of mo.~t soldier, ­
force and passion have carried the Empire rhrough countless wal'S, 
not suar gy or "slI'ange foreign ways." 

In trurh, the Cult of Myrmidia only secured a position 011 the
 
Grand Conclave because the Knights of (he Blazing StUl were
 

i the fir. t remplars to suppOrt Magnus rhe Pious during rhe Grear.
 
War. Indeed, the nature of Myrmjdia's divinity is even called
 

into que"rion witbiJJ rhe Empire's borders. MallY of its scholar
 
claim she cannot be rhe daughter of Verena and 

Morr, as is widely claimed in the 50mh, but musr 
in tead be an ascended Human, much like SigmaI'. 
1 owever, these claiIll$ make mall)' in the Cult 
of SigmaI' uncomfortable, for many believe that 
Sigrnar's rise to odhood wa unique. 

\X!harever individuals mar believe, most cities 
withill rhe Empire have a temple rUll by the Order 
of the Eagle. 111ere, sharp-eyed priests run clas_ es 
in strategy and warcraft. open [0 any who wish to 

anend. They also hold regular serviceo for expatriare 
southerners (the speciiic day varie.s according to 

local customs, bur is often every five days). These 
services-normally conducted in Classical. E,5talian, or 

Tilean-al'c more interactive than most, with the priests 
actively encouraging others to get involved, asking questions 

of the cbngregation. This is too much for roOSt Empire folk. 
wh<.J are used to being preac11<:d aI, not asked questions, and 
rarely understand anything bar rhe Emperor's Reikspiel; so. most 

avoid these deeply odd sermons. Therefore, to most people of the 
Empire. M)Tmidia i norhing more than ~l Goddes ofStl'<lregy and 
\Xiar. 

1l1e Order of the Righreou.> Spe~u- ha everaJ chaprerhou e.~ in the
 
Empire. and although mall)' chapters use differenr names (such as
 
the Knights of the VerdalH Field in Talabheim), tbey are all pan
 
of the Righteou Spear order. Each chaprer is typically tasked to
 

they 'ee fit. Because of tbis. rhe 
remplars of the order arc rarely 
seen outside of rhe area they 
protect. 

The Knights of the Order or 
the Bla-l.ing un ate far more 
commonly encoumered (han the 
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Righteous Spear, eveo t.hough there are numerically less of them in 
[he Empire, 1l1is is because of a unique CI1s(Om the order practises_ 

.llJter ail iniriate has finished his rmining, he is sent ro wander 

[he Old World for <It least a year. which is symbolically supposed 

to reprcsenc [he time Myrmidia pem as a mortal. learning of 

the wudd, BeC2\lSe of this, Blazing LJns can be encounter(·d in 

all corners ()f the Empire, lending tlleir swords to honourable 

campaigns and explaining tbe hner poines of str:uegy t() tbose 
in need. It is s-aid th3t a single Blazing Sun does more to spread 
the awareness of Myrmidia in rhe Empire than all of the Eagle 
cemples combined. Further. the Blazing Suns, the only Myrmidiau 

knightly order to have been founded by the people of the Empire, 

i responsible for the cults pilgrim romes from the Empire to 

agdrra.Wotking rhese important trade lanes has been extremely 

lucrative, and rhe order is rumoured to be one of the riche, t ill tlw 
Old World. rivalled ()nly by rhe crusading Knights Panther. 

BELIEFS 
;-vlyrmidia's twelve grearesr battles, ,wei her commenruie, upon 

chem, form the bash of The Book o.fWar. It contains all of rhe cult's 

core beliefs, and is carried by many Ivlyrmidians, who ponder long 
over their Goddess's words and deeds. 

Honour is ccmral to the cult, as it is rhe guiding principle behind 
all Myrmidia's actions. 10 life, rhe Goddess followed a StriCt code 

that she called rhe "Rites of War," and she offered all her opponenrs 

the (air treatment chat it aA-arded, even when they had proven 

to be treacherous in rhe past (which they onen had). In kind. 
Myrmidiall.l treat their opponents with re PleCT. especially when 
they surrender, which is seen as one of the goals of a batde. 1ne 

command structure is also central to her teachings. bUt rhere are 

several legends where the Goddess 01' her hieldmaidens chose to 

do what was right. not ""hat they were ordered to. Becau e of rbis. 

although mOSt Myrmidians stick rigidly to orders. they readily 

ignore rhem j it will result in a betrayal of (heir honour. 

FOREIGN GOD 
MyrnJidia is not really a God of the Empire, no matter how 
m;my soldier may have taken to wor hipping her. Masr folk 
of th Empire find wor hipping a foreign God very suspicious, 
especially on as (range as Myrmidia, Aner all, many o( her 

temples have starues that are, quite frankly, indecent, and 

bound ro attract the RuiJloUS Powers! 

As an optional rule, a character rhat is known to be pare of the 

Cult of MyTmidia takes a - J0% penalty to all Fellowship TeSTS 
when dealing with non-affiliared Old Worlders, 'TIlis penalty 
is 0011' suffered by those that ar~ part of the cult. not those 
that wear Myrmidian symbols-after all, respecting a deity, 

no matter how odd. i something that folk of the Empire 
understand. and vi w a sensible. 
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recreation using painted figurines to 
tepresellt opposing armies. 

lisren to (be counsel of their lessers, 

great respect. Superiors not onl}' "Sailed into the sunset" or "Sailed west" -Died 

STRICfURES 
Act with honour and digni at a1J times.
 

Respect prisoners of war.
 

Show no metcy 10 the enemies of Humaniry.
 

Honour your master's commands.
 

Disobey an order only if it is absolutely necessary
 
(for example, i all order forced VOl! m break anotbtT
 

suicwre).
 

MyImidia also teaches her followers to master the art of war. As a 

woman, she was physically \\'caker than many of her opponents, so 
she learned how to be r use her strengths. and cove! her weJknesses. 
Unlike other war Gods. sh, focuses on avoiding unneces ary 
conflict through lise of clever strategies. This i something that 
many soldiers favour, as few that have e.xperienced the horror 

of war rdhh it lricans and Sigma rites see this as cowardly. 

Myrmidi<lm :;ee it as prudent. 

This said. Myrmidia is quite popular wi..h women who have sons 
am;! Imsban<.G at war. They pray ro the Goddess to guide rh officers 
into making wise choices that will keep their loved ones alive. As 
they say, "Sigmar takes you to war. bur Myrmidia brings you back.·· 

There is also a reeling that Myrrnidia. as a woman, i more likely 
to ~l11derSland their fear and heartache for their men-a belief the 
Cull ofSigmar frowns upon. 

INITIATION 
In lhe Smpi,e. mosl b- \ICVi; the u\ I of }..{yrm1dia is on\y open 
to Ihose. From militaIy carcers or expalr;a\e Estalian and Ti\eans. 

However, almost anyon, jf they show the proper intere t in the 
Myrmidian cult and the honourable Lifestyle it demands will he 

accepted if Ihe local tcmple priest is sufficiently impressed. 

Onc(; accepted. Initialcs are given a white, hooclJes - robe. and are 
each attached to a priest, wh~) may be training up to four other 
initiates at :lI1Y one time. 'The e initiates forlll a "Flight." and they 
do everything tOgether, including earing, ,Jeeping, listening te> 
lecrures. and phy ical training. If a temple has enough initiates 

to have sever.ll Flights. they will be pitched against each other in 
various wargames and tasks. Honing the mind i~ as important as 
honing Ihe body, so lessons in meditation whilst inhaling sacrt:d 
smoke, or periods of coTlIemplacion during prolonged isolarion, 
onen accompany the extensive lectures in Myrmidi. '. teachinos. 
TIle b t ofany Flight will soon be elevated to become the "First 
Eagle," a Flighr's leader. 0 initiate can be elevated to a prie t 

until they have been a First Eagle nd have dOll something to 

distinguish tbemselves. \X/hat this entails differ5 from remrl~ 

to temple.. It could be something seemingly simple, such ~lS 

denlOJ1Strating insightful wisdom concemlng, dlt!icult trial. OJ 

showing strong leadership skills. Or. it could be somerhing more 
challetlging. such as bettering - -

Myrmidia' succe.sses in a battle 

\Xlhateve.r it tak·'s. evenlually an initiare proves himself worchy of 
consideration ro ecome a pries!' or he will be taken aside and told 
to leave. Those that arc worthy are giV"'11 a ta,lk to complett: by the 
temple prieslS, which v>l.ries accordjng to rhe temple. It may involve 
nayi 'ating a puzzle-filled maze beneach the temple. or rirualistical1" 
evading a powerful creature from the mvrhs of Mvrmidia. such . 

as a bull or wild boar. Jt may require th~( the initiate survives 
abandonmenr in a hos(ile envirOllment, or quests to uncoyer the 
secret of a distant holy site. \V"hatever it may be. once the ta k is 
com~ Iered. rhe initiate becomes a priest. and a temple sergeant 
rake.s command of bis training. 

CULTISTS 
IJl rhe 'Book ofTransformarion . ftom the Bellona 1\~)'1'Inidil1. the 

Goddess cakes the form of a sharp-eyed Golden Eagle to 'COLlt 
enemy positions. The Order of the Eagle rhlb identifles itself wilh 

this majestic bird. ;lIld commonly picrures it with wings spread 

bigh above its head. lhis 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 cowl with red edging and 
white rob . Elsewhere in the Old \Xlorld. cowls take different 
colours accorcLing to the regiment the priest belongs ro (see more 
~b()ut this in the Structure section). Rank in ,he Eagles is shown 

with small claw pin. \vorn ar the neck. 

The Order of (he Righteous Spear wears well-polished plate 
armour. with white tabards marked with the spear and shield 
ofMyrmidia. her tilYoured weapons. However, the order ha 
splimercd imo man)' scores of lesser order' spread across the Old 
World. with each sporting its own nnique uniform, sryle of fighting 
and weapon preference. The only thing all these disparale orders 
have i" common is the shield-and-spear sY\llbQI. which IS alway 
worn somewbere. 

JIJ comparison. all Knighrs of the Blazing Lin we,lr highly polished. 

ornate plate armour of black and gold, ofren sporting the ol-der's 
symbol-a srylised sun emiuing sixteen rays of wa\T Iight-a.5 a 
head crest. or as part of their heraldry. The order's inper circle-an 
enormously rich group of men-sporr their wealth ostenradolls!y, 
wearing stupendously expensive armour, detailed in gold. jet, . 
obsidian ~llld diamond. Many templars of the order bear polished. 

mirrored shields. which rlley u"e to reflect sunlight into the eyes ill' 
their enemies, dazzling (hem. 

STRUCTURE 
Tn E, ralia and Tilea. the massive Cult of Mytm idia has seemingly 
countless position of power spread through its myriad orders. 

However. in the Empire. where the cllit has litde representadon. it 
i. somewhat Simpler. 

Although [he Order of r]lC Eagle is organised like a vast army. 
where those below taKe order from tllOse above, wi dom and 

insight, the gifts of Myrmidia's 
mother and father, also command 



bur rhey aerively request it. 111e 
highest position in rhe Empire is the 
Eagle of rhe North, who is currently 
based in Nuln, and command, rhe 

I. 
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"Eagles and Women" -The source of all conflict who leads the order ftom Magritta. 
is religion and women. This is a common response Each grand mil,t::r of tbe Empire 
to the question: "Why did the war break our?" em be commanded by the Eagle of 

C,lorious leader (£1 Lirier Glol'io.,o). 

CoMMON VIEW 
"You just don't undersrand. 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!" 

-IULIUS INNOCENTI GIOVANFW, TlLEAN MERCHA......'T 

"This little general-I forger his name, it sounded all foreign-sent me a letter offering to fighr by 'Myrmidia's Aites of War.' I 
accepted, just in case rhere was an advantage ro be gained, alrhough I had no idea what the man was wittering on about. Two hours 
i.nto the bartle, von Borndorf spotted these little, white~robed m.en scurrying abour the batrlefield. They could have been getting up to 
an sorts of mischief. So, I had rhe little buggers shot! Afterwards, the prisoners we captured and rortured explained rhat the mischief­
makers were there to count casualties and corral prisoners. Well, how was I to know that?" 

-SIGGRICIIT VON WALLENSTtlN, RETIRED GE.'ffiW. 

Northern Regimen! of (he Order of 

rhe Eagle. 111is RegimelH is splir into 

rell Ullits-<.:me per Human Imperial 
Province and one for Kislev-each of which i commanded by a 
high priest. A High Priest's Unit is split according to how many 
temples be controls, with each temple commanded by a temple 

prics!. A temple priest is aided by one or more temple sergeants, 

who each order up to ten priests each. Lasdy; each priest can direcr 

up to nve initiates. 

In the Empire. progress within the order is mosdy dictated by 
the whim of an individual\ superiors, and the availability of 
appropriate ranks, alrhough most ranking priest~ meditate long 
upon theit options [Q make. ure the)' are making the best cboices. 

However. 10 the south. appointments of must ranking positions 

require the support of [he Order of True Insight (see page 44), 
which is believed ro have a great I' undemanding of Myrmidia's 

trategy for the cull. llle impartiality of the oracles is never openly 

quesrioned. bill it is ,vhispered thar money and favours have more 
influence dlJn any revdation of Myrmidia during a make-fuelled 
prophetic trance. Indeed, it is not uncommon CO find diflerent 
oracles supporting different c:1ndidates, witb each cbiming 

Myrmidia is guiding their choice. 

1he Structure of the Order or rill> Eagle goes though minor 

changes almosr every other year. a. it believes in adapting to 

changing circurnstances. Clmently. d1e Eagle of the North is an 
equivalent position to the head of a province in Tilea OJ' Esralia. 

He is commanded by the High Eagle of Miragliano (['Alta Aquil.1 
eli Ivlirag{imlll) , who also commands half the order's Regimems in 

Tilea. 

The Order of the Righteou. Spear i one of tIle largest orders of 

tcmplars in dlC Old '\(lorld. Most of their number ~ pread through 

Esralia and Tilea, but chaprerhoLlses can be found in the Empire. 
Brctonnia. the Border Princes and even Araby. In tbe Empire, they 

n,lve nor spread any furrher than the remples that they prOte t and 
:uppon, bur the order is slowly gaining in popularity. The order 

is splir into many minor otder , eadl of which has it OWl) grand 

master and unjque name, but the)' are all still answerable to rhe 

the North, although tbe ,Iorious 

Leader can ovetride these commands 

if he so wishes. Each Righteous Spear 

chapterhouse i, led by a templar captain, who is always a knight of 

the inner cirde. 

The Order of the Blazing Sltn is tin)' when compared to the 

Rigbreous Spe'lrs. During the Cru. ades, sixry cornered Imperial 
knight,s swore ro rhe sen'ice of Myrmidia afrer a violem tremor 

toppled a massive sratue of the Goddes, onw hundreds of 

charging Arabyam, saving the knighrs from certain destrucdon. 

When the)' rerurned to the Empire, rbey built a chapr .rhouse 
and temple to the fordgn Goddess near Ravellsrein in western 
Talabecland. With help from oth r crusading knightly orders, 

such as the \(Jliahtb Panther nd Knighrs of the Golden Lion. 

rhey worked hard (0 open trade and pilgrimage routes to Estalia 

and beyond, Today, rhe order. rich from irs foreign dealing~, now 

h'ls most of its in.fluence in Middt;rJand, where the grand master 

ordt:rs his tempJars from the Carro burg chapterhouse. 1Jll: order 
is only answerable to La Aguila Ulrim'l in csralia, to whom rhe 
origiJtal Empire Knights swore. fealry, which i' a source of great 
annoyance to the Eagle of the North. who covets their seemingly 

endless coffers of gold. 

SECTS 
The Cult of Myrmidia has mallY divisions of belief. Fortunately, 
most of rhese manife I' in the S01.lrhern nations, and never reach as 
far as l.hc Empire. However. one division is so fundamerual, dl:'ll 

ver)' comer of rhe cult is affected by it. 

EAST VERSUS WF5T 

The CuJr of Myr01idia is split. To the easr, there arc the 'means. 
They believe Myrmidia was born in Remas, and waS therefore 
a Tilean. Importantly. they' believe thar Myrmidia. as a Tilean, 
conquered Estalia. However, the Estalians to the west believe 

Myrmidia was bol'll in Magrirra, and was therefore an Estalian. 

Similarly, rhey believe Mynnidia. as an Estalian, conquered Tilea. 
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Borh narions have lheir OWI\ versions of Myrmidia's holy tCXH 
ro suppan their beliefs, and both are convinced dle are correer. 
111is fundamcl1lal difference has been the cause of, or the excuse 
for. much of the hostjlicy between the Esralian kingdoms and 
the Tilean city-states down mroLlgh rhc centuries. Indeed, the 
Cllit ha.' almost broken in two over the issue on more than one 
occasion. 

Currently. i'vlagrirra is cOMidered to be rhe he<l1T of rhe Myrmidiall 
religion, although. the high temple in Rea:L.'s undermines this at 
ever)' turn. La Aguiltl Uhimtl (or, as Tileam prefer, L'/IltimaAqllil'I), 

the Order of dle Eagk's leader, is a Ti]ean woman; thus, the TiJeans 
expected her to SUppOrt Remas as the future centre of the cult. 
However, she conuovt'rsiaJly swore ro accept the btaJian ver ion of 
Myrmidia, and has moved ro Magrlaa, wbere she is working hard 
to put this old divisloll to rest. 

This causes problems tor the Empire branch of the Cull. -The Order 
of the EaQle is sworn [0 obey a High Eagle from Tilea. dllls they 
u e the Tilean rext'S. However the tcmplars receiYl: their orders 
from Magrina, and, by default. accept tlle Estalian text. 10 make 

matters a little: more complex, the Eagle of the orth has aurboritv 
over rhe Order of rhe Righteous Spear in lht' Empire and has been 
ordered to ensure dle remplars follow lhe Tileall texts. wbic.h, ot" 
course, they re.sisr. 

It is a massive divide. and one chat. it seems, wjlJ ille\'itably tear the 
culr in two, which could plunge <1JJll0 t balf of the Old 'World into 
an acrimonious and bitter war, 

LEssER ORDERS 
1here are counrless lesser orders of1'vlyrmidia in Eswlia and 
Tilea, where almost every i alated hill has a mona, tery or temple 
dedicated to a particular dero, battle, or proclamation oUvlyr1llidia. 
Few of these orders have reacht:d the Empire, but tho. e 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 17Uty misrakenly speak false sooth. Seek an 
oracle knowledgeable in Myrmidia's way, only there can rhe 
honourable general find true insight." 

-BEU1JM STRATEGI.... , 'BEFORE BLADES ARE BARED' 

\X/hen monaL Myrrnidla alien consulted tbe ·eer. of Morr's culr. a.s 
she valued the prophetic advice of her distant father. ']oJay, Myrmidia's 
faithiill continue rhis practisc, and Augcrs of ivlon call ofH:n be found 
'lccomp;Ulyillg TiJean and E taEan armies. But 1\l)'rmidia's cult also 

has irs own oracles. 111e Riessed Order ofTrue Insight is comprised of 
those s'ajd to be blessed with their Goddess's revelation, and thc:ygather 
in sparsely populared, secluded temples, there to speak prophecy ro the 
honourable souls thar seek rheir wisdom. 

Access ro dle order is by j rwitation only, and the maioriry of irs 
members are women in their twilight year" Most reside in isohtred 
temples where rhey swdl' :-"~yrmidia's holy texts and meditate in 
-make-filled rooms. col1rcmplating problematic srrategies aud 
maHers ofMyrmidian faith. 11,e order may have no templc5 in 
the Empire as of et. but its presence is ,rill felt. for many wirhin 
the Order of the Eagle refuse to undertake any major campaigns 
~'jthoU{ first consulting the Oracles ofTrue Insight. Indeed. three 
Oracular Prie,sreS5er-one young. one middle-aged, and oue old­
reccndv arrived in Nuln to advise the Eagle of the North, although 
none are sme whar manner of C:lmpaign he m,ly be planning. 

THE ORDER OF FURY 

"And she did hear of w1uu had happened, and she came unro Her, 
and she said, Because of wOOr harh been done ro thee:from chis 
day forward I re110UlUe my Mme, and I shall be called Fury." 

-BEllONA MYRMIDIA, 'BooK Of FURY' 

\X!hen monal, Myrmidhl dre," !lJ ,11)' b.ewc·s to her side, bur 
[lone ~re more famous [han rhe ,hieldl1laiden Fury, Her tale is 
recorded in the Bellond ,~lyrmidia. ;J,nd is one fuU of horror. pain 
,nel betrayal. -Ille events of the s,ld story resuh in a young girl 
renounci ng ber name and swearing to Jaim revenge for all the 
dal·k deed, of rhe wodd, a (ask she rakes to wim unparalleled 
passion and anger. Allhough it pained her, Myrmidia could 
not bring herselt to top the girl, f(Jr he intimately understOod 
the source of Fury' rage. Instead, 'lyrmidia did what she had 
to: she used rhe girl on the banlefield, 1l1cre. Fur,' slayed and 
sla 'cd and slayed, until eventually. once aU her enemies were 
gone, she colJapsed, weeping. Fury's lasr stand was in the .Abasko 
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r----....,­Mountains. llJere, her body wa, found by Myrmidia, surrounded 
b . piles of dead Orcs and GQblins. -lhe site is now protected by 
rhe order's high temple. 

Even though the Order of Fury is lTlosdy comprised of women 
in Estalia and Tilea, in the Empin: il is almost exclusively male. 

The order is gaining ill popularity, and already has four temples in 

Reikland. /\ charismatic high priest of the order. Janos Enesql. h3.:> 
recemly arl'ived in Ddb~rz, lhe SrirLlIlder survived some of the 
\\l01"t conflicts of the recem Chaos incursion. He is now gathering 
~UpP()rt to found a tempk to Fur' in the city, whicb is finding a 

gteal deal of resistance from local Ulricans. 

TEMPLES 
111e fortified Myrmidjan Temples are normal I)' built according to 

the architecrural priuciple of Estalia and Tilea, borh of which arc 
strongly inHuellce.d by the L'"Xtensive Elven ruins in those nariol1s. 
Thus. spired roof< atop slender. tapering rowers are common, as are 
domed cemral halls. White marble is preferred. blll local building 

m.aterials. e.specially granite, are more common in the Empire. 

1I,'lost temples are decorated with large bas-reliefs of weapons and 
sh.ields. which often form a backdrop to the training grounds that 
surround Myrmidian holy site,. 

\X!ithin,.it is common to find cramped. circular lecturing theatres 
for lessons in warcrah and strategy. These are normaHy dwarfed by 
an airy, seared hall. which has .1 lowered. centra.! arC'd where priests 
(commonly working in groups, promoting conceptS of teamwork) 

lead services to their Godde-5s. Surrounding dus central hall are 
talues of Myrmidia alongside her shielJmaidens, .ompanions, 

and local heroes. Ofren, these scanl<:s bear archaic weapon.: from 
the outh, and are often only dressed in ,1 single carf of silk about 
rhe waist, something many Empire people find scandalOIl , Above 
the cemral hall. many temples also mainwin small, isolated shrines 
ro the Goddess, w'hel'e her devout can retreat ro ponder diflicult 

que riOllS and pra)' to Mrrmidia for in piration, 

Most Eagle temples also bve a chapterhouse for the Order of the 
Righteous Spear (under whatever local name it has chosen) within 
irs walls. making assaulrs upon Myrmidds holy "ite.< a daunting 
rask indeed. 

PERSONALITIES 
The most important members of rhe Cult of lvlyfl lidia are far hom 
the concern of most Myrmidians in the Empire. Luminaries sudl. 
~lS rhe immensely illllllclHial La Aguila ltima J~abeJla Giovanna 
Luccelli, the h<:ad of rhe Order of (he Eag,le. or EI Lider Glorioso 
Juan FederiCO, the high grand maSter of the Order of the Righteous 
Spear. are nothing more (han complicated names wirh little local 

relevance. It is the leaders within the Empire's borders rhat matrer 
most, the people tbat will make the day to day decisions dlat afh,cr 
ot.hers' lives. 

Lorenzo di Marco, The Eagle of the North 

For mo"t Myrmidians. rbe posting ofEagle of rbe J orth i een 
a~ a banishment. Living amongst the brutish and superstitious 

CULT SKIllS AND TALENTS 

Members of the Cult of M)'rmidia add the following skill and 
ralents to their careers. Notc tlla priests may only add one set 
of skills and talentS. regardkss of how many se ts or orders 
(hey belong to. They must decidc when Uley enter the career or 

the order, whichever comes first, 

Initiate 

Academic Knowledge (Srraregyl"hctic ), Strike to Injure 

Priest 

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

•	 Order of the Blazing Sun: Common Knowledge (F~~ralia 

01' Tilea. easoned Traveller, Specialisr Weapon Group 

(anyone). Sigmm'J Heirs has a Knight of the Blazing Sun 
career on page 124. When in this career the Advanced 

Culr Careers skills and Went.s mentioned above 111f1)' not 

be purchased, as they are already included. 

Order of the Eagle: Academic Knowledge (Smuegy! 
T.,cUcs), Command, pecialist Weapon Group (anyone) 

Order of the Righteous Spear: ommOD Knowledge 
(EstaJia,orTilea), pecialist Weapon Group anyone). 
Warrior Born. Terrol'in Tttlabheim has a Knight of the 

Verdant Fidd career on page 20. Wilen in this career, 
the Advanced Cult Careers skills and talents mentioned 
abow ma)' be purchased. as they are not already 
inciudeH 

Order of Fury: Command, Frenzy, Specialist Weapon 
Grollp (anyone) 

Order ofTrue Insight: Academic Knowledge 
(Astronomy) Academic Knowll!dge ( tratcgylTactics), 
Common Knowle.dge (Esralia orTile.a), Luck 

norrherners in their cold and depressing COUntry is not something 
most Tileans would ask for. However. Lorenzo eli Marco is not 
most Tilcans-for he does not see banishment, he ees porential. 

111e current Eagle of th Tonh is an in"wely ambitious man. He 
plans;lD expansion of Myrmidian worship unlike anything SLeD 

before. He looks to the Empire and sees a troubled people who 
need new guidante. Sigl1lJI has proven lOO weak w keep Olaos 
at bay, and hi cult is rife wirh division,s. Ulric has proven to be 

toO brutal. and is unacceptable ro the increasingly urbane middle 
cIa ses. Myrmidia. eli Marco knows, is the perft:ct answer to rhe 
Empire's problems. 

Of course, rbe UlriC<l,ns and Sigmarires are alre.ad~' moving against 
this threat. but di Marco is a tactician. and this is a campaign he 
has planned for a long time. AI far as he is concerned, thae is 3 

new war brewing amongsl lhe cutrs, and it is a war he does not 
imend to lose. 
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Seat of Power: None (remarivdy Marienbllrg) 
Head of the Cult: None 
Primary Orders: The Brorherhond, The Givers of Coin. "The 

Crooktld Fingers 
Major Festivals: The Day (l( Folly, Pilgrimage of Fingers 
Popular Holy Books: Tnt Riddles Ten, Midnight find dJe BloCR Cat 
Common Holy Symbols: A lund wirh crossed fingers, an "X." 

crow, cat 

Adeity of dle common people. the fickle God of Luck and 
Good Formne, rhe quinte . enrial rogue, Ranald i' all the. 

dungs ~nd more. Hi.1 is a curiou cult, for it hcks the rrappiJ)gs. the 
pomp aDd maiesry even rhe StruCtur> of orher cules. His priest. <tre 
rhieve.s. rrickstcrs. and gamblers. rather rhan the eduaued effi're 
elite so filvourcd by others. His temples are rhe g,lminghalls, 
the brothels, rhe taverns, and ocher dens of iniquity, not the 
gilt .structure of gold and marble. Indeed. Ranald and his 
prie,t, are lInlike any others-a fict that is bOlh distressing 

and delightful. 

Part of Ranakfs curious nature Stem~ from the fact 
t}lar tbi.' -,od has a several different aspectS. To most, 
he is known as lhe Night Prowler, God of Thieves 
and patron of rllieves and rogues. Venerated by tile 
crimio.tl element, in the Old World, his symbols and 

saying. serve as rhe foundarion for lTluch of the secrct 

language used by thieve,. 

Ibnald is also the Deceiver, warching over, or rather 
inspiring. charlatans and tricksters_ In rhis way. Ranald 
is som thillg of a force of nature, the personif1carion 
of irony btl[ also illusion-hence Ranald's appeal to 

Grey Wi7.ards. )4,]; well, Ranald is th patron of gaming, 

gambling, aJld more than anything. luck. It is ill rhis 

form rhat Ranald is upheld by the Empire folk and to 
curl')' [woLlr witl1 the God. Old Worlders emplov a dinvlng array 
of superslitious sayings and gestllres to cnsure they retaill or acquire 
rhe God's ancntion. 

Ofall the forms Ranald assumes. thougb. none is more brutally 
oppressed than his role as the Protecror·. The symbol of freedom 

from tyranny. liberation from de pOt. and lhe symbol of 
revollidoo, dill aspect of Ranald i, embraced by agiCllors, 
demagogues. and even a few politicialJs. In facL R nald in this role 
i a raUylng force for the democratic movement that persists in the 
Empire's I;lrgcsr dries. 

THE CULT 
1he Cult of Ranald views rhe re t 

of rhe world a rhe cbb and flo-w 
f fortune. from good to bad and 

back again. Becaus There i no 
"typical" cultisr of Ralwd, there', 

linJe in the war co describe 
the workinp of the cult itself 

I
"Jld rather give my tenth coin to Ranald than risk losing the 
remaining nine." 

-EcKHARDT REiNSCHOL, 
WOOL MERQ-lANT FROM GRAffi'I/RICH 

Most trust only their own wits and abilities. taking what they can 
and praying to Ranald to keep them one step awa)' from danger. 
CUltiSlS 1211gh at limitations and boundaries placed upon them. and 
orten bteak laws and enter into orbiddcn areas jusr for the ,ake of 

doing so. slipping back inro the shadows and teeming. anonymous 
ma.lses before gerting caught. 

TIle Culr of Ranald is vie"-ed with III picion by both the other 
cultS and rhe ruling classes, even though he is still paid lip service 
b. them all. Other ClIlt afford the prieses of this cult litde respeCI, 
though rhis typically suits the followers of Ranald JUSt hne, 

as thq' care litue about the air of pomp pllt on b}' most other 
groups. Indeed, one of the tenanes of the cult i, to shine rhe light 

of hypocrisy 011 those wjrh inAated ego or ht'ightl:ned srarus. 
Because of this, priest ofRanald sray our ofsighr, perforrnlJ1g 
their works in back alleys, secret meeting places, and olher 

deI)s of low character. 

Although the culr has a deserved repUtation as being iilled 
with gambler, thieves, and con .1rtim, just as many priests 

are simple hedonist.s who grab life by the reins. 1110 e 
that partake iu ill gal endeavours always give a healthy 
porlion of their winnings back 10 the cult or, in some 
cases, to those in need. l1le cult abhors violence, seeing 
ir as a ··failure." Their best "crimes" are those that go 

undiscovered LImil momhs after mey have done the 
dee.d. Those who rdroll violence and cruelty find a 

better patron in Kbajne, or other. darker Gods. than the 
free spi ri r d1:l1 i, Ranald. 

Cultisrs of Ranald ofxen have persollaliries that mimic the 
four main 'tspeets of Ranald. Those who follow the ighl 
Prowler are thieves and larce.nisrs. who perform crimes jusr 

as much for the rhrill of performing rhe perfect caper as 

the" do for thl: loot. 1110se who follow R nald the Deceiver 
are smooth con artist. who move easily through all strata of 
o iety, never laying down root~ and consrantly on (he prowl for 

new targets to fleece throu~h the use of clever thought aud silver­
tongued lies. Cultisrs of RanaId the Game rer are consummate 
gamblers and risk taker, spendJng their days playing games of 

chance and concocting schemes to gain morc money so ther can 
onrinue their passion. To them. Inoney is nO[ the ends. but the 

means, [() happille . Lastly. there are the cultisrs who believe 
in Ranald the Prorenor and rake up tbe mantic as rhe guardian 
for rhose who cannot defend rhemselves. They arc infamou for 
stealing from the well-tO-do in order to as ist the poor, ex-po ing 
rhe h 'pocti,)' and excesses of the powerful, and Standing up for the 

righrs of the common cirizen from thuggery, sense1es persecution, 
and exploitation. Most other 
cult consider member: of this 
"seer" rhe wor t or the lot, as 
they olten attempt ro disrupt 
(he stams quo in the name of 
freedom and justice. regardless 

of the cost to the rest of society. 



STRICTURES 
One coin in ten bdongs to Ranald. 

Ranald frown' upon unnecessary violence. 

Live by wits. nor by your sword. 

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

It's bener to live free and die, rathes than uifer 
under oppression. 

lllere is no honour arnOtlg thiev~. yet truSt in your 

hrother' and sister. 

However. by their very narure, cultists of Ranald are highly' 
mdividualistic. and it can b difficult to describe whar make 

person become one in the first place. llviost are experts at disguise 
.md c eception. keepin their true nanlre hidden hom the rest of 

he world. TIle Cult of RanaJd is ruthlesslv persecuted in other 

parr' 0 rhe Old "'lorld. Bretonnia in particular is notorious for irs 
heavy-handed punishments for finding cultists merely tr<welling 
through their land. 

BELIEFS 
Cultist$ of Ranald believe in individuality, freedom from 
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ppressioll, and the rise and fall of fonune and luck. '1 hey adhere 
iO the belief that whilst Ranald grams his blessing on tbose that caU 

ltTen enougll. he' more inclioed to help thos~ that help themselveS. 
CultiSt,'; attempt to balance prantcality ",,"ith an irreverent attitude, 
'nowing that what' bere roday could disappear tomorrow-and 
ice versa. The most altrlJisti . strive to better the lives (Jt' otb(;r, 
'willy ,hrough the wealth and power of other, wealthier 

ndividuals. 

though theft. cheating, lying, and skulduggery are all acceptable 
II me eyes of RanaJd, violence, 'lnd especially murder. should be 

.. 'oided at all COSTS. A common thug that sli(, the (hroat and ,reals 
-.he purse of a wealthy merchant while invok.ing RanaJd'. name i 
"7lore likely to lose his favour (ban most. 

-ulrist£ accept the fact that Ranald is known by man)' names and 

'r! '. and that he c-an appear ill any guise, 

ITIATION 
\Irhough the cult itself is remarkably free of re Uktiolh, 

('corn ing a priest of Ranald is much harder than one \vo,tld 
• ink. Often. potential candidates have no real desire to become
 

coltis, at all. but are approached by other priests after being
 
b erved from afar for at lea t several months, Individual; that
 
ow great zeal in becoming an initiate are often viewed with
 
picion. as the cult has been infiltrated several rimes in the past 

.. both orher culrists and law-enforcemeOi officials attempting (Q 

ring lhe cult down. 

If a priest notices a potential in.iti,ne, he i approached tinder some 
son of guise that h;lS nothing to do with rhe culr. 1he prie,'! offers 
his patronage aGd friendship, occasionally asking for "some help 
on Iitd~ matters," which test the ,kill and mettle of the candidate 
in maners 0 jying. theft. ell arm. and stealth. If the candid te 
shows the proper ani tude, skill, and cool under pr 'ure, he is then 

jnformed of the patron's inretHions, lfhe's lnterested, then formal 
instruction begins, lf he', not, then the priest qUietly lips away, 
never to return, althougb thi. "failure" is reponed to Other local 
pries!.s so the arne attempt isn't made rwice. 

11,e final initiation into the priesthood typically involves a daring 
theft, con. 01' other brazen, illegal act. Often, the initiate is 

trained and prepared for one sot'! of mission, bUt finds himself 
in a completely d.iffereD! set of events-success depends on how 
well h<:: deals with thi change of plans, If tht: initiate handle (he 
altered mission successfully without getting caugln (or dying) in 
the process. he's made intO a full Priest, ofteI' culminatin<t in an 
enormous p,irry, 

CULTISTS 
Cltltist~ of Ra.nald CJn be found in every Strata ofsociety. from the 
most powerful of nobles to the lowliest of gutter trash. However, 
mosr c!llrist~ arc noted for rising above their original stJrion in life, 
through sheer willpower, talent, and of course. luck. 

Cultisrs of R3Jlaid almost always wear a necklace with an Jr>' or a 

h'lnd with (ro sed fingers. TIle "X" vmbol is ,he most common, 
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and in faCt, wildly popular, worn by untold numbers ·ofcitizens, that, traditional group of expert ccimin, I· might band together for 
The e neckla es are so prevalem rhat rhey rarely cause suspicion, 
rhougb evelyone is sure ro keep rhl::ITI hidden if a wirch !lutHer 
or priC51 of another faith is aboul, II is widely believed that the 
symbols of H.anald lose their potency if displayed openly, "!be 
boldest (or most foolish) of cultistS even get tattoos of rhese 

mbols ou their body, though most have them done in such a way 
thaI' onlv the initiated and savvy can understand them for whar 
they truly arc. 

STRUCTURE 
Ofall the cults recognised in the Old World, the Colt of Ranald is 

the loosest and least organised. h's comprised mostly of individuals 
that give him honour and ask for favolil's in return, rather than a 
unified congregation ofworshippers. Became of tbis, it's difficult to 
find much in the way of;1 si ngle creed for cultists, other thaJ) "do 
wharyou W,tnt," wid) the unspoken addendum of "don't get caught 

in the pt·ocess." The nilt has no real strucmre and the majority of 
priesrs work i ndependendy, leading their own calling in life. 111 is, 

of COIlr.~e, makes true representation at the Grand COllclave (see 
page 26) both difficult and infuriating for the other cults, who 
grow exasper,lted by the ever-d1anging rotation of bigh priests and 
agendas of rhe cuk 

When cultists of Ranald band rogerJler, they usually do so in slllall 

cells of ten or less people. and keep tl1eir business secrer. 111eoe 
groups are typically shon-Iived and self-serving. in the arne way 

a single aet of crime before dispel' ing [() [he wind with their riches 
and smrie, (of course, most cultists tlrt expert crim.in:ll s), 

Other cells have a disrinccly anarchic outlook and spend their 
time ploning ways ro overthrow various organisations, TIley send 
out agitator. among rhe general populace. sabotage infrastructure. 

,lnd dig up incriminating evidence to blackmail and smear 
l}'r'lnnic.al rul.ers, TIlese ce1Js establish relations with other ceHs 
duough carefu1Jy guarded connections, Typically a cell member 
is aware of a single meml)er of another cell. bur no-one else, in 
order to keep pOtenrialleaks and turncoats from disrupting the 

entire group. 

For the most parr, however, the priest of Ran aid arc loners hy 

nature. whose deed_ and tales are spread by word or' mouth in the 
form of r.all-tales, folk ongs, and bawdy jokes, Priests ()fRanald 
are typically coment to st y witbjn a given 'area, but roam their 
t",rrilOry 'with remarkable fluidity, from wretched slums to the gilt­

homes of the we.althy. 

Although the cult has few lempJesand fewer recognised clergy, 

the culri IS of Ranald grin present themselves during the Conclave. 
ohen reminding the other, disapproving cults rhat they both exist 
and have an equal voice. The repre enratives that show up (() 
these e\'ems are passionate. eloquent. and do rheir best ro soothe 
the worries of the other cults, and explaining away the worst 
rumours and accusations as Ilothing more than Lnrolerance and 
misunderstanding. 
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'~'lTlbols, altar. aJld shrines out in the open. In a sense. every place 

SECTS 
Most cultiSt of Ranald follow t.heir own llJlique collection of 
beliefs, and as such, there are no main MoetS or orders that give him 
homage. If two Ot more cultists band together. it's usually tor a yery 

sp<' ific reason. parting ways when the task i. complete. 1vlore so 
thall the other Gods. cultists of Ranald find cllmaraderie in those 
who follow the primary aspects of Ranald. 

The hrst, and e, ity dle largest. is ompcm:d of merchams, hagglers, 
and those that make (heir living dealing with money. Known 

imply as "The Brotherhood," this sed forms omething akin 
to a guild ofbusines men, who meet together to sort our their 

differences, seek mutualllppOftullities, and plot to increase their 
veatch. ]\'lost are honest merchant- wbo call upon Ranald for 

bount)' and improved commerce. although (here is a seedier lesser 
order (nat (;xisc, (~ee Luer in tIDS secrion), The Brotherhood teache;; 

the tellets of cooperation and comperition--he1p your brother 
\Then he needs it-bur rhrough competition, the best elements rise 

t rhe top. 

The second sect is informally known a (he Givers of Coin, It is 
l:Omposed of altruistic. freedom-loving individuab with a trong 
sense of righting wrongs. ']be;:y pend cheir time depriving tbe 
wealthy of their mone) to give to thos that i,rc lacking. Whilst 
the wealthy burghers and noble classes tonsidel' these cultists little 
more than brigands. they are beloved by the common folk. lhese 

cultistS tend to liv/:: shan lives, as dle needs and plights of the 
downtrodden weigh heavier and heavier on their heans re.orting 
III bolder actiow that otten lead to impri 'onmem or death. Most 
...'lJ..Irists of this se t desire to see the noble dasse~ o~Trthrown. 

replaced hy collectives of peopk rhat treat eac.h other with equaliry. 
The bulk of the Givers of Coin know rhi' goal is mo,;t1ya dream, 
Jltholl"h it doe, create a It,W overly zealous individual bent on the 

destruction of the very institudol15 thar make up the Empire. 

The last. and surprisingly lea,t common. are the nue thieves, 
cutpurses, and corunen thar view Ranald almost exclu. ively as (he 
God fThieves nd Liar~. _alling tbemselves rhe Crooked Fingers. 
they focus on mking what they wanr, when the)' wam. Their code 
f honollf is s.imilar to (hose of other thieves-everyone geis 3 

portion from jobs., you don'r rar Out your parmns, and, in the end, 
't' every man for himself. 

LEssER ORDERS 
Because rhe cult lacks any real StTucrure, it doesn't have anv lesser 
order of nOte. Groups that band tOgether for. short period of 

time rarely stick together to form a cohesive order, although hiswrv 
replcie with rhe names of "crews" who pulled of particularly 

impr sivc. almost suicidal acts of bravery and thievery. 

TEMPLES 
Lnlike the other sanctioned cults of the Empire, Ranald has no 
temples dedicated to him-at least, to the untrained eye. Culti tS 
.tlmo t never erect buildi ngs in his name, but instead hide his 

~ 

,-------

~ 

CoMMON VIEW 
"Everyone knows rhar rhose high and mighry folk thar call 
Ranald a rhief, an agitator, and a liar in person pray to him 
when the going gets rough!' 

-.Fat Otto, Stirlandn Farmer 

liThe hunter calls to Taal to bring game into his sights. The 
sailor asks Manann 1'0 keep the storm aWQ)'from his ship. Soldiers 
plead to Sigmar 1'0 keep them alive on the battlefield. This is all 
just luck, which means thaI' Ranald is rhe Ont that ultimare(y 
answers these prayers." 

-GUSTAV AnFLBRfCHT, P1uF.sT OF RANALD 

'The rhieves, liars, and cutpurses of our land pay homage to 
RaMld in hopes that he'll keep them our of chains. Let them 
believe in his mercy, while I administer a hor brand to rheir 
temples for their crimes," 

-SIGFRIED ULMAR, ROVINGJObGE 

'~ou'll be hearing the ronle of Ronald's dict" -Folk term of 
Reikland meaning "engaging in a risky endeavour" 

'The surviving brigands that robbed the wagon train of 
foodstuffs on rhe road to Tal.abheim claimed to be doing so in 
Ranald's name. A local pritst of t1w.t Cull WQS made aware of the 
marter and apologised IO the local sheriff who proved sympatheric 
to his CQuse. The crime is now entangled in the courts here, my 
lord, {uith no definitive outcome." 

-U'ITER TO Eu:croR ColiNT VON R!.UKOV OF OsTLAND 

r CutT SKILLS AND TALENT'S
 

Members of tbe Cult of Ranald add the ollowing skiJl~ and 
talents to their careers. Note rhat priests may only add one set 
of skills and talents, regardle.ss of how mallY secrs or orders 
they belong to. They muse decide when they enter the: career 
or the order, hichever comes first. 

Initiate 

All (),·de,..~ ~Ieight of Hand 

Priest 

"Va ()rd"s: Concealment, Luck. Silent Move 
7lJ~ Brothe,}load: Dea1makec. Eva,luJre, Haggle, ecret 

Language (Cult Tongue) 

7ht' Givers o.{Coin: harm, Etiquette. Pick lock, Streetwise 
Crooku/. Fingm: anlble, Intimidate, Shadowing. 'lI'ike to 

Stun 

of gambling 1~ considered a sbrine to Ranald, and his symbols C::1Il 

be fOllnd carved in walls, doors. and elsewhere. though always 

in a Sllbtle, secret manner. Ironically. the larger the gambling 
house, racetrack, r gladiatorial pit. rbe harder it i~ co find d1e$e 

-.-- .. 
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- TIm CuLT Of SHAu.YA ­
Seat of Power: CO\! WI.me, in Breronnia simply decorated. with the money received going to the relief of 
Head of the Cult: 111e Most Holy Matriarch lisegllnd (High pain, and those temples are every,vhere. from the mallest village to 

Priestess of Couronne). High Prie.>re. s Anja GustJ.vson (High the largest city. 

to rh needy is notable. Most remples of ShaJlya are 

sigm-Ranald doe" not like to adverrise. It'. common for a gamble.r 
'who win. big to leave a small pordon of hi windfall on one of 
these semi-hidden altars. Otherwise. small shrine. erected in the 
slums and shanties oflarge ciries. or the occasional cro.ssroad in rhe 
wilderness. are the only "permanent" places of worship for Ranald. 
lhese shrines are designed 10 be small aDd easily dismantled. so 
a. to keep rhem hidden when rhe authorities come roo close for 
comfon. Often. when a shrine is "discovered," it is raken down by 
the locals with mock c!isgu,l. only to be rebuilt once rhe coast is 
clear. 

PERSONALITIES 
The Cult of R:mald is odd in that mosr of its cultists do Iillle (() 
draw aHenrion ro rheir actions, Even the highesr-ranking members 
of the culr live dn31lives, first as a normal member of ociery and 
second as a culdst of Ranald, sn:a]jng, gambling. or lying as they 
ee ht. The moSt notable priests of Ranaid are truly famou. (01' 

infamous depending on your poim of view) personalitie_ whose 
daring deeds and extraordinary luck hine. especiaJly if their 
exploilS Involve the embarrassment of the rich and powerful. 

Hans yon Kleptor 

Th.e most prominent member of th<: cult is a powerful prlest named 
Hall von Klepror. Von Klepcor began his career as a \vande-ring 

priesr of Ranald. At firsr. he was litde more than a pett)' criminal 
ulllil he had a vision of RanaJd. who cold him to spread the word 
about his nobler deeds. He made his way to Marlenburg, and 
worked ro exp;'lnd rhe size and grandeur of th his main temple 
to RanaJd, the Gilt House. Handsome, charismatic, and charming 

Priestess ofAJrdorf. Head of the Cult in the Empire) 
Primary Orders: Order of the Bk~ding Heart 
Major Festivals: None. Shallya acts whenever tbe.re is need. and 

rormenr doe nor respect rhe calendar 

Popular Holy Books: lhe Book OfSI~ffi'1'ing.', lhe Te.ttlli-lelll of 
Pergunda 

Common Holy Symbols: A dove; a hem 

with a dl'Op of blood 

Shallya. the Goddess of Healing. 
Mercy, and Childbirth. is pos5ibly 

the mOst loved deity in the Old World, 
Many Old Worldets enrCf it at a rempIe of 
Shallya, or at least attended by one of the 
priestesses. and almost all need rhe services 
of rhe priestes s ar some point in their live.~. 

The refusal of the cult to become involved in 
poli ries has made ita popular rarget of cb ari ty 
from wealthy nobles and merchams, and rhe 
success of the priestesses ill channelling that weaJrh 

ShalJya is said to be the daughrer ofYerena alld Morr, tempering 
bodl death and ju.srice with mercy. hi:' feels the sufFering of every 
living thing. and as a result is collsrandy in tears. _orne legends 
say thaI' bel' rears can even move her father. and that, as a result. 
he refuses to see her: he knows the dang.er inherent in yielrung to 
pleas to return rhe dead. Other legends say tbat her Father forbade 

Shallya fwm helping more than one person .in 
a moment. lesr no one die. 

Individual temple.s of Shallya are 
exceptionally well orga[\ised, with clear 
responsibilities tor all reside.nts, ~lJld 

de.fined chains of authority. This enables 
rhem to respond to crises, and to deal Witll 

the dozens. if nor hundreds. of supplicants 
who corne every day. The cult as a whole, 

oweyer. doe nor have policies or pians of 
action. h'1.Llya is concerned with relieving the 

individual distresses of the people. not wirh grand 
schemes. 

to the extreme, man" of Ranald's cultiStS believe he is the monal 
son of Ranald himself. He pledges co increase the smtUs of the cult 
wirhin the Empire. pulling ir our oFthe . h. dows into the light. 
However, his proclamations of freedom from tyranny and release 
ti'om the power of nobles h<lVe drawn the wrath of those in power. 

White Raven 

Another prominent cultiSt is an enigmatic figure known as White 
Raven. Known to rhe richest burghers and nobles as a brazen thief. 
she has pulled off some of the mosr daring highway robberies in 
recorded history, and is known as a saviour and generous patroness 
to the lower clas e . Whirl' Raven wear a feathered mask that 
hides her features. and is known to be a crack shm wirh a pistol. 
Rumours abollt her [fue idenriry run the gamut, with the leading 
thought that she is rhe youngesr daughrer of one of the prominenr 
noble houses in tv1iddenheim. White Raven rypicall~' drop olf the 
loot from her crimes at the doors of orphanages, backw;uer shrines. 
and the homes of war victims in and around rhe iry of AJrdorI, 
giving some idea of her sphere of influence. 

CouDtJager 

A priest of Rallald known as Counr Jager roams both rhe slums 
and places of high sociery 0 the grand dry of Altdorf Although 
elderly and dearlv insane. there a['e those rhat feel he is rhe Iivi ng 
incarnation of Ranald himself. wandering rhe Empire on a consranr 
search for wine, warnell. and song. Although he calls himself a 
coum. it is unknown. and doubted, whether he actually has claims 
to noble lineage. CultistS of Ranald consider themselves extremely 
lucky to run into the coum. as he seems to bring wirh him 
inordinare amounts of good luck 
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:Don't cross the Shallyans. Sure, she won~ hun you; She'; ther Bleeding Heart. Buryou don't want her parents mad at you." 

-ADo""E BVRGENKAMl'f, OuTLAW CHIEf 

'These young. pretty Shallyan, 
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THE CULT 
hally.,'s primary concern 

j, mercy: rhe relief of pain. 
Historically. rhe cult has focused 
on two main forms of mercy, 
healing and midwifery, because rhese Jre clle Illosr common, and 
the mosr blameless. Everyone is born, and the mother's agony at 

that time is suffesing ill a noble cause. Similarly, injury and sickness 
are rarely the vicrim ~ fault. A priestess who concemraee on these 
problems can easily fill her time wirh service co the Goddess, 
wirhollt offending anyone's sensibilities. 

However, Shallya is cODcerned with relieving all pain, evell rhat for 
which the vicrim can be blamed. Aid for the poor, whether food 
di tribution, temporary accommodation, or 

are popular characrers in ribald 
jokes and scurrilous chapboob. 
llle Cl!lr generally rolcr:ucs 
rhis. because rhe prieStess is 
always portrayed posirively. but 
all Shallyans are aware ot~ and 

quick to spor, a certain type of parient. Such men ~lre never tuIned 
'lway. bur find themselves (reared by the oldcsr Shallyan available. A 
few lJe/:Y canny adventurers have noticed tills also gers you the mOSt 
f;:xperienced Shallyan aVJilable. and fake il. 

The hallyans who organise care have a more ambiguou-s reputation. 
Everyone r~ peers them, hut a lOt of people prefer to ray out of their 
way, lesr they be roped in to looking arrer the: sick. Some are happy 
busrling types, who just sweep people (including lh if chiJdren, 

neigbbours, and random passers-by) up into the I process ofhdping rhe sick and helpless. Orhers 
_ 

even work in the temple itself, is a common 
feature ofShallyan temples. Some priestesses "She has Shallya's hands" are sterneI', with a firm idea ofdiscipune and 
work wirh rhe insane, and others make a -She's a very kind person a general disapproval of people w3sting rheir !point of sofiening rhe lot of rhose ill prison. 
Ruler- telld to have their sllspicion of such 
priestesses, bur rhe 'atgue thm the followers 
o haJ1ya must sot'ieu rhe blows of bod, her parents. c 

The good works of rhe Shally'Jns are l10r unl imited, however, The 
cult is concerned with relieving suttering, not with providing 
opportuniries for growth and c1evelopmenr, or for making an average 
life better. W'hile few ShaJlyans would be upset if they made someone 
happy, [hat i, not theit goal; rhey seek rathet to eliminate misery. 
Thus, Sbally'Uls help those who are actively enduring torment, nor 
tho e who are simply in need of belp to improve thelt lor. 

haUY:J.T1s tend not to think abour rhe big piClLJle. "nlere is no way 
that rhey could relieve the agony of everyolle: in rhe world, and 
thinking abour rho e they could not help merely makes it hard 
to go on, Mosr ShJllyans relieve [he misery they see, rarher than 
looking for people who m3}' be suffering more. They focus Oll 
solving the irnmecliate problem, nor 011 doing rhe greatest good for 
rhe grearest nUllloer. 

BELIEFS 
The core belief of all Shally;lns is that they should work to relieve 
the uJfering of others. Casual adherents give more co charity rl1J.J1 

most, Jnd are more likely to help somebody who has fallen in the 
screet, but for in itiatcs aJld priests rhis calling come·. to dominate 
their whole !ive..'. 

There are ('\\'0 main groups witJlin rhe priesthood: those who 
provide care directly and those who organise other people 10 m3ke 
sure rhat care is provided, -111e first group has an ~umost complerely 
positive image. It is nor uncommon for patients to fall in love y,,'ith 
their nurses. a condition known as "dove f.'lllcying,'· and normJlly 
Shall-'ans cite rhe sacred priest-parient relationship as a reason to do 
nothing. Many ShalJyalls do, however, flnd their husbands this way. 

Id Shallyatls are often generous with their advice, as well as their 
help, while those of middle years are typically very motherly. lhe 
'ounget ol1es have <l popular mythology all of their own, 

time enjoying tllt:msdves when rhey should be 
. getting on with work. The young, pretty, srern 

disciplinarian ShaUy3Jl seems to be paniClllarly 
popular with the Empire's nobility; at any rate, rh.:y are often 
$LHllll1oned for personal anendan~" and receive large gifts, /\ few have 
even m,uried into the lower ranks. 

INITIATION 
Mosr ptiestesse~, of hallra are orphans, raised i.ll ,1 rempie and 
destined for the priesthood almost from binh. Characters who wish 
to become iniriates of Shallya must tlTSt demonstrate [heir conrinuing 
devorion to the Goddes", A single spenacular act of selfless mercy is 

almost never enough: rather. the characrer must pour mllch of her 
energy into helping others over a subsranrial period of time, typically 
ar lease a ye,l[, although temple wards spend their childhood at this 
stage. Dilierenc remple.s favour differenr kinds of service. 

Initiates ofShallya are expected \0 spend all rheir time \ orking 
with tJlOse in need, and to show, at least, a lack of concern for 
meir Qwn comfort. l110se who do so may becorne priests, and 
continuing selfless work results in promotion wirhin the (emple. 

rvlQs[ Shallyans spend some time travelling the Old \XTorid early in 
their career" relieving di~rress as tbey find it. A.lmost all temples 

STRICTURES 
Avoid killing, (All followerS of ballya take this stricture
 
exrremely seriously.)
 

Never refuse healing 1'0 a supplicam genuinely in need,
 

Never halr a soul wh~n it is time for h to deparr.
 

Go abOUt your life unarmed, A . tOllt walking staff i all
 
you'll eyer need.
 

Abhor the Fly lord. in all his forms.
 

Do not waste energy on your own pleasure.
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encourage this, bOth because it grants a wider understanding of tl,c 
world, alld because travelling is generally a hardship and a sacrifice. 
and thm appropriate to followers of the Goddess. Some Shallyans 
also spend time at a temple Ln a panicuJarly dangerous location: 
this is as respected as travel. 1\ few priests spend their whole careers 

travelling, never becoming part of a temple, and while these 
illdividuals are revered, tbi is not considered normal. 

CULTISTS 
Initiates of Shall}'a normally wear simple long \vbjte robes. a style 
copied by the more devout lay membl"ts. The materials are normally 
hard-wearing and sate to wash by boiling, as the rotes of Shallyan 

devotee often become spattered wid, deeply llnpleasalJt substances. 
1l1is mealls that they are often quite expensive (Good craftsmanship). 
but do not look it, a combination th,)t suits the cult weli. 

Prie,m wear white robes. often with a hood, with a heart embroidered 
over tlle left breasr. On daily robes, (his i embroidered in yeliow, 

bm most pries(s also have ceremonial robes. made of expensive fabric 
and with the heart embroidered in gold (Bes( quiliry), Otherwise, 
Shallyans wear Iitde ill the way of ornamentalion, 

There are some regional variadons. 'Ine mo. t notable are in 
BretolUlia, where sumptuary laws mean that lay members and 
initial cannot wear wbite, and so [hey wear yell w inStead. Even 

noble lay members wear yeJJow, '15 a sign of humility. As foreign 

pilgrims are not, stricdy speaking, peasants, they are not bound by 

rhe laws, bur due to erratic awa.reness of tbis fact on rhe parr of the 
nobility most pilgrims wear ydlow until rhey get to rhe temple. 
where they dJange into white, All priem of Shal!ya in that country 
have an exemption allowing rbem to wear their vestrnellts, bur no 
other white clorh. 

Priests of Shallya sell most valuable gifts 10 raj-e money for mose 

in need, but do nOI sell gillS of vestments. 1l1US. some priests have 
extremely expensive veStinenrS. gifts from rhe grateful or generou . 
Even such expenSive gill must be simple in appearance. or else 
they do not COliDt as vesrments: the Standards for this vary from 
one temple 10 another. 

STRUCTURE 
"The Cult of Shallya has a nominally feudal strucrure. with each 
sbrine 01' temple owing uibure 1O a largel-, local temple, and these 
large remples owing tribUte to the chief rem pie of the nation. All 
the national remples owe fealty to the temple in Couronne, and 

all the chief priests and priestesses meet once every six years a· the 

governing body of the cult. 

The Matriarch Ln Couronne has aurhoriry over all Shallyans, in 
particular the alllhority to cast them our of the faith. This power 
is only used when a follower rums to the Dark Gods, as mercy is 
approptialc for anyone else. 

Below the Matriarch, the chains of tribute are largely nominal, 

and do not carry much sense of power. Nevertheless. a number of 
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SHALLYAN PRIEsTS? 

The ovenvhelming majority o( Shallyan priests are actually priestesses: most Old 'I~lorlders would be rductant to bdieve a man could actually 
be a priest of the Goddess. Nevertheless. the Goddes. does accept men: they are relativelr well represtrltt:d among the wandering priests. 

Young, male prie.m of Shallya almost ;llway~ \V,ulder. as dlC heads of temples are generally reluCIant to pur handsome young men imo 
environments where tbey are gready outnumbered by impressionable young women. -lhe wanderers are encouraged to smy for a while, and 
then move on, without breaking allY heans. 'ule legends tdl ofptiests who exploited their appeal to the' priesrcsses, and were devoured 
by 'laanesh as punishment. ( namhurised versions o( these legelld~ are quite explicit about the details ofbmh the exploitation and the 
devouring, and are popuLu (orbidden boob.) As prieHs become old and llilanractive. they often do take up n:sidence in a temple. 

temples do have panicularly good repur-ations. and since the most 
promi. ing priests spend time then:, this is self-perpematlng. 111e 
rem pIe in Altdorf is a good example of this: the high priestess there 
I rraditionaUy chosen by the high priests of all ShaUyan temples 
n the Empire, and she has ,1 great deal o( moral authority. Altdor(
 

also regarded as a vcr;' testing position for Initiate, or priest.
 
ilh potential: then: are man~' who need their help, but so many
 

iernptations to do otherwise. 

-hallyans, on the whole. are uncom(ortable with wealth or valuable 
-reasurc , bUt their' unstinting help to all mean" they receive many 
",ilU.1vlost of tbese 3re tLed co help others. or sold to that end, but 
"lOt alL TIle priests feel they cannot sell boll' image., of hallya, or 

milar 'acted goods. By tradition. then. suc.h wealth is pas.led up 
• c: organisarional hierarchy, to the remple to which the receiving 
'-mple owes tribute. If that temple is in an urban area, it keep 
~ st of rbe goods, passing the finest on to the chief temple of the 

Don. The \veahh on display in these places ofien shock" visitors, 
() a ume that they are corrupt. at lea.st compared to the austere 
'J.1 ~hriJles. s a re'ult. the clergy of those temples have ,l strong 
dency to asceticism. 

ividual temples are very strictly organi ·ed, with the high 
:1 tess in absolute, bur merciful COllUOI. AU rempl~ and ~hrine~, 

matter how smaIl. try to serve all needs. but l)lost'Pecialise 
- some eXtent. In larger temples, the different funcliolls ar~ 

inistratively separate, with their own heads, reporting to tlH:' 
gh priest. and their own staff. 

e ho pital is probably the Illost characteristic function, treating 
'h injurie and disease. Areas for childbirth are always kept 

_ an: from, bur close to, the hospital as complication in 
dbirth otten require medical attention. Madhouses are only 
od in temple,s large enough to have a separate area. or in shrines 

- t pecialise in confining and cari.ng for the insane. 

Lmy hallyan temples have ,tn orphanage, raising hildren, mainly 
_" • to be servants of the cllit. Even among the temple wards. nor 

how the necessary aptirude for .erving the Weeping Maiden. 
d some of mes" are married off to wealthy rnerChaJl!5, in te{Urn 

ub tantial donations. ShaJlyan orphans have a reputation fOr 
Llking very obedient, solicitous wives, and devoted mothers. 

- ernples may also provide doles of lood, ,uld occasionally clothing. 
the poor. Very (ew do tbis at the temple itself; the poor V,.itl1 

- energy to come to the temple are 1]01 the ones most in need 
- tood. Instead, initiates and low-ranking priestS are seot our to 

,S; 

delhrcr bread. -n1e priests look favourably on large. uuimidating 
warriors who go along "w heJp carry the f(}ocl." 

SECTS 
lhete- are. 110 tormal sects within the- Order ot [he Bleedi~lg Hean, 
and no outright disagreements on doctrine. Different (ollowers 
do place differing emphases on rhe various aspects of the Shallyan 
[,lith, and (his does give rise to vigorous disputes withiu tIle 
temples. However, these dispUtes are generaLlv private; rJ1e cull 
pr~ ents a remarkablv united (rOll!. 

AscETICISM 

1he approach to ascericism is perhaps the loem of most vniation in 
the cult. lhis revolves around rhe question of how far you should 
go in serving the Goddess. , ~ 

First, is it wrong fQr a Shallyan to enjoy thing~ that come to her 
with no effort) rf a noble offers !Jer a glass of fine wille, i~ it wrolJg 
to accept? Should she sit in a comfortable chair i( one is offered? 
Most Shallyans think this is obviously acceptable; it does nor 
il1terfere with their work, and they cannot use the ofFered luxuries 

CoMMON VIEW 
UI rhink his leg's broken.! Q;tick, ger a Shallyan.!" 

-ULRlCSUEB MARTINSON, MIDDENHElM LABOURER 

"As I ate your bread as a child, may you eat m.}' bread now." 

-DIETRlGl RAGNAR, MERCHIu'llT OF MARIF.NBURG, GIVING A CART 

OF BREAD TO THE TEMPLE OF SHAllYA THAT FED HIM WHL~ HE WAS 

A POOR G1ILD. (EVERYDAY, JUST AS niE MARKET OPENS, SO THAT 
EVERYON[ CA.."l SEE A......'D HEAR.) 

l'YOU" PUNCH udo nor" KICK Ustealfrom1J STAMP
\ 

ljthe remples of Shallya." 

-A TAUBHElM THIEf, 

EXl'LAlNlNG PROFESSIONAL ETHICS TO A CoLLEAGtJE 

IThey're just sneaky, manipularive politicians who steal business 
from honesrfolk. Someone should expose rhemfor rhefrauds 
they are." 

-MAsTER. AUGUSTUS !.J.MMERSKlND, ALTOORF DocrOR 



No ShaUyan, even in rhe last group, would 
ignor an injured person if he was the only 
person in iglH, however. 

A tiny minority of Shaliyans believe (hey 

should uy to change the structure of society. 

'111is group is dose to being hereticaL since most Shall,'ans think they 

W<l:;te (00 much dme thar could be spent helping people. 

THE FLY loRD 

TIle wandering priest, however. h<1Ve the opportllllirv to meet, and 
a ommOI) lite tyle thar sets them apart from the main body of the 

cult. In recent years, some of these priests have even starred talking 
,bout asking the Matriarch to tecognise them a. a lornlal order of 

dle cult. The main rea.lon that this has nor got beyond ralking is 

that few wanderiog priem see tklt it would make any difference. 

LEssER ORDERS 

All ShaJlyam agree the Fly Lord is the foulesr blot of all. and rbey 

\\'-ould rejoice were ir {Q be destroyed, Opinions over what to do 

abom Setvams of rhe Dark God vary, however, A small minoricy 

believe even they deserve mercy, argu.ing mey suffer ar least as much 

'J.s their victims. An equally small minority believe in seeking out 
and destroying such cults; these followers drift into more martial 

ults, panicuJarly dlar (If Myrmidi~l. 

'The mainstream debatt's the balance bet\vccn simply treating the 

victims of the plagues, and trying to StOp them at their source. Most 

Shallyans believe in JUSt treating victims, umil the Plague God visit~ 

their area. Then, they believe the plague should be ~topped at the 

source, but are roo busy m~aring victims ro act to that end. 

TEMPLES 
"hallyan temples are built around a omty,lrd, with t.he main temple 
hall on one side, chapels on rhe other, and the infirmary at Olle end. In 

some cases, the ot.her eod of lhe ounyard is dosed by <tCcommodarion 

for the priests. Luge temples may have multiple courtyards, in wh.ich 

case me main temple hall i a close to the centre as pos.sible. 

ShalJyan, prefer wfLite Stqn , and tbe illteriors are ilorm:llly 
dc'corated in white and gold, or ydlow, Stone is an expensive 
buildjng material, but mosr _hallvan avoid wood. enabling rhe 

,lrLJCtllre to survive a fire and be able to provide succour in its 

aftermath. A fountain in rhe courtyard, representing the tears of 

Shallya, is the only common decoration. In some remples, the 

'Tbe Cui t of Shallya has no formal lesser orders, juSt as it has no 

formal sects. However, the natllr;\1 tendency to specialise mean:; 

there are a number of recognised groups within the eule TIle most 

nOtable ate the healers and the midwives, but the.,e groups are toO 

large to have much of" sense of colJeClive idclHity: they jusr feel 
like "typical Shallyans," even to themselves, 

1he priestesses wbo rreat the in ',we do feel ;\ sense of kinship, :md 

eagerly rake advantage of chaJ1ccs to meet and talk with someone 

who, while sane, understands life with lunatics. However, such 

chances are le'v and far bc£ween. 
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"She has Shallya's eyes" -S/J( ono' sees 
the pain and su.ffering in life 

to help the poor. A radica.l minoriry of 
ShaJlyans believe ir is wrong for a Shallyan 
10 enjoy her work. She should serve the 

suffering OUt of duty. not because she gets 

saristaction from helping people. A slightly 
smaller minority believe it is wrong for 3nyouc to enjoy themselves; 

thcrl' should be no happiness in a world .. 0 full of misery. Wh.i1e 
a minority, this group is not tiny, and its member seem to be 

attracted to rUI1l\iJlg the temple otphanages. 

Priest 

Heal 

Resistance (() Disease, Trade (Apothecary), Tradt (Herbalht) 

Initiate 

TARGETED AID 
AUlOther ddn\te is over the extent to which Shallyans should choose 
whom (Q help. A significant minoriry argue they .hould not choose 

~t all, simply helping anyone who comes before tl)em in pain, 

ll1CY believe the Goddes herself guides tbem to the right people. 
,v(OSt Shallyans, "lthough not much more rhan haIr. believe it is 

acceptable to spend a short period of rime assessing rhe needs of 

lhe people beror you before deciding whom to help first. A fairly 

small minority believe that they should spend some rime finding 

me people to help, help them, and tllell move on to another group. 

111e more general debate ees more disagreemellls, and these 

disagreemellts do not faU into easily defined camp; priestS ick and 
mix from ;unong the pOSSible answer:;. 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 \vaking 

momeJJt in a hospital or tending to rhe sick elsewhere, and should 
minimise rhe amount of time she spends asieep. Most Shallyans 
accept that it is bad policy to rr}' to work all the rime, a it leads 

to mistakes. /I.,lost accept tbat quiet prayer is an acceptable break. 

~lIld a substantial minorit)' believe thar any refincd pleasure (those 

llOt involving violence or largc q\lantitie~ of alcohol. primatily) is 

permissible, A few think that anything that does not harm others 

or impc.d> a Shallyan's work is fine lelr rdaxation, Of course, a lor of 
ShaUyam do ovet-indulge in alcohol, at least in pan to blor out the 
horrors they have seell, but hardly anyone in the cuh think< rhat 
such behaviour is dghr. 

Shallyans with families faGe a deeper dilemma. Shallyan orthodoxy 

h that Shallyan parents "hould oor privilege their children in any 

,,',ty; rhose who hold 1O rJJis place their children in. the temple 

orphanages, to he raised as any other fOlllldJing. Most Shallyans 
wirh children bend orthodoxy, but they have a repuration tor being 
far I'S5 illdltlgent to their children than to jLl"t aboUl anyone else. 



almost no time to administer the cult. Fol'tunard)'; this L not a major 
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fountain actually t;Jke,~ rhe form of a white marble maiden. with tht;
 

warer springing from her eyes. problem. as most temples run themselves perfectly wdl.
 

Sieglind ThomsonPERSONALITIES 
Siegling is a wandering priestess active mostly within the Empire, 

One of tlH" cull sf< w true miracle-workers. Mother Elsbeth of although she has spent some time in the Border Princes and has 
Heiligerberg. has recently died, and Anja Custavson. the high made a pilgrimage {Q Couronne. She is renowned for her courage. 
priestess of th" Empire, is old and expected [Q die soon. ivfatriarch and for surviving siruarions that should have been the death of 
Lisegul1J. although more active. is also ddt'rly. ber. She believes the Goddess guides her to people who need her 

help. so she always SlOp. to aid [hose in need. 511 i also p;m ofMatriarch Lisegund 
the smaJi group who believe it is acceptable. to t;lke 'ldvantage of 
luxuries offered [0 you on [he spot. She i. .0 well respeered thatThe Matriarch is highly respected for her personal work relieVing dlC 

she can even defend that position in public without anyone ca ·tingpoor, and healing those affiicred by diseases ausing weeping sores. 
aspersions on her personal pietyIndeed. she spends so much rime working with the sick t],;,[ she has 

-
Seat of Power: Ahdorf now cali upon Sigmar's name to guard their souls from corruption. 

Head of the Cult: Grand 111eogol1i t Volkmar [he Grim As parr of their duties to defend the Empire SigmaI' created. priests 

l'J:imary Orders: Order of the Anvil. Order of rh Cleansing often rally rJle people during times of trouble, and are thus often 

Flame. Order of the Silver Hammer. Order of the TareL perceived to be worshipping a God ofWar by outsider. although 
Major Festival: Sigmarday (28[h Sigmar-Tide) [his is not strictly twe. 

Popular Holy Books: lh,' Book ofSigml.1l', Deus SigmaI'. !hI! 
G:iJfbtlch THE CULT

Common Holy Symbols: Chal Maraz (5igmar's Warh:lIllll1er), [he 

twill-tailed cornel, a Griffon In the Empire. the Cult of SigmaI' is welJ recognised. AJI k:vels of 

society gather in localtcrnpl.cs each Holiday for th.: Festag Throng.

Over 2.500 rears ago, Sigmar Hdden~alllmer, whose birth 
where priests of rhe Order of the Torch preach unity from theirhad been heralded by the passing ot a twin-railed comet was 

pulpirs and recite holy words from tl1eir le([ems, 'jgmarirecrowned Emperor in AJtdorf ([hen known a 
[emples often act as a focus for local communities,Reikdorf). by [he high priest of1..JLric. He bore 

n~I~~~~~;'::~ with priests arranging seasonal rilual.. advising folk, rhe magical warharnmer Gha! Maraz by his side. 
fo ming choir. and organising locals into band. ofa gjfr from the Dwarf~ for saving King Kurgan of 
militiaman 10 beuer defend the Empire. Temples Karaz-a-Karak's life, and led his people for many 

with no local tempbrs also train the cream of thedecades of prosperity. 
youth to act as Hammer Bearers, black-robed 

On his fiftieth year a emperor. SigmaI' men who guard the tcmple's holieSt artefacts. 
laid down hi crown and left Reikdorf. and carry (hem during special parades and 
Hiswry has done a poor .iob r .cordingwhy Sigmarday festivals. [n some larger tempi s, 
he left, but legends claim he was spotted the Hammer Bearet.s :1ft: greatly feared, elite 
heading east towards [he Worlds Edge warrior.s, who be:lr Great SwordS" upon their 
Mountains, with heavy furs aboLlt hi. broad back.>, .scars upon uJeir face. and escon the 
-hOluders and his still-blond bail' hanging in priesrs wherever they may go. 
heavy braids. Other kgends claim he walked 

[n comparison to tb priest of [he Order of thewith a great, gr y wolf to hi left, and a giant. 
"lorch, who guard [he minds of rhe Empire folk.black-[usked boar lO his right. his face a mask of 

the Order of [he Silver Hammet wander.s the Empire,determination. Whatever the [ruth. rhe greatest man the 
guarding the borders by smiting [hreats and adVising theEmpire:' would ever know had gone. 

authorities. lt~ members aho he.!p at tempk when they pass, 
A little over rwenty years after Sigmar's departure. his people had and can often be found talking to unsure initiate" training 
already elevated Johann Hdstrum-a wild-eyed friar wh; da.imed Hammer Bearers, or preaching at the Throng. 111e grim-faced 

igmar wa~ crowned a God by Ulric himself-as Sigmar's firsr warrior priests arc well loved by rhe people. for they keep the 
high prieSt. Soon. hi fledgling cult-one rhat preached unity. and Empite safe wirh their mighty warhammers ;lnd dauntless courage. 
expected the people to unquestioningly obey the Emperor and his bringing the holy W'ord ofSigmar to the few communities that 
appointed Elector COllllrs-formed into a dominant religion fully have no temples. 
uppomd by the state. 

1he monastic Order of the Anvil guards the Word ofSigmar• 
. ow, the Cult of igmar dominates the Empire. It has rempies and 

hrines in even th smallest ofenlements. 'lnd countless millions 
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dispute within the cult. it is to these dour Sigmarite monks d1, t 
rhe otb<;;r orders (Urn. for they understand the minutiae of all 
the cult practises. Although the order's monks rarel)' leave their 
isolared monasterks, dJc)' do, Sometlmes, tour the Empire. acting 

as travelling judges. searching for los! tollleS of Sigmaritc lore, or 

acting upon rhe orders of their superior.. 

'Jne last of the majot orders, the teared Order of rhe Harne, is nor 

well known by the populace at large. It guards the Empire from 

corruprion. charged to eek out and destroy tbe dark seeds of hao· 

wherever they mav lie. 1he Aame·m~lrked medallions WOrJl by dw 
order's inquisitor priests grant them ~1Cce..s t all Sigmarite remple.l. 

mona.lleries. and chapt.erJ1ouses in the Empire. and local cliltist~ are 

expected ro gram them any "reasonable" request. Although most 

Empi re eldrens have never heard of the order. without its protection. 

the Empire may han: faile.n t() the Dark Power cenruries ago. 

Alongside the e, the four most-inAuemial orders, are coulltless 

smaller orders. all tilled. with devour men and women ready to step 

forward and defend the Empire. no matter what the COSt for dOLog 

so may be'. 

STRICfURES 

Obey our order . 

Aid Dwarf-folk. 

Work to promote the unit)' of the. Empire, even at 

the COSt of individuallibeny. 

Bear true allegian.ce to His' mperial Majesty the 

Emperor. 

Root our and destroy Green kins, the sef\'ant~ ()( 

Chaos. and t;hose who use corrupt magi .. \vherever 

they may hide. 

the Dwarf: , a race they revere as Sigmar's strongest allies, Sigmarites 

never forget, and fully trUSt none.. 1h.is, they claim, b a paranoia 

llot born (if fear or ignorance, bur of experience. 

Mental fortitude and defensi e tacdcs are of paramount importance 

to Sigmarites. wbo view open assault or loose thinking as open 

gate. for corruption and heresy. However. nothing is more 

importanr thac defending the Empire SigmaI' cr aled, and they 

are willing [Q go ro almost any length, even open., blind a_sault, to 

ensu re tlJ i.. 

'D1C culE also prizes strength and strong leadership, qualities they 

,1ssociate with Sigmar himself 111ey USe these traits to promote the 

same stn.::ngth . mongst the folk of the Empire, and strike at the 
heart of heresy, the influence of the Dark Gods. wherever it lTlay lie. 

INITIATION 
Although every temple has its own traditions lor iniriating new 

members into the cult, the general process varies little. First, (be 

novitiates (the Sigmatite term for initiates) is accepted i.nro an order 

by a priest, an evcnc that is oftcn1Uarked with ritual shaving, Next. 

,hey arlO' taught tlle ways of Sigmar. Finally. when the training i 
completed, the novitiate is tested by a ranking member of the cult. 

[\ffost temples 001,1' accept nOl,jtlates when YOlmg: bur, theoretically, 

anyone called to Sigm,\l'. regard.les of age. can join rheulr. Those 

temples that practise ritual shaving have many di.ffereot tradirions. 

bur hammer or comet-shaped tonsures are common. 

Novitiates rarely have any free time between the d'li1.1' prayer. and 

degrading chores they perform. What little they do have is ofteo 

spent in contemplation of acred texts. Many temples have a master 

of novitiates who leads weekly Jc.,SOns in hisrory. theology. Uteracy 

and Dv{arflore. but it is also common to attach novitiates to a 

pries! who act as their "Father." and teaches them what rhey need 

to know u. ing whatever. often brutal, methods be prefers. 

BELIEFS 
Like mO't Empire folk. Sigmaritcs are insular. superstitiom. and 

suspicious. but they view this as a. sensible reaction to [he corrupt 

world in which they live. 1heir self-appointed duty as guardiall.l 

of the Empire and it peopk has brought them into contact with 

aLI manner of evil, which they have dutifully recorded in a sealed 

library fow1d deep within the culr's high temple. llHls. much like 

EvelHually, when their superiors deem rh.. time is right, novitiates 

are tested. Conunon tests included perfectly reeiling th Twelve 
Pra)'fl'J ofRighteo 115 >It'h, or inging the Gm/ieleJ ofSigmfJr wltbOllt 

er.ror. followed by intensive questioning by ranking members of 

rhe culL However, (here .is [10 Standdd, and tcst. can ukc many 

forms. Some remple. in southern Averland demand novitiate 

kill a Greenskin and carve the "Limn)' of Great Deed" into its 
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DwARFEN NAMES 
The Dwarf~ playa vital role in the legend of Sigmar. Most importantly, they gifted Sigmar with his mighty, magical warhammer, GbaJ 
Maraz. To honour the Dwarfs, it is cusmmar)" fot the Grand Theogonist. and the arch lectors, to assume a Dwarfen name or epirhet. llle 
name cbosen is believed (() say a great deal about the dlaracter of he that chomes it. B()th the Cllrtent arch lectors ch,mged rhdr names 
(Kasmir XI and 1110rgad IV). where the Grand Theogonisl. Volkmar von Hindenstem, chose the epithet "Grim." which means hars}] and 
unyielding jn Khazalid. 

chest. And one StirL1tlder flagellanr order subjeCls all novitiates 
to the "Rire of the Three Brothers" after a three-day fast, which is 
considerabl.' mote painful rllan il sounds. 

CULTISTS 
'\Io two cultists of Sigmar r the same. 1he varying orders, 
individual temples. and widely divergenr, local traditions demand 
'igmar',s representatives wear a broad array of different ceremonial 
omhts and cultivate some truly bizarre hairstyles. 

The Order of the Silver Hammer' warrior priests arc almost 
always found wearing yellow-derailed blac.k robe_ over pratee-dve 
leathers. Sacred bteastplates-t:mblawned wirh griFotlS, comets or 

o ses-and wide. high-necked gorgets arc the preferred choice, 
for armour. but cheaper chainmail is often worn in their stead. 
Hair is commonly sh.wed when a novitialC: is elevated to the order. 
aLrhough some prie. tS allow p~Hche to gww hack. where they 
carefully shave hoJ)' symboh or solemn liwrgies. 

111e differem monasrerjes of the Order of the Anvil vary in their 
required garb and hair sryles. Simple grey or blaek habits are 
common, although bro\vn is k.nown in the e:lSt of the Empire. 
and green or orange are worn in some isolated monasterie of 
Talabecland and RcikJand. Hair is usually shaved, with novitiare. 
tOnsured but this again vari ,with SOIllC monasteries demanding 
rhat hair grow wild, have stripes shaved through it, 01' be caught 
in hundreds of tight braids. \'(/ide. high-necked collars are a100 
common, mirroring the gorgets of the warrior priests. 

11l.~ massive Order of the Torch is even rnore diverse. Black robes 
may be the standard. wirh brown and grey also common, but some 
rempJes wear white, or'lngc. red or even purple rob " dictated b)' 
local traditions and superstitions-although each variance requires. 
at som poior, permis ion from the Grand 111eogonist. High, 
wide ,ollars are again common. although far fwm universal. as are 
h.aved heads. -nle typical bammers, cometS, grifl'ons, holy seals a.nd 

pra}'er parchmems are usually displayed in one fashion or anorher. 
although .<ome temples teach tbat Sl.lch open display of fajrh 
idolise [he objeers rather than gk)fifying Sigmar. Anotber common 
tradition i. «) wear holy books, sometimes at [he waist, sometimes 
upon the back. as a symbolic burden. 1his i raken to extremes by 
ome priests, who wear miniamre holy te-XtS 

on their forehe'lds to protect their minds HA, good anvil fears no hammer" 
from herely, tying rhem in place with strips -Srick to rhe teachings of Sigmar,
of leather. andyou will be safe 

The smaller Order of the Cleansing Flame I 
'---'--=-­tightly comrols its ceremonial dress in the 
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same way it carefully monitors its members. Robes are black, 
detailed ill red, and hair is cropped close to the skull. widl elaborate 
toasures sporred by ranki.ng members of the order. Floor-Icngrh, 
hooded, black cloaks are also worn. although Ilovitiates may Jl0t 
rai,e the hood. Unlike the other primary orders, this ceremonial 
garb is normally only worn on i.mportant occasions. When 
travelling,. Cleansing Flames wear whatever clothes allow them 
to fiJIfil their order's purpose, wbidl include dressing in the garb 
oFother orders. or di$guising themselves as peasants or travelling 
merchants. No marter what tbey wear, all members of the order 
own a holy amulet wid1 a single flame in its centre; this is the badge 
of their order. used to prove they are on Sigmar's business, 

STRUCTURE 
"The GraJld -nlcogonist rules the mOl1umcnrally complex hierarchy 
of the Cuh of SigmaI'. His is a stupendously powf.'rh~ position. Not 
only does the Grand Theogonist have absolute aurhority over the 
largest. most-powerful cult in tbe Empire, appointing the leaders of 
;111 the major order, he , 1>0 has a great deal of se(ular inHuence. 

'nle Gran.d Theogonist dueedy leads rhe cult·s ruling order, rhe 
Order of the Torch, which is larger than all of the other Sigmarite 
order5 combined. He appoints .11 of rhe order's upper hierarchy. 
which includes the tWO arch lectors. eighteen lectors, four high 
capitulars. rwdve capituJars. various theogonists and coundess high 
priests. '1 here are man}' other position~such a [he high confessor, 
the scriptoriutn master. the kceper of the sacred bel!. and the arch 
adjutant-but most of these are found in, 01' near, the enormous 
grand temple 1n Altdorf. 

The Order of rhe Torch rW1S <llmost all of the temples aJld shrine 
doned aeros' the Empire. 1\'lost remplcs have a high priest who is 
appointed by the local lector or high capiwlar. -The high priest is 
responsjbk for all Sigmarj[e worship in his local area. and appoinrs 
the prieSL\ that aneo,d local temples and emLlre the upkeep of 
important shrines. 

Ll comparison to [his broad-ranging influence, (he warrior prie,t· 
of the Order of the Silver Hammer have no temples they can caj] 
their own. 'nleir kw bUildings are llsually attached to the temples 
and chapterhouses of other orders. 'TIlls is because the few high 

prksts of rhe order are a, itinerant as the 
priests, wandering from place ro place as they 
ee fir. directing local representatives ofrhe 

order ro wherever rhe)" are ne~ded_ 111ey are 
the broadesl ranging of the Sigmarite ordns. 
and are oftEn fOUJld under the 'ommand 
of the Order of the Torch's rheogonists, 
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THE CoMPUCATED RANKS OF THE ORDER OF THE TORCH 
"The Grand Theogonist leads the CuLt of Sigmar. ALong with the two arch leaors, he holds a vote on the Imperial Electoral Council, 
providing the cult wiIh direct control of three of the fifteen vores to select a new Emperor. The twO arch lecrors each control one third of 
rhe lectors in the Empire, with the Grand Theogonist responsible for the lasr third, although he traditionally appoinrs a depuf)', the Arch 
Adjutant, to perform these duties. Beneath the arch lectors and the Arch Adjutanr are eighteen lectors, whom allJorm the College of 
Lectors, the body that advises the Grand Theogonisr and selects his replacement. Six high capitulars join the eighteen lectors in ruling 0. 

Domain of Sigmar, sometimes called a lecroric, which is a division of the Empire based loosely upon the lands of the original twelve tribes 
that 5igmar bound together. Twelve capitulars, including the high capitulars, each head a small 'Chapter' of priests who are tasked to tend 
a site of especial significance to the cult, and are answerable on{y to the Grand Theogonisr himself in matters concerning their area of 
influence. Also only answerable to rhe Grand Theogonisrs are the theogonists, who control Sigmarite concerns inforeign lands. Finally, 
there are rhe countless high priem, 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 rogerher inro one impressilJt and influential title. The Grand 
Theogonist,for example, is also the Theogonisr of the Empire, the Arch Lecror of rhe West, and the High Priest of ALtdorf, amongst 
many other ritles. Ir is no surprise thQt many of his duties are across the multitude of important high priesrs in Alrdorf!' 

-FR.OM MEDITA.TIONS ON THE CULT OF SIGMAR BY HIGH CHORISTER SIGO BENETELE 

spearheading cult mission ill orher countries. The order has 00 

ruling body, and is supposedly directed by ranking members of rhe 
Order of rhe Torch, bur few haw any idea JUSt how many Warrior 
I'ri .Ie wander lbeir domain:; ar allY Olle rime. Sllccessful Jligh 
priests of the order ue oherl promoted by rhe Crand lheogonlsr 

to an electoral position, an evenr (har is never popular amongsr tlle 

high priesrs of the Order of rhe Torch, 

The monas ric Order of the Anvil is more populous man many 

expecr, alld, as rhey are masrers of cult and Empire law, they are 
also more influemial rhan rhe Olher orders would like. 1l1C Keeper 

CoMMON VIEW 
"Arr, weLL, tvit'out our Sigmar, whar would we be? It were lim 
thar did make rhis 'ere Empire, and it's lim that does prorecr it. 
Y'see, 'is priests do guard our minds, and 'is warrior priesrs do 
guard our lands. Arr, 'ee may not look after rcrops or whatnot, 
but we wouldn't have no crops iffin it weren't fer 5igmar./ So, it's 
t'temple ever)' week fer me. Besides, it be a good way IO carch up 
wit' friends." 

-STOFFA.l"l 1<uINBAlJER, PEAsANT FAR.MER 

"The remplars rook 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 righr!' 

-GASPAR SolLANDER, NEW CULTIST Of l1iE PuRPLE HA..'ID 

"They are so concerned with defending their precious Empire rhar 
rhey'veforgotten what formed it. Conquest! Do., 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 SigmariIes. My friends, this is rhe time for war! Kislev is 
weak! Who is with me?" 

-ww ARGER.MANN, BECHAFENE.R. AGITATOR. 
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of the Word leads the order from rhe Hdmllt11 Ivlonasrery in rbe 

Temple Disrricr of f\lrdorf. Hi, posirion is f()( Ufe, and h" is rh" 
ultimare arbitrator of rhe Word of Sigmar, even rhough. in rheor)" 
{he Grand l1leogoni,q c\)uld overrule him, E;JCh mona-Stery of 

rhe order i. lead by an abbol who is theorerically answerable to 

the Kee[)cr of rhe Word, bur in pracrise has almost unrctricred 

power over rhe monk, and novitiares in his care. 1/1 many isobled 

mona5terie:;, the abbot is not even appoinred by Ihe Keeper of rhe 

Word. bur by the monks themselves. 

Lasth·, even th ugh the secredve Order of rhe Cleansing Flame only 
h'1s a single chaprerhouse artached to Alrdod: th ir effecrive power 
outweighs almost every other order. as rhey can command almosl 

,\II)' Sigmarire. wirhin reason. "The order is led by the Inquisitor 

GeneraL who controls the order's high inquisirors, inquisilor 

priests and novitiates very dghdy, aware rhar all power can 

corrupr ~peciaUy rhe power of t.he Order of the Cleansing Flame 
ilSelf. '\hnv of rheir number are recruited from the orher orders, 
especially tht: Ordt:r of rhe Silver Hammer and the Templars of 

Sigm'lr. Although particularly devout. secular 'W'jrch Hunters and 
w!turers are often accepred as well, 

SECTS 
lr is 110 surprise d13t dlC iJnmense Cult of Sigmar i:; rife wirh 
divisions of all kinds. Most are small, and imply result in debares 
between the fairhfuL But, some are fundamental, and the large 

factions that fOIll} around rll<: e divisions can form powerful blocs 

within the culr. The following are a riny example of the greater 

divides within rhe cult. 

THE ScHISM 

The Cult of SigU1'lr has narrowly avoided the IaJgesr schism ir 
has ever faced. 1l1e Srorrn of Chao leli it widl rwo very differenr 

Grand -rheogolljst~, Fortunately; one stepped down be ore the iSSlle 

couJd :;ptit rhe cult. but his .upponers havt: nor given up so easily. 



first Grand Theogonisc. hard-eyed 
kma the Gdm, is a devout, iron-haired 
man, who has dedicated his life to 

-uoyinC' Chaos. He is a great war-leader 
uategi t, and, \",hen younger, was at 

popular outside the Order of the Anvil, 
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their isolationist stance for rhe cult as a 
whole has wick-spread suppor(, 

THE MAu.EUNS 

"To the east" -1 have no idea where 

-orefronr of many Empire campaigns. When be led an arm\, 
end the SlOrm of Chaos before it b~gan, and was reponedly' 

. b: Archaon, the cult was forced to appoim a new Grand 
e<Jgonist quickly, as it desperately n<:<:dcd leadership. Rut, 

ours of Volkmar's death were apparently exaggerared, for he was 
tred less than a month larer, pinned to a Chaos banner, bloody 

d barely conscious. During rhe Siege of Middenheirn, Volkmar 
chow ma.naged CO break free, and after his body had healed, 

kmar u'avdled ro A1tdorf to reclaim his position, 

.-unar' replacement was Esmer Ill, a careful. shrewd, and 
I(jou~ man. who had risen S\viftly through [he rank.'i of dle 

; Tof the Torch. He secured Volkmar's position with hi.! Skill.1S 

~litician :tnd rhetorician, and his active sllppon of traditiona.list 

gmarite values. Once appointed, he immediately broadened 
-~e power of rhe Ternplars ofSigmar, the cult's \i'itch Hunters, 

openly hunt the Chaos threat. He al$O unrelentingly attacked 
~- hie Valgeir\ aggressive plans during the Conclave of Light, 

- ·cJling proper, Sigmarite defence, not the wasre of precious 
-:'lpire Jive, on pointless assaults upon an obviously superior f(le. 

th thes moves. and many orher rraditionalist edicts .•vere 'verv 
•	 pulaI' with the cuk Bur. when Volkmar was confirmed to be . 

Mching For the capital. Esmer was strongly advised by tcmplars 
'1t by me arch lectors to step dowl]. He fled to J\'!Jrierlbllrg, and is 

d to be there still. 

~ u . me problems were averred. at least for the shorr rerm. 
lkmar has returned, but none can deny thar he has changed, He
 
become darker. more insular. ;lnd even his ~upporter. avoid
 
haunted eyes. Already there are movements in the nllt to recall
 

- 'mer. although dle ramificarion of thi. are tOO terrible for rno t 

cmarit to even contemplate. 

THE AscETICS 

.fost igmarites embrace the community aspects of Sigmal'
 
rship, and srrongly suPPOrt shared expressions of tajth. Asc tics,
 
'lever. reject this, believing that an Empire citizen's relationship
 

th Sigmar should be personal. a.nd not controlled by others. 
tanY monks of rhe Order of the Anvil sub$crib~ to d~is view, ~nd
 
me' monaste.ries only allow pt'l}'er' ro be conducred in seclusion.
 
th some extremists frowning UP()D any communal activities, such
 

< inging. preachino, or religious debate. 

·or only do Ascetics believe that worshipping 5igmar should be
 

_ nduaed without outside illlervention, but rhey also extend rhis
 
lief to intervcmion llpon rhe cult bv others. Thev teach d13t
 

"On- iomarite influence upon the cu{t is dangerou~. and needs
 
be curtailed. 111 panicular, rhey are veri' concerned bv state
 
Aue.n~ , which they believe has f'lr tOO ;nuch power o~er rlle
 

..pper hierarchy of t.he cult. This vbv b very popular amongst rhe 
·~rs of the Order of th<: Torch, many of whom jealtlU 'Iy guard 

.,ny power and .influence they can acquire. Therdore, evell though 
• e cemTal individualistic beliefs of t.he Ascetics may not be very 

1he tvtalleuD.l .. very recent sect. believe Sigmar should not be 

Temembered as a God. for they claim it was GluJ /vlarilz, not 
he, thaI was rhe true. source of Godhood. 111(' sect follows the 
reachings of Anur Malleus, a charismatic wurior priest who 
claimed [Q have ret:ejved a vision from the True H~ml11er. which 
Jle said had never been recovered after Sigmar's death. He lOured 
the Empire. followed by an ineen e-choked baJ1d of fanatical 
zealots and flagellants. He preahe.d that Karl Franz bore a False 

Hammer. and that all true Sigmarites should join lum for the 
impeding End Times, where rhe True Hammer would remrn a a 
lltorral man. 

Malleus died foul' years before the 5rorm of Chaos, bur his 

fol1owers lived on, and many Sigmaritcs secretly endorsed Ilis 
teachings. Unsurprisingly. Valten wa een by mallY Malleuns as 

the True Hammer personified. and the SeC! swelled as the End 
Times drew closer. Bur. Valten's recene disappearance has SOWll 
confusion amongst their ranks, for MaJJeus taught rhat the True 
Hammer would lead his people to tht' resting place of the real 
;haJ Maral, which Valten can llO longer do. However, as Malleus 

also claimed [hat the True Hammer would return as a "Illortal .. 

some sho ked Mal1euns nave concluded that Valten. their True 
Hammer. could not have JUSl "disappeared," bllt I11ml h,we been 
murdered! 



ANCIENT INITIATIC AND HOLY ORDER 
OF THE TEMPLARS OF SIGMAR 

SISTERS OF FAITH AND CHASTITY 

of the Krliglus Griffon. rhe sworn protectors of rhe High "]cmple 
in Ahdort:'-'but the majwity are isolated order~ of priesls. each 
promoring lhe worship of SigmaI' in lheir own unique way. 

Although most of these bser orders could easily be absorbed 
into one of the tour primary orders, lI'adition, politics. ignorance. 
supersrition, and the edicts of previous Grand Theogonists make 

streamlining the cult ill lhis way extremely unlikely. 

The Templars of S.igmar have poor relations witb the Order of 
[he Flame, whom rhey view ~ overly .,eeretive and suspicious by 
nature, especially when tbey requisition remphr resources or. worse. 
iLwcsrigar.e members of tbeir order. 

Mor about rhe Telnplars of SigmaI' can be found in RellimJ of 
Soreny, page. L33-135. 

The temple of the once-reclusive Sisters of Faith and Chastity 
.squat.s on the sourh bank of the Reik in the ea:t-end of Altdorf. 
Every Sun Still. the entire order marche. forth to parade through 

the ciry'~ hot, summer streets. 111e rnarriarch leads [he sweaty 
pageant, repeatedly intoning the "Dirge. of Brutal Tntth" as she 

suspiciously eyes onlookers. The siSlers wear black, embroidered 
cloah and ancient, engraved plate armOll!', all decorared wirh 

sharp tboms to ward off the advance of the unrighteous. As the 
order relies upon chariry for its survival, irs young noviriates gather 
donarions From the gathered crowds who turn up ro watch rhe 

speC[acle. 

11le order once espoused the virtue of isolation as preached by 
their Founder, Esther [he Intcmerate. Bur, when SiSler Griselda 
von Velren was visited by Morr in 2515, that changed forever. She 
was marching down Volker \'XIeg during the hear of the SonnsriJJ 
Parade when she suddenly screamed and fell to her knees. Shaking. 

she whispered to rhe stunned crowd thar rhe End was coming and 

dlat her life had been wasted, then died. A year later. after momh 
of heated communication with Grand 1heogoni.st Volkmar, the 

'Lmiarch reJuctamlv agreed that het order bad been sent a sign 
that must be obeyed. and ordered her sisters to prepare for war. 

1e , torm of Chaos was the order's firSt major ampaign, with half 
their number marching from Altdorf at Valten's side, 'j he Sisters 

that survived now range across rhe Empire. pursuing what remains 

of rhe Chaos forcts, returning yearly to Alrdorf to pass on their 
experience to ille Novitiates and ma.rch our for the Sonnstill P'lrade. 

111' Templar of SigmaI' are tasked by the Gtand Theogonist to 

prorect the li\'e~ and souls of Sigmar', people by hunting down 
tho5e who draw the attention of the Ruinous Powers. Heretics, 
ollce captured. are (otced to repellt thei r crimes before tbelr 
taim i purged by fire. The Order of SigmaI' has well-guarded 
chapterbouses iTl almost every city of the Empire..Although tlle)' 
are officially templars, and ct:nainly not :tfllli:tted to their Stlte­

span. ored equivalents, they are stilluniversaJly known and feared as 
the \X/i reh Humer, of SigmaI'. 
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Th followers of SigmaI' the Divine Emperor have Lnfilrrated aIm lSt 
all levels of the cult, and whispers circulate that at least twO lectors, 
one high capifllbr. an emi.re order of tempJars. and maybe the old 
Gr<lnd 1heogonisl. Esmer, are secrer members, Whatever the truth, 

it is certain dl:ll maoy f'\Datical individual of the Sigmarite cult 
secretty bdkve tbat the ol1ly God thl;: Empire need i. Sigmar. and 
rhar worshipping olher deifies is simply a mistake. 

It i said that rhe convolUted hierarchy of [he Cult of Sigmar 
hide.s mQre Jesser order' rhan Sigmar killed Greenskins. \'.V'hilsr 
not strictly true, it coltld JS wel! be, for there are a seemingly 
cownles' number of cult- 'P0n.mred orders found in 1I11 corners 
of rhe EOlpir~, many of whom have beeJl ajJ·but forgotten by the 
('\IIi ng Order of rJle Torch in Ahdorf. The well-known example 
al'e 111osl1y tempLm-such as the Order of the Knights of rhe Fiery 
Hearl. lhe Grand -Uleogonist's person, j bodygllatd; or the Order 

-Ole Unifier. are a potemially explosive sect that believes Ulric 
did nO! crown igmar as a God., but crowned him as the DiviDe 
Emperor, as God of all Gods. They tirelessly work towards 
promoring rhe Sigmarite cult to its true position of supremacy over 

~II orhers.'·lndeel some 'XHcmist of dle seer believe rhe Cult of 

Sigmax should not JUSt ruk: the orher cullS, but shoLdd replace them 
elllirely, 

LEssER ORDERS 



Initiate (called Novitiates by Sigmarites) 

CULT SKIllS AND TAUNTS 

Members of the Cult of Sigmar add the following skills and 

t.uents to their careers. j Ote tl\at priests may only add olle set 

of skills and talents. regardless of how many l;ct or orders 

they belong to. They mu r decide when mey enter the car'eer 

or tlle order. whichever comes firsr. 

TEMPLES 
Temples to Sigmar are as varied as the folk that worship within 

them. Local traditions. benefactor whim. and the desires of the 

priest. themselves have all contributed rowards th consuuction of 

orne teu!)' unique buildjngs. 

The only thing temples of Sigmar share i. a lack of seating for the 
ngregadon. and promincrll di.splays of stylised warhammers and 

comets. Some other common feature. include: aligning the temple 

- TIm CuLT Of Tw. AND IHYA ­

[Q tbe site of Sigmar" ascension (although the exact position of 
this is hotly debated); a btU-rower. to summon worshippers to the 

Throng' a l"\velve-sided apse or chancel representing the original 

tribes that formed tbe Empire; a hammer-shaped layour; an empty 

throne, ready for Sigmar's recurn: and great, painted &escoes. or 

,rained-glass windows. depicting the great deeds ofrhe Man-God 
,md his holiot followers. 

PERsONALITIES 
The Cult of Sigmar has many very importanL highly influential 

members. Dlliing the.'ie troubled times. letters constantly sp~ed 

through the fore~(~ betw~xlJ rJ\cm, as each tries to uncover th plans 
of (he other. Volkmar the Gri-Ill, t11<O Gmnd 'l1\eogonist evecyone 

thought W:IS dead, has returned. Exalted Valtm, Sigmar Rebo!'ll. 

has vanished. and is perhaps even dead-but, who can ltll~t that~ 

Esmer Til, the ousted Gmnd 1l1eogonist. is maybe drawing ogether 

his suppotlers in Marienburg. All these and so many more an: 
manoeuvring themselves into position, and it seems chat if they 

are not careful, rhe worst horror of all Ulay descend: civil war­
omething the cult surdy cannot, will not, ,111ow to happen. 

Tbeogonist Gregori Sorgber of Kislc:v 

.alm-faced Gregori Sorgher, the high priest responsible for cult afF.\irs 

in Kis!ev, is panicked. RC'certt]y, a letter from his unlmown b nefaetor 

arrived at hi office., in the high temple of Altdorf. It claimed that 
the sender' had proof that Volkmar, the man Gregori bad once 
believed to be the prophesied Champion of Lighr, was now Undead, 

Seat of Power: The Taalgrunhaar Forest. Talabhei m 
Head of the Cult: liav-Hierarch ofTaal. Karrinelya- [ierarch 

of Rhra 
Primary Orders: 111e Longshanks. 111e Horned HUlUcrs 

Major Festivals: Stan Growth (Spring Equinox), Les, Growtb (Fall 

Equinox), Sun Still (Summer Solsrice). World Still (\'('intcr 

Solstice) 

Holy Books: Rim o/the Anrimt Gro/Ji', the Book ofGl'l't'iI. Tome of 
SlIrmm:r} Path 

Holy Symbols: Taal-antlers, eleer skulk Stone axe. Rhya-,neaJ 
of wheat. bow and arrow, dart, Rowers. 

T he Cult ofTaal and Rhya is among the most ancient and 

pervasive in 'the Old World. tracing a direct line to the primal 

Gods from (he deepesr of history. The cult grew organically, as early 

Humans tried to explain natural phenomenon. sucb '\S thunder. the 

tUrning of the season, and the rise and ebb of the seas. Over time. 
the Gods Taal and Rhya came inw being. beginning as a single 
entity, known as lshnernos. This split occurred many thousands of 

years ago. and tbe Cult of Ishnernos b.ded into distant memory. 
Taai rules natute and is considered "King of the Gods." He claims 

the wild place as his domain and i primarily worshipped by hard>' 

woodsmen, trackers, and rangers. Rhya's worshippers are found 

in the cultivated fields and orch-arcls of the Empire. and are found 

'11l10ng farmers, fishermen, and y01.lI1g lovers everywhere. 

The Cult ofTaal and RJlya is the sanctioned cult 0 Talabec1and. 
and is wildly popular in the eastern <lnd northern parrs of the 

Empire. Of the two. Taa] receives mos{ recognirion, and Rhya's role 

is much diminished. The grand city ofTalabheim is particularly 

AI! Orde-I"S. Common Knowledge (Dwarfs) 

Priest 

L

Order o.fthe Anvil: Academic Knowledge (Law). Academic 

Knowledge (Ihcology), Speak Language (KhazaLid) 

Order ofth~ Clcn11.'171g Flamt: 1nrim idate. Speak Language 
(Khaza]id). Torrure 

Order ofthe Silvtr Hamlll''I",' Command, Speak Language 
(Kha1.alid). Specialist Weapon Group (Two-Handed) 

Order ofthe Templars of igm(/r,' Speak Language (Khazalicl), 
Specialist Weapon Group (Gunpowder). Tortur 

Order ofthe Torch: Command. Etiquctte. Speak Language 
(Khazalid) 

Sisters ofFaith and Chariry: Inrirnidatc, Speak Languag 
(Khazalid), Specialist Weapon Gmllp (Two-Handed) , 

reinvigorared by profane Daemons. Appalled at the thought, Gregori 

Joes not wanr to believe it. but he ha~ received many lettet from the 
same source in th pa. t. and they have alway> proved to be correct. 
lndeed, he rna) not haYI;; achieved his current position ifit were nOt 

f()J' the secrets his benefacmr had Jet 'Iip his W'l)'. 

Gregoti has no intention to meet with the myHeriolls man to 

secure the proof, he is not that stupid; instead. he plans to send 

a Jow-ranking, and easily disposed. member of the cult, someone 

faithFul and reliable. someone used to getting into difficulr 
situadons and surviving. 
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"Before all the other Gods, there are Taal and Rhya, the 
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Father and the Mother. Without their blessing and union, 
there would be no worldfor us to live in." Taal represents [he power and 

majesty of naIllre, borh rhe 
-eARLO'IT EDfLBRECHT,phy.\ical world of stone aJld 

PIl.lESTE.5S OF THE CULT OF TAAL AND RJ;vAwood, bur aha rhe primal urge 
of life within all etea ttl re,. Taal
 
makes tbe rain fall from th~ sl...y,
 
the river How, the animals breed and mu.ltiply aud tbe pl'1I1ts grow.
 
He is nOt only the physical hean of a person, but also the spark thar
 
makes the hean pump. Taal represent- vigour and growth in all irs
 
forms-especially the transition.s from childhood and adulthood,
 

when life is at its peak.
 

Rill'a, Taal's wife, is tbe nunu.rer of
 
people ,md the Land. \'('here Taal
 
makes the wild lands develop
 
unchecked, Rhya looks alter the
 
fields, orchards, and livestock of
 

Humans, instiJling growth for healthy
 

crops and meat for all. RJwa cools and
 

tames the wildness illSpired by her
 
husband. transforming it into maturity
 
and wisdom. She is also [he pauoness of
 
love and thus is fen·emly worshipped by young
 
lovers or those hoping to bring love into their
 
lives. Rhya also governs carnal acrs, though few
 
worship her openlv in such a manner-indeed
 

such thollghts are considered scandalous and rlldt'
 
among most people. lovers may liner her name during passionatt'
 
momenrs '''hieh priestesse ofRJlya claim i sufficient respect For
 
the Goddess.
 

THE CULT 
Those dedicated to Taal and Rhya re peet people thaI' are capable of 
taking care of themselves, bur kno\v the communiry work be t if i[ 
work< together, Like a pack ofwolve. or herd of elk. Cul[ist~ often 
spend mosr of their rime all[ in the wilderness, oft-en alone or in 

r 
STRICTURES 

Ta~I's children glad.ly give themselves for food and 
sacrifice. Respect and honour this gift to you. 

A sacrifice, ofan animal Or graio, fiU t be made to TaaJ 
and Rhya nee per month, at the dark of rhe moon, 

Each year, all P.desrs must spend seven solitary days (lDd 
nighrs aWilY frorTI civilis~tion, communing with namrl' 
and living on what they catd!. The time for each priest's 
rem'at is determined bv the hierarchs of the region. 

Do not clad yourselfln metal. Rarher wear th.e bides of 
your animal kin.
 

Take pride in your trength and narural skill. Avoid
 

firearms and ol'ber works t science.
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re.mote locations, isolated hamkrs. and tiny Farming comJl1ul1iri . , 
mainly hecause rhey are orren the only priest in a given area. 
The,;e priests are highly coveted by farmer and hunters for their 
knowledge of plants and animals. Priest· ofTaal and Rhya are in 
great denund to perform initiation rires fllr young tolk and lead the 

faithful ill prayers, riruaLs, and festivals. Average cultist pay close 

anent ion to the seasons, Ii rning their 
Fe ti\cJls and ri.ces around maior 
rramiriom of the years, pani~ular!y 

the eqUinoxes and solstices. They 
incorporate their dally chores of 

hunting, farming, and rhe like wirh 

reverence to Tall and Rhya in mind. 

BELIEFS 

realm. 

small groups, living off the land 
like their <lncestqr,; did. 1h<::y pay 
dose anention to the seasons, 
t.he weather and me <-yde oftife 
and death among the plants and 
animab that thev hold dear to 
their hear!. 

The cult is a major influence in 

Ii 
The Cult ofTaaJ and Rhya steers dear 

of most or the poiitic.s and jockeying for 
power rhat i so preva1enr in the other culr . 

1his is IlOt to say that they aren't involved in [he 

decision-making process, bur rad1er their credo 
tuns counter [0 rhe idea of insrilllrions running 

the lives ()f people. rD1cy prefer to foUow t.he cycles of 

nature to determine the next best course, and accept the Lcr rhat 
good and bad things all happen fot a reason. 

Cultist.s ofTul ilnd Rhya are noted for their practical, no-nonsense 
attitude towards life. tempered with a sense of awe for the power 

and maje.sry of narure. 1l1ey accept the ElCl rhat dearh is JuS[ as 
important as life, bm only if it works in harmony with nature as a 
wbole. Cultists despLse anytiling "unnatural, the most egregious 
being MuranLS and Chaos, although exrremi-" somerhing rake This 
to mean cities, money, and ot.l1er trapping' of civilisation. 

INITIATION 

Cultists believe in [he sanctiry of nature, the turning of the season-, 
and tbe majesry of the wilderness. They revere animals and plants. 
predator and prey, and the struggle oflife and death. Cultists live 
[heir life ro the ruIlesr, knowing thal' Tnl, Rl1Ya, and the willing 
earth might aid them in [heir passage into a blessed scare in Morr's 

IndividuaLs drawn to tbe Cult of1aal and Rllya are l'ypically bard' 
olltdoonmen, capable of surviving on their own in the wilderness, 
or those rhar tOil in the fields and ordlards. PorentiaL injriates are 
paired up with a priest for menroring and ro assess bod1 the skills 
and fuith of the individual. Those that pass muster undergo an 

inrense, imll1ersive iniriation proces , a,lrhough what this initiation 
emaiLs depends Ot1 whether the person is drawn to Ta;{l or Rhya. 



Initiate" ofTaal are tested on rlleir strengrb of charaClt:r, ability to 

sU(\'lve in tbe: wilds, huming prowes , and connection wirh the 
wilds. \'\lith the omet of pubelTy, many young men and women 

are taken by pdests to learn the mysteries of t le wilderness and tht: 
wisdom ofTaa!' "Dlis rire, known as (he Quickening. is extremely 

difficult and not everyone survive.o;-those that do are sworn never 

to reveal what occurs duriJJg this time, However, secrers do slip 

out. and it is ,Iuspected that in addirion (() learning crucial hUllring 
and survival skills, initiates also undergo intense sweat lodges, ohen 
under the inAuence of powerful alcohol and hallucinogenic herbs 

and f1.lIlgi. 

Initiares of Rhya hflve a far more .)u!nle training, and have no 

rime for the drunkenness and swear lodges of TaaJite initiation. 

They leal'l1 the skills of taking care of others-planting and raising 

healthy crop, learning [0 council people wirh rheir problems, and 

assisting in childbirrh and rcaring. Actual initiation is a .LDJple 
maner of the menroring priesress (never a priest) deciding that the 

initiate is r<:ady ro move on. culminatillg in a small feasr. complete 

wirh dancing <lnd song. -rhe iniciation is shrouded in mystery, 

particularly among mel], whose fathers whisper lurid rumours 

of blood sacrifices, moon worship, and stranger evencs. Men are 

strictly forbidden from wimessing these rites and most go out of 
their way to a"oid doing Out of ,lbjecr fear-it is believed rhat a 
man who sturobks il1lo this initiation loses his potency. Orhers 
believe the mall loses much more rhan rhat., 

CULTISTS 
Cultisrs ofTaal and Rhya dress in simple robes of grey, brown. and 
green dming festivals or rituals, bur j~lst as 'lften go abOUl ill their 
regular garb :LS rhey conduct their rires. ]c', common for cultist ro 
adorn theu hair and dre.\s with leave$, 8owers, sticks, and sheave.s of 

wheat, Jewellery and rokens crafted from narural. organic materia1, 

such as bone, twisted [Wigs, and uncut stones arc common, 

augmented with flowers and feather. Culrists drawn more ro T'lal 

tend to wear che garb of a hUllter. 

Culti ts spend their dc,ys bach communing with nature and being 

good cewards to the hnd while rhey go abom rheir lJU~il1ess. 

Irhmlgh some cultists raise crops and liv<!.>lOck, most live off what 

[hey find through bullting, fishing, and foragiIJg. TIJey prorccr wild 

place from poachers, excessive logging, and other transgre,lsiol1s, 

alrhough they know thac people need to eat, require fresh water, 

and must gather resources ro survive. Culrists of Rhya arc mud1 

more attuned to communities, helping in matters of childbirth. 
heali ng, and ra ising crops. 

Alrhoug\l there are mose cultiSts that remain in rhe (iry 

(particularly in places like Talabbeim and Talabecland), most live in 
the wildtrness, as fi,r away from civilisation a possible, prderring 

to be on their Olvn or sraying in small communal 'roups of like­

1inded individuals, 

STRUCTURE 
lhe Cult oflaal and Rhya is a curiou. blend of Joner who "...alleler 

the wilderness and llose clo eir tied with a community's well" 

being. Regardle.o;s of theLt movements, all cultists art: intimately 

familiar with the shrine.o; and other sacred places dedicated to aal 

Clnd Rhya, :lnd coordinate tbeir routine wirh visiting and protecting 
them. 

"Illt cult i, surprisillgly structUred, with a clear delineation between 

duties. 'I\vo hierarchs rule in each of the province. TIley are 

considered equal in rank :lnd StalUS, although who leads at :I given 

rime depends on the season-the Hierarch of Rhya rules during 
rhe spring and autumn and the Hierarch ofTaal rake.o; over during 
the .'ummer alld wliJter, \>;111en nO! in charge. each hierarch defers 

co the authotity and edict.s of the other, airhough they can (though 
rarely dol reverse anv previous rulings, TIle pairing of hierarchs is 

done in such a way chat frictiOJl is kept to a minimum, airhough 

priests do understand ilnd accept l.ha[ competiTion i namral. aDd 

indeed healthy. for the cult to lItvive. 

Benead1 cht" hierarchs < re the high prie.o;ts, who are responsible for 

rhe welfurr: and d Hies of rhe prie b beneath rhem. High priests 
care for shrines, groves, Stone circles, and Other s,Kred plac ' and 

are responsible for several priests ilnd initiates. Pt.ie.m perform the 

gruIH work. conducting ritmls \lI1d maintaining the grounds of 

their sacred spots. In S0111e cases a lone pric t is charged with tbe 

aretaking of some holy ground far from civilisation-thi solitary 

life does not guanntee that he is named high priest, however. 

Priests are, for rhe most part, lefr to rheir own devices, and have 

tremendous latitude in how the,· gec chings done. Bee'luse of the 
cult's structure, individual priests also h,lVe a greater .lay in ,vhat Js 

done and can even cOlllradict the orders of their higb prie-sr if rhey 

can make their case in front of the rest of their peers. 'TIlose Lllat 



CULT SKIILS AND TALENTS 
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Members of the: Cult ofTaal and Rhya add the toUowing skills 
and rale:nrs to their careers. Nore that priests may only add one 
ser of kill. and talt:tlts, regardless oEhow many sec or orders 

they bdong to. They must decide when they enter the career 
or the ordex, whkhever comes first. 

Initiates 

All Ortkrs: Outdoor Survival 

Priests 

No Orders: Charm AnimaL favigati n, Orientation 
longshanks: Consume Alcohol, Follow Trail. Perception. 

Hardy 
Hormd HUIIUr.t: Frenzy. Hardy, Fleet Footed or \lery Resilient 

Daughter ofRhytz: Heal. Perception. oolheaded-l... __ 
CoMMON VIEW 

"I respecr the worshippers of Taal, but rhe nexr time one srops me 
from hunring deer in rhe Hallow Woods, I'm sricking him wirh 
rhe arrow!" 

-RAn OF Nm.N, FARMER 

''The male priests took my eldesr son, Franz,for hi.s Q.uickening 
ceremony ayear ago. When he lefr, he was skinny, pale, and 
unsure of himself. On his return, I didn't recognize him or firsr. 
He's a warrior now, wirh rhe eyes of a cold-hearted hunter." 

-GUSTAV AVER...\1EYER, TRAPPER. FROM OsTERMARIC 

"1\ kiss from Rhya" -To fall in love 

"Sure I give my respects to Taal and Rhya. Bur, rhe way I hear 
ir; there are some of rheir jollolvers rhar wear skins and live like 
animals in rhe woods. We're people, nor beasrs-someone shoul.d 
remind rhem of rhar!' 

-SIEGFRIED :KANT, BURGHER. OF MAIuFmURG 

~L --_-- --­

disagree tOO much, however. are cast out from their group and must 
either join up wid,] ,mOther or find solace alon~ in the wilderness. 
Although there i,~ no particular head to the cull, most Follo"ver~ 

heed the advice and wisdom of high priests deemed the. wi. e t and 

mosr experienced. 

SECTS 
Di\'isionswithin the \lit ofTaal aJld Rhya are present. bur subdut:cl. 
espe ially compared tb the fiery schisms in the other cults. 1110se 
who disagree with the main tenetS of the cult are more likely to just 
pick up and deparr deeper into the wilds rather than cause rrife. 

However. thert: are a few distinct viewpoints that dominate aspects of 
the cult. divided by how mankind and nature are to interrelate. 

~~~ 

'nle first, and asily dle largest onringem, is the Kin ofTaal. 
Comprised mostly of men. this sect embodies the aspeCt of 
masculinity at its basest level. Priest' of thjs ect are charged with 
protecting the "Men's Secret" aI1d mysteries of the wilds. They 

help communitie5 initiate theit young men into adulthood in a 
rite called the Quickening (See p,lge 63), a~ wel1 as teaching them 
how to hU1l1. fish, and generally survive ill the wildernes . The 
Kin onilal spend a great deal of their time buildiug and sitting 
in SWeat lodges. con nming alcohol, and using hallucinogenic 
nb,tance to induce powerful altered srates of mind. They lead 

men into the deep foreSE. where they dance. dti nk. and drum 
for days or weeks 011 end. or host wild Jl111ulng parties where the 
game is cooked and earen in honour ofTaal. along wirh gaJlon., of 

powerful moonshine, 

1he second group call themselve- the \Vardens, They arc the 
stalwan defenders ofTaal and Rllya's sacred locations. protecting 
d1eOl horn rhe incursions of Beastmen, Greenskins. and ignoraur 
citizens of the Empire who may nOt kno\v what the)' are doing. 
Wardens keep ant a close eye for those that despoil or besmirc.h 
the name and gifts ofTaal and Rhya, with poachers being among 

their rna t hated enemies. \Xiardens arc known for their quier, 
serious. and often mysreriolls behaviour. and are rightly feared 
for the passion tbey have in defending Taal and Rh 'a', s:lcred 
locations. Wardens also act as enfor'ers of the seerer rites. hunting 
down and blinding anyone nor of the aith that bears witness 
to these riruab. They believe naw,e laughs at the jndu uyof 
Humans-nature remains forever whilst the works of mankind 
ruSt, ,Or, and turn to uu I. 

The last sect, caHed the Bri.ngers of Boullty. i the most respected 
and accepted among the citizens of the Empire:, Its members 
live in 'lnd 'lmong communities. gtanting the blessings ofTaal 
and RJlya to ordinary people, The Bdnger of BOUnlY perform 
rituals (In cropl and live tock, asking their Gods for growth and 
fecundity. l'vlost are well versed in farming and animal husbandry 

and are sought by commoners for their practical knowledge as 
much a. their blessing. llley organise local festivals and rituals to 

celebrate the equinoxe.s and solstices. gU~Hd [he spirits of corn aJld 
wheat fields. and aid "'omen in childbirth. Priestesses of this sect 
are sought for their advice on maners of love and phYSical aets. 
ami are admired For their frank wisdom. 

LEssER ORDERS 
A.mong the various orders important to tJle Culr ofTaal and Rhya. 
the following are the most significanL 

THE LONGSHANKS 

Tht: Loogshallks are hardy olltdoorsrnen that flU rhe same niche ;IS 

ternphus in other cults. They vow to never remain in one place for 

longer thall a week at a time, and wander the rhick woods of the 
Empire ensuring that the shrine~, temples, and glens dedicated to 
Taal and Rhya ,nc in good repair and working order. They bring 
swift death and retrihution to anyone they find de.secracing these 
acred places. Longshanks prOteCl pilgrim~ making their holy 

rounds from the predations of Mutants, Gteenskins. bandits, 
and omn threats, When the Storm of Chaos swept through the 



Empire. the Longshanks served the Emperor as outriders, s mm. 
and raiders. 

THE DAUGHTERS OF RHYA 

The Daughters of RJlya is a lesser order comprised soleh' of 
women-specifically those who have given birth at least onte in 
their life. Members of this tin)' order work as mid\vives, healers. 
and cOllmellors for mothers and mothers-ro-be. Also. unbeknowns! 
to most men, the Daughter' secret!)' teach women methods to 

avoid pregnancy, ways co deal with difficult or abusive husbands 
and because of ignorance, the activiries of this lesser order arc 
often viewed \ ith su..~pici()n by other. less tolerant culrs, particular 
tho e prjmarily dominated by males. -[hanks to ignorance and 
>upersritiotl. detractors often accuse orne members of the 

THE HORNED HUNTERS 

The Horned Hunrers are the zealots of the cult. They e,che"" 
rhe rrappings of civilisarion in almost all its forms and strive to 

]jvt: in harmony with natUre. They shun settlement. larger than 
individual family farm~ or tiuy hamlets, and 1110st even forgo the 
wearing of clothing. The Horned Hunters are ferocious in combat. 
focusing their atrentions OD anyone that violate t!lt' sanctiry of 
rhe wilderness-up ro ,md including simple travellers rhat get lost 
in Taal'.\ sacred forest. Mosr of tbe cultists ofTaai and Rhya look 
up to. and fe.a1', the Horned Hunters. seeing tht:m as a bit more 
"touched" b\ the Gods than most, and doser to the simple hunrer­
gatherer lifestyle thar mankind is supposed to have orioinated from. 

Daughters of Rhya of consorting with the powers of Chaos, and 
t~chil1g sinister curses to women that "Steal, man' poreney." It 
i aid rhar Rh)'a whi5pers in the C",lf$ of the women of thi!; order. 
lening them know when the birth of an extraordinarily important 
chlld is imminent. Indeed. if it were possible 10 find sllch tbings, a 

Daughter of Rhya has been presem as a midwife for a very long Ilsr 
of nobles, Venerated Souls. warriors, and even heretics through rhe 
ages 

TEMPLES 
The priem ofTa.aI and Rhra avoid con rrueting large building.s 
for rhe f.'lirhful ro worship-their "temples" are typically open 
glens. ancienr forests, waterfalls. ,llld other places of natural beaut)'. 
un poiled by the hands of man. Untold ages ago. the prie~ts ofTaal 
and Rhya's earlier form, the God Ishnerno-l. erected huge, tone 
monoliths rhat served as the focal point for worship. The few srone$ 
rhat remain are visited by the fairhful. although rales persisr; of 
the e places being haunted by wild, umamed spirits aDd fearsome 
animals. \X'ells and pcing. are considered sacred 10 Rh)'a. as arC' 
gigamic earth mounds that represent the fecundity, bounrv, and the 
mvstery of natUre. 

:-'10sr peas:l.!1rs, woodsmen, and others that live in the deepeSt 
forests of tbe Old Word ereer small shrine.. beside their field and 
orchards dedicating them to Rhya. 11ley also build mall shrines 
In the rrees, glades. or nearby glen.~ that are dedic<lted 10 Taal. 
These shrines are siJUple affairs, Vv'here ofFerings of recent harvest. 
or lIccessfuJ hun.ts are placed 10 curry favour. The shrines of Rhya 
Me typically adorned with small, ceremonial bows and quivers of 

arrows. along with flowers, healing balms. berries. and other foods. 
-1 he shrines ofTaal often boasr a rack of antlers or the deer skuU~, 

and pelts from deer, elk. J.Jld other large herbivores. Worship 10 

both of the Gods i. performed Oil threshing floors, fields. village 
green. , and other places thar prOVide bounty to the people. 

PERSONALITIES 
The Cult ofTaal and Rhya avoids the limelight that mallY of the 
orher cults seem 10 covet, and as a r suk has fewer numbers of 
notable personages. -The brg ,St number of esteemed personages 
within rhe Cult can be found in Tllabedand or wirJ) in the mighty 
walls of the Taalbasron, the walls of the titani crarer rhar surround 
the sacred city ofTalabheim. 

Niav, Hierarch of Taal, and Kao:inelya, Hierarch of Rhya 

Niav and Katrinel/a are [he current hierarch, of the ult of Taal 
and RhYJ in the far southern ponion of the Reikwald Fore;a. 
Although the Cult does not recognise a sinole (or in this case, 
paired) leadership posicion, few can dispute the wisdom, power, 
and inf1uen e of dlese rwo. Both appear to be extremely old, yet 
move with the speed and grace of youngster- in their prime-it is 
rumoured they are acmally Elves in disguise, spn:ading the belief\ 
ofTaal and RJlya in forms Humans can understand. 

K:mindya. the Hierarch of Rh)'a, possesses a rhin form aod 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 Orch;\rds of the Reikwald, lending 
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aid to tho e in need. 1ho e that meet her usually walk away with 
a renewed outlook on life and fierce desire to preserve the Old 

Tohann Overmar-
Ways and ancient wood, of the Empire. Although she claims 
linle ilHerest in matters of politics and secular life. Karrinelya is a 
persuasive speaker and can easily hold her own even in debate with 
a learned priest ofVeretla. 

\X'ise Ni. v i$ withdrawn, almost distant. 'and pays link heed 10 tbe 
afJairs orman and Empire. His immensely fLl[) beard hides eyes that 
glimmer with bOth wisdom ami some deep insight into the mysterie. 
of the wilds. His days ,ue spent moving from acred stone circle to 

holy glen. listening to the winds for whispers of the future and words 
from T331. '\X'hen he actually does speak, it is with firm. absolure 
conviCtion and belicf--otherwi.se Niav remains as silent as a deer. 

Joh:Ulll Overmar is a member of the esteemed Horned Hunters. 
\X1hen the "'corm of CJh10 ploughed it. way through the Empire, 
Overmar rallied his brerhren to take LIp arms against this onslaught, 
He is a staggeringly huge ;lJld powerful lllan-$ome whisper Taal 
lathered him with a mortal woman. Johann is extremely illHoverred 
and shr in times of peace. bur is passionate and almost feral in 
combat or when he feels that the woods that he holds sacred are in 
jeopard:" He carries an immense spear wbose blade is permanently 
stained bv the blood of the Orc, and Muranrs he ha Gutted over 
the vears. 

- TIm CuLT Of Uuuc ­
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his dominance. ahhough mOSt 
northern communilies still favour 
the deity. The cult wa once the most 
powerftJ in the Empire, bllt it has 

grown increasingly bs popular in the 
civilised world. Other warlike Gods. such 

as defensive Sigmar or refined Myrmidia, have 
taken his place. Much of the original nerwork of 

Ulrican holy sites now lies in ruins. abandoned 
as locals turned to other deities. 

Although the cult h'ls lost much of itS 
influence. the Order of the Howling 

\Volf, the cult's priests. stiU bellows Ulric's 
name ill every corner the Empire. 77.1~ Ulric (i'eed tcaches that 
when the Dark Gods grew fat in tbe north. Ulric pleaded with 
his brothers Jnd sisters to strike before they grew too powerful. 
However no help came. So Ulric mcuched north by himself there 
to survive by his own wits against the might of all the profane Gods 

- -- -­ of the north. Thus. the Howling 
liMy friends, let me explain what I mean: Si~mar was an ,Volves teach that self-reliance 
Ulrican. Sigmar founded this Empire. Thus, rhe Empire is is of paramount impOrtance. for 
Ulric's narion. We are all Ulricans! This slavish devorion ro their God prefers his followers to 

Sigmo.r muSt end!" fend for themselves. just as he did. 

-JOHANN YON ScHATIENLAS, CARROBVRG POLITICIAN 1he best teacher. they claim. is the 
mistake you survive. 

Seat of Power: Middenheim 
Head of the Cult: N- Ulric Emil Valgeir 
Primary Orders: Order of the Howling \Xlolf Order of the Kniglus 

of the W'hite Wolf 
Major Festivals: CampaIgn's End (Less Growth). Hochwinter 

(World Still), Campaigning Start (Start (,rowrh) 
Popular Holy Books: Libel'Lupus. ftutogl'll:ngcschicht", 77Je Ulril" C"eed 
Common Holy Symbols: The White Wolf 

According {Q tbe Lion' LUPU5 (Book of rhe \);lolf). tbe Cult 
of UI ric is one of the oldest Human rei igions ill the world. 

Ivlilleonia ago, L Ltic is aid to have led a tribe of Humans 10 a 
boundJe s, forested l~lJld. The u'ibe, called the 1eutogens by most 
modern scholars, was wild aod savage. and rook to slaughtering 
dle indigenous fotest people to prove their 
word1. -n1ese bloody tribesmen 
qLLickly spread rhrough the f(Jrew. 
butchering for many generations. 
exalting their God with ever)' kill. 

After uncountcd years of war and 
conquest, lric led his folk to 

a great. fl,H-wpped mountain, 
hidden deep in the darkest recesses 
of the ftigid north. To light their way, 
the God suuck the mountain with 
his list nd a roaring,. silvery flame 
~prung forth. The Teutogens followed 
dli unearthly glow. \.tlltil. in the heart 
of wi nter, they arrived at the base of rhe hal' mountain. Hungry 
White \'/0Ive5 hunted there and kt loose blood-curdling howls 
,1S the Humans invaded their territory. Th cold, weary tribesmen 
hefted [heir weapons and howled in retum, unwi!liIlg to back away. 
no maner bow tired or sore they were. ric. pleased with this. 

_~ _ 

of\X1illter. \X'ar and Wolves. 

bathed them all in bright, white 
light. which panicked the wolves. 
and camed tbem to flee. 1he 
Teutogens, in awe of the hallowed 
place, immediately swore to build 
the greatest of temples, and to 
f('never worship Ulric. their God 

Tens of cemuries later the cold fire on the mountaiJ1 slilJ blazes 
with blue-white rage, but it is now hidden from sight by the 
massive Jricun temple built so long ago. CaUed the ternal Flame, 
it is of extreme importance to tne 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 hoarv fire 
srill burns. and tbe tecent failed siege during the wrm of Chaos 
has only strengthened this belief. After all, where Valten, 'igmar 
Reborn. disappeared when the war ended. the Eternal Flame burns 
on. and always will. 

THE CULT 
The Cult of Ulric has been in retreat for centuries. Only in 
MiddenJand. ancestral home of the T<'utogens. has Ulric mailltained 



Obey yOllr betters. 

Defend your honour whenever it i' challenged. 

Stand honest a11d true. Deceprion and trickery is not 

Vlri 's way. 

• Wolfskin may only be WOJ[) if YOll have killed the wolf 
yourself whh weapons you have hand-natted from 
narure. 

Black-powder weapons, crossbow.- and helmets are nor 

favoured by Ulric. Us of them .,hows a lack of' courage. 

The sacred fire in th holy places of Ulric must never be 
allowed to go our. 

-'L _ 

STRICTURES 

[be fear. Unsurprisingly, mosr initiate are fiery-tempered yOLlng 

1viiddcnl;mders with bad ani[Udes. Some temples on.!y accept 

those who have already proven themselve in battle. and will only 

consider soldiers. mercenaries. militiamen and similar, or thost of 

pu re Teurogen blood. 

Initiates arc provided with an austere cell and simple robes, and 
must i,nmediate1y join tbe temple's strict training regime. 'TIle 

daHl' life of iniriates is largely cOlltrolled bymeir temples, but 

there are no cult-wide laws saying what must, or InUSt nor, be 

done. As long as initiates do not diobey orders, all is well. Marcial 

training and dwological teachings are common activities, but mallY 

temples demand other subjects be mastered. stich ,ts winter-survival 

techniques. wrestling. and lessons III hisroryor rhetoric. orne 
temples restrict the movement., of their initiates, but thi is not 

universal. and some initiates can go where me)' pJea:e as long as 
they complete their training a ordered. [)ismi_,sal fr(lm the cult 

is very rar • as t.nrican: can beat discipline into even the most 

stUbborn rebeL It is Ell' marc common for iDitiates to flee. 

'V;ihen rheir superiors deem them worthy, initiates are sent many 
miles into the wilds with nothing bur their robes, and Jeft to fend 

for themselves. This ritual often takes place during til' Hocnwinrer 
festival. which celebrales me discovery of the Eterna] Flame. Some 

remples have the i.nitiates find their way ba.ck co the temple. odlers 

stage attacks on the "abandoned" soul co te.st rhem. Whatever 

happens, this final rite is often harrowing, but rarely fatal. 

Upon their return, if the iniriates have proven themselv s before 
Ulric, they t,tke their vows of celibacy and join the ranh of tbe 

priesthood. It is common for a great parry to be held before these 
vows are sworn. offering the initiate one lasr cJ1Jnce to Jet loose 

before he eternally swears to chastity and dOllS me priesdy robe. 
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uch harsh hlJlguage is not popular wirh mallY in the Empire. 
especially not amongst tlte swelling middle classes. However. 
Illost soldiers till call upon Ulric and wear wolf-head charms, 

but even this is growing increasingly less commOl1 ill the .,ourh of 

me F.•mpire. )ndeed, in tbe far south of rhe Old World, ill horter 

Estalia and TiJea, UJrlC,UlS are barely welcome, and cerrainly 

neered at. 'TIlOse nations have always loved bright Myrmidia. aud 

are deeply scornful of Ulric's barbaric ways. 

Far more popular, and cerminl)' more famous. is the Order of 
the Knights of the White Wolt the wild remplars of U1.ric. In 
comparison to the waning priesthood, 111 \X'hite \Volvc are the 

larg t Knightly Order in the Empire. and the oldest otder of 

templars in the world. A company of d1e hamIm:r-widding knights 

can be found attached (0 a)nJost every Ulric'lll Temple. They are 

universally loved, for almOSt every campaign in tbe Empire's history 
is littered with tales of thdr heroism and courage. However, thev 

are also universaJly feared. for their grear skill at arms amllH::roism 

i rivalled by their quick temper ami aggre.ssive namres. 

BELIEFS 
7hr Ulric Crefd comains most of Ule great sagas of Irk's deeds. 
It reache . through merapnor and analogy, how he expect all his 
wor.shippers to aCL In all tbe wJes, Ulric rakes the direct route, and 

me God clearly relishes the ioevitable confrontation thjs causes. 

\1uch like their God. Ulricalls are aggressive. argumemarive, and 

confrontational. and, some would .,ay. stubbornly single-minded 

with iT. However, Ulric is also an hOllourable,od. and as he bates 

rrickery and deception. he always keeps his word. Similarly, his 

foUowers eek to demonstrate their honourable heans. and never 
reson ro deceit. 

Ulric also despises cowardice. w,- Ulrir Crud is full of those he 

punishes for succumbing ro fear. so Ulricans always stand brave 

and true, only renearing wftcn ordered [0 by a recognised supetior. 

However. this can cause. problems when two U1ricans of equal rank 

di agree. as both invariably refu,e to back down. Because of this, 
brawls and heated argumentS to eSlablish dominance are common. 

Once a winner is establi hed, the loser is expecled to ohey his better 
as if he wer a superior within the cult. 1\1ighl, for Ulric and his 

cult, i right. 

Indeed, belligerenr social rules of this kind are common amongst 

ULricam To outsider, this seelTIS ro con flier with meir desire to 

working in groups. rather than as loners. However, Ulricans simplY 
-ee arguments, fist-fights and flaring passions as part of rhe order of 
things, and most har'bour no ill-will from defeat to anorhn Ulrican 
(the best teacher. after all. is rhe defeat you survive); indeed, for 

many, conflier forms tigbrer bonds of friendship. 

INITIATION 
111 Cult of Ulric is theoretically 

open co all. However. as me cult's 
training is physically demanding and 

dangerous, and corporal punishment 

is common, the motivation to serve 

Vlric must be srrong ro outweigh 

IIHefoughr a wolf" -A common response ro 
''Whar happened to him?" in reference to a wounded 
man.Ir means the injured parry bear someone else 
up, and thar someone summoned hisfri.ends (his 
"pack") ro return the favour. 

------..-~ CULTISTS 
Initiates wear simple, Aoar-length, 

black robe" with high-necked 
collars. "Ibe rare fe.male initiares 

have robes widl scooped necklines 

and weal' a plain, high-necked grey 

or white blouse underneath. When 
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training, it i.' common to strip to underclod:ll::s, as an initiar<:'s skin 
is considered less ~'al\labl ' thall his robes. Because of this, maS[ 
illitimes are sC(lred with a lani <::-work of minor cars, They al<;o 
wear a ilver wolf' '-head medallion around their necks. 

Priests wear the sa me style of robes as 

rhe initiares, but rhe cloth is generally 

white wolf's head in the centre of 
the chest. Wolf pelts are also very 
common. and high-ranking priesLS 
often embellish these with silk iinings, and use jewel' for e)'es. 

Knighrs of rhe \'X/hite \Xlolf are equipped with full-platt atmour, 
often lacquered black or treared with dark oils. 'Ji'adition claims 
rhis i,I [() represcnt BJjr~beil, Ulric's black war axe. Similarly, thl::jr 
warhot5es are protected by red, lacquered barding, represenring (he 
quick flow of blood from Ulrics enemies. White Wolves always 
wear a wolf pelt across their sholiiders, and it is a point of pride ro 
bewearing the largest skin in the c.ompany. 

Mosr Ulricans, no matter their order, never cut their hair. letting it 
grow wild like Ulric's. whose bushy beatd and wild. black hair are 
famolls. As this can bl:: a disadvantage in war. braids are common. 

STRUcrURE 
1he ellit of Ulric is controlled from the high temple in 

Mjddenheim. N- Ulric., the High Priest ofl'vliddenheim, is the 

cult's leader, and is chosen for lite from the rank., of the Howling 
Wolf's high priests by d)ose high priests. Almost all the cult's 
high priests •. re from Middenhlld. btl{ rt'presel1tative~ from as 
far as southern \'l;'j enland journey ro the high temple when 

Ar-Ulric dies. Ar-Ulric i, a very important tigure for he directly 
controls the enrire cult, wh.ich includes the Iarge.~t knightly order 
ill rhe Old World. Further, he is also an Elec((Jr of rhe Empire, 

J posirioll of great 'eclilar power, and the spiritual advisor to tbe 
Elector Count of JVliddenlaJJd. 0, choosing [he correct man is 
e ~elHial. 

Beneath Ar-Ulrk is rhe_ Grandmaster of the Whire \X!olves and 

rhe high priests. Each major rem pie has one high priest, who has 
a single deputy high prieSt (sometimes called a denfather) to aid 

them. Benearh these are rhe various priests (often bearing a variety 
of tides). who will be given different local duties as the high priesr 
Jnd lheir deputy demand. Lastly. there arc the initiates. the most 
experimced of which are generally promored to commander, who 
lead groups of the [rainee priem. All posirion lVirhin a temple 
are appointed by the high priest, although he often delegates 

this responsibility. High priests and the gramlmaster can only be 

appoillted by Ar-Ulric. 

The grandmaster is reBponsibJe for the Great Compallies, the 
massive. sprawling units ofWhite Wolves spread across me Empire 
and be~'omL Each company is led by a Company Commander. 
who is normally attached to a temple and thus answerable to irs 
high priest (although the Grandmaster cau overrule a high priest's 

commands). The commander appoinrs templat sergeams to lead 

"IJ you show your teeth, bite" -Stick with the 
conviction oj your words; anything else is weakness 

lInits of men, rypically numbering from five {() twemy brother 

templars. 

Every year. during the Campaigning festival, rhe very best \>;/hite 
Wolve~ are hand-picked by the Grandmaster and Ar-Ulric to join 

rhe Teurogen Guard. -nle Teutogen 

Guard is AT- Irks personal 
Companv ofWhite Wolves. who act 
as his bodyguard in hi role as Elec{(}r 
of rhe Empire. and accompany him 
everywhere. Being selected (or a tour 
of duty in the TeutOgen Guard is one 
of the highest accolades a Knighr of 

the \X/hire Wolf can receive. and is often rhe first step towards being 

inducted inro dlC order's inner circle. 

-n1e Cult of Ulric is almOSt uJlique ill it· Jack of organi 'ed 
factionalism within its ranks. Politi are neered upon by Iricans, 
who believe io strict, formal hierarchy and, imporrantly, oheying 

lric,ln are a hOt-blooded JOt who ofren disagree. 
:U1d arguments break om ahout an array of slIbjt:ns. 

The only groups thar could be called seers in any real ense are the 
Sons of Ulric and the \Yolf Kill. However, as dJe first are extremist 
and outlawed by rhe cull. and rhe second are liEtle more than 
IUlllltiGS, the cult has no form,ll relationship with either. For more 
iuformation on the e rwo groups, refer to Chapter IV: Extremes of 

more expensive, bener cut. trimmed 
with fUr, and decorated wirh a large. 

SECTS 

orders. H wever, 

Faith. 
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Thousands of years ago. the Teutogcn tribe arrived in the Old 
\,\lorld from across the W'orld's Edge l'vlounrains. 'Their chief 

God was Ulric, and he led them to bloody victory aher bloody 

a long 

priests, 

liddenland capital. for 

no surpJis~ that 

WOMEN 

[11 l547. GmfHeinricb of Middcnheim forced the cull into vow~ 

of celibacy. Ar-Ulric agreed to this to gain access to Ivfiddenheim's 
high temple afret almost rwo hundred yean of exile ill Talahheim. 
The Graf was ali-aid the uh would sire a rival dynasty in 

Middenheim. and used the importance of the high temple and the 
Eternal Flamre to manipulate the Clift into accepring his demands. 

Now, alma t' 1,000 years later. the vows of celibacy are stiD sworn 
by new priests. The vows may be ancient. bUt' the cult lla 
memory. and knows their origin: petry politics. Few Ulricans 
happily accept this. To make maners worsc, thev are :\ passiOnate 

folk, ltnd some hnd celibacy a hard promise to keep. Man. 
during dtunkcn moment,. are rumoured to slip. Frequently. 

R cently, there has been a furore in rh 
Heinrich '!()dbringer, the Graf's bastard son, is said 10 have got 
'jgrid Kohler, a young noblewoman [tOm Nordland, with child; 

unfortllnateIy, she is also Ii recently sworn priestess of Ulric. Some 
prie~ts are llsing this as another excuse to briug rhe celibacy vows 

into the spotliglH, for if the rearors o[ tbe vows, rhe nobles. are 
willing to ignore them. then why should they exist at all? The 
implicatiol1\ of the union are far reaching. so it i~ 

the priestess ha v".mi -hed. 

Before the enforced celibacy, the Order of tbe Howling Wolf had 
a ignificanc minority ofwarnell, In those days. marriage between 

priests and prie.qesse.s wasn't unknown. and children from such 
unions were ofteil chosell to replace their parent' in the temples. 
Today. the cult is very diB--ere.nr. After " millennium of ccUbac)'". 

CFLIBACY 

male dominance is almost complete. and onl!, the oidest temples 
h:l.ve quarter for wornen. 

Female prieStS are the source of many problems witmJJ the cult. 

~10st men believe women hould have norhing to do witb ULo 
and his religion, and afe rarely happy to be led by them. Other ee 
women as litde more dlaJJ a temptatjon to rheir vows, aDd useless 
on the battlefield. Unsurposingly, female U[rkans disagree. bur t.h3t 
does notbing to break down the endemic bigotry. 

It is likely that there would be no Warnell left within the cult 

if not for the isolated udfast Temple in ordland, which has 
been solely mainta.incd by female priests for over 2.000 years. 
The temple aggressively exports its h.ighIy opinionared. strong­
minded priestesse across ordland, who are viewed a little better 
rhan rtoublemakers by J'vliddenlander ULricans, The temple'. 
current high pricstes is Katherine VOll Slerr. A .~tubborn, blonde­
haired noblewoman from Altdorf, her understanding of polirics 

i nor typical for the cult, and makes her doubly unpopular, 
• evenheless. she maintains close relations with her peers, and 
shares rhe high pot:St ot Salzenmund's ambitions for Nordland. 

TEUTOGENS 
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CoMMON VIEW 
"Aye. Ulric's by me side. I carry this wolf's rail,y'see, made 0' 

rabbit, and rhis wolf's-heOod medallion. I also boughr rhis skull 
here from a prien. Blessed ir is. Belonged to a Whire Wolf, he 
said. I had it carved with holy words in Old ReiJcspiel by me mare, 
Anseich-he's a scrimshaw-rhat'llfill me with courage when rhe 
orders come to charge. Full of courage, me, Ulric's by me side." 

-RAuuRT 'Urn' BECKER, TAUBECLANDER. SoWIF.R. 

"Ah, Ulricans... they are Unle bener than beam when it comes to 
war. Lay a bear trap or two and they always get rheir Jeer trapped, 
Personally, I'd like m<lre of my opponents to have such directed 
characters, it would make my life far simpler." 

-LoRENZO DI MARco, THE EAGLE OF ruE NORTH 

victory, /\,5 rhe cemuries passed, wOlship of the War God spread 
rhroughout the other Human tribes, but a tiu as [he Telltogens 

were concCJ:ned, 'Iric was Still Their God. lJnfortun<ltelv for non­

Tel1togem, things have changed little over time. ' 

Although Ulric is worshipped across the Old World. the 
descendants of the TClltogells-almost "ll in the north of 
Middeniand and soud1 of Nordland--have a firm grip of the cult. 
and imend to keep it. Teuwgens tend to succeed where others are 

overlooked. ignored, or evell shunned; indeed. all" r-Ulrics have 

been pure-blood Teutogens. For 1l0n"TeutogetlS. this is intolerable, 
but they have yet to impact upon these tribalist views, 

One of the TDOS( li.mous groups ofTeuwgens i the Brotherhood 
of rhe Axe. Selected from pure-blooded and devout ·Jrican. in 
the rank.> of the Teurogen Gllard. mOSt suspect the 'Brotherhood 
works ro retum tribal purity to the Ulricall cult. No-one outside the 
mysterious Brotherhood is sure wh() controls it, but it is rumoured 

mat ,'li-Ulric himself may take order. from them. More about the 
Brotherhood of rhe Axe can be [ound 011 ;lshes oflVliddenlll'im. page 
59, 

SIGMAR 

Before the asceosion of Sigmar, Ulric was the most power ul deitv 
of the Old World; jlldeed~'it was AJ-- 'lric that cr<)",,:ncd Sigmar . 

as the fir t Emperor. For cel1t1lrie- afterwards, the Cult ofUJric 
refused to acknowledge Sigmar's divinity, even tllOUgh some of the 
cult's own eers had received visioo~ of Ulric crowning Sigm<1r as a 
God .• ow, most Ulricans bel ieve Sigmar is as much a God as anv 
other, bur ome, including rhe secretive Brotherhood oftheA-xe." 

firmly believe Sigmar was nothing more than ~t mighty mortal hero 
and thus never ascended. 

Over the centuries. these differences benveen the culrs have been 
the source of distr\lS( and hatred. and have even resulted in civil 
war. Unfortunately for tlle Iricans. such wat'S rardv end well. 
L ow, they haveit;st one vote to the igmadte three'in Imperial 
elections, and all corners of the Empire. including Middenland. are 
full of devout and unrrusring igrnarit . Ivhny Ulricans believe 

that somerhing must be done about this. and soon. 
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LESSER ORDERS 
'TIle Cult ofUlric has hisroricalJ), had little need of Jes. er order. 
which are broadly viewed to be complications to an effective and 
simple organisation. Chapterhouses Dfknights dedicated to Ulric 
have been founded-including the Knighrs of the Bloody Fis! and 
the Order of the Knights of rhe, orrhern Cross-bur these are 
ne.ver officially beholden [Q me AI-Ulric. who only directly controls 
dlC KnigJHs of tbeWhite Wolf. 

One k ser order that has managed to .,ecure accepwilce by tbe 
cult is the Order of the Wimer ']hrone. Founded by a ~!hite Wolf 
named Brother-Templar Ragnar Franzs.,on almost 600 years ago, 
the isolated order was controversially raken illlO rhe Cult ofu1ric: in 
1975 rc by AT-Ulric Fram.s.mn, Ragnar Frarllsson'. gralldson. Since 
then. tbe Ragnarites. as they are commonly known. have spread 
across the norrh of the Old 'World. 

ORDER OF THE WINTER THRONE 

'[11e Order of the Winter 'Duon has secluded monasteries of 
ascetics scattered throughout th colder regions of ordland. 
Osrland. Kislev and SOuthern lorsca. Ragnarites. named afrer 
their founder Ragnar Franzsson. caU Ulric the 'Snow King' and 
teach that wimer is a training ground for ·'Evemachr." an eternal 
wimer that will choke the lite fromLiric'.s greatest enemies. the 
Ruinous Powers. Some exrremjm of the order believe it is their 
duty co prepare rhe \vorld for this imminent cleansing. To do rhis. 

of l..JI ric. bu rning 

CULT SKILLS AND TALENT'S 
J\·lembers of dle CuJt of Vlri add lhe following skills and 
talentS ro their careers. Note dlat priest may only add 
oue set of skills and talents. regardless of how many sects 
or orders they bell>og w, They must decide when rhey 
emer rhe career or me order, whichever comes firsr. 

Initiate 

All 0I'dcI's: Strike Mighty BJoY>' 

Priest 

No Order: Intimidate, frenzy, Specialisr Weapon Group 
(Two-handed) 

Order oft!;' Howling Wolf Int.imid~le. Frenzy, pecialist 
Weapon Group (Two-handed) 

Order qfthe Knight., ofthe \'(IIJite Wol/ Intimidate, Ftenzy. 
Menacing 

Orderoftbe Wt'ntrl' Throne: Frenzy, 0lltdoor ul'vivaL 

Very ResiJielH 

---- -_....---_... 
'ilos and stores in night-time raids. -nlls may force people to 

urvive through wimer with negligible supplies. which i perfect 
preparation for Evernachr. Bur tew are appreciative. especially those 
whose friends and family go tQ Morr in the freezing nights. 

"The Ragnarire leader is titled Ulricsson, and he controls the cult 
from Ulric's Throar. a cave sy tem in Norsca di.covered by the 
order's founder. Ir is rumoured rha( the caves hide the myslerious 
'Duone of rhe 5nO\"\' King. although ilS natllIe ls undear. Ulricsson 
rardy issues decrees. traditionally preferring individual monasteries 
to fend tor themselves. much as they will do when Evernacht 
arrives. Ulricsson Haargald. the order's current leader. is a greying 
giant of a Norseman who. il is aid. has not poken for over thirty 
years. and consumes only melted snow. 

TEMPLES 
No matter wbere Ulric s temple are erected. almost all follow t11(' 

same template: a square wall protecting a forrified inncr-sanCrlllD. 

'D1e ourerwall afe llormally undecorated, although isolated 
rem pies proudly boas! <lny scar of war tbey have sllstained. A 
si.ngi<~. reinforced garehouse pierces the defences, and often hosts 
an array of ami-siege measures. r'illove the gate. a wolf's head is 
carved-the sole sign that a visitor aCllwJ1y approaches a temple. 
not a well-defended keep. 

\X!ithin, everything is aust.ere, utilitarian. and grey. Functional 
temple buildings-i11duding workshops. cells, barracb, refectories. 
stables and animal pens---cling close fO the high walls. overlooking 
wide courtyards and training squares. The temple itself rises in (bt: 
cemre. irs manned battlements surrounding a high dome. 

The temple interior L usually dominated by a single windowless 
chamber. lit only by small apenure~ in (he dome above and by a 
great. central. ever-huming tire lhat reptcsent$ the Eternal flame inrlley sacrince food across the north in the nam 



Zavant Konniger and even v/erspasian Kant the Patriarch of the 
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Ylidclenheim. Opposite rhe entrance, and behind the sacred Harne. 
I raised sacristy. Here, a grim stawe ofUlrie, sometimes sitting, 
o lell fl'lnked by wolves, silently challenges those who dare enter his 
sacred hall. 

PERSONALITIES 
Archaon's drive into the bean of the Empire. and the resulting iege 
ar Middenheim. felled coumless brave Ulrican,. From the mnks of 
the survivot'S, the darling" of r'.lConteurs across the Empire werc born, 
and \vithin a few months were legendary. AI-Ulric Emil V;1lgeir, 
Comm:mdet iric \'Oll Kelp of the While Company. Sr.andard Bea~r 

Vorn 'Ihugenhdm, High Pric\r Hrolfgar, Denfather Claus Liebnirz., 
Brother Templar Erik Babson. the list goes on and on, all hero of 
the Empire, their names redolent wiTh glory. 

Every one of Tbese men and more have guarameed the future of the 
CLlh, at least for rhe shorr term. But they are nO! rhe only names 
echoing through the courts of the Empire. 

High Priest Wolfmar yon Krutz 

Until recently, the aggressively intelligent Wolfrnar von Krutz did 
nOl believe in the di\'initv of Sigmar. Wh nan! nitiate, he filriou~ly 

qurued every holy tome and sllIbbornly argued with every lUtor 
unril he arrived at hi, con lusioo dl,lt SigmaI' was not a JOu. To 
further his undemanding he discu sed theology with man)' of rJle 
Empire's mosr learned minds, including Hieronymus of _·uln. 

- TIm CuLT Of VIUNA­
Se.1.( of Power: None 
Head of the Cult: one. although bath High Priest Manffed 

Archibald and High Priestess Marieke van del' Perssen are 
prominent, and somewhat dominanr, authority figures in rhe 
cult 

Primary Orders: The Scalcbeare.rs. the Lorekeepers, the Order 
of Mysteries 

Major Festivals: Year Blessing 
Popular Holy Books: All book. are considered holy to The 

Cult of Verena 
Common Holy Symbols: lhe owl, representing 

wisdom, is Verena's primary symbol. A pair 
of scales. representing JUStice. is someti mes 
used. as is a sword pointing downwards 

A lthough the Empire and tile rcst of the Old 
:\'('orld (lee the war. plague, and calamity 

with distUrbing regularity, it i.<; the rule of law 
and ordered society that enables rhe Empire 
and other nations to nor only survive. but 
thrive. Indeed, those who venerate Ulric. 
and to a lesser extent Sigmar. may be concerned 
wirh violence and \v,ufare, but it is the philosophical docr.rines 
of justice espoll ed by the prie IS of Verena that prevents the 
Empire from sliding illlo a complete tyranny. 

In the pantheon of Gods. some myths place Verena as rlJe bride 
of Morr. Althougb thi mighr seem an unlikely pairing at first 

Light Order. But the debates. ofr-rimes heaTed. still led him to the 
same conclusion: Sigmar wa /lor a God! 

On his 53 rd Birthday, von Krutz. \\>'ho was. by that time, the high 
priest ofTalabheim. waited for ehe blacksmirll Va lren , rhe supposed 
"Exalted of Sigma!'." co march into his ciry. Valten arriwd dur 
~vcning mOunted upon a grear warhorse. The Emperor rode at 
his side, and a great host traikd far behind them. Sigmar's holy 
warhammer, Gha) Mara:z:. wa.~ held alofi in V,tlten's righl hand. 
His left hand was held aJo I in salute, the fading light shimmeriJlg 
down his ancient armour. -nlC Sight was magnificent. Awe­
inspiring. Fighting back leal'S. von Krutz knew doubt for the ntST 
time in his life. 

ThaI nighc rJ1C high priest is said to have met with Valten. No-one 
knows what passed ber-veen The twO men, bm von Krurz chose 
nor to ride north to l\~jddenheim to relieve the siege, whieh had 
been his original phil. Instead, he returm:d to hi temple, feverishly 
claiming that Sigmar had been reborn, and That all Ulricans should 
watch for the "Mark of Unification." 

Months later. when news reached TaIabheilll of Valten's "miraculous 
deparrure," VOll Krutz shook his head in disbelief He could nor 
b lieve it. 1it: would not believe Valten could abandon his people. 
·Illus. he is now cOlwinced something is deep1 wrong, and is llsing 
all of his rnOllree to send agenrs north to uncover The truth. If this 
fail, he plans to travel to Middenheim himself, there to ulle<Hth 
exactly what happened to Val ten, no matter rhe consequence,. 

thoughT. They ;1fI:: un ited by the common theme, of ,udgemcl1l. 
'The>' "imply oversee differeDt aspects of the concept. \X/here Morr 
judges the dead. it falls to Verena to judge the living. Verena is 

also d10ught to he the mother of Shaliya, and ill -ome parts of the 
Old World, of Myrrnidia as well. A stoic and serious Godde.ss. she 

is a benevolent force to whom many appeal for freedom from 
despotism. 

Verena is notiust tbe patron of just ded,iolls and b,llanct:, 
but be is also regarded as a wise teacher. for it i aid thaI 

she lifted mankind from it. barbarous roots with 
the gi\'ing of writing. It i' for thi act That sh . i.. 
also held as the motheroflearning, reason. and 
discourse. 

De 'pite her benevolence and civiliTy. Vert:l1<1 
has a definite martial streak as the Goddess 
of Justice. Some theologians claim this was 

not alway. the case. btl( when Chao wa.s 
unlea.shed upon the world ,lnd Ulric tried 
to rally the Gods against tbe thTeat, Verena 

was rhe only one who took his warning 
seriollsiy. She (oak up l'vlorr's sword and rode to hattle behind 
Ulric. shaming bel' fellow Gods into action in the process. 
Her priests claim she underH'U1ds more thall any other the 
irnpomll1cc of wisdom and learning, -;lJJd the need to defend 
them from ignotance and destruction, with tl.)rce of arms if
 

necessary.
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THE CULT 
Alrhough it is predi po~ed to order. law. and justice, there is linle 
formal hierarchy within the cult. Insread. ir operates in small cells, 

:canered c1uoughout the cenrreS of civilisation. being prc\'alem in 

districts that are given over (Q scholarly pursuits, where they run or 
nmd universities ro promote Learning and educ< cion. Verena's cults 
b3ve great inAuence jn tbe Empire. with individual culrists serving 
as advisor in nobles' COUrts. and in some places, such as NlIln, tbey 
funCTion 3.S judiciaries, working ceaselessly [0 ensure the fUll: of law 

holds sway. 

Particular ells within Verena's cult mlght have dlHering 
motivations. bur one thing mutes them all: rhe preservation 

of knowledge. 'fhcy commit themselves to the acquisition of 
writings on :IT1Y subject. gathering such lore in their sprawling 
lihraries, where they can give ba k a ponion of rhis koowkdge ro 
the communities the support. Since the cult is 0 COllunitted to 

the pte ervarion o(learning, the Chaos incur.sion: are especially 
dreadful to Verenan . Each war brings destruction, wiping 

om repositories of k.nowledge. depriving future generations of 
Humanitv's <lC umulaled knowledge. Therdore. when Sll h threats 
loom. the Verenan. arc quick to aid the Emplre in irs defence. 
moving to rhe front lines to removc the scrolls and tomes to place, 
of safery. even stepping over rhe screaming injl rcd to do w. 

CoMMON VIEWS 
/11 once saw a library onfire in Marienburg-thosefoolish 
Verenans were so busy scurrying in and out to save the book.s 
they didn'r notice rheir own robes were on fire! All brains and ne 
common sense!' 

- YEVGE.."N P1\YOVIC, KISLEVITE MERCHANT 

uHis only chance is if Verena goes blind" -Common saying, 
meaning that someone is as good as guilty 

'That may all be true, bur no man or woman, nor even Lady 
Verena, can judge until the orher side has rold rheir story. Then, 
once both parties have 1TUlde their case, a judgement will be 
made." 

-JUDGE WILHELM M&~FRF.D 

I 
IWhen Wolfenburg was sacked, rhe Verenans wept more rhan 
the Shallyans. Bur their rears were for the books, ncrfor rhe 
people." 

I -ALBERT FINNCH, OsTLllND WVEDIGGER 

1/1'11 tel/you new, if you're looking for a quick answer,you're 
going to be disappointed." 

-HERTA RElNBIID, A PATIENT P1uEsTEss OF VERENA 

UHererics! Chaos cultists! Every temple of Verena should be 
burnt to the ground for harbouring forbidden and dangerous 
writings!" 

-BERNHARD LoEBSTEIN, SIGMARITE FA.~ATlC A."l>,'D RABBLE-ROUSER 

As a direCt re.~ult of its obsession \vith knowledge. thc Cult of 
Vt:rena tends to find irself in the centre of comroversy morc often 
than not-far more. than other rival cult·. mong some of the 
more radical members of the cult's clergy, there i a belief that all 
writing. no maner itS conrel1l:. i: worth protecting. uch iew put 
the CUll at odds with Witch Hunters, :lJ1d specifically, the Cult of 

Sigmar. who 'would see su h her ti I texts con igned to purifying 
pyres. l1lis is a poim of serious conr<:ntion within rhe cult. but ir is 
a.lso a disagreement the Verenans arc \villing to set aside to protecr 
tlle overarching interest of the cult. 

To make maners worse, rhe Verenan cult often ouns 
controversy amongst other religions. for some of the more radical 
interpretations of its crlptur are viewed as heretical by other 

hliths. It often eods up in conAiet wirh other cults as a result. 

ami can nd up (orming unlikely alliances also as a result. The 
cult is prepared to pur its beliefs above traditions and friencbhips. 
'egardh:ss of shon-rerm consequence, iu t as it~ culti L are 
expected to be unbiased and not unfairly favour ~i'iends and allies 
above enemies. As a result, outsider ometime view Verenan as 

being unreliable and fickle. 

Relations are IllOst straincd between the ClIlts oiVerena and Sigmar. 
e:dl vying for COntrol of the Empire's lega.l sy~tem, and each taking 
oppost:d stances when it come to the colltrol of dubious literature. 
1hc ult of Verena in Altdorf has taken adv:1Iltage of tbe recent 
turmoil within rhe Cult of Sigmar to gain more of a foothold. 
finding the ciry' leaders to be bener disposed ro rheir Ie. doctrinal 

w'ays_ 

Individual Verenans 'hibit the characteristics of their Goddess 
more completely than Other priests-exccpting those of Ranald, 
of cour . Verenan an: almost univer ally \ is . and every one 
has srudjed extensively, 50 they can be called upon t~l discuss 
a variety of ubjects. Th y never hesitate I() di pense ~d\'ice or 

engage in debate. J. fact that leads many to opine tllat Verenans 

ar all arrogant. Still. Verenam are diplomatic and despite popular 
bellef are rarely judgernel1wl. preferring to consider ail sides of an 
argume11t hefore forming their own opinions. 1heyare often poked 
fun at becau.se of their highly considered nature. ;oki.nglv sa.id to 
be a low and indecisive tl)lk. This can get Vetena.ns irllO dimculty. 
,1> they endlessly COil ider opposing argument, unable to act lIntil 
they have assessed all sides of a siruation. 

Verenans hold justice above all oth T values. No Verenan would 
allow a crime to go lInpunished. to allow a criminal ro go with-oUl 
payment for their mi deeds. A rare fe\ Verenans take thls beyond 
Simply dispensing justice: these fanatics a t as judge. jury and 
.·eclltioner, meting punishmem to .11)' who cross their paths. For 

the most parr though, Verenans would ooner rum the accused 

O\rer to the local authorities 0 th proper criminal process an take 
place. In places where the local authoriti are corrupt or biased, 
Verenans have be n known to organise thelr own underground 
coun and oversee the proceedings themselves. 

VERENAN MISSIONARIES 

As pan of the cult' mandate to spread the idea of learning and 

justice. there are some Verenan priests who take to wandering the 

Old ~;rorJd as missionaries. "The e ml sionaries travel to lands where 
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tyrants rule-Kislev, BrelOllnia and [he 

Border Princes, for example-where 

the ide<lS of jusrice and learning are 

ei,her ignored or set aside in favour 

of despotism. This does not make the 

missionaries popular with the rulers 

of such lands, and many acdvdy 

persecute priesrs olVerena as a result, 

whedlt:r lJJissionades or DOL Three 

''fhejamily business" -Trial and execution	 study ar a universiry prior 1O seeking 

admittance to rhe Culr of VercDa,"Kiss the Owl" -To swear an oarh to Verena, 
sin .e doing so expedites the prQcessust«l[ly accompanied by kissing the holy sym.bol 
o acceprance. lViany swdy at theof a Priest. Also used as a curse. 

missionaries were recendy executed in Brionne, where they were 
accused of working as anarcllists and dangerous dissidenrs. 1l1eir 

executors were nor rhe loca.l Dobility hur rhe peasams rhemselves, 

who did not want the rabble-rousing prie.srs to bring any unwanred 

attention from the nobility. 111is accusation is not without 

precedence, however; more rhan one ryrant has been brought down 

by trouble inspired by Veremn rhelOric, and many wOldd sooner 

act pre-emptivdy and risk rhe w[<tr.b of the Culr of Verena than tbat 

of th ci r people. 

BELIEFS 
1111' Culr ofVeten,l con iders two thing to be thc founding 

principles of civilisarion: learning ,wd justice. It believes Man.kind 

can only be bettered by embracing wisd()[n, truth and justice, bur 

that Ivlan musr also learl1 to berrer itself, rather thaJJ hav· such 

conceprs forced upon it. 

Verenan. preach the importance of knowledge and learning, and 

consider all knowledge 10 be equal, l1() matter how insignHicant it 

may seem, or how dangerous other consider it til be. 'lhey believe 

in the rruth as a concept ,lnd an ideal, bur acknowledge tbat the 
trur.ll itself is subjective and ultimately unknowable. 

VercDans al 0 uphold rhe sanctity of .iustice. ·nley do not believe 
in the letter of the law, as that suggests that rhe words and ideals 

of one fan are greater than another, bm do be.lieve in ,he spirit 
of the law. Justice is blind. and so roo all Verenans mL1st be above 
prejudice and friendship, judging a case on the t.KtS and evidence 

alone. In the eyt'S of the Cult of Verena, justice must be een to 

be done. and ro many rhe process i. more imponam tban the 

outcome. Verenans Qppose tyranny and oppression, as we.1I as 

iniusrice. 

The grearest rimes to a Verenan are to wilfully allow injustice to be 
done, or ro allow knowledge w be Jost. 

orne Verenans believe in the concepr of enlightenrnel1l rJJr~)llgh 

the pursuit of knowledge and trmh, altbougb thi is not a 

mainstream belief. 

INITIATION 
5 witb other cults in tbe Old World, the path of becorning a 

ervant of Verena is nor an eas}' one. [n facr. it requires a grc:u 

deal of parience and study for lhe cult does nor suffer fools. F'rom 

the moment a candidate comes to a temple to parr.,ke of rhe 
accumlliared lore. he becomes ensconced in a rigorous regimen 

0'" lectures, research, ami learning. Hjs existence, hencefol'lh, is 
committed to gaining wisdom. 
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University of 'uln, but some seek 

~ J other, more avant garde, instirutiOllS 

such as rhose found in Alrdorf. Those 

who train to become scholars and 

lawyers lind rhe most success once they join tbe Cult of Verena. 

Once rhe high priest decides il1iriates have received sutficiem 

{raining, they must face :1 panel drawn from rhe wisest of the 

priests. -Ole panel ask them questions on a variery of topics, from 

common knowledge TO more specialised subjects, to judge their 

wisdom, and engage them ill deb:ne and discourse to judge their 

oratory and l'easoning skills. Candidate, that sati,(v the pand are 

ordained as llew priests. 

CULTISTS 
Verena's cultiStS are an eclectic bunch, comprising a huge variety 

of academics. scholar.~. iawyers. and priesrs, all devoted to the 

worship oflearning and justice. Verenan culrists dres in a wealrh 

of difFerl'l1t manners, from hQle-riddcn sackcloth robes to scholarly 

gOV,Il1S, and expensively tailored iackers and breeches. "Ole mO."t 
com mon garb for Verenan priests are flowing scholarLv robes 

and gov'l'ns of white fabric, ro represent the light of knowledge 

and reason. All cultisrs show their devotion by wearing amuletS 

depicting owls. sers of scales. or swords. Verenan judges and high 

priests often we;ar rather heavier and more ornare robes than 

rheir contemporaries, to how their status, often accompanied by 
powdered wigs. Mosr cultist' carry .<wnrd~\, especially OL1 formal 
occasions, !O symbolise tbe sword of jltstice. Pricsts rarely use these 

swords. eX.cept to make a poim during a debare, bllt fi.)t more 

militanr members of [he cult wey arc far from decorative. 

1he more devout Tllember, of the cult rake !O decorating their 
costumes wirh fragments of lQr ,copying extracrs from scrolls 

and hooks onto strips of parchment that they pi.n to rheir robes, 

painting their armour with quotatiolls or even tattooing scripture 

ontO rheir Hesh. 

afeguard knowledge, for jt is the foundation tOile lor 

civilisation. 

All knowledge is equallv imponant. 

Pteserve your judgement from fear or f.-wour.
 

Arbittate dispures whenever you can.
 

Do not aJJow your C:'!r to become a tool of injl1sti-ce or
 

here~y. 

Combar is a last resort, but do nor fear to wield the SWOtd 

of justice. 



STRUCTURE
 
11w Cult of Verena is lll1usual ill that it i~ oroanised in a \'er)' loose 

and aImos[ ad-hoc manner. There is no central authoriry, nor a 

single leader or t:ven an established hierarchy. Instead the cul[ is 

organised alon" local lines, with the ClIlt in each city-or even in 

each temple-managing its own affairs as a mini,lture cult. It is 
only when you consider Verena espolls':5 wisdom over bureaucrac~' 

-and justice over [y.ranny that th~ logic hehind this org:lni arion (or 
lack of it) becomes clear. 

'The view of [he cul[-although there are always arroganl" and 

aurocratic figures who disagree-is tba[ i[ would be unju,t ,lnd 
ullwise for one temple or High Prie't to arbitrarily impo. e their 
opinions 00 every mher remple. In practise it is more a case that 

an ('mire clIlt full of opinionated, often arrogant. intellectuals is 
unlikely ro ever agree on a single point, reducing the aaivities of 
t.he cult to continuous bickering and arguments. 

Each temple comprises initiare and priesrs, all comrolled by a 
single high priest. "Ille high priest oversees rhe day-ro-day running 

ot Ule rem pie, supervising hoI, rire and controlling the [empie 
library. 1he high priesr is chosen from amongsr rhe ranks of the 
[empie's p[ie-5ts, who come to a consemus as to who is [he wisest 
and mOSl learned of them all. A high priest remain in position so 

long as the consensus of [he prie>ts remain in his favom-a high 

priest outdebated 100 frequently or who repeatedly makes fi) >lish 

decisions quickly loses respect and allthoriry and can be stripped of 
their rank. 

Verena's cult is divided into several vague philosophical and 
ideological school. -no closer [Q established organisations tban 
[he cult itself-sharing similar ideologies. 1l1ese schools a.re by no 

means mutlJaUy exclusive, with some priests belonging to severaL 

and many belongin.g ro none. 1he tWO foremos[ schools are the 
Sca1ebearen and the Loreke 'pers. 

'TIle Scalebearers foclis on the aspen ofVerena as rhe iudge and 
arbiter. "TIley believe justice is more imponanr than learning, and 
(hey act as mediarors. Scalebearers are somerimes assisted in their 
duties by [emplars from the Order of the Scale and Sword, 

The Lorekeepers focus on the aspect ofYerena J$ the guardian of 

knowledge. TIley believe learning is more ullponant [han justice, 

and are usually fOUlJd in the role of librarians, Dd .scholars. 1he 
Lorekeepers art' dosel)' allied wirh the Order of ,lysteries and the 
rarcr Kuights of the croll. 

'Ihe culr does have several formal orders in addirion to its schools 

of though[, foremost of which are the Order of Mysteries and [he 

Order of Everlasring Light. These orders have usually begun as a 

Yerenan cult rhat has otHgrown its founding temple or assimilated 

several similarly thinking [em pies. To all intent and ~)urposes, these 

orders are rreatt'd as any O£her rempie (£Yetena, with a single High 
Priesl overseeing Jesser prie t.s ,lnc! iniriates. 

THE ORnER OF MYSTERIES 

1he Order of Mysteries is one of the few tormaJ organisations 

within the Cult ofYerena, The order L dedicated to lhe recover~' 
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of lost and forgotten lore, and uncovering Sllppre.~sed knowledge. 
Sometimcs this search takes place in the deprhs of musry librarie . 
mller dmes in distalH ruins or haunted tombs. The danger posed by 

its quest leads the order \0 frequeml)' ally with Light Wizards and 
adventuring panies. The majoriry of adventuring Verenan priesIS 

are members of the order, or at the very least in its emplo)'·. 

-n1e Order of Mysterie publish an infrequenr journal detailing 

irs expeditions and findings. called IlJe lv(Wlerious '(olllrrm. 
Although the iournal was imended to help spread knowledge 
amongst Verenans, and adler interested scholars, it is often used by 
adventurers looking for danger and riches. as the order is renowned 
for leaving obvious ueasures behind in Ewour of highly prized 

tomes. 

1lle order acknowledge.s that it does nor publish III! of its findings. 
as nor all knowledge is suitable fur pubJi cOlJsumptiOJ1. However. 
in accordance with rne SHkrures orVeren~, slIch knowledge is 
always made available in the order's libraries for trusted and diligent 

scholars to find it. 

"ll1c high priest and founder of the order is lvtlnfred Archibald. 

who is also the high priest of rhe remple of Verena in Altdorf. 

THE ORnER OF EVERLASTING LIGHT 
111" Order of EverLming Ught is tbe mosr widely knov,'n of 
Verena's knighrly orders, not for their legendary e),:ploits bm for 
rheir infamous reputation. The knights of (he order are drawn 

mainly from tbe noble cbsses and are devoted to the pursuir of 
JUStice. although more ofIen. Ihan 1101 d)is is ju,ltice as viewed by a 

noble. which is sometimes very diJfer"nt from jusrice as viewed by 
a pe;lSant. Nonethelcss. the order is there to defend people when 
nobody ehe will. 

Yer these deeds are nOI what mark (he Order of Everlasting 

Light Ollt from fellow knightly orders. lnstead it is (he curse thaI' 

inAicts the wbole order rhat has made them exceptionally well 
known throughout the Empire. Their horses rear and bolt. d1eir 
weapons break :Illd their arnwur rusts premamrely, all at the most 
inoppoTrune momenrs. 

SECTS 
It could be said that every temple ofVerellil represents, separate sect 
within the 'ttlt of Verena. Due to the faCt tb,\! every wnplc is under 
irs own jurisdiction, the manner in which Vt:rena is worshipped 
and her are strictu res inrerpreted varies gready rhroughout tbe 
Empire. even varying between tempJes wid1in a single cit)". In 3.n)' 
other religion this wouJd rip rhe cult apart in counrless schisms. but 
Verenans embrace. nay even revel in these dilTerences. 

The cLllt does have irs radler more fanatical J1lember.~ and orders 
[hat the more mainstream followers would rather ignore. Llch 
hardliner are less toleram of differing views and actively rry 
to enforce their own viewpoint on others, be tbey Verenan or 
not. Verenan fanatics are tolerated by rhe cult, in the spirit of 
understanding, if not acrivel)' endorsed. 

Verenan zealot. GlU~e \rouble for local authorities. as they travel the 

toads of rhe Empire in the guise of travelling judges. These cultisrs 

have wronged rhem in front of rhe zealors where they preside over 
ad-hoc courts and dispensing their own panicular brand of jusrice. 
1',,10re moderate Verenans do their be5t to rein ill such priests. for 
Ihey see it as a perversion of the. judicial system. 

One such group of fanatiu is (he Scroilbearers. 'The Scrollbearers 

krvellrly believe knowledge is power. and actively crave this power. 
They do this by collecting and hoarding as man I scroll" tomes and 
books as [hey can get their hands on, by wharever means rhey can. 
even going ,IS far as stealing boob they cannot buy, Scrollbearers 
are f~1I' from altruisric, and jealollsly guard their collections from 
others. For this reason ther ate viewed wirh disdain by most 
Veren;l115, who bdkve in making knowledge available to alJ. 1Jlere 

are some Verenan , however, who look upon rhe secrerive wc-a.lrh of 

knowledge in the hands of the Scrollbe:m:rs with more rbaJl a link 
~nvy. 

Several minor sects of Verena worship her in variolls other 
aspects. -The secr of Clio is popubt \virJ1 hJsrorians and explorers. 

worshipping her as Delver Into the Pa r. Verena has a male aspecr, 

Renbaerh. who embodies (.he Pettect Lawyer, ceaselessly pursuing 

Ihe (l'urh. Scripsisti is Goddess of Calligraphers and \Vriting, and 
has taken on a more antagonistic rok of Lne. tailing against rhe 
spread of the printing press. 

LESSER ORDERS 
IJ) addition to irs schools and seers. rhe Culr of Verena does have 

a few distincr orders, though all but the Order of J'vlys!cries are 
considered les. cr orders. 

l'oremosl of' rhe lesser order. are the templars of Verena, The 
Goddess espouse tbe use of arms only as a Iasr resort when rhetoric 
and wisdom have tailed. bur her Strictures do include the provision 
rhat the sword of justice must be IIsed when needed. -n1ere are 

f\VO odler remplar order5 in addilion to the inf:1moll Order of 

Everlasting Lighr, r]lC Order of rhe Sword and Scale and rhe 
Knighrs of rhe SCTol1. 

THE ORDER OF THE SWORD AND ScALE 

'111e largest ofVerena's manial orders. rnember- of [he Order of 

the word and Scale ee themselves as agents of jusrice. lhe order' 
most common dury is to guard Veren,ln temples and dignitaries. 
Members are sometimes used to guard prisoner; before :~ triaL or to 

provide additional security ar a counhouse during panicularly tense 
proceedings. 

Members of the order ate not merely guards. and can be called 
upon to actively wield the sword of justice. In this role they help 

enforce the judgments of Vel'enan priesrs. en,lcting justice a[ rhe 
end of a sword or batding against rJ)e agents of tyranny [n time of 
war or crusade rhey march along wirh tbe Other k.nightly orders. 

THE KNIGHTS OF THE ScROLL 

Much less common rhan rhe word and Scale, the Knights of the 

croll are closely tied 10 the Lorekeeper.\, The knights' mandate 

is CO safeguard knowledge. and rhey do tbis by acting as guards 
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l\··lel1lber.\ of rhe Cult ofVe.rena add the following skills and 
raJelHs to their CHeers. ote rhar prie.sts may only add one se, 
of kills and wents, regardless of how many schools or orders 
(hey belong to. They mu [decide when tl1ey enter the career 
or {he order. wbichever comes first. 

CULT SKIlLS AND TALENTS 

Initiate 

Perception 

Priest 

No Ortkr.' Academic Knowledge (any two). Hypnotism, "ecrer
 
language (,my one)
 

Scalebearer: Academic Knowledge (law), Ch,lJI1l, Public
 
Speaki ng. ecret Language (anyone)
 

Lorekceper: Academic Knowledg~ (any two), Speak Language
 
(Classical). Secret Language (anyone)
 

Order ofMY-'tel'ies: easoned Traveller. Speak Language (any 
one)" Strong-Minded, Sec~et Language (anyone) 

Templar 0fVl'I'i.'JIt1: Perception, Secret Language (an;. one), 
peak Language (.111)' one). Srrong-j\1inded J 

at libraries. uoJversities and Verenan remples. When word of a 
temple's controversial (Orne or forbidden grimoire becomes known, 
dle knights aJe rhere. preventing fanati ~ or Witch HlIl1lers £i'om 
~eizing rhe books, 

-Illey may also be dispatched (0 recover lost knowledge from 
da.ngerou~ loc'ltions, such a.s in rhe midst of war.. 'TIle knJgb are 
ofren enlisted by the Order of Mysreries to act as bodyguards on 
tlleir expedjrions. prorecting the priests from danger. 

A KJlight of rhe Scroll is instandv recognisable-every inch of their 
amlOllC js covered in fhmeri ng fragments of ,croll or parchmenc. or 
quore painred on rheir weap()IlS and armour. 

TEMPLES 
Temples ofVerena are generally large. srone buildings wirh 
colonnaded facades and light. airy imerior '. TIley typically 
comprise a main haUlit from mallY high windows. 'fbe ball i. 
decorated "lilh grear statues of [he C,oddess sealed on a ehrone. 
urrounded by her .ymboJs. Ieadjng off from rhe Idl are many 

smaller rooms llsed for meetings and (rials. or serving as libraries 
and archives. 

All are free to use the facilities of tbe temple. Anyone can nuke use 
of a lemple's libraries, although only cultis[s may borrow the books. 
and Vereoan pric, (s are always wUling to help visitors with (heir 
research or an vel' any questions. 

:Yleetingc' and negotiations may rake place within a temple's 
meeting rooms. under rhe gaze of Verena, and priest' are ofren in 

;mcndance to help arbitrare di.~pures. or negoriate on beldf of one 
of the panies, Everything [har rakes place within a temple ofVerena 
is trealed wirh [he utmoSt confidence. In smaller [Owns and "Wages 
[hat do not bav t.heir own bw couns, a temple ofVerena Illay an 
as the local (lurt, wirh priests sifting in judgemelJt over a trial. 

hrine are usuaUy smaJJer versions of the lemple ill design, wirh a 
roof supported hy columns sheltering a small statue QfVerena. 

PERSONALITIES 

All uO-Ukd:>, looking priest al firSt glann', Oliver K1.mpflooks 
more like a baltle-hardened mercenary than a scholar. Oliver is a 
prominclH member of rhe Order of t\1ysrerics, and has been on 
more e.,<pedjtions than most adventurers. He is most £unou for 
his part in the mysterious expedition deep iuro the land of tbe 
Dead, where be recovered one of rhe only surviving 'opies of dIe 
illfamou Boot: ofDust. None of the expedirion bur Oliver returned 
from Khemri. TJJe expedition changed him and he returned a 
more pious, if less (able, individual He bas promised thaI on his 
death bed he will cODsign all rhat he knows to paper. bur until then 
remains silent as to what happened on the expedjrion. 

Oliver Kampf 

Marie.ka van del' Perssen is high prie tess of [he Grand Temple at 
Nuln, and one of the most powerful and influemial members of rbe 
cult. ,'\1uieka h"s been high priesress of tbe temple for nearly [en 
year.l. during which time s,he has helped forge grearer ties ber-veen 
the temple and Countess Emtllanuelle. {() whom she acted as (\ 
turor in the countess's youth. This friendship has allowed dIe high 
priesre.ss to court rather more coI1troversy than might be tolerated 
elsewhere, sucb as ex.hibiting the cult's collection of allegedly 
herericaJ boob. 

Despite Marieka's friendship with [he Countess, she bas many 
enemJes within the city. both from amongsr Nuln's criminal 
fratemir)'. many of wbom have been on rhe receiving end of 
Verenan .iusrice. and from the ciry:~ more conservative dements, 
especially amongst the Cult of ignur. who feat and despise ha 
dangerous and immoral stance with regard ro heres '. 

High Priestess Marieka Van cler Perssen 

·T1le Cult of Verena's nOtabl pcrsonaliti..,s are usually fan101l$ 
academics, often more famous for their acrivitie within tht:Se 
splJcres than for their association with the temple. Many priests ar", 

noted scholarly cxpens in [heir specialist areas, for example. Several 
members of the Order of My leries m~ renowned for panJcularly 
exciting historical discoveries. l'he bjgh prit;sts 0 th' larger remples, 
e.specially rhose in Altdorf. Marienburg and ~uln, are widely 
regarded as pre-eminent ,hinkers. 

Marieka is also a professor of philosophy at the nivcrsiryof 
Nulll, and is one of rhe few (emelle members of the .lnllty there. 
She posesses a feaflome intellect, and is an expert orator. \Vhen 
nor teaching or conducting her religimls duties, she an be fouod 
debaring science and philosophy on the srcps of the temple with 
whoever dares [!larch wirs with her. 
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llew concept of paying horn:lge to Vencratcd Souls ha' come inlO 
being.•vhich may thro\v tbe fragile balance of the Gods into 

disarray. After all. Sigmar himself was a morral man who became a 
God. \X'ho is to say that it may not bappen again in the future' 

Although sages, scholars, and philosophers debate the nature of 
the God while sjcting comforcably in their universities. and 

nobles pr.lY to them frum the luxury of their castles and manors. ir is 

the col1lmon folk that breathe life into the cult.s. Almost 311 the rite.< 
pl'acdsed have had their genesis in .10m", simple act done by common 
folk. slowly transforming into the practises upheld today. orne of 
these rites have metamorphosed into truly baroqll<: practi"es that 
nave little Ot notlling to do with the reason they were created long 

ago. yet they per.i t. due in parr to the tradition-minded people of 
the Empire who let nothing fall to the wayside. 

Most villages and hamlets of the Empire employ the same rituals 
their ancestors did. and il'S a rare settlement indeed that doesn't 
bave some unique twist on the rites practised throughout the realm. 
A traveller emering a new province, however i< sure to find the 
ame major holiday, in these places. jL15r as they would find back 

horne. 'lbe difference could surprise them. lllt. high priem of the 
major religion accept these differences a, subtle ~fl.avoutS" to rhe 

worship of the Gods-as long as the rites are perlormed in roughly 
the same manner, then all is good. Despir this, some places eschew 
the accepted holiday. replaCing them with rituals that smack (;f 
blasphemy ;(nd heretical thought. This i but one reason why \Xli tch 
Hunters continue to patrol places collsidered "safe"-th threalof 

deviation from accepted thought that heads down the path ro Chao.. 

1he Empire is fuH of people hokijng vasdy di(i'ering beliefs. !'vlany 
of the "Old God," still bold sway in rhe Iinle-tnlvelled porrions of 
this realm. -tinor Gods are dominant in some places. with their 
own demands of worship and respect. In addition. the relatively 

Worshlp witbin (he Empire can he seen as t'No-fold-the ways 
of the. poor, humble mass's and rhose of the elire. wealthy. and 

powerh.LI. While. in lheory, the riwals are the same. regardless of 
who is perl()rming them, money and status factor heavily illto the 
riles of the people. The commoner of the Empire .Irick ro more 
base forms of worship 10 mecr rheir daily struggle. -I hey pra for 
rain. for good crops, for many children, and to have war sray far 
away from their home ,md family. On the other hand. nohles ask 

rhe Gods for political power. strength over their enemies. and the 
continued fealty of those they lord over. 

NOBLE YS. FOLK WORSHIP 
\Xlhilst almost all teligious belief in rhe Empire emerged organically 
from the C0[111non people. there is now a rather srricr division 
between the wa)' dlar the upper. noble classes wor.lhip the deities. 

and the way in which dw peaS,lJllS and olher commoner" venerare 
rhem. Although mo t temple are open for veryone. given 
tht" bjelarchy and stratified class structures of the Empire. few 
commoners really know how rhe- noble, show their respecls to rbe 
Gods. and vice versa. 

The ritts of commoners are base, ribald.. and more in touch with 
the basic needs of humanity-prayer;; for better crops. more 
children, alld s,lfery from the beasrs of the wild. Even the "loftier" 
Gods. such a Verena. arc called lip for rdativelv simple. cut-and­
dry l11atters. Noble. on the other hand, often ask for considerably 
more complex and esoreric matt~rs. such a expanding d,c extent 
of their dom'lin. eLimination of a poJirical rival, or aspiration of 
,ltlaining a higher tide. able. often look down their noses at the 
vulgar worsbip of rhe common folk, while peasants often shake 

their head, at the way the nobles go about their rites wirh so much 
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expense and extremely pompous attitude.1. alrhough ofren in awe of 
.ome of the spectacles rhat they put on. 

However, this is DOt to say that the noble and common classes do nor 
get a eh,mee ro U1Wr,l(t during theirworship. [ndeed. festivals and 
other relioious observances are often the only time in which thos of 
noble blood mingle with me lower dasses--ostensibly, as is said by the 
priests. beGILlse aU people are considered equal (n the eye" of rhe Gods_ 

POMP AND CIRCUMSTANCE 
In complete contra t with the rites of rhe common folk. rh nobles 
of the Old World rake their worship of the Gods ro extravagant 
ends. For the average nobleman or wealthy burgher. spending 
money on glorious temple, expensive iJ1Cense or sacrifices. and 
putting on lavish ceremonies not only sh<)ws their piery, but also 
prove,s their wealrh. status, and power to their peers and the people 
they lord over. For mOSl nobles, the more one spends to express 
their faith, the greater rhe favours of the Gods. 

obb typically spend <1 large portion of their wealtb ill building 
:hrines as large as possible in their homes, adorning them Ivim gold-gilt 

statues. paimings. and marble GOlumns. Evell rhe poorest 0 nobility do 
tbeif best to make t!leir family shrines and places of worship as grand 
as possible. Though some priests fi'own LtpOn such "frivolous" displays 
(parricularJy among the simple Cult ofTaai and Rhya. or me ascerical1y 
narnred culrists o(Yerena), rhe majority approve of .Ill J1 behaviour, 
seeing it as jusr mother way to praise the Gods in all thdr glory 

The numerous festivals 011 dle calendar allow nobles many opportuniries 
to throw lavish eVCIJ(s. wi th huge fea t , grand effigies crafted from rare 
mareriaLs, and expensive gifts and offerings to those who atrend, Almost 
without question. the pe.'lsanr and other lower classes are barred /i'om 
participating in tbe rit~ of tbe nobiJjry; bur occasionally. a particularl), 
pious lord may host a festival for the b",nent of the people-in rare 
cases. they are even sincere about their generosity. 

Some of the rites pm on by the rich and powerful call reach t.mly 
staggering proportions. ror example, in Altdorf. it's traditional 011 

the day of Sigmar's birth for the noble class to host a lavish. public 
festival, complete with treats and giflS, While the common folk are 
content to receive a loaf of bread or tankard of ale during !hi time, 
it's nor llnheard of for nobles [() present each odlef with tokens of 
gold, jewels. and Other e"Xpensive items, 



~ Chapter ill: Folk Worship~
 

- MIROllI>IrrJD ­
Allhough the citizens of lhe Empire pay homage to nin·· 

primary cult., there are dozens. if nor hundreds of minor 

Gods Still venerated throughoul the realm. Every province boasts 

it own unique Gods. ,orne 0 which are nOt even known beyond 

a few miles away from rhe places where they are recognised. 
Mosr minor deities are fen·endy worshipped by a small handful 
of cultists. often in secret. especially with deitie' 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 exisrencc of 

these minor deities. although how they are accepted depends 
on several circumstances. If a new God is encountered in some 
unexplortd bacbvater. priests do rlleir best to classify a minor deity 

<c> all aspect of Olle of t he !lint p rirn ,11' .. Gods. Oep "nding on rhe 

area and the temperament of !lle locals, this "indu ion" of their 

deit}' into rhe recognised pamhwn mar h~ wholly accepted. Ot 

dectied as hereS\' and rejected. Most of the minor deitie.,. however. 

are mere aspen of the main pantheon. although they are treated by 
most as separate entities altogetlJer. 1l1en: is. for instance, Ranald 
th Dealer and Rw.ald th~ Night Prowler. Burghers and merchanrs 
.llmosr alwavs give offerings to Ranald the Dealer, but would do 

SO in order to keep Ranald [he Night Prowler away from their 

businesses. Amazingly, most citizen' of the Empire accept these 

types of cuntradicrion withalll concern. 

Other millor deities include foreign deities imponed into the 
Empire. Immigr;lIlLS coming in continue ro worship theu old 
God. and in some cases. this veneration spreads (0 adler>. 
potentially elevating rhe deity [() a much higher slarus. A prime 
example of this is Myrrnidia. who ckarl)' came from the sourbern 
Old \Xiorld (though debate r~ges ro this da . \vherber she originated 

from Estalia or Tilea). yet has become extremely popular among rhe 

cidzells of the Empire. It is certain this could happen again in rhe 

future, with new deities gaining favour and rhe ways of the older 

Gods being forgotten or relegated to minor stalUS-[() say openly. 
however. is heresy. 

LOCALISED AND 

NATURE DEITIES 
TIle Empire is full of a huge number of di parat<~ people witb only 
a vague st'nse of unity. ]he place is full of Gods, spirits, and emilies 
[.ha[ all demand worship. Beyond the scope of tbe nine "accepted" 

~---"IIl""'""-,..r'------------------------------~ 

PROVINCIAL RELIGIONS 

Most Popular Deities 

Myrmidia. SigmaI'. 

Shallya. Taal
 

i mllI, haUy:\, Ta.t1
 
and Rhya. Ulric
 

Ulric, TaaJ
 

ign1ar 

Manann. igmar. Irk 

Motr. igmar: 'f.1al and
 

Rhya. Irk
 

SigmaT
 

Sigmar, haUya 

Morr, SigmaI'. Shallya.
 
Taal
 

Taal and Rhya.. Ulric
 

Sigmar, Taal and Rhya 

Provioce 

Averland
 

Ho,bIand
 

MiddenJand
 

Mo(>t1and
 

Nordland
 

tetmark 

Os[laod 

Reikland 

tirland 

falahecland 

Wissenland 
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Politicians and other lawmakers in Reikland and .A.ltdorf keep 
amll!trs of Borchband submerged in goblets of wine in the hopes 
of distracting the God from sending out agitatots to thwart their 
plans. 

To avert the attention of Dark Helgi • orne women slay an animal 
and dres it in the c10rhes of their husbands, -They (hen drag the 
corpse into the woods as an offering to the hated witch who steal 
their love. 

A"erland shepherds smitten by love sometimes make invocation 
to Forsagh in the hope of learning jf their affection will be 

Forsagh, God of Auguries 

Dark Helgis, Marron of Widows 

reputation are rarely found beyond a tew tens of miles, although 
some are recognised over greater distaJ)ce . 1his is typical for certain Regardless of whether you're dealing with local or nature deitie . 
type of deities associated with roads or trails, with small shrines outsiders may believe these demands hay little weight. bur for 
scaltered along their length. The line is often blurry between what locals, performing the necessary rites and sacrifices carry great 
is a true deiry and what is some Venerated Soul from long ago. importance. lr's not unheard of for a normal, uJlassuming citizen 
ahhough rhe power and fe_speer accorded is the same. '1he people of the Empire to run afoul of the demands and edicts of one of 
that war hip mese local powers are r)'pically extreme in their faith, lhe e ods, often without their knowledge to which the 10 al5 
and balk at the id a (hat the)' may be performing some form of set thing Sl r'light, Thus. a _rranger who visitS some far-flung 
heresy by their veneration. and often musr fight long and hard in province may become. sacrifice to these Gods, mainl~' due to 
convjncing tra"eIling Witch llunters rhat what they do is an act of ignorance ralher rhan ourright imellt in committing some grave 
devOtion. r:lther than heresy_ offence. 

Nature deities are far more common. Depel)(ling on who is 
asked. the e deirie are either minor a5p~ctS ofTaal, Rhya. or SAMPLE MINOR GODS 
Manann. some form of spirit that is mistaken I), neated as a ddt)', 

ll1ere are hundreds, if nor thousands of minor Gods in the Empire, or even a holdover deity whose roots Ii~ with the Elves or Dwarf~_ 
omc with as few as a few dozen worshippers. In addition, some Nature deities are often associated witb a sacred grove (or even 

Id Worlders venerate non-human deitie . borrowing ods froman indh-idual tree). cave. sueam. or Other place of natural beauty. 
rhe Dwads, Elves, and even the HalAings, including them in theirmight, and majesty. Others are actually nymphs. dryads. naiads. 
prayers and ceremonies. The 0110 ~'ing entries are bur a samph: ofand other ey creatur mi takenly treated as if they wete actual 
the kind_ of minor Gods worshipped in the Old World. For more 
minor Gods with which you can build your own rradirion . s e 
Table 3-1: Other Minor Gods. 

Mho the Unmoving 

Celebrating tradition and the old ways, a few crusty old men 
and women keep stone idols of Artho on [heir perwn, 'This way. 
whenever they onfront some development or change rhat they 
perceive threatens the moral fibre of Middenland. they yank Ollt 

rhe idol to remind others of the values and customs Middenlal1ders 
ought ro abide by-and if their protestS fall on deaf ears, th" idol 
serves as a lIsefuJ club. 

Borchband, the Voice 

Gods, there exists an entire spectrum of millOr Gods, some of 
which hearken to a bygone era, some of which are new, and a few 
are relatively new to the colJective worship of locals. MOSl of the 
minor Gods n be summed up as eimer local deities pedfic f() a 
particular rown, burg, or province, or deities tied to rivers. forests, 
and other natural places. The differenc between the tWO often 
depends on whom you ask. 

Localised deities are JUSt thal-deities whose inAuence or 

God~. If a person believes in a particular nature deity, he's likely 
to leave an oflering tr) both tbe God in question and also to Taal 
and Rhya. giving alJ of them honour. The rites demanded by 
these deities can seem ludicrous and 3nachroni tic for the: non­
believer. but carry immense weight for thos that believe in their 
power. For example. a 10 al river God may demand an offering. of 
a virginal sow, the CUt Ilair of three maidens. and tbe blood of a 
hlack rooSter once a year, lest it rises from its bank and Bood rhe 
5urrounding landscape. 
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This table de. cribes a few of these deides. along with their sphere of influence. and the province or country where they are rno 'r p(}plll~r. 

Also included are a few non-human Gods thar are acknowledged (and in rare cases, respenedl by tJl' Human inhabitants of the Empire. 
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TABLE 3-1: OrHER MINOR GODS
 

Name phue of lnJIutnte ~dOD Kthana lal«- Delh Middenhmd 

Aach Aach River and Aacben Ostland Lady of the Lake Bretonnia Brctonnia 

Atf.liri he Merchams B~tonnia Lucan Founder of Luccini liles 

Ahalt Hunting. Fertility, Sacrifice \XJ'issenland Luccin;l Founder ofLuccini Til a 

.'\.hltler WClodworkin Lupo Ptedators Hochland ..........~--


Albaulea arming Manalt ri,sher01en 

AltaVef RiverA er anha ok Floods 
--~ 

Arvala Carpentry 1argileo Honour Al'erland 

Bogenaucf B- enhalen Mathlann (E) laurelQrn Forest 

Bylorak Bylorhof Mar h Stirla.nd MereopiC) Merchants Tilea 

Clio H'lStOry ReikIand MerJIU:<iUli ~l'lrClaws No-rsca 

Dazh Fire and me Sun Kislev Millavog Dancing Wi senland 

Dehagli Tailors AverJand---- Mittlmund Guardian of Rcstl~ Spirits Wissenland 

Dyratb Fertility Re.ikland NarvoI"a FerriJiry Srirland
" 

£lda! The ddt ~termarl<. o Pros [0 Merchants &Wia--"--" 
E.smerelda (Hi Home and Hearrh Mu01land Oboroch MicltUe Moumair15 Hoehland 

Father Raven Raven and crows Averland Ph'ine-.lS (H) Farmln Moodand 

Fury Righteous Anger Reikland Quin berry (H) Ancestry Moodand 

Gadd orld' e Mountains tjrland Rudl'i<; Clory Middenland 

Gaffey (H) Building Mootl. nd Salyak Charity Kisiel' 

Guul (0) Pl'(ltl:Ctor 01 Dead Ea~tern Empire Sarriel <E) Dreams LalLrclom Fol'dt 
--~~~--~--

cribes TalabcclandGid Peak Pass Ostcrmark Scripsi ti 

(;orQI Stream OstClnnaJk Seppel Venge:ll1ce 'tirland 

Grandfather Rcik River Reik R ikJand Shadreth 'I 'racking 'falabecland 
,;-----~~ 

Grun~ (DI The Forge Scirland Sbrowl Hunting 

Gunndred Rustling Averland Skalor Banering 

Guvaur Bull" o dand SnOW King now 

Haendryk Merchants Wasteland Soli 'The un \'(,'issenland 

I-lalerh F nility Middenl:md Srovarok rorytellin~ Nordhll1d 

Halem Lldy of the Hum onnern Empire 'uomfeJs Storms Nordland 

H;lndrich 
----

Commerce Rcikland tyri Poochef$ Osrermark 
-~-~-

Hyacinrh (H) Fertility Mootland The Azure Man ky ordland 

Hyssron a.crc<l knolls Avcrland Th;lr Lightning Ta1~dand 

bhDernos Earth Spirit Talabec13nd Tor Thunder and Lightning KisIel' 
----~........
 

losias (H) Tobacco Moodnnd ToromaJ (E) Rain and RivetS 1.aufelom Fo~ t 
~-----".. 

Kakarol Horses Ostland Ursash Bear Hunter> o t1and 

Kaliu Merchants Kislev UrsUl1 Bears Kisl~ 

Kamos Beasts Talabedand Urvijak Morning Prost Ostermark 

Karog Foresrs oltlland UUlann Oak treeS Middenland 

Kavarich Horses Ostermark VJllich Smirhing and hip Building Nordland 

Khirreth Obersrein Wood Wi&5enland WuIfor 

Koppalr The. Koppens Talabecland '(D) 

La~e Wolfen 

=Dwarfdeity. (E) =Elf deity, (H) =HalAing Deity 
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recipro ated, Aftcr aying a quick prayer, they examine the 
collsistencv ,A' the next pile of droppings they find. SOlt and 
quislw leavings ugge.st that the paramour will return his love. 

while dry, hard droppings warn the shepherd to seek elsewhere tor 

passion. 

Gargali, God of the Hidden Ore 

Wi.senl:md minets, before entering a new mine. tic a small piece of 
paper bearing the ~ymbol of Gargali Onto a sparrow's leg. They then 
keep the sparrow in a Qge. 11' the bird dies. ehe miners believe they 
~e close to a new vein of ore. Sadly there are few folks who can 

confirm if rhi trick actually work. 

Katya, Deity of Disaoning Beauty 

\X! rship of Karya is e.xuemely regional. almosr unknown omside 
of the Reikbnd. Young maidens sometime.., hide -mall symbols of 
!Carya in their beloved's belongings ro make them powerless against 

rhei r charms. 

Loerk, Lord of the Dance 

010rdlander who develop warrs on their feet are said to have 

received ehe Lord of the Dance'" disfavour. Those opposed to 

danCing on general principle encourage rhese unSightly growths 
to expand by rubbing rhem with toads. and during big esrivals, 

the e men and women proudly sit with their shoeles fee! propped 

up to show their disdain. Some whisper !llat these folk are in fact 
Anbo-tolb"ing Middenlauders. 

Narlog the Inevitable 

When something is said to be in "Narlog's gifl." O.'rLlllder~ usuaJly 
are referring to death, taxes. the scorn of a woman, and what 

happens when you leave all Averlander alone with a sheep. 

Renbaeth the Shrewd, Patron of Lawyers 

111ere' a aying in Talabedand whenevt:r someone i ab lit to etHer 

a costly bargain or receive tbe shorr shrife in a deal. "uch people 
are said to be paying' Renbaeth's fee," after the exorbitant prices 

charged by T, Iabhejm'.< esteemed legal force. 

Sbaback, God of the Fens and Swamps 

Venerated by the nati"e::s of rhe Cursed $w'lmp. though beyond 
its borders the name .Shaback i more of a curse than it is a God, 

People in neighbouring lands often mutter rJ1e word "Shaback" 

when rhey stand ill something unpJeasant, 

Sheirrich, The Lost Wind 

- ANcPsro1l SrIurs -
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III olden days. Tahrveg was a popul<lf Cod and most archers gave a 
finger to the God to help their aim. In the last haos Incursion, so 
great was the fear that archers em off so many fingers they couldn't 
hold their bows. Since then. dogma has becn changed ,0 that the 

gift is ymboli and each archer te.nd ro soak his finger in his own 

urine to cn.sure that his aim is tnle, Some maidens giggle and claim 

it helps their aim when firing their other bow. 

\Vorshipped in pl-aces throughout \X!issenland whenever a person 
is givell an important task, he is said to "carry rhe weight of 

Wendred." 

Wendred, God of Duty and Service 

In i\verland. whenever someone:: scents a foul odour in rhe air, rhey 
are quick to exclaim "Sheirrich' Broken Wind!" The bst person in 
the group to say it is believed to have created the stink whether they 

have or not, re.suJdng in g,lle~ QflaughteJ: from their feLlows. 

Tabrycg, The Keen Arrow 

r<:asons rhey and Humans can get along. However. Dwarfs olten 
pit}' th shorr-lived Humans. who have so many more ancestors to 

pay homage ro-one wonders how they can keep track. 

''I11e Halilings of the Empire aJso revere their families and ancestots. 

although they rarely erect shrines (() honour those dlat have passed 

on-they would rather show re.spe t for their departed kin through 

songs and hyperboJic srories. Indeed one merhod for sharpening 
one's memory (and a viral, if boring. lesson taught to aU HalBing 
nildren) is reciting family members back as fur as possible. 

Elves hold their ancestOrs ill high regard. but in no way do the) 

venerate tbem in the same way that Humans or Dwarfs do. Because 

of their incredibly long lives. Elves are often in coman with their 

great or great-great grandparcnrs long into their adulthood, When 

an Elfpasses away. songs are sung and poetry is read, a.nd me pidt 
of the depaned is allowed ro move on with little remor e. Humans 
often look askance, t the blase manner in which Elves speak 
of their ,tncesrors, and Dwarfs find ,hi attitude both rude and 

col1teruptible--this is juS! another reason why these cwo races hnd 
it so hard to get along, 

F
amily and lineag arc e-'ir.remely impOrtant in the Old World,
 
1)1e proud member of the various tribes that formed the 

Empire take their genealogy very seriously and moSt hold their 

ancestor in bigh regard. To show them booour, almo t ever)' 

home in the Old World has a small shrine or sacred space where 

mementos, small sratues, and other keeps, kes are displayed, These 

ancestorS are called upon along with the deities, to bring good 

fonune. boumifuJ crops. and other positive eftecrs IO a family. 
\X'hiJe most call simply on the collective force of the entire familial 

line. those families that art: blessed with a particularly tlnlOUS 
ancesror consider themselves extremely lucky and speak their name 

often during their prayers. Nobles in pardcu.lar hold [heir ancestors 

in high regard. lhe \\'ealthiest build shrines and temple, that can 

l."\"CI1 rival mose of dle deities. which is often viewed with suspicion 

b\· cultistS who feel rhat this hubris is unwise and disrespectful. 

Hwnan communities living close to Dwarf settlements take 
mi pmc!' to an extreme. The citizens ofWissenland. eastern 
_ verland. and Ostermark have often been accused of paying more 

homage to their departed kin rather than the living Gods. Dwarfs 
••'e'l~ this practise with a nodding son of respect, and it' one of the 
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ANCESTOR SPIRIT
 

Roll Hesuh 

OJ-05 You havr .il/lilled)'ourjmni{J' name.' The spirit is so appalled br your acrions, it leaves you. Befort: you can cali upon your 
ancestOr spirit, you muSt hrs[ spend an hour each day f(H 1d5 days beseeching the spirit to rerum, and apologising for your 
poor and shameful behaviour. Offering a bowl of fresh blood for each invocation reduce~ thi~ rime by half. 

06-15 No. M fhll! l1le ancestor spirit sees your dire need and oofer a +20% bonus to OUf next Characteristic Qr kill Test. 

16-20 You need to fum! 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 rhat The spirit impo es a -1 0% pen~dry on the Test. 

21-30 Ytrs. very goud. just /ike fwould have Mltt'!1be 5Pith i pleased by your action and rewards you wich a boon. You gain a 
floating + 10% bonus to anyone Charaaer" tic or kill Te&t ofyour choosing. 

31-:35 Idiot/Tnc spirit spits virriol and venom ioto Y0Ll[ bead, On your ne.xt rurn you may only use one half aCTion. 

36-4" 'lb"C, therr. II u,ill IIf ok. The spirit.soothes your discomfon. Heal 1Wolmd. 

46-50 You CtlrJtIOt be rel.1ft'd to me! The pirir angril. cleni your e..'\!stl::uce. Lose access ro titi~ talent ror 24 hours. 

51-60 WtU Jqne! On our nett $U ce$~ful Test, you ~in ;lJ1 extra degree of success. 

61-65 EVidnlt/.y. you bllvm't bem paying attention. On your next successful Test. yOll reduce YOUT degrees of succes.\ by one to a 
minimum o[ zero de.rrree ofsuccess. 

66-75 Al/gw mt to he' • You may immediately take another balfaction. 

76-80 You i'e makillKyour poor 17wt!n'r weep. All Tests for tile next hour are made at a -10% penalty Jue (0 [be sounds of weeping 
thar nIb your lnind, 

1-90 YO/I MUS dll proud. Recover 1dS Woun<h re~Idle s of your k'vd of injUry. 

91-95 MlldnesJ-'The spirir tarrs to sc;ream and moan in your head. Make a 'WiJI Power Test to l1void gaining 1 Insaniry Point. 

%-00 Not bad, but JrY ht'lTdn: No additional effect. 

ANCESTOR SPIRITS AND CHARACTERS 

Due t the faCT rhat family carries so much weight within [he 
Empire, it seems right that a Player may want their Character 
ro e..xwl we virtUes of their family line durillg a game. On lhe 
other hand, a Characte.r may carry [he weight of some anccstor's 
grievou aCT from long ago. burderring r.he entire family with a 
hame that can never be completely erased, 

Whil,t all hlmi1ie~ have ancesrors th'll are said to figuratively haunt 
the living, in some extreme cases, this is litemlly true. wirh Spirits 
Ghosls. and other Unde-ad visiring rhe living members. It's rare, 
though possible, that a character may h,lVe to contend with [he 
pirit of an ancestor making an appearance. for lhe GM. thj~ can 

come in many fonm. The 11l()~r blatant is to have the ancestors 
appe.ar in the torm of a Ghosr. 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 am:nuon of one o( your ancesrors. 

and you're now haumed by their spirit. \1Vhi!st tbis entity 
does irs besr ro help you on your adventures, it's quick. to 
chastise and berate you should you act in a mane.r thar 
shames the family. Whenever you would spend a Fortune 
Point, you gain the normal benehls. but you al a muST roll 
percentile dice on the rable above. 
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AND Fouc CusToMS ­-
I n a world full of wizard casling spells, Daemons of Chaos 

tempting the aithfuJ, and bizarre Mutaurs roaming dle wild 
lands, the inhabitants of the Old World are, by inrellt or in 
de enee. incredibly ,\uperstitious. "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 (he 
shadow of a plague vicrim. or rossing a bit of spilt salt over one's 
shoulder. Superstitions run the gamut, rom the fate o( a person, 
curses, and even the occasional bOClr1. 

Most of the . \Iperstitjon~ in the Empire are ancient beyond 

compare. and few people can remember exacrly what the reasooing 
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 meaningl .I to the majoriry of its inhabiTam.:;. 

The hard, harsh life of most citizens of the Empire make.:; them 

view almos( every even! with a uper titiolls ey -mOST of j( with 

a cynical. paranoid bent. Players should remember rhis trait and 

play iT up, Educated characters are almOST wor e. pointing out dlese 
falsities to (he ignQrant IJla.:;scs, often (impOJ'tune times, However, 

regardless of a person's learnillg or status. superstitiolls manage to 

creep into the daily rourine. 

A person believing they are under tbt: effects of a curse caused 
by a superstition can usually be "cured" through some other 
superstitious aCL Endre industries exiSt of quack doctors and 
ineffecmal "hedge wizards'" (no( to be Tuistaken with tbe Career 

of rbe same name) offering advice and ingredients to reverse the 
effects of a . uperstidon gone wrong, Naturally. none of these effortS 

actually work. but a GM can and probably should emphasise the 
more bizarre methods o("cursc" removal. 

MAGIC AND SUPERSTITION 
There is OJ. fine line between >vhat is consid.ered aaual magic and 

what is norhing more than pure supersddon. Sages, 'cholar , and 

SAMPLE SillERSTITIONS 

Described bere 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 the,se strange customs may find themselves viewed as a heretic or 

potentia! witch by the people around them, Ignorant people hold these beliefs in the core of IbeiJ being, whjle more cosrnopolit~tn folk 
laugh rhcln otf-r placing Them with other superstitions of rheir own, 

A crow landing Oil the gr(WI' ofthf' ntwly dead nll'tlrJ! thtlf rI,,' .'0111 ha,' 
passed orl ",ife~')' to 1\101'1';' ret/1m.
 

Passing thl'ough tht .d?tldow ~fsom('(me suffering the pl<lgUC is horrib6'
 
unlucky.
 

A fiJlmcl coin should bi' spent 0/1 risky l/l.'rltW'fJ.
 

It is foolish to sit on fbI' blind side 0/<1 per.iOn with Ollt' eye,
 

A pledge made to SigmaI' while m'deing a hammer 011 mewL ensure.>' it>'
 

solid bond.
 

BelL" gong." tlIld bangillg on meli1l repel tht'.force., (~fChao.r,
 

((you tr,ke a di'tld mans shoes, keep the L7ces looJe fiJI thc ncxtfuif
 
m.oon, lest I;!.I' spirit come.,' back to haunt )'ou. 

A Ctlt crossing)'oll!'JiIlth meal1.l' Rmlflld i,' watd;ing, (fa pair O'o.>.'I?J
 
)'ou!' I'alk doom is .'lire to folloli'.
 

GoMim ('11/11101 {1Itack )'(11/ du>'ing !I.f.dl moon.
 

((you're ;ick, all appLe clll'ried ill lOW' pocket. and allowed to rOt. draws
 
the disMscfr0m your body.
 

CCIlV,< mooirlg in tht' darkm'ss hl'mld.' dark tinll'S fhl' fOllowing day
 

A promise madt IU a cl'om'oads carritJ gri'llt weight ,wd a ten'ibLe
 
burdl'll.
 

To my !I person's name three timer in a silting iJ to mil them to )'OU. 

Bt,,)' or bum you" cut hair and 'lai! cLippillgs, lest fI witch lI-ff'themfol' 
d,.vious ends.. 

I/you ask a man about hi.> scar.<, )'011 mllst LiJtm to the' whole' tale, 01'
 

the' same flue may heftI/you.
 

Cu,'died milk scafte,-ed fI/Jout prop.'rt;' .'ta)'-' aWilY tilt' Po,\',
 

~ldi,.t or .tOor Lind, in IICW4y miLkdfiolll; dearh is .'!/1't to jollow.
 

r;rlilch/'S hide in abandoned wells,
 

{(you kilL a drunken man. spill a tankard ~fall' 011 the gr01mdfor his
 
fOld (II' d.<c he'll eonU' back/rom thi' grave fQ get it from )'OU. 

If)'oll are struck on th., head by {/ falling pinecone, )·ou are destim'd to 
fnany in th., coming yem: 

Old {)j' broken oars should bl' cast adr~/i. Buming them angers 
iH<11lfUm, who'll ensurt'you gn Lost the next time YOII're fl-I sea. 

Drinking ale comainillg hrfin from II DUiarf's bi'llrd maJ.·es you 
reJistant to disedJe (Hurrulns only). 

It f luclq to hl/l!l' th.> hone dmwing 11 juneral carriage eat an applt:from 
your hmld. 

Gold rubbed against fl snakebite pul/'" the vel/om out.from the bO((Ji, 

Burning bread ;ll1'itl','/;"" to corlSumfyour home. 



wizards ~.I1 debate the n,UlIre of superstition as ir applies to magical 
technjque. 111cyoften ask themselves: does magic work br.:cause 
of rhe supersdrious t1~lUre of people, or are people superstiriou, 
because of the works of magic? 11le wisest agree chat it's a little bit 

ofborh. 

Although Magisters tend to look down on the backwards practises 
of the m'l,sses. most recognise the facr that such behaviour exists 
for a reason, More rhan a few beliefs have sprung up simply thank 
to the idle \vords spoken by a wizard who then see tbe Winds of 
Magic twist ,wd bend due to the reactions of others reacting to 

rheir comments, 

1111'.' typical citizen of the Empire "ee.s licde diffm::llce herlveen 

superstition and magic. which causes no end to problems to those 

tbat practise magic for a living. For moSt people. the world is a 
dangerom and my.m:riou. place, with th evil powers kept ar bav 
only because of the m utteri ngs of enain phr'lse OI perfor.mi ng 
cert "i n acts. regardless of whether they make sense or nor, 

Ultimately, it is up to lhe GM ro determine wherher performing a 

superslilious act has the desited effect or nor. Similar ro Blessings 

( ee Vlf7?P). performing the correct superstitious act at the 
appropriare time could grant a Character a small bon\Js ro one 
Test, keep J pardcular person iH bay. or incur a minor curse of 
some rype. While mosl superstitions are dire in Iheir oUtcome, 
iller should never result in some jmmedjate death, horrible 
disfigurement. or dread curse-this is the poim where magic 

upersede.s mere superstition. Instead. superSlition, should be llsed 

ptimarily with roleplaying in mind. perhaps linked to a person 
in a.similu way to Doomings (see page 150). AI worst, a curse 
lnflicted by a super titious act ~hould inflict nothing worse lhan 
a -5% pe1lalry to a ~ingle T,::,st, iVlake 110 mistake. <1, mild a.s Ihese 
minor curses are. dley reAect the va til' more dangerous curSes that 
omerime protect old tomb. and ruins. For more. information on 

these potent CUIses. see Lureo ofrill- Liche Lord. 

trallgeJy, Magislers are jncapable of using superstition,s filT this 
effect. It·~ possible tbat [heir rb to rhe Aerhyric winds prevent 
them from performing Ihese feeble act.5. Becau e most superstitions 
"xisl to keep magic from affecting a person. rhe CODVerse is not 
true-superstitious behaviour. when a!iowed, does apply to 

1agisters. witches. and orher persons capable of wielding magic., 

THE EVIL EYE 
Most Old \'>;!orlders b,ow to fear Ihe power of [he Evil Eye. and 
ju t aboUl any downturn of'luck i blamed on this fOlll curse, 
Mo t folks who suffer from [he EviJ Eye are not certain about how 

the}' lJicked it up or who gave them the sinister glare. bue they are 
ure they have it. Finding insects in one's f()od. ale tasting of dilT. 

botched efforts to sneak about, or a poor swing of a sword (and bad 
dice rolls) are all sure signs of the Evil Eye working ii, wickedness. 

The Evil Eye as a curse can appear anywhere. on any surface. or 
1T0m anyone. A crone levell ing her bUnd white eye at a person is 
.ure to carry SOme ma.levolence, <mda hare-filled "f:lfC of a wronged 
WOman is always bad luck. ~ome Evil Eyes arc not given by people. 

bUt are in read scratched OutO doorframes, drawn in the mud or 
dirt. or carved in clay and then placed in the off-ending person's 
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pocket-am! in every case the effect are the ,lame, The victim is 

Chapter III: Folk Worship 

iIlhabitant~. Customs of worship vary rOl'n place ro place. Old 

cursed and only desperate mC"asures can lift the burdell. \);.'0 riders are notoriously insular by nature, and most rardy venture 

If a player cbooses his Character to take a religiOUS career. such as 
initiate, anointed pries[, priest, or any of the new careers in this 

book, yO\! "hould provide her with a suit;lhle new sacred name used 

SACRED NAMES 

Ofcourse, rhese phrase. and holy sayings change from province to 

province, and even within all individual city, each with their own 
subrl meanings. A person in disguise may inadvertently reveal his 
upbringing, social Statu, or education by uttering the incotrec! 
phrase [0 the wrong people. 

Players hould be highly encouraged to come up with their own 

holy sayings aDd use them ofren during play. 

Most people in the Empire gain several names throughout their 
lifetime-nicknames. pel names. secret names of certain orders. 

:lnd the like. Both priests and Magisters alike agree. that name 
carry power, and thar knowing a person's name is to hold some 
iegtee of control over them, Many divine and magical rituals and 

spells require thi: name of the person to be effective, 

In nearl), ;111 the cults, , cultist recel\'e-s some f<)[m of new name 
upon reacbing !l1e staws of initiate. priest, ,wd high priesr (if 
applicable), The Clll[ of Ranald i unique in d,ar a person ofren 

receive,1 lWO or more names at each poi 11(, one for use among Other 
cu.ltists and another, privare nam!;: that they call themselves when 
spC<lking to Ranald dW'ing prayer-it's not uncommon (or at leaSt 
one of rhese names to be exuemely bawdy Ot rude. Verenans, on 
the other hand. eschew rhese extra names in favour of ride alone. 

Getting rid of the curse is an exercis of the ridiculous. Old 
Woriders level the fuJI might of their superstitious t:mrasie, on 
uch ailments, One of the most extreme examples is in snipping 

off the clothes. slathering oneself in dung, and running around 

with your hands Qver your head. 1h.is is bound to anract some 
"tares and therefore transfer to ule Evil Eye onro some other hapks 
fool. A.nother tech nique is eadng: the eyes 0 nine pigs :md fOTcing 
yourself [0 vomit the conrems of your gUt once dOWU-'lll aet that's 
n ver too difficult. Most folks. though. imply go to rhe person 
who laid the curse and make resrinuion for their bad behaviour. 
Old Worlders find this utterly foolish because doing so could mean 

that you get t\ 0 Evil Eves! 

In truth, tbe best defence againsr this wretched curse i) to prevent 
he-illO srruck in the fir t pla.ce. The rruly supenjrious keep the 
company of chicken, since the e fowl can oucsrare anyone. 
Paranoid men with chickens under their arms are all too common 

sights in backwater place in the Empire. A few pearle simply 
blindfold themselves, since if you can'r see the Clme then it can't 

affect you. 

VARIATIONS IN 
FOLK CUSTOMS 

JUSt as dl( Empire is really a colleGian of semi-unified peoples 

under the banner of a single Emperor, so are the beliefs of its 

more than a few miles from tbeir homes. .' a result, beliefs and 
religioll.. customs have slight variations even among settlement 
relatively close to one another. Those people rhat travel more 
extensively usually accept thi. facr for what it is. as long as the 

custolTI they enCOUlHer do not come across as blasphemolls or toO 

far from what is considered acceptable. 

j\·fost of rhe variations ill worshi! ar minor. For example, a lOW11 

celebrating the coming of spring may require reveHen t() wea.r 
flowers in tbeir hair. while those in the Village down the road wcar 
wreathe of flowers about their necks. However, there are times 

in w'hich these ·variatiom can be jarring for a foreigne{ traveHing 

to a diBerent region, Depending on their beliefs, and how rigid 
their mindset is, some of these v;lriation, m3)' even come across as 
heretical or blasphemous. Witch hunrers, always on the prowl for 
here .y, begrudgingly accept the fact thar rhe Empire is large, and 
unified pranis of a cult's customs is impossible. Stil1, if ,In i olated 

community takes these differences toO far, the go 'sip and shock 
generated is sure [0 read1 a witch hunter's eal'S. 

PRAYERS AND HOLY SAYINGS 
Prayer. i111d sacred phrases are important aspects of being a cultist. 
Throughout a rypical day, an average citizen utterS dOzens of small 
ptayer , rhanks, and blessing. while a devout cultist says hundreds. 
Most people are only vaguely aware that they are saying them, and 

these pht;~ses fl)[m a healthy portion of the vernacuhr. 



SAMPLE HOLY SAYlNGS 

Here is a ~mall sample of COmmon holy sayings uttered by 
LlIlrold thousands of people every day. Players may wish to 

by rhe cuk Depend! ng on the cult, this new llame may be virtu~JJr 

unused, or praetic~JJy replace her old name, at least when among 
other like-minded cultists. 

For more informarion on sacred name', see ChapterVI: Rite~ of 
Passage. 

SACRED SIGNS AND 
GESTURES OF THE CULTS 

Cultists have various ways of showing tlleir faith, both w the 

uninitiated and among theit own kindred. The showing of signs, 

hand gestures, and other sacred salute is one way of ex.pressing 

respect, borh ro other cultists and [() the Gods. 111CSC salute are 

commonly used when cultists meet for dle first time during the 

day, repeating the sign when they depart. Each cult has i(5 own 
array of secret signs known only to (rusted cuifists, whic.h can 
indicate distress, great admiration, or .\Ome other th.ing that can 

only be understood by t.hose loyal to the faith. 

Signs of Manann 

111e sigm of Manann are intricately tied wirh the same gesture 
used by allotS, 111e sailor' salute ofa flar hand held to the temple, 
then quickly moved away iI used as ,I sign ,,(rcspect by sailors 
tOwards their officers--this works as well. wbell oHering veneration 

to Mana.nn. When a cultist faces bad luck. he docs this with both 

hands, sweeping them down in a curl, and ending with his palms 

face up by his waist :lIld his face cast down at the ground. Cultists 

in deer prayer sometimes hold an arm above their head with 

lhe index finger extended, feeling the wind in hopes of divining 
Manann's will-it is also con ielered a te,q of strength and will 
to see how long the cultist can keep his arm elevated. u]tists of 

.'v1anann often eLlp to show disapproval of something. slapping 

their hands together to reflect the tumultuous seas. 

Signs of Mou 

Cultist oPvlorr greet each other with a strange salute that involves 
moving the hand from the tOP of his fac down with an open palm, 
!lm salute is kJlOWn as "Morr's Shroud," representing darkness 
and the symbolic ge.lmre when a corpse's eyes are shut for rhe laSt 

rime. Common citizens use this gesture when referring ro heloved 

departed family-and friends, in t.he hope that Morr has taken them 

>afely to his realm. It i considered extremely bad luck to use this 

,alme at any other rime, as it is believed to draw Morr's attention 
ro that person, A cultist that walks with his hanw. clasped behind 
his back indicates th'l( he wishes to he left alone, in order w 
contemplate rhe nature of life and death. Morrian whists also place 

unbalanced approach. 

Signs of Myrmidia 

~'fyrl11idia has a salute with the nngers on tbe hand spread wide, 

representing the rays of the .lUll, a common symbol of the cult. The 

salute starrs wirh the palms open ill fronr of the chest, then splayed 

our to the side. CuI tim in deep medit.ation often hold their open 

palm. in (his way upon their foreheads with the eyes cJosed, in 

both hands face down, as if pushing downward. This is done ro 
urge his fellows (0 leave a matter alone as it is moot, dead. or best 

left alone. 

include some of these phrases in their Characters' vocabulary 

for roleplaying effect. 

"By earth, 1m', and bom·. .. -Common oath gh'en by cultisrs of 
'faal rmd Rhya. 

"YOII have 7ati/; rigid hOl'm."'-A term u ed to suggeSt a person 
is behaving badly. 

"Ma)! you drink defl'lj' ofRJ~)'a;' neClay. ,. -A ble,lsing given to 

hopeful mothers. 

"1/1/1/ the nu:ta!' S~'l,mm' i.i Ihe hanmw: ,. - To show a person' 

upplicalio/1 to Sigmar's will. 

"B,r The fight ofthe .ittl1: 0, -Used by Sigrnarites (0 suggesr some 

ominoU'i or porrenroLls evem, 

'Tvalk the road ea.'t. "-A Sigmarit(' irwocatinn of courage 

'~MI1J mums alight upon .rOil. " -Morrian phrase meaning "may 
your death be ea.~y," 

"He took tiN black /"Oil'. "-A Morrian saying that means a 
person died r(;'celltly, 

:'Attend 10 yow' Garde'n, "-A jI,.·jorrian admonition used ro tell 

someone that they risk their lives. 

'''!-of/ow [17,' eagle flot the Towfl: "-Myrmidian urging ro use 

common sen.se. 

"lhe dart .<trikes rru0': "-,\ Myrmidi;ll) response to a dreadful 
revelation. 

'7.ibal/ wap foryollr bllrdt:'/I.< /i,rc/)O' more. "-Shallyan (Crill 

showing sympathy, typically to .1I.ffeIers of dis(;',lSC. 

"Her heart i5 empty. "-A Shallyan phrase to reflecr scenes of 

tremendous suffering. 

"\,(Iith dry lye.i. ,. -A Shallyan term for J person without 

metcy, 

"Go cut offa black (ats paw."·-Common Ranaldan phrase 

meaning "good luck." 

"W/[hfinger, crlmed. "-A R'l.naldan phr,ISt that ~ign.ifies an 

umru.srword,y person. 

".Mil)' R(ll/a!dfill/ollr )'OU. .. -A Ranaldall curse. 

"?he ba,ying yo II bear bf not mere cIlrs. ,. -1-11 riean cursc 

implying a grave due',ll is approaching. 

"The coldfin' rnJCI1L, at!, "-Ulrican invocarion for people to 

speak the truth. 

"?he word ofa S('(m,1rite. .. -A rarely lIsed Ulrican phrase used 

to describe a falsehood. 

"Speak truth. »'"'B,. tnllh. " -Cornmon farewell berween culrisrs 

of Verena, 111e first ph rase is said by nne person and the 
last phrase by' the other. 

''A heau), martel: '~A Verenan saying warning of an 
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Signs of Sigmar 

cultists may walk their forefinger and index finger on the palm of their 
lefr hand as a sign ofsTrange things afoor. Finally, when cultists of 
Ranald feel rhey have had a parricularly bad spOla of luck, rhey'll rWl 

the back oftheir hand under theiJ: cbin walen the God that rhey've 
learned from oldr errors ;lIld would Ijke their luck to change. 

The culrim of Sha.llya use a salure thar involves making a crossing 
symbol Qver one's hearr. typically with their head bowed. Anomer 
common sign is [he touching of lips with the £[$t and second 

fin ers, rhen preseIHing rhO'e fingers rowards a person-rhis is 
used ro ,how great !rpecr and admirariolJ. Cultists rending 10 a 

person in their last moments of life hold one hand to the dying 

victim's hean while pressing the OOler hand onlO their own as a way 

of showing sympatby and hope that Shall)'a shows mercy all their 

body a.nd -Ipirir. A rare few "hal1yans actually slap each other in 
greering [() re-Hea [heir Goddess's suffering. Known as slappers, to 

many, they simply seem ridiculoll'. 

Signs of Sballya 

Signs of Taal and Rhya 

Culrists of SigmaI' have rwo primary salutes. The first i.I the "Y" 
finger ,\alure, represeming rhe twill-tailed corner. The culli.Sls hold 
their left hand on rheir cht'St, righr arm rhrwt to the from. h.and 
mised (0 head level wirh rhe fisr clenched, and the ,firSt a.nd second 
fingers extended. '[his sign is reversed (palm facing rhe face, rather 

rhan facing the person salured) ro be used as a taunt and insult w 
Sigmar's enemies. This salure is very popular with insolelH children. 

Sigmar" second sign is a ward" and involves making a h,unmer 

shape on rhe rrunk, Tlle culrisr's forefinger lOuches me navel, 
the "V" of the collarbDne, the righr chest, and the left chest. It L 

c::.olllJ11only employed as a shield against the force of Chao.. 

\Xlhcn eeking the guid,mce of Sigmar, Ole culrist will take the S'Ulle 

'V" finger salure and rUJl iT across his eyes in rhe hopes of seeing 

something he mis$ed Ole /irst time around, \Vhen ,1 Sigmarite slaps 

his fist, it's an invocation of anger, hut when he pounds his fist in 

his palm. he's urging restraint. 

Taalites have rheir "RoO!, 11'unk, and Btanches" sign, whim is used 

to bring good fortune whcn r{awl/ing rhrough his domain, or under 

any circumstance where his aid may be of we. ]1 involves rouching 

or slapping the rhighs, chest. and tben auns in quick succes iOIl. 

Slapping one's thighs is also a lowbrow way of expressing the desire 
ror intimac)', and is used by almost everyone in rhe Empire. It is 
employed hy bmh men and women, bm is considered extremely' rude 
when used among people of fine breeding and srarure, 

Cultist of Rhya greet each other wi[h a kiss to (heir hand, which 

is then placed on rhe cheek or rhe orher person. It is an imimate 

salure, used only among [rusred ftiend5 or rho e of the fairh. 

Another profoundly rude gesture outside ofTaalite circles is to 

encio,e the forefinger on one hand wirh lhe palm of an.other. 
Amongs[ rhese pricsrs it is a sign of deep lllldersrandi ng and 

synlpatby. bll[ elsewhere j( is lIsually imended ro mgges[ some 

other naughty acTivity. 
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hope, of arraining spiriwalunderstJlldjng, III Esralia. cultists of 

Myrrujdia may ~lap rheir necks when they feel berrayed, while in 
Tilea, they bO\ to [he we~t when they feel hopeless. 

Also, me milirarisric culr of j\;lYl'midia utilises salutes found among 

rhe armies of the Empire. The most common involve-s holding 

a clenched fist over one's hean with the arm held parallel to the 

ground. As a way of showing grear approval, cultists hold rheir arms 

straight along tbeir belly, \"hilc making a clenched fisr-lhi, sign 
is also seen among cOJnP.des-in-arrn as a respeC[ful. but ca,ual. 
almost familiar wav of showing respeo, Among cultisrs, ph jng the 

b'lCk of rht: hand on one's s,",'otd pommel is a private, 'ubrle way of 
disapproving of J given siruatioll, 

Signs of Ranald 

Every person ()f the Empire knows [he sal\Jre of RanaJd----crossing 

rbe index and (uiddle lingers on the right hand, Ir is u~ed daily hI' 
everyone as a way ro garner luck or to avoid a particularly bad fure. 
HIding crossed fingers behind the back is ,aid to <, hide" a lie thar 

is told, v,.. biJe doing so openly for all ro see is ro express the fan thar 

a per,on i re.lling the absolute truth. Cul,rim seeredy show rheir 

allegiance to Ranald ro each other by pertorming olis salute with their 

left hand. Tllis act is considered ullJuckv by the rest of the populace. 
bur true cuJrists know better. Holding crossed fingers direcrly in 
-omeone's face is a. grave insult aDd a SUIe way of starring a figh!. 
Cultists make oJrh.1 to each orher while borh parties hook tbeir index 

fingers together. \"t'hen culthrs of Ranald are in dire need of luck, they 

may cro the fingers on both hands and the toCS ofbotll feet. It'. felt 

mat che more crossed digit, the more you ward offbad luck. OtheT 



RITUAL TATTOOS, 

?/. 

Signs of Ulric 

ultists of Ulric make usc of rhe ,lUI, alme. It is formed with 

the Thumb holding The middle and ring fingers ro The palm. a.nd 

the index and pinkie finger sticking up. -Ihis saluTe is u. ed before 

banles and To greet other ULrical1s, \X/hen reversed, it serves <t. a dire 

insult to the cultist's enemies. cholars of the various cults see great 

imUariry between this symbol and thaT u ed by Sigmaritcs. and iT',S 

possible That both .salute originated from the s'tme tribe" long, ago. 
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Among The more primitive members of rhe cult, holding open your 

mouth. with your teeth nor quite dosed, is a sign of disrespect­

much in The way a wolf would bare its teeth towards an enemy: 

Thi i. alien coupled with a feral growl. so the intent i. rarely 

misconstrued. 

Wagging rhe finger or Tapping tbe foot is a sign of favour, shown 
CO those who have made a good suggestion. Closing one's ert:S is 
onstrued as a sign of greaT Trust. Finally, a rare few Ulrican' make 

pact$ by biting each other's hands until they draw blood. They thell 

mingle the fluid 10 form a pacT. 

Signs of Verena 

Cuhi tS ofVerella greet each other with both hands held and 
cupped by their waist, then extended oU! !O [he sides, represeming 

the scales of Justice. Cultists u e many signs and salutes during their 

debates and when they stand in for someone in a COurt of bw. In 
order to show disapproval cultists hold Ibeu left hand straighr ou!, 

palm turned in and down. -lne right hand, held OUt straight, palm 

in Jnd up, shows approval. Tapping one's throat is a silent. polite 
way of npressi ng a desire lO speak, while stroking an ear j' a sign 
that anOTher penon should remain silent. 

\Vhen Verenam believe someOne ls lying. they'll stroke their chin. 

Many Verenans abo do e their eyes before making a deci ion, to 

"uggest the blindness of justice. 

SHOWING FAITH 
Having faiTh ill the ld World isn'T merely a task of attending the 

\'ariom Temples to the Gods. In order 10 be a pious believer of the 
Gods, a persoll should trive to wear the appropriate garb, utter 

the proper ayings, 3Jld intOne the correct prayers. Some cultists 

erronwusly believe simply wearulg dle trappings and adorning 

their home with altars is what makes them one of the faithful. 
However, The converse is rrue-cultist wear Their order's garb and 

arrange altars to their deities be allse tbey are faithful. 

AldlO\Jgh there are untold numbers of variations in clothing, 
talismans, and altars for each cult. ther are enougb similarities wonh 

noring. Even pious citizen. 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 roe rare individual 
that Aaums convention and follows Their own paTh. 

This section looks in a general manner at the various ritual 
darb ing, talismans, and altar That cultists (a n possess-for speci fie 
information of each cult's peculiar manners of dress, see Chapter 

11: Old World CuJts. 

BRANDS, AND ScARIDCATION 

Marking of The body is extremely common within the Empire. 
I\,jost everyone-sailots, priests. soldiers., ivlagislers, and even 

noble -adorn their bodies with tanoo , brands, scars. piercings, 

or other markings. CulTi 'rs prefer marking tbelr body with symbol 
of Tbeir faith, for although a taJism,ln can be taken away or all altar 
smashed nOthing short of death CaJl remove a tattoo from the 
faithJul"s skin. 

Ritual markings can be bidden 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 ill battle. Cultists of Manann. 

Sigmar, Taa] and Rbya, and Ulric are the most likely to adorn their 

body in pL~ces that are visible. while cultists of Morr, Ranald. 
Shallya. and Verena prefe.r to keep theirs hidden iTom view or have 

f.'lr fewer than normal. Cultists of Myrmidia .'traddle the middle 

ground, with some eschewing markil.lgs altogether, whilst others 

cover themselves from head to we 1n 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 

charg nothing for their e"'ice' or merely the cost of materials. 

For man)' ulrisrs. the act of getting ODe. of these marking is 
considered a rite of passage b)' itse1f(see Rites of Passage) , 

Although people can and do get these adornUlenrs just because 

they enjoy bOth the process and the way they look, many cultiSts 

combine receiving a new tattoo. brand, or scar along widl a ritual 

in honour of The Gods. 

Branding is a much more intense and bRrbaric custom, most 
cOl11monly found in the far north () the Empire. \Xiarrior.s. soldiers. 

mercenarit:S, and particularly cultists of Ulric apply searing hot 

brands to their arms. legs, or chest-s, both to permanently mark their 

body. ,lnd to show their bravery and ability to let pain pass through 

them. Scarification is similar in irs level of pain and the dedication 

required by the person receiVing it. Like Tanoos. scars created in thi 

TABLE 3-2: RITUAL MARKING LocATIONS 

RoD 
---~~-~~~ 

I Face 

2 

3 

4 

5 

6 

7 

8 

9 

10 

~_~~ .....lcg; (l-5) or (6--10.~)__o-J 

Back 

___....;Hand 0-5) or Hands (6--1Q) 

Chest-_.-
Arm (1-5) or Arm (6-10).....~,..,.;--...,........,j 

Foot 0-5) or Feet (6--10)
"-------' 
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way can be crude and simple. or imricate works of an. Once the ems 
are made. herbs, ink. or ashes are rubbed ioto the wounds so they 
he-J.! in a way that keeps the scar.< fl'esh and \'ivid. 

Table 3-2 can be used to determine the locarion and extent 
oftanoos or brandings on a giVe1l cultist's body-roll ldlO to 

determille rhe number. The exaCt image of tbe [auoo. brand. or 

marking j left up to lIle GM, determined by the cult the character 
belongs to and the like. !k-roll any inappropriate results. 

RITUAL CLOTHING 

BeCluse of the lack of rna -produced c10dling in rhe Empire. the 

dodlCS a person wears reve.als everything about a person. Member 
of the variOLlS cults are expected to We:l.f robes, jewellery, and other 

accoutrements that display tbeir chosen deity. Depending on th 
deity. this c.lotl1ing cau be simple and unadorned. or rich and 
elaborat.e. 

For mOSt cultiStS, d1e most ,lim pie and. practical attire is the robe. 
Most strive to find the best nurel'ia] for their vestmentl, but even a 
modest robe crafted from ;lckclotb still present., a respectable front. 

Because dyes and bleadling arc expensive. only the we;lldlie~t of 
cuhists can affOtd robes wi{h the lightest of hues. Priests of cenaln 
culrs. norably, hallya and Verena, who have Iitlle need of money. 
spend thei r preciom coin to ensure that they can wear robes of rhe 
nlOSt pure white to show their faith. 

Other earthier cult, such as that of1a31 and RJ1}'a, and !ric. wear 

more pracrical garb. hefining tho. e who wil or are not afmid to get 

dirry. Most of these cullim we-'lr their day-ro-day clothing during 

lheir rite.. pulling aUf special robe of green, brown, and ruSt only 
for special occasions. few rituals even require lIle cultist to shun 
clothing altogether so as to be one with the ground and sky of the 
world. 

Cultists of lhe warrior faith. 'igmar and Ulric in particular-

often combine their ritual clothing with armour. Although stvles 

caJ) be outlandish, they are desigJled in uch a way so as not to 

resuic[ one's movement and freedom in combar. Even off (he 
batrld1eld, thl:Se cultist dre s lO be prepared to take up arms at a 
moment's notice. 

Ritual c1othi.ng includes garb orher than mere robes. During 
everal holidays, worshippets don co rumes. wear bright and 

fesrive 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 exotic 
decorations. in fact, this rite 0 COStulDC making has the dual 
purpose of both religious observation and setting the tone for next 

season's fashions. Comll1oners save up all year long to make the best 
costumes that the)' can afford. but most make do with the materials 

dley have :l.vaijable 011 hand. augmented with Rowers, leaves. and 

crap, of discarded c1mh. 

i\lthough a great many cultists choos~ 'lpparel ui[(:d to their station 
and role within their cuk the limitless variations, differencl:s 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 rJlelr God. Pri Stesses of Verena. for instance, may 
strap a dozen or more weighty tomes to their backs to make them 

accustomed to bringing [heir eyes 10 er [(l the manuscripts they 
examjne. More broadly, many clJtists take to wearing anlmals sacred 
ro their Gods-priem ofMananl1 can be found all over the 110l'[h 
wearing fish on their heads, while other:; may hang the carcass of 
other animals that may haw symboli representation, which in most 
cases is known only to the pricst. The famous fdar oCUbersreik, in a 

moment of divine inspiration. plucked. a pig fn m the .It)' and placed 

rJle poor bea"t on his h~d. if by some miracle. the creature did 
noc leave or srruggle to let go, though it was later discovered rhe 
priest b:l.d applied a heavy meak ofglue on his hald pate. 

A great many prie'ts, especially [bose with a Hair for the dramatic, 
are lmown to keep puppets so tbey can put on a performance 
whenever they arc in areas that are troublesome. The priest mav fed 

see Chapter II: Old World Cults. 

an impulse to remiJld Old Worlders why it is important to show 
the proper respect [Q the Gods. Such demon,luations have success 
with the peasantl 'end the uneducated. but in lands where Chaos 
and wickedne£s hold sway, there is rarely anything left after che 
show except for a few pieces of cloth and chunks of quivering flesh. 

Other cultists may preach on street-corners, wearing sandwich 

boatds dut may contain extracrs of holy texts, nailed body p<lrtS, 

feathers. or dlltl1ks of fle b (ham being a popular choice in 
~!issenland, where ~in.e are preferred over sheep). Frothing in 
religions fervour. the priest finds a high place and beseeches the 
Gods for their mer y, while offering rude pWlishmcnts to those 
whom tllC priest find.llacking. 

For more information on the ritual clothing of each specific cult, 
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TABLE 3-3: RANDOM CULTIST CLOTHING 

Clodling makes rhe person. 111e following table can be used ro individualise a cultist's ritual garb. , 'or every re ulr L. appropriate for every 
cuh, or even dimare, and you should re-roll re ults thar are counrer l() ('he cultist's Status. lifestyle, or [he climate in which they live. 

RoU 
1-05 

06-10 

11-15 

16-20 

21-25 

26-30 

31-35 
36-40 

41-45 

46-50 

51-55 

56-60 

GI-65 

6"()-70 

71-75 

76-$0 

81-85 

86-90 
91-95 

%-97 

98 

00
 

Result 

Ritual !anoo> On(v: The cultisr shuns clothing and gO"' about naked. Instead, his body i covered wilh rarroo proclaiming
 
his failh.
 

LDinclqlh: The cultist wears only d~e barest of dothing---.es.s~ntiallyit loincloth (and top. for wom~n).
 

Helw)1 Fo()!weal': The Cll)rist wears huge, heavy boots or ~hoes to symbolise rheir burden. The culrist's Movement
 
Characreri~'ti . is red \Iced by 1.
 

Frm: Furs of bear, wol£ lYlPe, or,Some other animitl. 1hi.~ l;ould be fashionably CUt. or shaggy and barbaric,
 

Ext1'l!mt'~y Tight Clothing: The cultist wear his clothing very tight around his body. On male cultists this is ometimes
 
referred to a weal-inO' sparrow smugglers.
 

Hair Shirt: A:$ a sign of de>JOul piecy and poverty, the cultist weap; a shin made from human hair.
 

Excwil"1' Rober "The cultist wears several I,rvers of robes. undershirts, and vests, regard Ie s of the heal or weather,
 

NohtllJl: The cultist mars a impl normal robe adorned with the symbols of bis limh.
 

FrlShiOJlt1blc: 111 cultisl's ritual clothing is Oil the cutling edge of fashion. 'The garb need not be ofuperior quality, however.
 

NOtHUll· The cultist weats-a simple normal robe adorned with th~ ~ymbokofhi fU:ilh.
 

\%,.kl!r:, Gt1>'b: The cultisr's clothing is taihm:d more in rhe manner of a blacksmith, carpenter, or othet practica.l trade.
 

though it is still decorated with the symbols and colours of hjs cuk 

OutTlfgeollS Heddwean The culti t sports orne form of huge, andJar gaUd)' hat. ca ,or th~r piece ofheadwear. 

FOIC!igncr.r Ca,.b: For whatever re-ason, the culti 't wears lorhing with slyles trom BrelOnnia, THea, Araby, or some other 

disrant land. r-,'10sr people view this with uspicion, re ulting in a -5% penalty m -ellowship roUs during first encounrers, 

Cilil.'~ The ulrist wea a ciJke, met1l1 trap that glX'-S aboul ht, leg, d i tightened In a painful mal1fl.er to teach him 
about pain and penan Wllen. the l;iJice is tighrClm:d, the cultist has his MoVement Cha.tacterlsti reduced by 1. 

Out ()fStyle: Although it's hard to go wrong with a simple robe, lhe choice of.sryle, cut, colour. or manner of wearing his 
clothes, the whist wears clothing that is horribly Ollr of style.
 

Sltgg'~ ttJ'8 Cut: The: cultist's robes ar meant t(l show (llfhls phy~que. In some em:! ',this can be considered scandal<lus.
 

Outlandish Footwear: The culti~t WeaI$llllge, omare shoes or boots with curled toes, exceedingly long points, or other
 

interesting. bur impractical aspect.
 

14!?I 'hOl't The cultl t's fQbe1i atl': 1/ • shon and, lignt. Incant for much warmer climates.
 

Fain ArmQI{l~' "L1te culti t wears clothing made to look like armour, bur actually provides no Armour Points.
 

~dQerukr.. The cul~ wears the clothing of the opposite &,Cnder, perhap as a wa co make rome o~ tbeologkal point,
 

Silk: -Ihe cultist wears robes or c10rhing made from the precious silk imported from [''If-Bung .athay. The clothi.ng could be
 

in pristine condition, or soiled and ripped. 

B,(/ic: An article of the cultisr's doohillg is llCtually :& nlljc (s<:C' page 24n The cui' nm.y or ma)' not be: aware of the value of 
this item. 

Bt<'JSpIJen!)'t: The CultiSt wears .Iome dothin.g c vered in the words and piclures of a orbidden cult or Ruinous PO"lover. She 

keeps it hidden beneath her re pectable garb. 

TALISMANS 

Mosr Old Worlders wear talismans of various kinds to show their 
taith. garner the goodwill of the Gods, or hope to generate some 
positive eftect in their life. Talismans come in m;lJ1Y forms, from 

simple necklaces to large, pnwieldy objects rhat are dragged aboLlt 

behind the cultist as a sign of their faith. CultiStS are extremely 

protecdve of their t,~lismans, and never willingly pan wirh them 
unless dley deem it necessary by rheir God, However, man)' cultists, 
e pecially tbose of lhe more manial God~, like Sigmar and Ulric. 
take their talisman. into battle Wilb them. rhus exposing them ro 

damage, loss, or COm plere ruio. 

A good rule of thumb to remember lS mat thdarger, bulkier, or 

even painful rhe talisman. the more zealOll the cultist (for more 
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Cet/SOI': 111 is large censor continually wafts plll1gcm incense. If used.in combat, the cen.IOf is treated as a Poor crafted Rail, 
'Uld bas a 10% chance of shattering on a slIccessful hit. 

Parfhmmts ofFnith: 'The cu1ti$('s clothing or armour is covered with pieces of parchment ~dllgsacredwords, Scriptures, 
a.nd proclamations. Most are affixed with _W3X......__ 

Tarch: 1he Cultist carries an immense metal torch that srands ar least six feet raIl. Lighting or extinguishing the torch is 
considered a deeply sacred aCI and should take at least one hour to do so. 

Ldrg~ Holy .l',nbol·The cultist owns a holy symbol of his God thllc Is much huger than nteessary. [t adds 10 point of 
encumbrance. and the matetlallc is made of dllpends 00 the wealth of dte cultist. 

AItusive Tome: An incredibly large holy book of the culilit' faith. It add~ 10 pointS of eocumbrance. and must be hauled 
on rhe shoulder Of strapped to the back for ea,}' carrying. 

Prd,Pl'I' Box: This foot-~ bo . nC<tin sacred objects, parchm Drs, and mall painting revering the God. It iJl curi.ed on a 
large rol ,t:lJldln~ at l~lL'lt ~ilt Ittt rail. 

Chain.<: The cultiST wear several heavy chaim, adding at least 10 points of ncumbrallce, to indicate his pirirual burden. 

Rmt( CarMrt4 RQd~: The .ulrist carries lin oddly shaped ton • ""hi h 1>('.:lI'S runC$ and word!! of faith. 

.far o/Soi/: A large jar chat CQntains the dirt rom the cultist's homeland. the ashes of a Venerated Soul, or a sacred site.-- ­
Mnss;w S<toll: An eoormou scroll, which when unfurled. nretches at leasr _0 by 4 reeL The scroll oonrains every word ofa 

ram us tome, ~em, or othervfnerated work. 

lvlagic [tern: The cultist's mlisman is acrually a functiOning magic item (see WFRP. or page 248). The cultisr mayor may 
not be aware of the power it COntains. 

&Iic: The cultist's talisman is acruall a relic (see a e 247). The cultist mav or rna not be awa~ of the VlIhse of dill item. 

Blasphemy!: "[he -ultist carries a symbol of one of rhe Ruinous Power and is in league with cheir cult. Alternatively, roll 

Chapter ill: Folk Worship 

Roll on me following to deteal1ine one or more talismans C rried bi a cultiSt. Re-roll any r.::;uh mat comes up with an jnappropriate 
ralisman for me individual in gues,ion, 

Ron Rcsu.It 
01-05 Hend Cage: 'TIle cultist wears a cage that tirs about hi. head. to how his piety and sacrifice. The cage provides 2 AP to the 

cultist's head although it bulky design imposes a -5% penalty to the Agility Characteristic whell worn. 

06-10 plu!actery: small box con[aimng tiny parchments covered in sacred scripture. It is ti d 
of (he cultist. 

Xtl-etn Iy tighdy ( the forehead 

11-15 BacA' 70I"Ches: The cultist wears a special harness that allows rwo or more iron lorches to be worn on hi 

adds 10 poims of encumhrance. It is meant to illuminate me truth of the cultist's God. 
back. Thjs assembly 

16-20 ~11~: A bulk statue of the cultist's p:ltron God. It stand roughly a foot ra1l and weigh at least 10 pounds-the material 

____d---0., nds on the wea.lth of the cultist. 

21-25 Extensive jewellery: The cultist wears an inordinate amount of jewellery, proclaiming his faith. 111(;' actual value of this 

adommem depend on the wealth of the cultist. 

26-30 Urn: This urn coJ1~s the ash of a loved one, alJ<;estOr, or heloved mento,!'. It is covered with holy-scripture and weighs at 
lease five ~unds. 

31-35 Rune Covered SkulL' A human kull, possibly of au ancestor, revered teacher, or fallen enemy, covered with runes and holy 
seripture-s. 

36-4.0 Back lMnnm: The cultist wea,f$ a hM.n char holds O(ll! (11 more bannen; oovcm:d in the :\}'mbols and hob' words of his 
God. 1hi$ assembly ;ldds 10 [Joints of en urrlbrartce. 

41-45 A1as.cirlC' Headdre:ss: 111e culrist wears an enormous hat, crown, or other imposing headdress.• covered in th symbols of his 

again on chis table-the cultist is unaware rhat the talisman he carries is actualJy raimed by Chaos. 
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God. 

46-)0 impk Necklam In 
pjltron God. 

51-55 

56-60 

61-65 

66-70 

71-75 

76-80 

81-85 

86-90 

91-95 

96-97. 

98 

99
 

00
 

~urprising show of~traln~. the: ,ult. tiS talisman is a modest nedc4ce, bearlog th Image of he:r 
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information on zc,UOtS, see Chapter IV) , While impractical. C<lrrying 
a large or obvious talisman is a sign to bOtb their God and ro the 
wodd at large:. Despite these odd sights, most citizens view this biL1.rre TABLE 3-.5: TALISMANS,
 

ARMOUR POINTS, AND WOUND POINTS
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behaviour not with derision. but n:spect, although most people'vise!y 
steer deal' in case the c.ultist in questioll ,is actlwlJy in. ant::. 

Unles otherwise indicated by the GM, talismam have no intrinsic 
ability or power, other than to demonstrate a firm convkrion by the 
wielder. Alrernauvely, a talisman may function as a Lucky Charm 
(see Old tVorld Arm(l1l1:r: lvfisce!!allil/ lwd Ivlililfll'ia, page 74) or even 
a relic (see page ~47). These should be exceedingly rare, however. 

Talismans and Damage 
There may be times in which it'. important to know if a talisman 
becomes damaged in c0l11bat. 'lillismans that are worn, such as 
phylilcrerie,s, necklaces. anc! other tiny objects, are exempt from 
this problem. However, for big idols. tomes moumed on poles. 
and other large items, you may want to assign a number ofWound 
Jnd Armour Points to tbern. Remember. however, that talismans 
are rarely designed with combat in mind, so GM should use their 
judgemcm in whether an abjea, even if it is made 0 a certain type 
of materiaL warrants AP or high Wound Points. 

ALTARS 

Almost everyone in the Empire has an altar ()fsome kind in or near 
their homes. For the poorest of citizen>, the.le altats are modest­
litde more than a tiny, handcratted icon itting on a shelf or small 

Anaoor Material Points Wound Points 

Paper 0 1 

L!;lther 0 2 
Wood 3 

tone 2 5-6 
Book/Tome J 2-3 
Iron Qr 1 5-.6 

SHyer 3-4 

old 0 2-3 

pedestal adorned with objeCts pleasing ro the God in question, 
Nobles, high priest>. and otherweahby individuals often h~ve 

altars crafted from precious metal. rare woods. and adorned with 
masterful paindngs, ,tames. and mosaics of the Gods. 

Altars re places for either the tamily to gather in prayer. or for 
solitary contemplation. As a result. altars are highly individualised 
and often adorned widl precious objects-typicaJly the finest and 
most expensive objt"cts in a household..ultisrs. who lavish them 
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TABLE 3-6: RANDoM ALTAR AsPECTS 

The following can be u ed to ascribe oroe pardcular aspect to a given cultist's altar. Re-roll any resulr rhat .(Jmes up wirh an 

inappropriare ahar aspect for tbe individual in question. 

RoU Result 

01-0S Rare Tome: llJt altar bears a tome long thoughr lost at coveted by members of the owner' culLA Challenging 
(-10%) Academi Knowledge (Religion) or Academic Knowledge (Theology) Test re"eals rhe book fix what it 
is. 

06-10 ShodJ.l" "The altar is poorly erafred IlI1d threatons to faU ~part wit" rough handUng or ifbumped. 

J 1-15 Tid.)/: 111e altar is extrcmdy neat, with everything lined up ro exact measurements, and i. devoid of dusr. Mera! 

objects shine from frequeru polishing, and the colours ofpaintings Stand out. 

16-20 $tals q/Filil/,: The altar (l\.tld its surrounding) is covered with eahi and pard'llnenlS of the eultis~s faith. These 
seals are filled with rdigio sayings. prayers, and extra~ from hClly ~t$. 

21-25 Gemstonn: 111e altar is fitted with several fine gemstone, wonb 2d 10 gc. 

26-30 Multiple Goe4. The symbols ofscVttal God$ c;rowu this altar. '"IhU atranglmlent could bl; nell[ or haphltWd. 

31-35 Blood OlICring: A bowl of human blood iL on the altar. or the altar is covered wTth spilt blood. This blood 
could be fresh or dried. 

3(.....40	 C/ri~ml: The altar overflows with icons. ietUre)i, offerings. and other bric-a-brac, 

41-4S	 GmfrOIiS Ojprings: The alrar is covered wirh all manner of fine or expensive offerings. /\bout 2d lOgo' worth of 
coin. gem • and Bile ,ue lie in olf~ring to the diVinity. 

46-50 &quir)tt Cmftsma!lSMpi Th almr i of uperiot l;tllftsmanship. with gold filigree. exquisite camn , and rich 
&brle drnpln it lItf.\,. If looc,ed, {he altar yields 2ull) gc worth of objects. scra ed gold, and the like. 

51-55 Strnllge Objects: The 'altar has some odd items that do not seem to have relevance 10 ib theme. For example. a 

brok~ll astrolabe a mummHied elf band. or a glass spheJe with a curious internal crack. 

56-60 Stt:m G,,'h~; The altar has a secret I;Omparonetlt that can be spotted with a Challenging (-10%) Perception 
Teu. lhe op nlng may have a lade. and may be trIlp{'t<1. 

61-65 Ilfill17tli Offiril7gs: Dead rabbit5, birds, squirrels. or even larg<:r animals tie aero 

could be fte nor beginning to decompose. fillin the room with their stench. 

66-70 Ral't Hdrbs: /feril1 Qf rare and e/tpensive herbs lie upon the ~l~. 1bcS'(! herbs are worth ldtO gr to an 
apothecary, he:t.ler, Jade Willard, or Other ~rson intereS~ in her~. 

71-75 Sp,1rt1m: 1l1e altar is neady bare. and evcre in its prescl1tation. 

76-80 WeaponJ: On or more we-Jpons adorn the altar. These are typl¢al!.y hand weilpons, bue \:ould be any 

81-85 'kulls: the altar bears several humanoid skulls. Thest" skulls could have belonged to t;lllliiy members, mentor. 

c.hlJdren who perished. and the Uk . Many of mese skulls are adorned with 

86-90	 Nrgktrm: The altar has been long n.egJCl;ted.. and i 
have been knocked over, or some combination 0 the tW. 

91-95	 D/faced: The altar has been d faced in some manner-paintings are scratched. idols broken. and protane words 
spelled OUt 011 its surface with paim or hlood. 

96-~7	 Odd Mdl· 1ht owner of the altar ha.~ placed a strange idol of their God of unknown origio. This unique IreJT1 

could be worth a greal deal of mtlney, or Ire a more CLUio. 

Rare k011.- The altar bears a famous icon rhat has been con idered lost OJ has some great history abour iL Priests 
of the cult would be very interested in obtaining the icon or tbeir temple. 

Relic: Th. alrar iii :tl:wally a relic ($te page 247) The cultist may or ma
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BI'1Sphemy!: The altar ha 
to one of the Ruinous Powers. or its items are arranged in 
word when viewed from a distance. rr' likely that [he wltist worships 
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the alt'lr as a acrifice. 1hey 

aCted words and symbols. 

covered in dust and cobwebs, Object are dirty, tarni hed. 

not be a are of the valu of this it¢m. 

some aspecr to it rhar is blasphemolls in 'orne wa}'. 'nlis could be as blatant as aD idol 
uch a way thar it pelts OLlt a profane or unholy 

orne forbidden God. 
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with offering:' in order 10 appease the God, . prizc their alcars. 1 . 
C:Ol1~jdered both lin lUll)' and llllwise tr) keep a slovenl;' altar, a it 
reffects on how the cultist views the deities. ConsiderLng how most 

people keep altars to many of the Gods in and about their home. 
it's natura! for some to receive more attention tha.n others. 

Cults encourage their followers ro keep and maintain altars. and 

S"ometimes provide basic material, and simple idols. STatues. or 

paintings (for a small or reduced ['llte) for those thaI' cannot afford 
uch things. SrilL even the poorest citizeu keeps at least one altar, 

adomlng iT with both homemade and found objects. A simple spray 
onlowers ro Rhya, or a wom hammer retrieved trom a blacksmidt's 

scrap pil<.: d<:dicated to Sigmar, ,lre often all it take'> to make an alrar. 

VENERATED SoULS 
OF THE EMPIRE 

Jusr as SigmaI' began !lis existence as a mortal man who elevated hi, 

WHUS to rhac of a God. so roo ue there Other people that are held 

in extremely high eSTeem b . the citi7.ens of the Empire. Although 

no olhn pl:'r on in "recent" memory has achieved the same STatus as 

igl1lar. rbose Ll1dividuals that show unpamlJe1ed piety, belief. and 
force ofwjJl are treated as demi-God by many OldWorlders. 

Although they go b ' milny Other titles, the most common moniker 
anached to dlese esteemed individuals i "Vt'DC'tated Soul." Another 

popular ride is "Pious" nd the twO can be used interchangeably. 

While Venerated Soul. are ObVj()tlS1y held in the highest regard 

within the cult {hey belong [(), tht::)' are almost univer ally respected 

ilmong ~IJ rhe people ofrhe Old \X/orld, due to rheir 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 derermining what makes cultisr 

veneraTed members. Regardless. prospective individuals must show 

unswerving faith, strength in the ace of adversity, and rypicaLly 

~ome \"faits of martyrdom. TIle n ore martial cults .such as those of 
igmax and Ulric. pull rheir Venerated Souls from warrior-priests. 

mighty generals, aJJd dedicated cuJtists whe) perished in banle 
againsT unspe-akabJe odds, 'TIle CUll of Shallya cboose_ those who 

put the lives of other far before their own. curing ills despite we 
odds, or bringing solace to the worsr cases. Verena ns choose {hei I' 

enerated Souls from the mosr respeCTed scholars and orawn. 

while rhe ulr of Manalll1 piCks lhe h,lrdieSf of seadogs "vho have 

urvived innumerable hardship on rhe waters, 

'enerated Souls form minor pantheon beneath dl<': bamltT of their 

patron deity, representing some hiStoric evem or narrow focus. 
There are Venerared Souls or the protection of chiJdren. martyrdom 

in batde. hearth flres. rhe prosperity of scriveners. and thollsa.nds 

of Other things. somc of wbich that are so obscure as lO be almost 

ludicrous. NeedJe 'w say. rhe vast majority of these VenerJted Soul 
.ill: known or recognised by others of their failh. alrhough rhere is 
usually only a handful called all with great frequen y. 

SAMPLE VENERATED SoULS 

Described bere is a small sample of some of the Venerated alii­
round throughout the Empire. As menrioned before, not all of 

tDell1 are wdJ known or worshippnl by aJJ culrists all the rime. 

Howeve.r. it', a sllfe bet lb. c almost every act or sitll<ltion has a 
patron Venerated SOll1 ded to it by one of the -~lIt . 

Brother Shawl 

111(;' man remembered as Brother hawl was a simple initiate wbo 

served in Nuln's GardeDS of Mor!" sotIle three hundred vears ago. 
He led a ralher unremarkable lif\:, and p<.:rhap. w(JUJd have been 
overlooked had it not been for his umlsual talem for hl..shioning 

graveswnes. He could take ordi nary pieces of marbk and sculpt 
tbem into rhe most hscinatillg shapes. [n his carly years. he spent 

most of his time chiselling lifelike ravens from dlunb 0 obsidian. 

When he lini.~hed. he would pbce them on rhe beadswlJes of 

particularly worthy gUi:srs. and it waSn't long hefore the Gal·dens 

were fuli of the"e exquisire pieces. 

AI; he aged. he spokt: le s 'ltJd less, and whenever a new guest was 
brought to tbe vaults for preparation. he would .spend hours on 

a srool warching his fellow priests work. \X7hen the sun set. he 

would retreat to his shop. where the sounds of his labour would 

echo until dawn. When the priest awoke. rhey found a scuJpture 

of the recently deceased. fashioned in such a way JS 1'0 reveal rbe 

how person appeared at the momenr of dearh, Disturbing. bur 
also believed \0 be;: cn:ated by divine;: illspiration, the ]\·lorrians 
aUowed Brother Shawl to continue his work, and soon a number of 

macabre pieces joined rhe black ravens. 

Brother Shawl's life came to an abrupt and srarding end when l)e 

happened to sculpr a young woman who was fisbed Out of the river. 
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Gisela Saaur 

abour the supposed powers of the statue', head. He wanted revenge 
on all the people he blamed for the 10 s of his Job-people that 

include shopkeepers, old loves, old friends. and family members. 

bur he feared to act whilst the statue was intact. So, he snuck into 

the Garden, broke off the head, and hid it in rhe Maze. Since rhe 

first few murders. he', acquircd a taste for killing and he has no 

intention of stopping. 

According to local legend., there was a healer in the small town of 

Ferbngen in the proviJlCe of Ostland. A devOl.It f()llower of Shallya, 

Gisela Saaur gave her ofe to casing tht' suffering of the afHicred, 

injured, and dying. In those days, Ulere wa.s much suffering to go 
around, since the world lay under the pall cast by the Black Plague, 
and the dead filled tbe srreets. ·0 many were the corpse lhat the living 
were outnumbered. and it was simply easit:r to burn [he dead in theil' 
homes rather than to brave the dangerous vapou1'S. (;nforrunardy, the 

fire., claimed a.\ many dying as they did dead. and some whispered rhat 

tbe living and healthy were also killed by the cleansing fires. 

\X1hat made Gisela stand out from tbe other selfless clerics was 

her willingne.ss [() rreat the sick directly. She helped many victims. 
venmdng inro the worst-hir neighbourhoods even though the risk 
to her own life was great. Her treatments were unusual and met 

mixed succes . Though remembered for her work lancing buboes 

with her sharp pins, she also experimented by rubbing t<llS against 

the afflicted victims, feeding them lye to clean e rheir in ides, and 

other bizarre treatrnenrs. 

The healer never rt:alised thaI' despite her self-sacrifice and good 
inrentions, sbe was actually spreading the disease. She was part 
of a smilll sect of ShallyallS who believed it was wrong (() remove 

one's clothe, since thelt anire ensUlied that contagion could never 

come in contact with naked flesh. ince she wore the same garb. 

she never knew that her own body was covered jn boils, weeping 

wounds, and corruption. Each time she pierced the victim's flesh 
wirh one of her needles, she infected him with any number 0 

ailment. 111c locals had no idea. and if someone told them, the:-' 
would have refused to believe it anyway. 

And so Gisela worked as the [Own died around her. it wasn't 

until a witch hunrer of Sigmar passed through rhe village and 

sensed something wrong in the kindly priestess that the truth was 

No-one knows what the piece was to look like. because when the 
priest" c.ame (0 see tht: latest work. they found the starue ~haltered dnd 
Brother Shawl crumpled on the Hoor, his head crillhed by one "fhis 

treasured ravens. The cultists filed out, arguing amongst themselves 
about the implications of the murdet; when one looked Out omo the 

Gardens.1here. all of the obsiclian ravens came [Q life and tOok wing. 

cawing a name over and over. The flame QlIned out to be Rudolf. a 

fellow priest. It tUIned out that Rudolf made nighclyventures into 
the [reets to murder young women f the Shanryrown. W'itb such 
damning evidence, Rudolf confessed to everything, claiming that 
Broth{T 5h;1\vl had carved his name in the statues head for all t() ee. 

Given this miracle, Brother 11;lwl was elevated to the status of a 

Venerated Soul and a small icon of him stands in the centre of the 

Gardem. Each month, an unkindness of ravens alights on his head 

and arms, hriJly calling the name of Rudolf to remind all of the 

dastardly deed committed on holy ground. 

Old 'i~lor1ders who inter a wrongly slain loved one in the Gardens 

of Morr sometimes stop at the icon of Brother 5hawllO pray for 

him to reveal the identity of (he deceased's killer. In most cases, the 

statue offer no clues. but cvery decade or so, a raven appears and 

whispers the name once, before falling to the cobbled ground and 

shattering into plect· of obsidian. 

Adventure Hook: A Missing Head 

\Xrhilst the Player Characters ar in Nuln, word spreads through the 

city that dlt Ivlortians promise to pay a hefty reward for the missing 

head of one of their statues. Soon after. there's a long line w the 

C.;ardens of Man as everyone in tbe ciry has something they believe 

(or hope to pass off) ;U. the head of the statue. Eager peasants hold 
wooden blocks, gtHlrds. tone animal heads. Ue'et signs. sides of" 
beef, stone skulls. Stone heads, stonc hands. and wharever dse they 

couLd find. Natll raJly. the priesLS grow extremely frusuated and 

soon afrer. they rurn everyone away. 

A few da;i's later. the Kaufman District is plunged imo fear as SOIDe 

madman goes on a killing spree. The bodies mrt piling up and 
the watch doesn't have ,1 clue about what's going on. A few shrill 
madmen claim that rhe culprits are acwaJJy me Ska,ven-aIl'w the 

derisive laughter of the locals. while others sugge t that it's the work 

of a necroman.cer. or maybe even the Ruinous Powers. 

in rruth, the murderer is nothing more than a ulner psychopath 

who was fired frOID Ilis job as a fOJeLllan in the orges dCTOSS the 

river. Born in the ciry, and a devolll follower of 10rr, he knew aIL 



ridden woman for whar she is, the remaining followers of the j elarevealed. He clapped her jn mauacles and imprl oned her. while 
his interrogators inspected hn body for signs of corruption. To the 
lcmplar's surprise, the woman was profoundl), ill. 'l() save the (O\"..n. 
he had her burned at the stake rather than let the plague spread. 

Unfortunately for him, be never rdated bis finding to tbe 
people, and rhey, ill their despair and outr,lgc over their heaJer's 
execurion, pulled the man from his saddle and tore him limh 
from limb. A few months later. wh~~n the plague ran its course. 
an educ.:atcu noble h.appened lIpon the witch hunter's journal and 
di.<covered the truth, \Vhen he spread word of what he had found. 
the townspeople rdllsed to believe that the \V01J1,ln was actually 
the cause of their suffering, and uggested that it was her :acrif1ce 
to the pll[jfying fires that saved them. To commemorate this 
act, they petitioned tht Cult of ShallYJ to nJllle her a Venerated 
SouL laiming that her death spared the town-a Hue miracle. 
The nohle arglled agaimt tbis but was silenad. Since there wen: 
no orher vC.lict:s of Jj sem, the Cult of Shallya namt:d the temple 
in the cOITlrl1unjty after her, and installed J smaJLshrine near dle 
door. Gisela'~ most ardent followers have left a number of long 
needle' so they can prick rhem,elvt:s to invoke the blessing of 
their Venerated Soul. 

Adventure Hook: Boils, Buboes, Oh My! 
A ba.nd of pilgrims make ready to leave Ferlangen fur Coul'Onne in 
Bretonnja. Since the journey is perilom, requiring [he pilgrims to 

pass through the Forest of Shadows. the local priestess of Shall)'a hires 
rhe PCs to accompany the group w ensLH'e their safe passage to the 
distant bastion of the Rleeding Heart. lhe par is good and there are 
a few lookers in the bunch, and everyone knows about the devour of 
ShaJlya ... needle to say, it shouldn't lake much convincing. 

\Xibat the PC, don't know i, dlal some of the pilgrims ,1re followers 
of the Venerated Soul Cisela Saaur, and the lTlore dedicated followers 
wrap themselves from head to toe in the white loth of their 
particular order. Who knows wbat lurk- heneath ,1]1 thos" clothes? 

ln any event, t11 PCs and the pilgrims set ofF on their dangerous 
journey, following the MiddJt: MOLllJ[ains until th band crosses 
,.wer illlo Nordland. j\side from a few encounter: with Beastmen 
and errant Mutants. the trip is more or les$ uneventful, until people 
-tan disappeadllg. A few missing memhers might go ul1noriced. bur 
mer several days and the loss of an cgual number of pilgrims. even. 
~he rno t oblivious Character hOLlJd nore that ..omedllng . , ·wrong. 
However, there aren t any dues, and no one seems to kn wanyrhing. 

believes tbe suppurating wounds are aetual1y signs of the Venerated 
Cultists hles.lings, and she. in her deliriuill, thinks she has the
handprilH of the Soul on her thigh. She m'lkes th 
guidance from the MOH Holy ~'Ia.triarch Lisegund, bur her effom 
at discredon have failed. A f, w of her fellow pilgrims have caught
wi nd of her stench and confromed her. Rather man exposing her 
blessing, she's clubbed the pil<>rims and left them tied up in the
forest behind tbe party. 

Th Characrers might also notice that their .mpplie~ of rope are 
diminishing a. well, and [here may be a connection with the 
vanishing pilgrims. It's JUSt a matter of connecling the dots to figure 
out who is in fact hehind the trouble. Once they reveal the plague~ 

ill [Tuth. one of tbe pil<>rims is extremeJ . sick with the plague. She 

journey to seek 

rise up in her defence. exclaiming [har she has been chosen by the 
Venerared Soul The [{'.';[ of the pjlgrims cue nor 'lS impr sed. This 
pucs the PCs in a difficult SpOt ince the w()m,U\'s aUie" refuse to 

cravel withoUt her, (he diseased woman refmes treJtmenr. and the 
r r- ofthe pilgrims refuse to go on with her. And tben there's the 
maner of the missing pilgrims... 

OrHER VENERATED SoULS 

-rhe following Venerated Souls oWer further examples for you to 
develop as yOll wish. 

AdeJbrecht Prock ITaal and Rhya) 

The Cuh of Taal and Rhya claims he fed LOO(J peasaIHs with his 
clever foraging calent. He died. hOi'll)' after he became ensnared 
by a bear rrap. He gnawed hi own leg off and bled 1'0 death a~ he 
crawled a few dozen yards away. He's most popuLu io Ku,Iel. but 
sbrines to him are scattered (hrougholll north-e,tstern Talabecland. 

Angus the Black (Manann) 

A, patron of lost sailor. A.nw. the Black is paJ'ticuJarly popular ill 
SalkaJren. where it's said [har when ,1 hip went down JUSt off the 
co' t. be swam our to sea and recovered the whole crew. He died 
three weeks later from consWTlpuon. 

Dieter the Tust (Verena).. 
Dieter was elevated as d Venerated oul after his duing effortS 
(O expose and desrroy the Huyde.tlnan crime ring in uln. 
Ignoring tbe death threats and scorning the other pro ecurors who 
;1bandonecl him as rhe a e began to fall apan. he \Va' evemually 
found murdered in hi, chambers, his tongue pulled OLlt of his face 
and nailed to the top of bis head. He ascended 20 years later. 

Eckhardt the Brave (Sigrnar) 

The !Own of Ubersreik pays homage to their personal Venerated 
S<llll each year by publicly e.'Xecuring a criminal in their town 
sguare. The \·ictim is branded with lhe twin-tailed comet and 
placed in :l small box with an ,mgry s\V,urn of bee.'>. Whilst 
con. idered cruel and cenain!)' unusual by orher Rdkhnclers, the 
townsfolk do thi: to commemorare Eckhardt, travelling judge. 
who died in the same way \ hen he rried to pass judgement on a 
well·lulOWIl oudaw [hat prowlt:d rhe Reikwald. 

Gretchen of Woe (Mom 

Only two people survived a Grecnskin altack on a now-forgonen 
village somewhere in AverLmcL Gretchen, one of the ~urvivor" 

knew her duty, and rather than Bee. she urged the other survivol' 
to aid her in burying rhe dead and giVing them the proper 
observances. For due weeks the tWO laboured to put the bodies in 
the ground. but nt:ither had any food since the foul Orcs look what 
they wanted and burned the rest. To give them strength, Gretchen 
carved piece., of her flesh from her bod)' [0 give [Q her companion, 
Ar che very end, when the laSt per on wa.s buried, she gave the IaS[ 

of her flesh to her companion so the world would know what tl'U<.' 

sorrow was, 
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Guntar the $wi£1 (RaDald) 

,::... panicularly bmou thief in Altdorf, in life Gumar the Swift 
ctlilUed he could break in an)'\vhere he chose. I\. priesr of Ramld 
bet tbe arroganr youdl that he could not break into rhe Emperor's 

palace and steaJ a kiss from the Empress. The youth ,1grced, and 

he dqXlrted. Hours latcr. the prieSt sa\·v the burglar fleeing down a 
street, but on his cheek he bore the ros)' mark of the Empress's kiss. 
He was drawn and quartered ar dawn. 

Sigmund Zweiger (Verena) 

Tho e striving to emer the legal profession often keep amulets 
bearing the mark of Siglllund Zweiger. He i, the patron of law 

clerks. having been one him elf 1110ugh he died before he was 
raised to, flllliitigaror. he was instnImenral in exposing a cell of 
01<10S cultists amidst the local culr ofVerena. , ome whisper mar 
rhe Verenans actually e.xecured the b"ro, alld then raised bim to dle 
. rams of Venerated Soul om of guilt. 

RaDiI! Waldbauss (ThaI and Rbya) 

During rhe Great \~ar Against Chaos, a scour and hunter managed 
to rrack down and kill thirty Eeastmen ravaging the roWl1 of 

MINOR GOD OR VENERATED SoUL? 

"TIle diversity of Gods, minor Gods, ,md Venerated Souls 0[' 

the God~ in the Empire can sometimes ger confusing. What 
is considered a minor Cod in one province of the Empire 
may be considered "merelv" 'I Venerated Soul, or less, in 
Olher places or even an '1, pect of one of the main Gods 
in another. For traveUets. this difference between how an 
emiry or person is revered can cause a tremendous amount 

of confusion. A.>king rhe priesT... oIvarious cult:; tardy helps. 
either. 

If a Character is seriou abour settling me debate. one option 
rh'lr rbey have is to go lQ rhe TempI of Verena in Altdorf. 
WithiJl ir:; massive library of comes and scrolls, there is a 
complere Iisr of all the Venerated Souls recognil-ed by the 

Empire. 111ese are the "officiar personages recognised by 
the Empire, (see A Champion of the Gods). and may nor 
include dlose individuals worshipped and respected by the 
common folk, but still 001' }"l recognised by tbe Grand 
Conclave of Cultists. To be able to view the"e official records, 
however. requires both good connections and a Hard (-20%) 

Fellowship Test-the priests are wary ofletring JUSt anyone 
sift th.rough rhe sacred text. 

For the most pan. it is up to dle GM ro determine if a 
particular deity falls into the categorie. of minor God, 
Venerated oul, or aspect of the main Gods. In pracrise, t.his 
!la, iitrle impact. on how people pray to rhe.~e entities or the 
benefits they receive, altbough whom a pel'S()ll prays to Illay 
have a great impaCt. on how others around them perceive t.heir 

beliefs and faith. 

A contender is usually choseo for a vote due to overwhelming 

public pressure and reverence. If priests are consrantlv illvoking rhe 
name of some cultist that exemplify dlcir God's tenants, then the 

superiors of the ult are bound to li.Hen eventually and bring the 
name up at the next Grand Concla\Ce. Again. this pedtioning may 
take years to come to fruirion, and given the fickle narure of the 
citizen. of tile Empire, someone popular roda. may not laSt tbe rest 
of time for them ro be choseD a a Venerated Soul. 

One of the purposes of the Grand Conclave (see page 29) is 

debating and choosi.ng new Venerared Souls to be officially 
recognised by the cults, and rhu , the Empire. To he included jn 
this lisr. a colllcnder must have performed eirher some single, 
notable aet or lived a life of impeccabk devotion to his or her 
deit}'. Martyrdom facrors heavily inw this decisioll. as it prove.-, 
that the Culdst died while sr.icking to his faidl and principle,. 
Also, there must be irrefutablc proof that the person in quesrion 

perforlllcd some form of miracle-there must be witll.e~se~, 

written aCCOU!H'. or ph}' ical evidence of some kind. Verifying 
rhe proof of the e miracle, can take years, even decades, and as 
a result. most Venerated Souls are named long atter (heir death. 
There an~ eXHemely few in~tances in which a living person 
is so named and usually rhis happens while they lie on their 
deathbed. In addition, the Grand Conclave mUst be unanimoltS 

in their decision to name a new Venerated Sou!. Consideting the 

numerou political and religious implicarions of nam..iog someone 
witham full suppon, members of tbe Grand Conclave are \'ery 
careful in (heir voting. 

Becll,\fen. Upheld bl' rra.eke'> and lone hunters. the locals have 
;ince forgotr n thar he was slain ten year after his heroic deed, 
branded as a Mmanr. 

A CHAMPION OF THE GODS 

PMYING TO VENERATED SoULS 

Characters may strive to embrace the teaching of their patron deiry 
in the hopes tbal they, one day, join the ranks of rhe Venerated 
Souk Ironically. howev(;r, tho,e rhat acrivt'lv try to become one 
rarely do. 11li' i because gainiJ'lg the status of a Venerated oul is 
exc('eclingJy difficult, and jnvariably involves the martyrdom of the 

person involved. 

There may he times jJ) which a cultist prays to a Venerated Soul 
rather than tbeir ~pecitlc deit}'. such as praying to Thea Disl (see 
Venerated Souls sidebar) when prOtecting his home from the 
predarions of Greenskins. 1n most caseS, pI:a ing to a Venerated 
$oul has the same re ults as praying to a deity, as the Venerated 
Soul gains her power from the deitl' in the first place. 

If the GM feels that rhe prayer is directed to dle correct Venerated 
'oul and for tbe riaht reasons. rhat prayer could be answered in the 
form of a Blessing (see W?FRP, page 171). Alternatively. praying 10 

the 3,ppropriate Venerated Soul fulfils rhe same requirements of an 
Ingredient in a Divine Spell. 

Bec.1use the power of the Gods is fickle, and the power of the 

Venerated SouLs is tied to them, there is no guarantee that allY 
blessing or bonus will be awarded. 
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I n the Wiuhammer world. the Cods are not moral pillars. beacons 
that guIde llwnals towards a particular path of behaviour. but r,ubcr 

He beings of incredible power. who if IlOt placated can bring ruin and 
destrucTion to the live" of ordinary people. 'X'hen something goes 
awry, when ulltortumte evems occur. most Old \X/odders believe the 
Gods are 'ornehowangry, aud therefore visit their displeasure 011 the 
mortals that someho"·' displeased them. ince the Gods are fickle and 
inexplicable, mortals turn to pril!Sts for guidance on how rhey can 
best appease their divine patrons. and to ensure their fortunes remain 
good. However, orne rake their faith further. orne believe. for one 
re-.ason or another, that they h,lve the true SlOry. have some inspiration 

n 

or revelarion into a God's motivations. 1t is from rhi~ ot1:en misguided 
view that fan,Hicism arises. 

111ere are two general expressions of religiolls ex~reill ism. though most 
arise from all unhealthy obse ion with a single Cod. The firsr ate the 
flagellantS, individual$ that scourge themselve to achieve cl<l,rity about 
thci J' deit)' <1, ",vell as [() prove their dcvOliol1 ,uld worth. so a to g<1in 
divine revektion and to gain rhe boon dlat ultimate! ' brings dIem 

doser t the object ofrbeir obse.ssion. The second are zealots. who are 

t.hose who elevate theirpa(l'on above omet Gods and set out to spread 
d,eir beliefs aud devOtion. often al the business end oLl flail. Perh'lp 
surprisingly these tWo kind. are about equally common. 

- TIm RIASOlG WHY­
eople become extremely piom for a I·eason. They may claim 
ir is the only possible response to the state of the wodd, bur 

[h~u can'[ be right. because most people are far more moderate; 
"Iukewarm," !;Omc might say, All the reasons are individllaL but 
they filii inro a few broad type.s. 

TRAUMA 
The most COlDlllon reason fOr a sudden increase in piety is a major. 
l.i.f("-changing evem. 1m' almost always has negative aspects. but 
there arc exceptions. A burgher lost in the wilderness mighr survive 
on berries and stream water, and come to a deep realisation of 
the holiness ofTaaL for example. whilst someone who survived a 
blizzard without injury might feci Ulric bad called them to sOllle 
particular purpose, 

Even when the experience is uegarive. the piet), can focus on J. 

positive aspect. For example, someone who nearly died ofdisease 
bur wa;; healed by the priesresses of Shallya might weU become a 

fanatical follower of dlC Bleedin ' Heart, while someone who was 
sure they were going to drown at sea but. instead. \\',1.1 cast up on 
the shore could turn to Manann. 

Mos[ people, however, become completely devoted 1'0 a God 
becaus of a wholJy negative e\'ern: their family were all killed by 
Orcs, a plague destf(iyed thei I' village. or !amine led to starvation. 

B}' fastening onto a deil}.. they find some meaning in their lives. 

Trauma can lead to either kind of fanaticism, Tho e who bdi"ve 
a God has choseJl them are very likely to become zealot-$, while 
those who believe that they were sO/uehow to blame for the 
disaster that struck them are more likely [Q become f:lagelbnts, 
This depends Oil the per onal reacrjon to !Jle event. rather than on 
the nature of the evem hself A man whose family was Iaughtered 
by Orcs might decide Sigmar spared him to kill all the Orcs, 
or that th Orcs were allowed to clHack as pUIli. hmem for his 
crimes. Jn the first case he would become a zealot. in thl: second ;l 

f1agellam. 
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Chapter IV: Extremes of Faith~ 

TABLE 4-1: CAUSES OF EXTREMISM 

Reason 
The God appeared in a vision. 

Endte family wiped our by Oces: survi ed by hiding 
in a cupboard. 

Entire family wiped oUt by Orcs' UNived because the 
o res assumed ,he was dead lInder me pnc of Orc.\ 
she had killed. 

ltaisc:d wirhin tbe Tempi •and has never spoken to 

anY~Jnll who isn~ a devout follower of the God. 

41-'iO Raised by a humourlessly devour family who beat him 
eve,y time he faned in his ,e1igious dut}'.-_._--.....;.­

51-60 ved ftom n r-certain death by:t coinctden he 
(;ails "divine intl:l'Vt:ncion". 

61-70 Heard a chaJ"islllati preacher on market day, and ie 
changed his whole Iifc. 

Believes the: ~rm of ella 
wrath. 

Was briefly a rnember ofa cult ofSlaanesh, and now seeks 
lXlth to purge her crimes a.nd to be above suspicion. 

A anatic n a strccr corner tok! him be had a special 
mission &om the God, and h; belie~ her. 

UPBRINGING 

Some people arc raised to be f~llatj . This is perhaps IllOSt 
comIllon among Temple \'(larcls. who are raised by the priests of ehe 
Jod. but it is also found among those with very piolls patents. The 

trlle believer's ourlook is strongly shaped b' Itis upbringing, and 
that determines whethet h.e become,s a zealot or a flagellant. A girl 
raised by an obs' .live scholar and devoted Verenan, for example, 
might become a I.e-alot devoted to protecting books from those who 
would harm t.hem. Ot a HageJ1aIH constantly punishing henel!' for 
the failings of her memory. 

REACTION 

Reaction can be the opposite of upbringing. A child raj ed in a 
noticeably impiOllS household might react by going to the oppo itO' 

exrreme. Such people are more likely to become ze.alots, focusing 
their righteous wr:).lh on their own family to stan wjth. 

Alternatively. someone who ame very dose to corruption, 
withoUt actually falling, might become a f;lllatic both to cleanse 
his own soul and to di.qrac! the attention of the witch huntet . 
11Je c people are most likely to become flagellants, as they feel 
[hal they shOltid be punished. Those who actUally did fall. and 
now wam to escape the consequences, are more likely to become 
zealots, as no one could suspect the Le'lJoU$ witch hunter of 
collusion with the Ruinous Power. While. ome Chaos cultists 
fake z.eaI, tile genuinely repentant often display pas'ion as genuine 
as anyone else's. 
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~Chapter IV: Extremes of Faith 
~' 

Of THI TaULY Plovs ­-Manv~ 

PREACHING 
Some preachers are very persuasive. and can convince people to 

rel1(!unce their pre,'iolls lile for one spent touring rhe cities ot" the 
Empire while Bogging themselves. Others jll t say sometlling that 
sp~k.s 0 strongly to a member of rhe auJience that it change their 

life fore cr. A few preachers are even somewhat uncomfortable widl 
the dt-leuS d1ar their words have but sayil1g as much to rhe faithful 
c~m resltlt in accusation. of heresy. 

DIVINE REVELATION 

orne: peoplt believe a particular God has called rhem. per onall)'. 
to live a life of asceticism. or to cleanse the world of some taim or 

T h.: rea$Ol1 .vhy someone becomes a true believer does nOt 
necessarily bear much relalion to rheir moriv;llions once rhe]' 

believe. -nlC differences between devotees ofdifferent Cods are 

obvious (and discussed in d~t3il below). bur there are also broad 

classes of fmadcism that ClH across the choice of God to foliow. 

Ir i.< importanr to rememher that torturing someone to d~ath for 
h3\'ing inac:curaL<.: beliefs about your God i., nO\ fanatical behaviour. 
111at is cmirel}' proper and re, pectable, as long a you have the 
backi I1g of your whole cult. 

THE PROPER BELIEVER 
The proper believer i, utterly convinced that they exist under the 
COJl5tallt sCrlHiny of their God. As ~uch. they believe they &ce 
p nishmem if they ever filii at following every stricture imposed by 
theJr cu.lt, and so they follow the ClIJt and its precepts absoJutely, 
111ev believe [hat by properly doing so. rhey will please rheir God. 

or at least avert his ange.r. 

, ,1 result of thL fa naticislD, proper believer, have difficul!)' 
imeracting with othets who do not subscribe to their o-,Xtreme 
positions of faith. For Ol1e, they an: extremely rideal of others who 
do not abide by [he sam stdcwre. as they do. N, well. 5in(' they 
are utterly eOllsumed by one God-they do believe that dleir Cod 
is wa[cbing after all-they devote nearl)' all of their energy illto 

_e rvi ng their parron, Fi nail!,. rel igioLls obs'el'vanc take precedence 
over everything else. That indudes obeying Lhe law. gening out of 
the 'lTay of attacking Beastm"l'l, and even earning money to eaL J[ is 
common for such chnrac[ers to end up a.1 me11dicanr.l o[ m,utvr". 

The cult authoritie.s often encourage [hese fanatics. oecau e most 
beueve in obeying pri [5. and they ser :l good exampl . Th<!y are 
particuJarly common among followers of .'vlanann. Shallya, Taal. 

and Verena. 

TRUE AND FAITHFUL SERVANT 
10ther aspect of religious c:l'tremism is the true and faith 'erVam. 

This individual is utterly onvinced ()f a God's power. believing the 

dci[)' is somehow greater, more powerful, <lnd tilr more important 

man tbe other Gods. Sinc~ the God has chosen thc prie ts oftbe 

cult (0 aet on his behalf, the priesl~ h,lVe some of the God's power. 
TI1erefore. these priests muSt b" obeyed as if they were the God 

himself. 

On the wbole, the cult authoricie like these kinds of fanatics. TIley 

make useful servams, and dupe- for morcdubiOLls activities. 111e1' 
are particularly common ill the cults of :vlyrmidia and Sjgmar. and 
are basically unheard of among dJe followers ofRanald and Verena, 

I'M NOT WORTHY 
This kind of fanatic i. convinced rhar rbey ,omebow offended or 

dishonoured their God. ff they don't find some means to expiate 
themsdve. from their crimes. they "'ill fa e . orne horrible turn 
of eVent. some grievous misfortune that manife:sr.1 the Goers 
djspleasure. Flagellam are often (Iriven by this morivarion. but the. 
;He not the onlv ones, 

'j hese tilnJ[ic:; arc driveJl b)' twO desires. First. they wall! to avoid 

angering their od further. -rhis often leads them to focu. on 

religiou activities. as the God could surely not object to that. 

Second, they want to atone for their previous misdeeds ,md avert 
disasrer. True Bagcllams seek to ;Hone by beatiJlg [hemsclve.. whils[ 
tollowers of a martial God might throw dJernseives into bank. 
Followers of Shallya might 00 to pbgu. 7.Ones to treat the suffering. 
and die of the plague ill expiation of uleir wrong. 

The lilt authoritie., are ver)' ambivalem about the.se people. On 
the one hand. [hev serve; . examples ro remind the rest of rhe. flock 
of [he dangers of displeasing tbe Gods. On dle Other. they are very 
di5ruptive. wirh their conSlam cries of repemance. and they lleglecc 
pans of rhe Elith that arc also very important. MallY high priests 
try [() cha 11 neJ and lim it these pcopJc. bllt few actuaU l' forbid the 

practises. 

Such conviction is parLicularly common among folJowe.t' of 
SigmaI'. with Manann and ShaH)',] nor far behind. 

ENEMIES OF GOD 
Some f<luarics focus on destroying the enemies of dleir God. Most 

often, this zeal translates jllto military activitieS'. bur som > seck out 

other. The God' of the Old World do occasionally speak directly 
(0 their followers. \0 people are a little cautiolls aboul Jabc:lli ng 
these people ins,1nc right a"'ay-but only a lirrle cautious. The 
odds are in favor of th" fauaric in question being raving mad. 
after all. 

ScHOLARSHIP 

Scholarsbip is the least common rOure to fanaticism in the Old 
\X-'orld, a it requires the ability to re'ld. 111e student becomes 
wrapped up in a particular inrel'pretatloll 0 lhe God's teaching.l. 
and finally decides to devore his emire life to following rhem. This 
can lead to ab olurcJr :ll1Y form of f.\nilticism. 'The stunted literacy 

rate of rJle Empire probably keeps a lid on many heresies. 
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more subtle enemi . the enemy within. [0 destroy. These zealots 
see their mission as cUvinely ordained. and bdj ve anyone who 

Chapter IV: Extremes of Faith 

obstructs them, or tries [0 protect their targets. is dearly an enemy 
of their God. and thus deserving of death. 

In general, the e groups of fanatic~ are the most dangerous to 

those around them. Some arc genuindy insane, and pick uut 
cnemic of their God based on signs visible to them alone. Most, 

however. are JUSt stablr enough to count as ane. and !nail}' 
cults value uch people as potential templar.. Tf their zeal can be 
directed. their single-mindednes ,lnd dedicatiun are extremelv 
valuable. 

On the other hand. those who look for enemies wirhin are generally 

accidents waiting w happen. TIley are capable of slaughtering entire 

villages. or mounting an assassination campaign against the cult 
authorities. The C\llt of Sigmar ha. most npc ience of conuoUing 
.<Uch fanatic, as many. perhaps most. of the witch hunters follolV 
cl1is brand of zealotry. Even the Sigmarites are vigilam for signs 
of this f.1llaticislll in the Order of the Cleansing Flame, however. 
There have been a number of unfortunate incidems in which whole 

temples were wiped out tor "heresy." 

Myrmidia. Sigmar. ,md llric are mo T often worshipped by &natks 
of this ort. bu Morr is probably the: next most popular dc:iry. 
Morr's fanatics focu on the Undead and necromancers. and the 
cult controls them by making sure that they can tell the difference 
between Undead and simply' IlOt de:ld. 

DEEPER UNDERSTANDING
 
fanatics with a deeper understanding believe they have discovered 
something importalH about their God that is not generally 
understoud. 1]1ey combine thls with the belief that they need to tell 

people ahout their discovery. to reform religion or to prepare people 

for the coming disaster. A priest who believed he bas found the 
incarnation of Sigmar would fa)) into thi category. 

These zealots vary a great deal depending n what rhey think 
dley have discovered. and d1C attitude of [he cult hierardly varies 
accordingly. All are seen as d~lIlgerous madmen, ."U [heir tolerance 

for such individuals afFects rhey wa they are handled. Those 

who preac.h that the hierarchy should be overthrown are alwavs 

persecuted with great vigour. while those who want to establish 
a new festivell might be adopted by a high prie [who can see the 
potenrial for collecting a whole new 'et of offerings. 

Some of these zealots helieve the)' received a revelation from their 

God, while other claim to have found secrets in ancient writings. 
01' in an abandoned temple. 111ey do not, on the whole. claim to be 

receiving ongoing revelatiuns. 

111is type of fanaticism is most common in the Cult ofVerena. 
Indeed. some outside observers suggest rhat every Verenan i a 
fanatic of thJs Ort. It is also common among followers of Ranald 

and Taal.• igrnarites tend to deal with stich madmen very quickly, 
o there are few in that f.1ith. 



- M4J0ll FANATICAL SPcrs ­

CLOSE, PERSONAL FRIEND
 
lr is a commonly held belief dlar the Gods ~ometime. descend to 

rhe Old \X1orld to rake a direct hand in monal afb.irs. \X/hetner 
they appear a depicted in paintings and statues, or assume anodJer 
form. such a a tag, shower of fish, or even an oddly shaped 
muslll'oom, there are rhose who c1"im to have met them, or. in the 
c. se of pretty farm wenches <lero rhe Empire, be c<lrrying their 
childrcn. l1lese individuals believe they have a diren line (() their 
God, and await t.he next manifestation with grear eagerness. 

,~incc they believe tbey are somehow chosen they do whar their 
God commands. no mailer what priests or nobles might say. Thi 
makes them highly varied, and most are clearly insane, and quickly 

deah with by rhe local authorities. 

However. dlOse who sho\ signs of puwer arc creared much more 
Clutiously. The -amhorirics are aU well aware rhat it is just possible 
d1ar the God in question reall)' is talking to this individual, ,wd 

'l. .os.t fanatics are isolated individuals wirh rheir own brand 
1V.lot religious commirment. TIlere are, bowever, groups of 
extremisrs within all the major cult, Most of these group· are 
more-or-Iess secret; while the .luthoritie can LOlerate individll'l.k 
organ ised fanatics are always a th rear. The degree of ecrecy, 
however. varies a great deai from sect to .leer, and from place ro 
place. There are [Owns where a fanatical ecr is in control, and 

everyone knows who holds the real pawn, bUt no one .ays ir 
ope.nly. Ln orher cases. the fanarics arc perfecdy open about rheir 
faJl:Hicism; it is only the existence of an (.lrg,mis-ation that is secret. 
In still orhers, any hint of a fanaric' belief~ is a dearh seIHence. 

In hi section, the groups of fanatics devoted to each God arc 
considered in turn. llJtse are cenainly nO{ the only t:lIlatical sects, and 
orhers may even rival them in importance. llley are, however. de~lrly 

among tbe mosr significam groups of fanatics within each culL 

MANANN 
There are d1tee notable faJlaric sect· of M:'lnann. 

The DJke 

The Dyke began forry years ago when Frieda Coopers had a vision 
of Manann overwhelming the whole Old \"X7orld with a great ride. 

he tOok this ru be a warning from [he God that h was angry 
widl Humans, and with her in panicular, and dlrew herself iO(o 

repemance and to warning other of the wrath to come. 

Frieda's actS of coTnrition rook tWO main forms. First. she wouJd 
pend hours standing in rhe sea. praying to Manann. and frequeml)' 

ducking WItler the water, staying llndcr unriJ he could hold her 
breath no longer. Second, she tended to injured or. ick sailors and 
fishermen. reasoni ng rhar he should help those who ·were most 
do ely ,1ssociated with Manann. As she gathered followers. the e 
remained at me core of the sect, a.nd so the priests of ]\,janann a.nd 
the mundane autbQritie. have not investigated roo dosely. 

in that case they do nOt wam to put themselves in the firing line. 
Culrs OCC.l 'ionally o.fl.icially endorse these people as prophets. 
,Jthough 1110 t high priests wait until the propher in quesnon is 
safely dead; there are recorded instances of approwd prophets going 
on to condemn the very high priest who recognised them. 

These fanatics rend to surviw loogest in the CllJt of Ranald, 

because they do not draw anention ro rhemselves. 'TIleY are al. 0 

common among followeI"s of i\.·10 IT, a, rh'lt cult helieve.s in direer 
communication from the God to individual followers. 

ONE-TRUE-GODDITY 
Finall)', sOl11e fanatics come 1'0 believe their God is the king of all 
mher Gods. 'The rcst of rhe deities ~He servants. lesser beings who bov.' 
and scrap before rhe allgtl t majesty of their d10sen deity. Jn almost 
ell! ':::lse~. this Ematicism results in swift persecution ifjt comes to 

light. so mo~t ()f these zealors must work in Sectet, harbouring tbeir 
beLefs in remore locadons, far from the watch fu1eyes of rival ctlkl. 

Frieda's followers have taken [he _eel in slightly differem directions. 
especially since her death live years ago. Some are deeply involved in 
building flood defences. belieVing the grear flood b a tesr rather than 
a punishment. Other.1 have com> ro believe the flood i.l necessary, 
and see their watery devotions as praying for the flood to come, 
radler rhan repemance to forestaLl it. One follower, Nathander, ha 
gathered a few immediate 101l0wer5 and is building a lar<>e ship in the. 
l'v1iddle .\lounrains, in the belief ir will be carried up by the flood. 
:l11d thus the chosen of iVl<lIlann will survive to repopulate the world. 
Nathander's bran h of the sec! believes Manann is the only rrue God, 
an are more militant than rhe others. 

Holders of the Shore 

The Holders of the Shore believe the sea is ,~acred 1O J~vlanann, and 
tc)r Humans to enter it or uavel upon it is the greatest sacrilege. 
/\5; a result, thev work. secretly, to prevent ships rrom going forth. 
TIli.l generall)"' lakes the form of abotage or ship in porr, ranging 
from opening mall J1OIe5 below the waterline to setting the whole 
struCture on fire. The more :lmbiriou.s de,stray piers and port 
EKilities, while the more brutal tev ro inrimidarc saUors into staying 
at home, and kill them if they do nOt rake the hint, 

The Holders believe most $0- ailed priests of tl.aJlalHl a.re enemies 
of rhe God, as they positively encourage [> -ople to desecrate 

NEW TALENT: SEA~BoRN 

Description: If the GM wams he srory to be teu . Characters 
born at sea, :uHf who swear a vow to Manann never to set f()ot 
on laJld, may take rhe Sea-Bam Talenr (for tbe normal 100 XP 
COSt), which allows them 1'0 drink sea water safely, and grant· 
a +5% bonu 10 all Swim nd a.il Tests on salr water. If the 
Character leaves rhe sea, chey lose the alent, but rhey may 
buy it aga.in if they swear the vow again. 
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members 0 the seCI wllO have never 
rllmours lay. 

Chapter IV: Extremes of Faith~ 

hi, hall" 'w,uers. TIll! , Ihe)' often take action against rempie. ()f 
Mananll, and CamilJe Dauphin;). is a panicuhr object ofharred. 

er foor on dry land.. and. 
ome,vho have never even 'et eyes 00 it. 

lhis sect is generally rega.rded as harmless by the cult a:, a whole. as 
most members are not militant abl)ut their superiority. Some say 

The feeling is mutuaL most orrhodox priest; of J\1;uJal)n would be 
delighted ro see rhis sect wiped Ollt. The esrablished punishmenr for 
members is drownin.g at .ea. 

The sect is ft)llJ)d e.x.elusively in coastal settlemenrs, as other places 

are roo far from the desecrators for effective action. Howcvcr, many 
members are from inland, and survivors of shipwrecks are common 
recruits; they h;lve seen Manann's wrath first-hand. The fanatics are 
organised into cells. with no contact with orher groups. \X/hen a 
cell becomes too large for a location. it sends some of its members 
our to found new cells elsewhere. 1hese recruiters do nor tell their 
original cell where they have gone, and change their names to avoid 
leaving a (mil. 

111e Holders never aCI ag:linst . hips at s(~a, as they feel that merely 
compOLlilds the sacrilege. ,!Jv; a r lilt, they are JUSt .]. opposed to 

Stromfels a.s all)' orthodox follower of !\'hnann. 

The Sea-Born 

All members of the Sea-Born w re literally horn at ea, OJ) a 

ship cast off from irs moorulgs. They believe rhis means rhey are 
. pccially f;)"ollred by Manann. and someho' bound to his sen'it 
A new member of the sect mll.st . w(~ar never ro er fOOl on land, 
and from thar day rhey live on board a ship. 

'lhere are a few ships c.rewed endrely by Sea-Born, and these ships 
are often dedicated as roving temple. of Manarlll. Children are 
born on the ships. and raised as 'c;l-Born; there arc now some 

The Blessed of Morr 

proved it had been suborned by rhe I J.rk Gods. he sect survives, 

scattered across the Empire, and continues (() work agai nst those 
who blaspheme ag,lillSt !v·lon. 1l1at includes necromancers and 
the Undead, :Uthough a. docrors are ea. ier (() find, and Ie 5 well 
defcndcd, they SttU make up the gre'llcr pan of the "ecr's victims. 

lne Blessed of Morr belicvc Morr's realm is a place of peace. plenty, 

and pleasurc. They look forward to death, botb as a rde'lse from 
Ihe sufferings of this life, and as tht: timc at wbidl they ('mer the 
paudise of (heir God. Thi' general belief appears sponraneously, 
and dwse who hold it often commit suicide ill a boly place of 
Morr, in rhe bope this wili speed their eQtJy to ills re, Ln. Priem of 

Ivlorr dismul'age this as far as possible, 'l cleaning up aherwards is 
,rery all no}'i ng. 

"The Bles,ed of Morr survive as a sect because tbey believe kilJing 
yOllfself is deeply impious. Jnstead, thc)' believe all souls musr 
undergo a certain amount of suffering bdore they are worthy to 

enter Morr's rea.JITl. Those within tl~{' ee.t debate the question of 
wherher that amoum is the same for all souls, bur ir makes little 
pracrical difference. All agree that when a sOLll bas suf-lered enough, 
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Manann grams special miracles to his followers in thi sect, allowing 
thenl to repair their ships while srill ar sea. commOn taVern tale is 

rhat the Sea-BorLl can drink seawater as if it werc fresh. 

MORR 
Morr ha. a pair of fanatical sects that claim allegiance IO him. 

The Doorkeepers 

'TIJe Doorkeeper were originally a group wirhin rhe Cult of Morr 
thaI militantly oppo.ed necromancers and the Undead. However. 
a cenllLry ,go Ingrllnd rhe Crim rose to prominence in tbe group, 
dlle ro her comage and determirlatiOll in fighrillg rhe abomination" 
and turned it into a dangerous group of fanatics. 

IngTlllld argued Undead were not blasphemous because rhey had 

heen dead, but because they had been snatched from Morr's realm. 
Similarl~·, ne romancers were evil not because they dealt with the 
dead-priests of 1\.1 orr also dealt wjth the dead-but b cause they 
drew people from ,'v1orr's realm. Ingrund poinred om rhat doctors 
and Shallyan heders a]50 drew people back from 'lorr's realm, 
Ilea/ing those who would otherwise have died. She argued thi. 

made them a.s evil as necromancers, and those they had ht:aled as 
blasphemous as Undead. 

The [)o~lrkeeper~ (so-called because they believe they guard the 
doors to Morr's realm) rhus starred a campaign ofmurder again t 
doctors alld ShaJlyans who healed dl0se wirb dangerom wounds. 
and against tlJe healed. Withlll a year they were di covered by the 
cult J.urhorities, denounced as followers of Kh,line, and hltllted 
down, rngrund caped. convinced that the reaction of the cult 



murder ro achieve these aims. believing these cacti are ju rined b)' 
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Morr gathers ir ro his realm ro eternal bliss. l1ms, rhey believe if 
'ou incrc<Ve the amount of pai-ll and suffering ill yOUl life. you wiU 
go to Mon sooner, 

Surprisingly enough. [)cople who rorture themselves dQ have 

shorter Ufe c..'Cpectan ies than those who do not. 

Member of [his sect (end ro be less public than many fbgeUallts, 

although they do not keep their beliefs secret. They prefer to inflict 
constant pain on thcmsdves during daily life, rather than to scourge 
thernselvc..' in public. '11m . shoes aDd belrs with spikes 00 the insid > 

arc popubr. as are abrasive clorhes designed ro rub rhe skin raw. They 

also tale jobs that involve hard. idcaJl 'painful. work, or take on vcry 
dangero\l iob>, in the hope this will make. Morr take rhem sooner. 

1he cult hinarchy dt=[y S!atCS the Blessed art: heretics but very tt"" 
priesrs Waste any effort on persecuring them, 

MxrRMIDIA 
Of all the fanatical groups that proclaim their service to Myrmidia. 

rwo stand at the forefront. 

Myrmidia Perfecta 

The lmperiaJ Cult ofMyrmidia pomays her a, tL~ Goddes of rile 
An of\X/ar. a s(nuegic wan:.ior willing to use whatever taerics it take~ 

(() ldumph ()ver evil foes. l1)i~ is an image t.hat has a gteat deal of 

-appeal to people recovering froJ)) (hc effecrs ofwar. I( is also a major 

simplification of {be cult as j( is found ill TiJea and EstaLa. There, 

Myrm idia i,1 the Goddess of Civil isarion, and pauoness of the ,ut, . 

1',,10stoutherners who see dle Imperia! sryle uf worship simply 

shrug. and ask what can yOll expcCl from such barbarous people? 
A fe,v, the fanatics of M rmidia Perfecta, s(;" it as a gro;'S insult to 

rheir Goddess. They regard the Imperial priestS of!'vlyrmidin as 

blasphemers, eJlcnlies ofMyrmidia ro be destroyed wi[h all rhe kill 

and cunning ar rheir disposal. 

Needit·ss to say, La Aguila Ultim'l has strongly condemned this seer. 

and commanded tbey be hunted down as dang",rous heretics. Most 
ollLhern priest agree, feeling rhe orher a,pecrs of Myrmidia can 

be introduced bter, once the rni!.itary a,peet has v,,'on a foothold. 

Th.ere are, however. enough southerners who are in sYlllp~uhy wirh 

Myrll1jdia Perfecta. some iJl positions of influe.nce rhal the secr 
has beelJ able to grow~, and actually take sOllle action withiJl rhe 

Empire. 

RemeanslMagri ttans 

111e debate over the sire of l\1yrmidia', binh as a mortal sp1ir~ the 

whole cult along culturaJ Unes, For mOSt, it is merely a matter of 
honour and statUS. There are extremist, on bo[h sides, however, 

who take rhings much furrher. 

These groups believe the Tileans or Estalians (a~ appropriate) 
actually opposed Myrmidia. and she led an iLlvasion of their 
lands [0 bring (he heretics under conrrol. A, a consequence, the 

conquered race should, even now, be the slaves of the conqueron. 

Each group manoeuvres to 17tH natives of its own COlllHT)' itllo all 

posirions of authority in the cult. and even in secular positions in 

the orher coulHry. Ihey use politics, bribery, slander, rreachery, and 

the circum 'rances, Each .,ide tries ro incite al1-Qut war against the 

other. 

fortunately, both groups are rather small, and dHIS have not bee!1 

able to do much more [han fue! a rath"'r chauviniStic cllmat(:. The 

expansion of l'viyrmid.ia into the Empire, however, provide, rhem 

with an opportunjty. UnperiaJ citizen, are nor already cornmilled 

to OIle sick or rhe other, and thus could be recruited to suppOrt 
one ide. As rhe cult grows in [he Empire, this has the potential 
to finally tip thc lnlJIKe, A< ,1 resulr, these [\1,1'0 ,'ecrs have recendy 

transferred much of their eifort [0 the Empire, eeking to win over 
Imperial priests, and ro disgrace and remove pricsrs of the Olher 

hlction. TIIUS far. (be effon.s of rhe rwo groups are cancelling aile 

anorher our, and things remain balanced. 

111e following sectS represent twO extreme groups within the God's 

cult. 

Fonune's Favoured 

fortune's Favoured believe R.anald punishes [hose who violate his 
,uicrure,,- with financial misfortune. l1)cy al 0 believe auy financial 

misfortune is a sign that someone has been found guilty by Ra.naJd. 
111e only way co appease Ranald i to throw oneself eJll irely on his 

mercy. When rhe penance is over, Ranald, they believe, wil1 change 

yOW' luck. 

These fanatics throw themsdves vn Ranald's merc)' by relying on 

luck for everything. Thev do not look for food or clothing, aDd 
~impl., pick up things [hat come into rheir path. 'nler don't worry 
abollt whether om cone else might own that rhing. nor do rhey 

take any precaution> to avoid gening caught. 'nlat is something 

duwn to Ranald, and to luck. Fortune's Favoured are a v:uiery of 

flagellant, although the beating afe geoeraLly administered by the 

oflicers of" rhe law. 

Fonune's Favoured do not have a long life cxpectancy. '.<$ they are 
supposed ro aw)id ta.king any ,reps ro avoid danger or prcsen'e their 
lives, 'nlose who wander our of cides tend ro die quickly in the 

wildemess. while t.hose who tal' in dties get .in [rouble with the 

law. Ivfany Fortune's Favoured bend the rules a bit, staying in areas 

where rhey are more likely to be '!uck)': or, taying Ilear worshippers 
of Ranald who might look [he other v,·ay. The truly fanatical believe 

this renders the wbole penance futik but as tnt: truly fanatical tend 
to die quickly, this positjon is nO[ influenrial. 

Orthodox followers of Ranald tend to think Forrune' Favoured are 

a bit mad. bm no( actively dangerous; hey may even help (hem 

occasionally, as a pious act. in return, the flagellaJl . explain their 

belief, helping to perpetuate lhe sect. "-\Jthougb there is no centraJ 

organisatioll of Fortune's Favoured. the simpliciry of their COIe 
belief means they are identifiable wherever Ranald is worshipped. 

The Humble Ones 
AJI of RaJJald's tol1owers believe tbe rich and proud desen'e to be 

brought down a peg or rwo. The Humble Onc" believe they deserve 
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to be brough[ do,vn all the pegs. and then lowered inm a pit full of, 
farl11y;1rd \Va)te. 

111e Humbk Onc:.s typically work in small group,. with betWeen three 
and si.'i 1l1et.llb 1',. The)' choose a wealrhy and pmmlnenr figure in a 
[Own, ;1Jld plot co demoy his life. As followers of Ranald, they never 
lise direct violence, preferring slealillg, sLmder, swindles and set-ups. 
III some cases. the target is rulaJJ)' exectlled fl.)r cri mes he did not 
commit. bur it is never a Humble One:$ hand on the hafi of the axe. 

Simpl)' destroying someone's property i rarely enough to uned)' 
ruin them, as they have friends and contacts rema.ining. -nle HLllnble 
Ones instetd 1V0rk to ruin their reputation first, &king con (J.ct with 
prtmitures, gamblers, and Chaos cultists. or switching shipmenrs of 
good. 0 it looks like they are trying to dleat their panners. 111ey 
oftell disguise one of their Ilumber as tht' target, so tbat they can be 
seen eng-aging in dubi"us ptactise . l11e Humbl Ones are willing to 

~et up dIe appeaca,ncc ofalmost ;mything 1.0 ruin [heir target. 

The Culc of Ran,lld is not organised enough to officially condemn 
dlem, bur mosc foUowtTS regard the Humble Ones as obsessive 
fanacic who get far tOO much pleasure OUI of someone else', misery. 
A group that ao, sed che lines. et by Ranald's Stricrure would be 
quickly eliminated by or.her culti TS, bur most Humble Ones are 
very 'areful to keep to the strictures. -nley do, afier alL regard 
themselves a.5 ctltirdy orthodox followers of rhe Tricksrer God. 

SHALLYA 
The following sec s reHen the extreme positions held by rhose 
workiJlg to promote the inter tS of Shallya. 

Plague Wardens 

Plague Watdem believe dlt, celltral duty of a Sh'lllyan is to protect as 
many people as pOSSible from the plagues and pestilences pervading 
the Old World. Rather tban tre,lling rhe victims, they aim !O stop the 
plagues from spre-ading and creating victims ill the firsr place. 1l1eit 
goal is noble; it j, their methods that make them falutics. 

The onl . way to top a plague is to d troy the source of the 
infection. That may me-.ln killing omeone with the plague, and 
then burning the body and boiling tbe ashes. lr might also mean 
razin a whole section of a 10Wn. burning it down while trapping 
the doomed inhabitantS in.ide. Plague \X/ardens recognise these acts 
are unpleasant. but feel the)' ace justified by rhe grearer good. 

As Plague Wardens kill people, it goes widl0Ul .~:l)'ing they are 
considered dangero'ls, and worse. by mosr members of Shalka's 
cult. hallyan pric$tesses \.... ho join the cult almOst always have 
difficulty l~1.stillg speUs, due to repealedh- breaking the central 
stricture of the faith. Plague \X/ardens see this as a test imposed by 
their Goddess, co en ure tlleir faith is snong. 

While Plagu Wardens are violent zealot., [hey do believe they 
an: acting to save people's jive. 'T11 us, they do not kill 011 mete 
suspicion of infec.tion, and all groups of Plague Wardens include 
at least one person with diagnostic biliries. 1l1ese abilities are not 
always very good, but Plague Wardens only kill when they are f~lirly 

slIre plagu is present. 11Ky are also among the most implacable 
adversaries of the Fly Lord. and if [hey uncover evidence of a group 

of hi cultist, t.hey ig;oor' all their other plan to concentrate on 
elim.inating rJ,c greater [hrear. 

lronicalJy. it is quite likely that dle Plague \'\,'ardens a ually have 
aved thousands more lives thim they have ended. While their 

member bip is very secrer, [beLr existence is well known to the 
educated, and rhey are a favourile example when prie rs ofYerena 
discuss ethical dilemmas. 

The Suffering Heans 

Shallyall docrrijle is suspicious of personal pleasure in a world filled 
wirh .~o much mlre-ting. 1l1e ,uffcring HeartS take this. uspicion to 

a.n extreme. They are follower' of Karin the Pure, a priestess who 
lived in uln a lirtle over twO centuries ago, and believed Priestesses 
of Shallya had to purily themselves of the raim of pleasure and 
luxury before they could properly minister to tbe uffering. 
Attemptlng to do so "dille impure wa ,sh' claimed, blasphemo\L, 

While Karin wa', eventually, cast oU! by the cult for denouncing 
the entire hiera.rchy as blasphemers againsc hallya, her follower 
remain in mainstream temples, and keep their places hI' moderating 
their strictures against others. 1hi also giv [hem more time to 

inflict lIffetillg on themselves. Minimal food, little sleep, and 
inade,\uace protection from the elements are the basic elements of 
the life of a Suff~rillg HearL Most believe deJiber;)r Iy inflicting 
injuries 011 oneself is an affront to ShaJlya, 0 instead they take on 
hard and dangerous tasks, udl as c;lTl'ying heav)' . lOne, up to dle 
tOP of (he temple buildings. and rhen back down again. 

The Suffering Hearts do nothing to relieve the pain of others, 
becau. e they foUow Karin's belief thar ir would be blasphemous to 
do so before [hey have been purified, Some Suffering Heans do see 
visions that they take ro he signs from the Goddess that they have 
been purified, a:ud these Jndi;idlJals start to help. The prop~rrion 
of miracle-workers among them. while not high. L higher rhan 
among other priestes es. Olhers. however, never feel pure enough, 
;jnd as a result tbe cult hierarchy tries co discourage these belieE. 
111 e Coddess of Mercy, however, can not condone hatsh measure" 
against people who are merely misguided olJowers. 

'The Sutterillg Hearr are nor a sect, as they have DO internal 
organisation, and rheir interpretations of Karin'· beliefs can varv 
a great deal. Indeed, this SOrt of belief has been presellt in dIe 
haJlyan faith for cenruries, and Karin's particular ver.\;;on 11<1' jitde 

sway our 'ide the Empire. 

SIGMAR 
The Gult of Sigmar has man)', man .' seCts and divisions. It i' 
imponanr to remember, however. that not all of them are fanacics, 
even if the cult officials would describ.: them as such. The IVla.llcuns, 
for example, are cle'HI)' heretics, and might be described as fanatics. 
but many of them pursue their faith with no more fervour dlall the 
typical witch hunter, 1l1is section describe some groups whQ are 
clearly extremists. 

Those Left Behind 

Those Left Behind is a female order of walTiors, dedicated to 
wiping Greenskins from the bce of the \\10 rid. Its members are 
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all women who b~ve lost menFolk (husbands, Fathers. brothers. 
or sons) ro rc~ or Goblins. ,\l1d who have rumed to SigmaI' as a 
protector. 'lliev go Out. under his banner. to seek n;v(~nge. 

The.>e widows grimJy commit themselves to their Clsk. accepting d1e 
insurmountable nature of their enemies, 'lbe Orcs are endl ,witham 

mere)'. and brt'erllike [(ladleS, and so every member knows that b 

joining the .eer, they ,ign their OV'in death sentences. This does not 
cli. cour,lge them in dle slighrest. The:-- live for the ,atishction that 
comes from d1C lllonu~nt when a rOltp of rc.s h"s been desrroy~d, 

and [hI; arrival ofanorher group simply provides ;momer opportunity. 

The death rate of new tecrui", is vcry high, as the sect rloes not 
believe ill preliminary training, New recruits are given weapol15 and 

armOUI chat belonged to past members, if it is available, and then 

em out to fight Orcs. 1f no weapons or ~mnour are at IMnd. the 
recruit is sem our armed with a broom. or ome other Sort of stick. 
lhose who survive tend to bec,lme compcrefll fighrers very quickJy, 
with a vicious and d1aoric ~tyle. 111e group is also notorious for its 
tendency to drink a lot and become rowdy both before and a tel' 

experudons again .. t its enemies. 

All members take Sigmar in place of the reJath'c rhey have loot. 
and So describe themselves as daughter. , brides. sisters. or CVI;Il 

nwchcrs of Sigmar. 'rbese tides. panicularly the latter ones, draw 
rhe suspicion of rhe Order of the Torch, as they se 111 heretical. 
However. the group as a whole hold, few beliefs other than "kiU 

Greenskins," so it is tolerated by mo t priests. 

The Flagellant Orders 

The flagellam orders arc a highl}' conspicuom phenomenon in 
the contempor~y Cult of igmal'. TIley are not, however,,, ing!' 
group. Each order offlagell;um has it. own uniqlle bdids, and 
may be strongly opposed to 11 other orders. What lin ites them is 
the misguided belief that hy offering up their pain. theY somehow 

please meir God~. Since tne world is such a grim place. full of 

suffering, grief. aneL bloodshed. they bave no doubt that this is the 

preferred wa~' of thin ''\ [0 the Gods. 

ome groups take only men, others only women. <lnd some hoth, 
while other groups only take peopl ~ of a cerrain age, li'om children 
r rhe elderly. Some mke anyone. others require a probationary 
period. A k·w take temporary members, othen require a lLfdoog 
commitment. Many require some specific mutilation of new 

members, but Other trust tbe constant self-torture to produce 
miltilarions pleasing to SigmaJ. 

Despite all these differences. the groups do have a lor in common, 
The most iroponant thing is rheir emphasis on flagellatioll; or, 
more generaJly. 011 the infliction of pain on members of th . group. 

true AageUant group only tortures members of the group. 
alrhough a few will beat voJunreers who do not wish to join 
permanently. Flagellation is u1e n10St popular form of this, as it can 
be continued indefinitely if used in moderation, but ever)' form (jf 
rorture u. ed in the Empire is used by some group somc\·..here, 

The overwhelming majority of flagellants perform their IOnure 
publicly, oft n processing through tOwns whjle each member 

courges the person in from. While doing this. the leader gellerally 

preaches the group's unique docttine. 

Chapter IV: Extremes of Fai~ 

]vlost group.- tClfm around a charismatic leader. who generally believes 
the recent horrific events. paJ'[icularl~, rhe Storm of Chaos are 
puni.lhmems sent from .. igm:lr because d1el' have dishonoured til", 

Empire. Un.le,ss tbe people do penance for their ways. these preachers 
claim. SigmaI' will demoy the whole world, or let the Ruinous 

Powers do 50. A ew groups form around leaders who believe that the 

group can take the wrath of the Gods all itself. and then do penance 
for everyone. Others think that the torture wHl m, ke them worth)' 
ofgrear gifls From SigmaI'. A few groups even survive the death of the 
leader that b[()ught dHem rogether. bur most F.ill aparr ar that point. 
rhe member' finding other groups to join. 

F1agellanrs are generally tolerated. nor least because the general 
population feel. that they might be right. and wouJd resiSt an)' 

attempt to suppres.1 them, Individual groups that cross the line into 
politic.\ or dangerous heresy arc ruthlessly suppressed. hut many 
flagcllannc are ,1110wed to opcr:ue openly. A few prie$ts even endorse 
their acrions. and lead flagellant groups themselves. 

Sigmar's Anvils 

Among the lUany fanatics who purport to under. tand the true 
narure of SigmiH. there are those who shouJder the burden of 
wickedness that the Empire allows to flourish. 'They believe that 
each Murant born. ach calamity. each new incuLlion, each war 
is just ,1l1(lther sign of Sigmar's displeasure. Having wirne ed the 
results of tbese conflicts. the rartered lives of those who survive 
tb~'se at.rocities, they can no longer tolerate tbe botror of the world. 

alld they commit themselves to purifying it, 
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igmar' AIlVil~ is a freakish ollecdon of f~H1acics who PUl themselves 
through awnll trials in a dl:sperare attempt to xetiirecr Sigma".'s 

communities, bur rather they believe. they are closest to their patrons 
when in the heart of LlJ1spoilt wildeIlles '" or so rhey dain . 

1l1e r~<lJ rC'a.Son for their isoladonisl tendencie.. i. lheir dedrc: to perflxm 

dle ceremonies and fimals that celebrate r:he wild natltre ot LlaJ and 

Rhya. 'Thev regularly ingest strange herb and chemi<a\s to enteT trane 

a.nd experience biurre visions they believe hold the kernel of di\~ne 

lore. Jo some e.xtremc groups, they g so Far:lS to pierce their flesh widl 
wooden hooks and uspcnd themselve from rrees to trans end the 
bounds ofmorral flesh and emer the spiritual domain of the Gods. 

Wild Men 

As a resulL once a person ,ioin ule e1ebranrs. dley rarely return to 

their former lives. Divorced from their lamily and friends, they seek 

succour from each orher and rhe harsh and utlforgivinO' wilds. Since 

many vile deniz~ns haunr these same land most Celcbranr sects 
end abruptly a food for [he ravenous beasts of Chaos. 

Celebrams, as they 'Cal! (hemselves, have lillie concern (or their 

appearance or c1eanlinc --, and so they arc repdlenr to more refined 

societies, infested with lice, ticks, and odlet parasites, they stink 

beyond belief, reeking of rhe UlH1SU.l tinctures tllCy ingest and the 

herbs the)' smoke, As well, mOSt have open SOfes from exposure 
and their diswrhingrintals, givillg th",m the appearance ofphgue 
vioim5, or among rhe truly ignorant, Beastmen. 

All followers oflaal and Rhya avoid excessively modern technology, 

such as firearms alld rhe priming press, and most are wary of meta! 

armour. 'nle Wild Men, however, think that even ulis is a berrayal 

wrath £rom dle innocem, to themselves. Much of rheir time is spenr 
6.nding new ways to cause dlemse!ves pain. but pain without killing 

themselves. Mosl Anvils scourge dlemselves and pack the wounds 

with ,~alt. whilst oth~rs may CUt ribbons ofskin from their flesh and 

du"t lhe bkeding rents wid) grolllld gIa.S.I, sand, or in sOme cases 

lime. 111~Y subjecl themselves to fire beatings. and just about any 
other horrific aCI they can to enSLu:e the Empire remains safely under 
the proteClive hand of their chosen God. 

Generally, the AnviJs collect in ,\mall groups of a dozen men and 
women. -Ihey rarely remain in one plac.e [or long since locab can 

•cared), tolerate th sounds of their cries and moans, Bur really, 

ther mo\re (Q make crnain tl1t' bListcrs on their feet are fresh and 

weeping. These gfClUp never take the easy roules; rhey travel 
rhrough the wlldcrtl(:,ss and l1evel' on roads or parhs, bur rath r :seek 
Ollt areas rich with rhonh and brambles to emun: their flesh is [Om 

and oozing. UnslJrprisiogly, the Anvils are few in numbers. 

Truth of Sigrnar 

TI\e Unifiers. who believe Sigmar is the Empetor of the Gods. are 
not generally e.xtremisr.-, Nh:mbcrs of [he 'Ii'ud, of Sigmar are: they 

believe, igmar is the only true God reln'lining. TIley say tbat after 
Ulric crowned Sigmar as a God. rhe Gods wenl to war against 
rhe Rui.nous Powers. and all save SigmaI' were killed. -j he Dark 

Gods conti.nued to upporr the priests of other faiths. while slowly 

per erring them iruo followin.g dreadful rites, Sigma!', although be 

stood alone, wa' able ro beat the ark Powers back into rhe \X!aste,. 

bllt eV~J1 for Sigmar, the fighr is a difficult one. 

Mem.bers of the Trmh of Sigmar rhus believe an)'one who pays an)' 
n;spect co another deity is, in trurh. a Chaos uldsr, Such worship 
helps the Ruinous Powers, and mOSt take the Storm (){ Chaos ;l.S 

a ign rhat SigmaI' is f1ndjnO' it harder to hold back the forces of 

darkne s. 'nlis is, ofcourse, also a call to <\erion: liminate the 

worshippers of aU other deities. 

'file zealots of this group stay as .ecret ~ possible, because [hey do not 

want W draw the ;lnemion oftheir enemie-<. 'Ihe)' bellS I leir attack< on 
Temples and priests of other deities, <liming to destroy Wi!fl0ur mercy. 
l hey do include open worshippers of the Ruinous Power aJl)nllg rheir 
enemies. and hav.; ckstroyed genu.ine chaotic CllltS. They have, however, 

killed far more l'elarively innocem priests of other deities. ·.l.nd damaged 

or desrroyed a large llumber of temples and sbrin . 

TIle Ordn of the Cleansing Flame is aware of the existence of this 

group. and hUJlls it down mercilessly. Not only are they heretics, 
but by fighting against rhe enemks of Chaos, they w~aken the Cult 
of Sigmar ill the long battle agaill5t cotTlIptinn. A fe\'\' priests are 

members of th~ group, but no one in a true po irioll of authority is 

believed to be affiliated wjth them. 

TAAL AND RHYA 
Givcn Ihe great age of tbese cult, there are a great number of 
strange sects lhar venerate laal and R,hya. 

Celebrants 

lhese fanatics seek out remote stretches of wilderness TO better 

commun with their deities. It's nor that they dislike citie" or oUlcr 



of the nue principles of tbe Cads. Humans shonld survive with 
only the tools that the Gods gave: them. 'lhat is, they should rUll 
naked in the fore~ts. killing with their bare hands. gathering fruies 
and nuts. drinking from srrcams. and sleeping covered by eanh. 

111e climate of the Empire is nor particularly well-suired to thi 

of Ulric rake a different path. Those who becolne coovilKed of 

kind 
of activity. and a lone. unarmed Human is easy pn:y for many animals. 
never mind the more dangerous monsters lurking in the Empire's 
forests. Thus, the 'Wild Men tend (0 gather in ~Illall groups, the more 
experienced teaching the less, ,lnd all looking OUt for One another. 

De.spite the name, there arc Wild Women, and some groups are 
even rumoured to have children, whom they raise in the wiJdernc 
Recently, Durrbein & Sons ofTalabheim have .made a lot of money 
from a series of cheap printed sheets describing the adventure of 
Talima, a remarkabll' attractive \XTild Woman with the ability to 

stay miraculously clean. 111e Stodes are formulaic and repetitive, so 
rhe Sl,lcces~ of the series can be largely attributed to its illUStrations, 
which ar far better th;H\ usual for such a cheap medium. 

ULRIC 
Ulric's Emarics are wild and barbaric. scarcdy indistinguishable 
from the bloodthirsty Norsemen. 

Sons of Ulric 

The Sons of Ulric believe they are literally blood descendallts of the 
God him~cJf and thu. should control the cult. Beyond that. most 
think that rhey shoul~j ,1150 rule the world. but the Culr of Ulric is 
their Mrst priority. 

If tbe group wer~ unified. it ,vould have a good chance of 
succeeding. However, while all member' agree that a descendant 
of Ulric should lead the cult, they tend ro disagree over wbich 
descendam of L:lric i worthy of d1e hallam: mOst think it should 
be them, personally. A charismatic and experienced leader might 
be able to uJlite dlem, promising all th> Son' po itions of power 
within rhe cult, but no such individual has arisen. Instead, the 
group is fractured into dozens of splinter groups, each competing 
against rhe other as lTiuch as with tbe cult's central organis;niol1. 

That said. the Sons do work to undermine the ortlwdox cult. 
Direct manifestations of Ulric's power are (feared with respect, so 
mirac1e-worki ng priests are safe, but others are seen as obstacles to 

rhe Sons' rigbrful rule. a.nd thus targets tor removal. Mosr rry to 

avoid killing followers of their deity, and settle for di crediting or 
crippling {hem, to force them into retiremenr. 

The Sons are most popular in Middellland, wher tbey are strlctl:1i 
illegal. but tbey are fOllnd e1sewhcre, Some of the groups in Nbcr 
regions are not of pure TeulOgen blood. logically, this makes 
perfect ~en.se: UI ric' descendants co,lld marry people from other 
tribe. The Midclenland Sons (Jf lrie, however, see it as the deepest 
and darkest heresy; and per ecute noo-Teutogen Sons of Ultic as 
endlusiasrically as the orthodox cult pel'.,ecutes them. 

WhUe rhe followers of SigmaI' might wander around dries blearing 
about rheir oftenc and hitting each orher with sticks, rhe follower 

thejr OWJ1. or the world's, lnfulness rake the parh of rhe \X/olf­
Kin. berserk warriors who travd tbe northern E.mpire.looking for 
trouble and theu I1ghtiog ir head-on. 

111e Wolf-Kin are among the most-admired f.lI1aric:; in (he Empire. 
111e1' fight bravdy agai.nst the enemies of the Empire, and man)' give 
their lives protccting small viJ!agel' or breaking an a saull so an army 
can make an orderly retreat and figh{ anoth('[ day. Almost all Wolf-Kin 
1iVl: in the northern Empire, wanderin arollnd looking for groups of 
Beastmen, warriors of Chaos and otho cacm it". As is rhe way of the 

Old World, {heR' are always plenty ofslich adversaries {or (hem [0 figbt. 

\XTolf-Kin are single-minded in their search for enemies to kill. and 
aHack directly and head-on when they find some. Subtle Strategy, 
or indeed. any strategy. i~ not their concern; they rely on their 
fighting strength, faith in Ulric, and sheer energy to grant them 
triumph. B~c.'llise a lot of them had milir<uy lraining before joini Ilg 
the Wolf-Kin, ir often docs. 

At presenr. the 'W'olf-Kin devote most of their attention to 

defeating dlC remaining Beastmell and Murants from the armies of 
Chaos, although in normal times Orcs. and even Human bandits. 
become their rargets. Indeed. in the past \'Volf-Kin have been 
known to aHack Imperial tax collectors as represenratives of evil, 
bur ~uch incidents are glossed OWl' tht:sc days. 

The \'Volf-Kin are loosely organi~ed. and anyone can join, or even 
sLmply declare themselves to be one. If they act the part, and stay 
alive, they are a Wolf-KiD; Female members are also kJ)own, but 
are substantially less common. Because \X7olf-Kin are prone to 

.Iudden violence, particularly when drunk, the respeCt mOst feel for 
lhern does nOt extend to warm hospitalit)" No village would thro",,·· 
a group of 'W'olf-Kin out, but they would hosl lhem in <I barn, 
r,llber dlall in people's bomes. A.I a result. [here is little benefit ill 
pretending to be WolfKin, ,lod rhe major[ty of those wJndering 
the road.~ of the 110nh are genuine. 

VERENA 
Verena COUlm a number of fanatical ens i.n her ranks of clerics. The 
twO rJl'lt follow are prime exam.ples ofho'v such fanaricism rn,mifests. 

Defenders of Truth 

The Defenders (lfTruth are the zealOtS of Verena. 'They are 
pa~. ionate aJv(>ca{e~ of die right to freedom 0 speech. the right to 

posse s books all any subject. and the academic freedom (0 pursue 
research into an ' field. \X/itch hunters think rhey are Chaos cultists 
in waiting, guilds, e them a. riou thre.'l.t, and mo t lord think 
of them as dangerou agitators. 

The Cult o[Vetena, as il whole, docs not condemn tbe Defenders 
toO strong!)'. lvlost prie IS agree with tbem in principle, bur rllink 
rhe Defenders take thjngs a bit roo far. As a re.. ult, man)' Verenans 
ate inclined ro protect a Defender against peremptory arrest, 
something that call get them imo a lot of trouble. 

Defenders act fir t ro prevent the destruction of knowledge. 
of an' kind. 111cy IT}' to save a[ least one copy of any book 
condemned to be burned. and get it to a Verenan temple where 
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Scholastics believe they are deeply unworthy of Verena's gifTS of 

learning and civilisation. and struggle 10 become wonhy, 'The.,>, do 

this through attempting to learn large amoum.s of informaTion, 
and wl1ember ir perfectly. A rypica.! Scholasric migill ser h..im elf 
a chapter of a book of law to karn one day, and then (ry to wrir(; 

ir om from memory the follOWing day, For everv misrake in lhe 

\V"riring, they give them. elves one b.!ow with awhlp. 

i( (;311 he stored in safer)'. Somerhing that exisTs in only' one apr 
is very vll.!nerable, so some les -active Defenders spelld much of 
lilt:ir rime making c pies ()£ al'ed tODles, for distribmion (() Ot her 

(emples. In SOffi(; ases, reading rhe forbidden texts has a dreadfid 

effeCt 011 rhe mind of the scribe, and tIle sect fil1d~ i(self with a 

Mutant lunaric on its hand,. 

Some D >fenders also believe those accu~ed of heres)' and other such 
offences of rhough( ShOll.!d be rescued. l1lese people organise daring 
raid to sO\\'e people from dle p~'re, or break them Ollt of prison. 
Somerimes tbey find they have rescued M~ltalJts, necromancers, or 

daernonologi$ts, and (hen have to killlhc criminal, but that is a risk 

they arc willing to t~ke, A few Defenders b lieve in laking a more 

acdve stand against tho,c who would restrict freedom of thought; 

some of these people kill ever)' witch hunter they can find. 'The cult 
does condemn such acTivi[ie , as borh lmjuSt and likely to bring a 
world of rrouble down on the culT as a whole. 

Scholastics 

Chapter IV: Extremes of Faith 
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M osr Emarics do more lhew juS! r,.m Oil sneet comers: as 
menrioned earlier, they ala act ro serve Iheir God. III alrnos[ 

a.IJ cascs, these a lion, are more eXITem ersiom of thi ngs donl' by 

normal wor hippers, although heretics of[en creare rheir own rites. 

The, acrs fall imo four main categories-penance, pUllishment, 

sacrifice, and service-tJut arc common to all cults, although they 

diller in the precise rhi I g,~ demanded of the fait.bful. 

PENANCE 
Acts of penance serve to ex-press a bel iever's remor e for the affronr 

against their God, and serve as e\'idcoce thar their repentall e is 

genuine. 1bey must be done voluDt,lrilv, as pan of a COI1SciOllsne.1S 

ofsin. Many fanarics have a deep consciOllsnes of ,in, and thus 
engage in man)' acts of penance, finding thern necessary arrer deed~ 

thaI most would regard as pan of everyday life, 

Penance is distinguished by being volul1t<lry, di reered purely ar rhe 

relationship ben\'l;'en the worshipper and the deitY- and involVing 

anions. acrihce and service can borh be performed s penance, 

but tbey are not the main forms. Simila.rly, a person cannot be 
compelled (Q perform penane/;;, something most fanatics recognise. 

orcourse, a person can be punished for rheir crimes even if they do 
nor repent, and most fanarics are equally insistent on rhi 

Starring from the gende end of rhe spectrum, prayers are 01 popular 

form of penance. Norm,d people might visiT a shrine or temple 

10 say, prayer: faneHics are more likely to sp nd a whole nighr 

-AcrsmFAmI­

Schoo\rcachers ofren proiess admiration for rhe Scholastics, 

poiming IO them as a shin.ing example a.s [hey be;\( [heir SIudents. A 
few Scholasrics have raken to visiring such schools, resting t"achers 
in front of their srudent.s, and bearing rhem for tbeir mislakel. "OlC)' 
explain rhi.~ is the true way ro honour Verena, and [hese visirs are 

extremely popular with [he pupils. 

their learning. ll1ese pe()ple generally trI again, often behaving 

oIl1ething like (roll slayers (although the similarilies are nor 

a loud voice. -Ihey are, however. equally likelv to hide in a corner, 

say their prayers silently, but srill remain in rhe rem pi- all night. 
Shallyans and Verenans particularly like praynful pena.nee, and iE 

i~ also a popular form among follower, of l\"lyrmidia and Ratlald. 

Indeed, official Mynnidian penances heaviJ' emphasise prayer, 

as the prieschood fed lhis further distingui. hes their Coddes:; of 

Civilisarion from rhe more barharian deiric: found funher nOrth. 

Closely related to prayers are readings from holy books. 111ese 
pen nc aLe exrremely popular in tbe Cul( of Verena, where a 

worshipper might cJ100SC ro read a p'Hricularly difficult work of 

philo oph)' nllilriple times a a penance. This is also popular in rhe 

Cult of Morr, which places ollle emphasis on flm dislurbing lhe 

God or dr;l\ving his ilnemion to dle living. 

Abstinence is, perhaps, the mOST popular form of penance oveLu.l, 

embraced by all the culcs. 111;.1 can mean going withom food 
(fasting), going witham sleep (watching), or gi ing up a particular 

pleasure for a period of rime. Watching i! particulady pvpular 

in the Cult of Man, as it me,IJlS The peniteOl srays out or Ivlorrs 

realm. FaSting, on rhe other hand, is popular among followers of 
haJlya and Mvrmidia; Shall an see ir as expressing sympathy with 

the starving, jvlyrmidian~ as represeming a oldier on mpaign, 

give up prorecrion agains, rhe cold, spending a 

night in the snow without cloche. Many Lmarics give up washing, 

hur it is unclear whedler rhey see this as a pen'llce. 

Sclf-eagelladon is a form ofpenance and one (hat is very popular with 

£'matics, bur muc!J less popular with everyone dse. indeed, anyone 

Bagellam penance is likdy to be labelled a humic by 

\'{"hilt' Ion Scholastic; exist. they are more common in groups, as 
dur make_ it easier to t~r learning thar goes beyond rht: simple 
memorisation of reXLI. 011(; member or the group 't,I reus and a 

test for the others, and then Hogs rhose who make mistakes on rhe 

rest !Jle severity of the punishmenr depending on the level of tbe 

mIstakes. In many groups, theo member who did least badly on the 

leSI becomt"'.s dle examiner for the nexr cycle. 

A ft'w fanarics ICe! [he artifidal siruatioJJ of rhe classroom i~ 

insufficienrly t(;Sting. Thev prefer [() srudy ev"rphing k.nown abour 
10 at ions kno>lin ro be dangerous, aud lhen go to deal with the 

danger hased 011 their knowledge. These people somer-imes work in 

concen with the Order of Mystcrie·, hUI nOI always; a Scholastic 

want,1 to sutter if his smdy fa.!ls shon, and so chooses a dangemus 

location witham regard for the presence of andent wisdom. Most 

ofrheseo ScholasTic die-horribly early on [heir GrSt expedition. /\ 
few. re lucky, and defear the peril, or ar least cscape, rhaJlks ro 

exten sive). 

kneeling in front of tJ1C alrar intoning their prayers of repemance in 

Follower ofUlri 

who performs 
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their acqualll.tallces, 'Olat sald. it is particularly popular in the Cult of 
Sigmar. and omeooe who does it very occasionally, after grave offences 
might be seen ,L~ merely piolls. <The Clllt of MauanJl ;Jso .It onglv 
encourages fbgellam: penances for certain oltence.~ ar sea, alrhough 
anyone camilli rLi ng such a cri me call hardly be pious. A pious follower 
of Manann who engages in flagelJation is probably a hnatic; an impiOl.l,S 
iJl(jividual who does so is probably JUSt ,cared of the God',l wr.nh, 

PuNISHMENT 
Puni.\hments arC" inflicted all people who commit religj()u~ nimes, 
whether they repent or 11tH, Zealots arc oEren very e.llthusiasdc 
about punishing mher for (hdr offence" and thi> call get them 
in [[ouble wirh rhe authorities-unless, of course, the)' 3re tbe 
authorities. This is ntH uncommon, panicularl)' for I.ea]ous 
Sigmarit<:.s in t_he Empir , 

In principle, anything {hal call be a penance can also be a 
punishment, but in ptactise the Wt authorities normally [lrefer 
things that can be easilr monitored, and do noc cake up roo 
1,11uch of their time. Fines are a great favourite of almost all cults, 
:1.' the money henefits the cult as well as puni hing the ([iminJ!, 
bur fanatics tend to disapprove of such punishmenrs, preferring 
mmething more physicill. The examples given helow add to the 
punishmenrs listed onW'FRf', page 175, and ill rhe seerion, on 
individLlal cults earlier in chi, hook:. 

ZealOts of lvlanann fa\rOUf the dde pOSt. 1hc individual is chained 
10 a po t which is ti.xed in dll~grolilld on a tidal beach. and It,f! there 
fot a number of tides determined by the severity of the crime. 111e 
form of binding and the precise pmirion of rhe post also depend on 
me crime: -a deep position em be a death semence, unless Manann 
choose; to send ',l particularly Jm"\' ride to save the victim, 

Morriall5 somerimes bury those who ofFend Mon alive, in coffin, 
to remltld them of their proximi£y to rhe dead. 111i' tequires a Will 
Power Test to avoid gailling an lnsalliry PoilU; if the imermem i 
prolonged, multiple tesrs mal' be needed. 111e difficulty of tbe test 
depends on the size of thf coffin, and whether there is a corpse in 
",vitl] the victim. 

Myrmidians like the gauntlet, in which the offende.r mUSt run 
between two rows of armed warriors who mike them as the)' go past. 
For 11] illor aas, tiley use dubs, bur swords can be used to punjsh 
serious crime. In some cases, the victim is llOt expected co survive, 
but at least they have a chance, if they are quick and dexterous. 

Ran aid's- followers may sec up elaborate can ganles to punish rhost" 
who anger their God, That takes a lot of time alJd effon, however, 
so many senle for kidnapping the malefaCtor and dum pi ng them 
somewhere EH from home wirholJ[ any money or. in ome cases, 
dorhes. If rhey can get back on their wirs, Ranald forgiVes [hem. 

Shallyans do not believe in pUllishmem. Instead, me,' give the offender 
th opportunity (0 work their way to reconcilia.ion (see Service), 
Those who refuse this mercy may be handed over to orner cults, 

In addition to The Anvil (see WFRP page 175), igrna.rites brand 
cdmjnals, The brand itself deal a Damage 1 Wt, CaLlSe$ a grear 
deal of pain, and leaves a permanent scar idelllifying the crime 
am mined. -jJle location of the brand varies depending 011 rhe 
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crime; brand for most offences aIe made 011 tbe hand, btl! some 
are made 011 the forehead, dealing a Damage 3 hit, while brands 
for perversions of rhe flesh de~1 Damage 4 hits, but are easy to 

COlJ eal. 

"The followers ofTaal and Rhya prefer to Jet the wilderness punish 
those who offend the cult, rarher than taking a hand themselves. 
This CiUl be done in several way_, such as tying the offenders up and 
dropping them in a river. or tying tl1eU wrisrs alld ankles together 
and then rolling them down a hill. Staking a person to we ground 
a.nd pUlfing bait of some form on rhem is used in enreme cases. 

lJlriLalls bcliev-e punish IllCIH is best suffered at rhe kerh of wolves, 
The indhridual is put in a fighting pit wjch one or more wolve> aJad 
left r!lere either for a fixed length of time. or until one side or ,he 
other has WOll. The severi£Y of [/1 acrion determines the number of 
wolves and me equipment, Many Ulricans believe if tb<: offender 
can def-eat all the wolves despite having no weapons, then it is proof 
thar rht initial accusation wa false. and so some zealots facingdire 
, Ucgations volUDlcer for rhis punishmenr. 

Finall)', Veren~ns put their trillt in writing. orne mLIS{ sltnply wrire 
a long account of how sorr}" they are !()r offending the God, while 

others an" lequired to write tlleil' offences, and apologies, into (heir 
OW11 flesh with a sharp reel-tipped pen, Tn rhe mosr serious cases. 
an area of skin is flayed from the ofJ"e.ndets, tanlled into pa.rchment, 
and (hen given to rhem so rhar they can wrire an Jccnunt of their 
crimes in rheir own blood. If the individua.l is il1iterate. they ate 
inlprisoned until rhey learn to write. The Verenans do provide 
(mOlS> bur they are not gentle people. 
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Sacrifice means giving something to the God, something that will 

be a definite loss to the person giving it. It doc require a definite 

clung see Service ior offerings of time and effon). but beyond rhar 

there "Ie many forms it can take. 

First, thL: sa rifice may be destroyed, or it may be given to the cuI! 
to furtht:r the work of the Cod. Moq priests prefer rhe latter foro' 
in m08t case.. , and 'tHyone trying to acrmce a b ok fO Verena by 
bUJIling it risks being lynched by the faithful. However, dc·truction 

is J common (.>rm for animal sacrifices. and sacrifice-~ [0 ~'lanann 

are almost Invariably c. st imo the sea. 

Second. the item to beacrif1ced musr be chosen, Sigmar is said 

to (waul' the 'acritice. by dtruction, of Orc heads. while Verena 
prefers the sacriti e by offering, of books. M,\fl'lItn looks fa\'ourably 
upon the sacrilice of ships; an old one that has been successful might 

be burned while ,H SCJ. or a new one miglu be given to a remple. 

-nle difference benlieen a sacrifice and a g'i r is dlat a sacrifice i a 
majot expense for the sacrificlng ch"racter, Man, fanatics sacri6cl' 
everything they bave to dIe cult, but ordinarily pious ilH:lividuals 

mav make at leasr one sacrifice in thejr IifeuJ11t:" 

SERVICE 
Serviceis doing rhings lor the cull. 'TIle Cult of Shallya i particularly 

keen on service as It is alw'ly.. looking for volulltcc-r.' co work in its 
hOSpitals. Verenam favour th ervice of the literate, to (;(,'1'1' books 

or ocllelwise care len them. Morrians can always USe volulHCCJ gl~lV\: 

diggers, and every cult needs people to dean the temple~ and shrines. 

A particular form of service is the quest. where the believer 

promi-ses co carry out some great deed on !.he God's behalf. Quests 

are most popuhr among the follov.fer.1 of Sigmar alld Myrmidia. 
and rhus offen involve martial activities. A Vel'enan might go 011 ,1 

quest to find a rare book. however. or a follower o[Mallann might 

search filr a 10$t sea route. 

- ATDm.I Of FLBI­
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anati~S srarve. freeze, ,tnd ~<':'H themselves in the h~pe of 
pleaHug, or ar le,lst appeasIng, theIr God. 111ey do It because 

it hurts, '[hi) seerion deals wirh [he efFects that the Fractises of 

fanatic.s have on their health. alld, accordingly, their g-.lme statistics. 

For the most part. they impose penalties. 

ABSTINENCE 
f;lt1at ic.,' enjoy two kinds ()f abstinence. 11,1;' first is a shon period 
of intense deprivarion. showing their cOl1trition for some off'ence, 

or. a period of preparation for some particularly holy deed. 11](: d1fce days or fewer is despised as a poseur by true ascetics. and as a 
other is ,lbstinence susrained ovet dlC IODg term, ro keep rhe Aesh bnatic by more normal comaccs. 
constantly in check. Mo,t fanatics do both. 

For 

SHORT~TERM ABSTINENCE 

111cre are manv kinds of shon-rerm abstinence. A few ['matics even 

try going with~)ut a.ir, but most feel that holding your breath until 

you turn blue is more the province of thtee-year-olds [han the mo t 

devoted servants of the Gods. 

Going wilhoUt sleep is popular. For the first dar, dlis has no effect 
be:vond making the fanatic even more irl'irable and intolerant 
rhan normal. For each day after that, they take a te.mporary -10% 
penalty to Agilit.) Intelligence, Will Powt:r, and Fellowship. Once 
one of rhese statistics has FaUen below 10%, further days without 

sleep grant 1 Insanity Point each, Many hear [heir God talking to 

them ,H this point, Jild so cagerly .leek Out the state, rime. ! £1 

Once ascetics have a chance to sleep, they sleep for [\ve!ve hours 
plm one hOlU' tor every day of wakefuiness. When tbey wake 
up, the penalty to their profile reduces by 1aeyo, and reduces by 
a further 10% for every full night's sleep thereafter. -Ibe Insanity 

Poims are permancm. however. 

al 0 choos 

i e,,'Po ing oneself to cold. Cold weather can inflict damage 00 

AJlOther popular asceticism, often combined with eschcwiJ)g sleep, 

very three days, or part thereof, ,lfter the first three, Ihe ascet ic 

takes a -] 0% penalty 10 each ofWeapoll Skill, Ballistic Skill. 
Strength, Toughness, and Agility. Once one of these "tatistic. has 
fallen below 10%, the ascetic loses I Wound every dar Once he 

has no Wounds left. every tim her Wound lost eKposes him to a 

Sudden Death Critical. lJIese Wounds can only heal if the ascetic 

eat' normally. but if he does they heal as usual. '1 he penalty to the 

ProfiJl~ reduces by 10% f()r each day of normal caring. disappearing 

much more quickly than it developed. 

Fasting [0 the point of losing Wound. or going '\vitho!lt sleep to 

just before gaining Insanity POiIHS, is sufficient penana' to clear 
a character's Disfavour Pool (see Chapter X), as long as he is 

adventuring, and thus suffering from the penaltie , at the same 

addition. thc-se abstinences are often part of the pro ess of 

casring rituals t.hat rely 01'1 Divine magic. 

LONG"TERM ABSTINENCE 

Fasting is tcally lhe only asceticism suitable ror long-term 
abstinence, as the others are toO diH:iculr to COlHrol. The ascetic can 

the amounr he eats. to properly expres h.is devotion. 

In game terms, the player chooses 'l penult)' to apply to cad) of 

unprotected characters, and inflias irs damage every hour. A really 
cold day is Damage 1 if the char'lu<:r i. completely unprotected. 
while a freel..ing windswf'1ll on a mountain peak might he Damage 

5 or more. FamHics who are also avoiding sl >ep have a tendency to 

misjudge the weather and freeze to death, 

By far the most popular shorr-term abstinence is the fast. wherein 
tbe fa.natic eats nothing a.nd drioh only ligh[ liquids. such ;IS 

watered wine..A few drink water, bur that almost always involves an 
mack of [he Galloping Trots or Bloody Flux. The first three days 
without filod mer ·Iy make rhe ascetic irritable; anyone fasting for 
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Weapon Skill. Balli"ric SkUI, Strength. Toughness, and Agility. 1l1i. 
penall:}' rna)' nor take any of the .sraristic.s below 5%, and must 
be rhe same penalty to each sraristic, Orherwise, ir can be chosen 
freely. PenalIies of below 10'% mean rhe characrer looks dlin and 

pale: ar higher penaJries he looks definitely emaciated, Jnd probabl" 

has an in ane fire burning in his eye.s, Ir is also possible to fast ar a 

level that imposes no penalty, but (hat merely has the same e£feces 
as fasting intensively for three days or fewer. 

TIle main benefit is a c1o~er link 10 their God. Miracle-working 

pri "tS experience a concrete manifestation arwis. h,r ever)" full 
10% of penalty imposed hy (heir fasting. they may roll an e:>;:rra di . 
when invoking mirad~. 1hese dice do nor coum for the core, bur 

they do cornu for doubles and triples. Unless rhe extCJ dice aho all 
,110w the same number, rIle double or rriple on the casting dice is 

ignored. If rhe Priesr hi Disfavour Pool dice. tJ1e)' are offset one for 
one by [he fasting dice. 

MORTIFICATION 
\X1hiJ abstinence involves huning yourself by not doing something, 
monification involves active infliction of pain, Flagellation is the 

most common version of this. Normal seif-flageJJarion is painful. 

bUt does not cause loss of Wounds. or inflict any game rule 
penalties. Ir does rake a half anion, but does not COUnt as all arrack, 

Thar is. a character may suike himself once and take a standard 

alta k a",ion in th ' same round. 

.\10~( Hagellatlls ~0011 graduare (0 more seriou, morti6cation, 

FLAGELLATION 
II is possible to inflict more damage by lJ~ing it weighted scourge. or 
imply by hitting harder. A normal whip does R--4 Damage. bUt (he 

titnaric mus acrually ~ucceed at a Weapon Skill TeS( to hit himself. as 

the angle.s are all wrong. Most avoid the whip (or this reason, 

A weighted scourge does 58--3 Damage if used fOf self-flagellation 

or against a motion.less opponent. and 5B-5 against someone who 
is dodging,)\ flagellant cannot mi~s him e1fwjth a scourge. but 

may weJJ fail to do any damage. Unweighred scourges are painfid 
but do JlO actual damage: LmatiC5 often vitch berween the rwo as 

dwy feel (11~ need. 

It is also possible 1O be.:\( oneselfwidl a melee weapon. llds does it 

norm,l1 damage but. as for a whip. a Weapon Skill Te,;t i~ required 
to hit, Unlike with the whip, character waving a sword at himself 
is unlikely to mis,; completely. bur on a failed test he fails 10 do JI1)' 

actual damage, 

A miracle-working priest may gain a real benefit from flagellation. Jf 
he spends ,1 half action to strike himself immediately before casting 

a speLl. he may add a bonus to hi Casting Roll equal to tJx' number 

ofWound ' he losl to the Aagelladon. as long as his Disfavour Pool is 
empty, Ifhe ha~ black marks \veighing against him. (he mortification 
ha~ 110 positivt dt"ect. although he -till takes (he damage. 

Ulric:' Fury does apply to self-AageIlJtion, Ir is quite possible fl)r 

a fanaric to inadveneml), decapitate himself 'This may even please 

rhe Gods .. ,. 
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BRANDS, ScARS, AND TATTOOS 

Hagellant do sometimes deliberately CUt off their extremities 
(adminedlv, Ilot often the head) as a sign of their devotion. A 
f:lagelJam with a sharp implemenr may deliberatc:ly inflict any of 

the perm,ment effects des ribed ill WFRP, page 134 on himself 
-rhi. puts him immediately at zero Wounds, and exrreme bleeding 

means he has a 20% chance ofdying each rOllQd until medical 
attention is received. cllsible fanatics make sure $Omeol1e with 
ba 'ic medical kill is available before doing it. j\1ost trust in tbe 
protectioD of their God, and bleed to death. 

Se/f-mmiladon imp .Ie,; 1 ] l1sanity Poi nt, just as raking a Critical 

\'{'ollud frolll someone else does. 

Mira ie-working priest who mutilate th mselves ill this way get. 
a perll1.uu:nr extra die to roll when casting miracle. , as described 
under long-term bStlI1g, above. 

! lany zealots like to mark their devotion on thell bodies. burning, 
cuning. or drawing the sign of their God onw their flesh. The 
preferred medium varies by cult; Manann's followers prefer tattoos, 
Sigmar's brands, and Ulric's scars. 1'0131's followers use all thrE.'e 

"Imost equally, wIllie Sballyans lind the whole idea repellent. The 
other culrs do not use them much, but also do not flave strong 
preferences, Verenans and R.1nald's cultists lean cowards ta«oo;', 
Morrians rowards scar, and Myrmiclians towards brands. 

Most fanatics make the mark as obvioLls 3., possible. often over heir 
wbole face. This involves the loss of I d5 \'V'ounds when the m,ltk is 

applied, but they heal normally. The fanatic also permanently loses 

10% from Fellowship. and any ability to pretend to be a follower 

of anvther deiry. At the Gi\·fs option, the mark may give fanaties a 
+20% bonus to Fellowship-based Tests when dealing with equally 
fanatical followers of their God. 

-NlWCAuas­
'1""he rrull' devoted t1)lIow a number of paths ill their fen'em service 
.L to their God. -!hi.. SeCtion pre eiltS tWO new options for them 

PENITENT (BASIC) 
Penitents wander the streets of the Old \);?orld. crying out that 

they alC heretics and unworthy while beating rhemsdve,. or each 

mher. to purge their wickedJ1e . Groups of pcnireDts practise the 
Tortute 'kill on each other. which gives members of this career a 
p,lfticularly good under tanding ofhow it works. 

As nOted above. penitents are particularly conunon among 
followers of Sigmar. bUt rhey are found among the more com.mitted 
of the follower. of all Gods. 

- Penitent Advance Scheme­
Main Profile 

+8 

- Scourge of God Advance Scheme­
Main Profile 

when describing themselves: scourge of Sigma;, 'courge of Ulric, 

and so on. 

Skills: Academic Knowledge (Theology), Chann, Heal, Intimidate 

Talents: Luck, Menacing, Public Speaking, Resistance to Chaos, 
Sixth Sense, Very Resilient, Very Strong 

Trappings: Flail or Great Weapon, Religious Symbol, Religious 
Relic, Remains of a Heretic 

Career Enrries: Flagellant 

Career Exirs: Champion, Initiate, Interrogator, Witch Hunter 

Note: You may enrer this career even if the insanity you had as a 
Flagellant has been cured. 
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+3 

Those who serve their God. as flagellants sometime . UIVivE.' 

throwing themselves iruo danger to mite the forces of Chaos and 

Skills: Academic Knowledge (Theology), Blather, Gossip, Heal, 
Intimidate, Tonure 

Talenrs: Hardy, Strike to Stun, Very Resilient 

Trappings: Religious Symbol, Scourge 

Career Enrries: Flagellam, Initiate, Outlaw, Student, Zealot 

Career Exirs: Charlatan, Flagellant, Initiate, Vagabond 

ScOURGE OF GOD (AnyANCED) 

darkness. Those who survive long enough becornt' scourges of God . 
mighty warriors for rheil' deity, blessed with a degree of divine 
prorection. 

Scourges of God are often highly charismatic, and gather other 
fanatics around tbem. tn times of war, the)' are highly praised by 
the culr hierarchy. but when peace comes the priests pref~r to move 

them along as quicldy as possible, leSt they lind too many "enemies 
of God" within rbe {Owns of cities. 

Most scourge of God die bravely in batdt,. bur some do rJ10ve 
on. often to other ,val's of discovering and punishing the corrupt. 
Scourges of God alrnost ahvai's substiture the name of rheir God 
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- TIRSIoNs BITwIBN TIll CuLTS ­
Almost all citizen.. of dlC Empire admit it is important ro pay 

your respeC'ts to all of the Gods. After alL they watch over 
diflerent aspects of life, and all those aspects are necessary to a 

full existence. "Olis is even true of the majority of priests: tanatic. 

who believe only their God should be worshipped are rare. and 
univer 'ally condemned by their own cult. Mo t priests promote a 
'live and let live' attitude. 

The level of tension and outright cautlier between the cults might 
thu be omewhat surprising. This is because priests supponlive 

and let live'. except on verr importam and central re1igio LIS i.s ues, 

u-h as the correct way to deal with the insane, rhe treatment of 
scholars suspected of heresy. and se,lting posidons at civic team. 
On such vital m,Hters, they feel that they must take a stand, and 
their opposite numbers onen feel the a.me. 

THEOLOGICAL DIFFERENCES 
1heological differences are the most fund<lmc.maL hut least 
common, causes of rensions between ults. 'TIle:' arise when twO 
culrs have. differem docrrine.'; on the nature of reality and rhe God~. 

and when members of those cults decide that the differences matter. 
The.se dissensions are [·are. becau.se very few people understand rhe 
detaib of theology well enough to know the differences e:\'en exist, 
and thus find it ditficult to care. Those that do become important 

have normaLly b en tran, Jated into simple terms, for rhe simple 

minch of the laytOik. 

Adyenture Hook: Land Over Sea 

A priest ofTaal has found a way to make the primacy of his deity 
dear; be points out that the sea is fcd by tlle rivers, and thus that 

rivers create the sea..~ rivers create rhe sea. Taal is c1earl superior 
to hIlann, and the temples of ManallJ) should be brought 
under the authority of tho e ofTaal; spedficaJly, his. The priests 
of lanann do not agree. and have starred argulng that the sea 
swallow and destroys dver. orne exrreme followers take this to 

mean that followers of Manann should kill prieStS ofTaal. 

SIGMAR AND ULRIC 
The most famous rheological dUt"erence is rhar between the cults 
of 'jgmar and !ric. Ulricans believe that, as SigmaI' himself wa. 
an UJrican, the Cult of Ulric is clearly primary, and deserve more 
honour than the Cillt of Sigmar, Sigmarites believe SigmaI' has 
become a God at least the equal of Ulric. In purely practical terms. 

the igmariles are winning ~ ithi.n the Empire. 

Adyenture Hook; A BlasphemQUs Hierarchy 

Temples of Ulric outside the Empire start including shrines to 

igmar. 111csc shrines portray Sigmar as a servant of Ulric. a ring 
entirely at the command of rhe God of'Winter. "lbe At-U!ric 
refuses to see this as anything other than honouring Sigmar, bur 
[he Grand Theogonisr and Arch-LeCtors want it stopped. The P 

further cOllflicr between the rwo cult. Of course, nor all followers 
of the [\\10 Gods agree, and some intend to rake more direct action. 

BEHAVIOUR 
Although matters of theologic~j conflia do arise from time ro rime. 
they are far less common than individual di pures between prie.sr . 
eirher wirhin a cult or between priesEs of differem [aid1s. Priests 
work ro behave in ways pleasing to dlcir God, to exhibit qualities 

pt terred by their patron deity. As sllch, when they encounter 

priests who adhere to difte.renr value", who act in mannetS tbat are 
at odds with their own outlooks, c.ontiict can arise. 

T() minimise the potential conflicts betweeJl priests in an area, an 
informal COtlSenSll. is made amongst [he members of an area as 
to which God takes priorir~' in which areas. This minimis the 
contan between members of diHercnr Cllits and also reduces the 

number of disput~ oncerning matter of theological differences. 

Adventure Hook: ~re the Rod ... 

A new priestess telkes over al rhe ShaJl)'an shrine. dndsrarrs 
preaching, Vigorously, againSt such basic puni bmenrs as flogging, 
branding, mutilation, and roJljng down a hill in a barrel of broken 
glass. 111e local priest ofSigmaI' cannot allow her to undermine 
respect for :lurhority, but he's very reluctant to simply arrest a 

Shallyan who has done nothing but preach. Could the Player 
Character arrange ometbing? 

MYRMIDIA, SIGMAR, AND ULRIC 
The three manial deirie. h'lve very different approaches to batrle.
 
Ln broad terms, Myrmiilla value individual skill and cunning,
 

Sigmar values obedience and strength, and Ulric values courage and
 
wild savagery. Membets of one cult <lre? thus prone to condemning
 
the actions of members of ;Ulother cult as Il1Hirary failings. Mos[
 
commanders know devout followers of one God do not work well
 
with followers of aJlother, and keep their troops egregated.
 

Adyenture Hook i Wolves at Spears 

A commander. concerned that the troop under his command are 
forming into religiO\l. factions, mixes the CullS in each division. 1]le 

Myrmidian caprain sra.rts punishing tbe Ulricans for negligence, 
rhe Ulric-an captain Stans PUIlishing the Myrmidians for cowardice. 
The PCs arrive at the fomess jllst as- things ar about to bo~l over, 
Beaslmen are approaching, and while reinforcements are on rhe 

way, many of the troops simply expeCt them to help resolve the 

religious disputes. 

RANAlli, SIGMAR, AND VERENA 
The disagreements between RanalcL on the one band. and Sigmar 
and Verena, on the other, are h<'lSic. Ranald believes in freedom, 

larcen~'. risk-taking, and conning the gullible. Verena feels these 
<lctions are unjust, while Sigmar take a dim view of anyone wJ10 

breaks the established rules. !'vIost of rhe time, the authorities try to 
are approached, independendy, by high-ranking representatives of 

both cult. Both want the practise stopped. without srirrin" up any 
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arrest Ratlald', culrists and treat them as COOlmon criminals, while 
RanaJd's followers seek to embarrass the powers that be, 

Adventure Hook: Sowing Discord 

The cultists ofR: nald in a town moutH a panicularly penaclllar 
campaign against rJle prominelll Sigmarite and Verenan temples. 

l1lis pushes the other tWO f:liths rogether. and theY' mOUllt a 
countcr-attack, searching for Ranaldans. SO()Jl. howe;;vcl. the 
Vercnans are repdled by d)c Sigmarites' m thods, and tart trying 
to rein in both sides. The rown i split three way, and more and 
more of the population are aligning with one hCtion or another. 

SIGMAR AND VERENA 
The cults of Sigmar and Verena differ most strongly over tbe 
correct anirude to people wbo question the assertion' of autbority. 
Verenans regard thi a~ a religious duty. something esselllial to the 
f10ucishing of civilisation. Sigmarltes regard it as the first sign of 
blackest heresy. to be punished severely, possibly by burning at the 
stake-. 1he tWO cults also disagree over rhe vallie of studying books 

on the Ruinou Powers, the balance t<) he struck between punishing 

the guilty and sparing the innocent. and the kinds of evidence thar 
sholild be acceptable in a trial. 

Tt is not t.he occas.i<.>IJ;l1 tellsions between the cults that are 
silrpri ing. bur the facr thar. most of the time. they get along fairly 
well. Thi is largely because they agree Oil the proper treatment for 
actual worshipper of the Dark God·. and Verenan invcstigators 

are at least as good ar fem:ri.n thm1 our as witch hUlHer are. Stili, 
more than a few wirch hunters decide that Verenan temple arc 
hives of heresy. 

Adventure Hook; The Smell of CorruptioD 

A Verenan priest hnds evidence of corruption. and passes it on 
to the PCS, who have resources he doesnr. His informarion is 

generall), good, aJbcit incomplete. The;;n he passes on evidence 
suggesting thar a notable witch hunter has fa.lle;;n to the Skull Lord. 
The next day, that witch hunter a (lISCS tbe whole Verenan remple 
of heresy, a.nd the worshjp of the De poiler. \Vho is right~ 

TAAL AND THE CIVILISED GODS 

Taal and Rhya are primal nature God and they encourage 
eanhy practise. -rheir holy sites arc fashioned with suggestions 
alld symbols of fertility, fecundity, and of course nature. Tho e 
who venerate these Gods are much more likely to embrace 
their pdmitive natures, dwelling in the remote place.s, drinking. 
debauching. and embracing the n,uura) world. Given their 

unconventional methods of worship. confliCt reg;lrding decorum 
and behaviour is bound to arise between priests of these and (Jther 
faichs. 111is is especially true of city folk and ptiem who follow 
Verena and 1\.1yrOlidia. since TaaJ and Rhya are so clearly at odds 
with rehnelllem. philosophy, and tne sciences. 

Adventure Hook: Caught in the Crossfire 

A priestess of Verena travels to a remote village in \Vissenland 
onlv to find she i nor welcomed. Intent on spreading the value 
of lea.rning and culture, she finds th locals embrace the shocking 
dtuals and practises ofTaal aod RJ1ya. Horrified by the initiation 
rites rllat usher lads into manhood, and the coarse rituals that 
WOmen undertake as part of their worship of Rhya. the priestess 
liees back to Null), claiming the village is overtaken by culrists 

o[ the Ruinous Powers. lhis prompts the authorities 1'0 send an 
expedition w the village to c1e>.lIlse out the infestarion, ofwhich the 
pes 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 
specHt course of actions..A.rgumenrs over theology or behaviour 
ma . have the ability to tear an)' community apart and leave the 
streer knee-deep in blood, buc at lea;;t they have dignity. Personal 
differences, the most common cause of disputes between cults, do 
IlOC even have chat. 

Personal difFerences can arise from almost anything. A priest might 
re.senr. the leader of another cult being given precedence at a. cidc 
feast. or feci that a sermon insulted his cult. or him personally. It 
may be com.petition for a woman, or worries over reduced donation 
revenue as another clllt grows in popularity. 

Adyenture Hook; Lust in the Heart 

These disputes are often dressed up in ethical and theological rerms, 

bur they can only be resolved if the ~Jersonal resentments and 
rivalries involved can be defu ed. 

A priesI' ofiYforr decides his God has told him, in a dream, that the 
local high pricsres.1 of Shallya is turning her temple inw :l. brothel, 
attracting donations by offering the f.wours of the priestesses. 

While a lot of the citizens of the town would like it to be true, the 
high priestts swears there is nothing to it, and rhe priest of tvlorr is 
just upset beeau e she rebuffed his advances. She wallts the Player 
Character' to stop the campaign against her, so that the temple can 
get on with healing the sick. 
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Alrhough me majority of the citb:ens of rhe Empire worship the 
nine Gods condoned by the Emperor, there are many, maul' 

Gods revered by citizens. foreigners, and beretics alike. 'orne of 
these are aspects of rhe main Gods. minor deities. nature spirits, and 
ab:rraet concepts venerated nOllemeless. :\1.10. mere is a \."J$t swathe of 
forbidden Gods--deities that bave·jther fallen our of the faYUllr of the 
citizen> of the Empire. or cue affiliared wid, one of the Ruinolls l'uwero. 

With fe\\" exceptions, none of these other Gods are worshipped 
on a scale reo embJing thar of' the primary nine. ivlost have simple 
hrines or a lone temple dedicated TO rbeir name and that's all. 

Worshippers are eirher concentrated ill one loeadon or ,caltered 
widely, but thinly, u1l'0ughollt the Empire. 

The Gods described here are neither sanctioned by rhe main cults 
of the Empire nor wide_pread. and in some cases. are outright 
forbidden. These include the dejtie.s of the orher Imperial races­
Dwarfs. Elves.. and HalBings-Cll](s on the rise in populariry. and 
even the vile Gods of Chaos themselves. 

Creating New Cults 

~ew cults spring into existence every day, JUSt as old ones die om 
from a lack ofworshippeTs or are purged by witch hunters and 
other authority figure.s. Most citizens of the Empire readily accept 
me facr thaI people can and do belong to muJtiple cults at rhe same 
ume. Cu.lts most clearly differ from secret societies, guilds. or other 
organisations. in the following ways: 

"TIle group pays allegLmce to a Goel or spirit.
 
Member of the group spend a portion of their day in prayer
 
or contemplation of their deity.
 
Sacrifices and offerings are presented ro the God on a regular
 
basi. .
 

lbe G1\·f should feci free ro create new cults as needed. lhese can 
follow the similar tr,lits of the forbidden culls described in Chapter 
VIII: Religion & Beliefiu W'FRP. although they caD be legitimate 
and Tteed not ascribe to any of the Ruinous Powers-for example, 
.om cult are created for tbe worship ofVener,ued Souls (see page 
95). both Ilvlng and dead. Most new cult. are very smaIl, focused 
in their numbers ,mel goals, and keep their activjties either cluirely 
secret or vague enough so as not [() draw the atlelllion of witch 
hunrers or others lhat mav disagree with their dealings. 

GUNNDRED 
Gunndred is the God of Rustlers and Blackmail. He stands for 
l<lking what you want by rOtC and fear. leaving frightened victims 
behind 'ou. Hi cult is currently rcuher localised. bur it does 
seem to be spreading. He is generally portrayed as alar e, brutaJ 
man wearing travel clothes, but some worshippers depict him as 
an extremely fat man dres ed in rich domes and covered with 
jewellery, with at lea t balf a dozen large thugs standing behind 
him. 

Unlike Ranald. who concenrrares On the luck and skill of rhe rhiet~ 

GUllOdred emphasises brutality and intimidation. A follower of 
Ranalel might 'neak inro a house and steal all the money withoUt 
waking a soul. A follower of Gunndred would (urn up with allies. 
wake everyone. beat and torture them aU. rake aJJ the money. and 
promise to retUrD in six l110nrhs to rake all their money again, 
while rhreatening to kill them. slowly, jf they tell anyone what 
happened. He would not expect them to abide by the laSt threat: 
indeed, toJJowers of Gunndred want to gain a featsome reputation, 
so he viOuld hope they did not. Most followers would kill only one 
member ot the family on the next vi it. generally Olle who was nOt 
earning a living. 



Chapter V: Other Gods
 

GUNNDRED AND RANALD 

~
 

Many people believe GlInndred is an aspen of Ranald, as 

both appeal to criminab. Both cults deny this vociferously. 

Follower" of Rallald are repuJsed by the wanton violence of 

GUlIndred's foliowers, while GlInndred's worshippers see the 

CuI, of Ranald a. a group of effete sissies. 111cre are many 

merchants in Tibl 'lOci dl<~ Border Princes who pray ,0 R,3nald 
for protection from GUltndred. 

CULT SKILLS AND TALENTS 
Initiate,: Tntill1 idaIe
 

Pdt.';.': J'\l1imal Care, Menacing Torture
 

,.----..,---------.."...-----.",-.------.'­

STRICTURES 
Priem of GlIIIndrc.d abide by the following strictures: 

l3e feared. not lov<;;J.
 

Live by what YOll have taken from odlcrs.
 

Leave no victim unmarked.
 

Leave survivor to pread the fear ofyour name.
 

AREAs OF WORSHIP 

GlInndred's largest cult i based in dJe Bordcr Princes, ,ud is detaUed 

bclo\v. He is also worsb ipped by some of the more brutal racketeering 

groups in the Empire, particularly in the south, and heis popular ill 
northern Tilea, near the Vaults, wbere he is known a Sconduino. 

Tilean worshippers ofren pur-ue brutal feuds and vend ttas over 

slighrs co rheir "honour;" other worshippers cl im Ihey need no 
(;.xcuse for violence. and look down oll1cwhat on the Ti leans, Borh 
group do recognise rhey erve. the same God, however. 

SYMBOL 

GUllndred's primary symbol is the lasso, which coincidentally looks 
a good de~J like, noose, He i. 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. 

111is is because {he cuJlists a.re all brutal criminals who believe iJl 

drawing attention to themselves: most cults are crushed by the 

authorities before mel' can grow to any size. Some cults have been 
cru hed by organised crime before they provoke the aurhorities into 
inrerfering witll business. 

In recem years, however, a group based in the Border Prince' 

has managed co grow to a substamial size. 1hi5 has always been 

a fertile area for GUllndred. as the absence of cemraJ authority 

makes life easier for his followers. Ind ed, some of rhe Border 
Princes themselvc have been followers of the God ofRusder, and 

I3lackmail. On ilie whole, however- thl;;5e groups haw stayed small 
due to infighting, and rhe lack of prosperous people to imimielatc. 

"lbe new group changed that by concentrating on rusding­

slealing canle. 1his bas always been a pan of Gunndrcd's porttOlio, 

as there is no way to subtly and elegantly steal a few dozen livillg 

cows: intimidating the cowherds ha. always manered. EmphasisiJJg 
this area has allowed lhe cule to grow within the Border Princes. 

and its spreading reputation has led to many people in the Empire 
tJlinking of Gunndred as primm·ify a God of cattle thieves. 

Activities 

The members of the culr have a diStinctive ryle of cattle tbeft. All 

members wear bright red doak\ and carry shields palnted (badly) 
with a co'" skull and lasso. The leader of a raiding group rries a 
standard composed of a cow skull on a pole, with a Jasso hanging 

from a eros. -piece below. 

Any guards with the can]e are tortured and then killed in tront of 

the cowhnds. 1he cultists often kill the guards by staking them to 

the ground and rhen driVing the cattle over them. Cowherds who 

resist rhe group are murilared or murdered. A common pracrise 
j ro lie ropes to the cowherd's arms and legs and arradl the cords 
10 the canle, who slowly wander aparr until the victi Ill'o limbs are 

10m from ilieir body. Other techniques in Iud inciting a hull 

to gore the vicrim, and in some rare cases. such iJldlviduaJs are 

disembowelled and left for dead. Anyone who runs away quickly 

enough b allowed to escape unharmed, and with any valuables 

tht:}' III ight have been curying. a I(Jng a they leave all the catde 
bebind, 

As the eulrists are competent fighters, and rravel in groups of at 

least a dozen, most cowherds run as oon a they see th.e cloaks 

and standard. Groups who prerend to b member of the cuh are 

offered member hip; refusal is unwL'e. 

As it ha~ grown, the cull' has dive.t jfied inro proteCTion rackets and 
highway robbery, but these remain relative!, minor, at least for 

now. While it remains based ill rhe Border Princes. it has spread to 

Averland. which has a thriving catrle !tade. 

Organisation 

The cull' is divided into bands, each led by a chief. who is also 

a priest of Gunndred. Jv!ernbers of the bands, re often oudaws, 
mercenaries, orlimilal' violent types, allhollgh a few will be 

initiares. 1he cult as a whole i' led by Master Guunslieb, and he 
makes sure that ever)' member fears him. 

Recruits need On.l}T find a band and ask to join. 1\'10 or three of 

t.he members beat them up, and rhen iliey are members. ']bey are 

given the worsr, most dangerous jobs until a newer member joins. 
Anyone trying to Aee rhe group is caught, beaten, and rhen taken 
to Master Gunnslieb for 10wexecUlion. 

Every band meeu with I'vlaster Gunnslieb and his band (ollr time.s 

per year. 1he band must divide its spoils into tWO lot Jlld Master 

GUllnsJieb takes one lot. Most bands tbus divide in ha.lf as caref1.1lly 

as they arc able, Concealing loot warrants death for ilie entire 
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bwd, although the memb 
beaten, and thell allowed co live and remain in me cuk

rs who revealed the deception are merely 

Master GUJ)llslieb himself is a lnle thief. bur he has shown no 
prejlldice agaulsI groups that choose w concentrate on racketeering 
or highway robbery. as long as they produce large amOllntS of loot. 
failure to steal enough is grounds for Master Gunnslieb to execute 
a random member of the band. 

L'Kll band is e..xpecrecl to find ltS own way [0 fence its share of irs 
loot. It j acceptable to fence cattle firSt, and then pass the ash 011 

to Master GUJlllslicb. but he is also happy [0 receive laO! that is still 
on the hoof 

Personalities 

nnndred'. emphasis on reputation means thar many of the 
members of cult try to ~tand our. Only :l coupk have repmations 
that have spread far, however. 

Master GunnsJieb 

Ma.mr Gunns[ieb (his name means "Beloved of Gllnndred") is the 
I~)llnder and leader of the cult. He was born ill the south of rhe 
Empire, bur he has made: conlrad!ccory claims as to where, Jnd " . 
to wh . he fled. No one dOllbcs that he committed a bnltal crime 
and fled justice, and mOSI assume tbat people are still afrer him, C f 
course. anyone trying ro bring Master GUllnslieb to justice needs [() 
join [he queue. 

Master Gunl1slicb is f.1mou, Tor hu brutality, 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 rhat Master 
Gllilnslieb has truly miraculous power-. 

J'1asler Gunnslieb is now i his late thirties. and fear thaI he is 
slowing down, He has also realised the cult is growing beyond hi. 
ability (Q personally control it, and is nor sure vvhat to do about 
this. He Cannot bring himself to trUSl any underlin~, but also 
does not want to reduce the amount ofloot he gets by making the 
cult maHer. He is considering the option of becoming one of the 
Border Prince., and letting parts of Ihe Gult go their own way. 

Chief Bloodjaw 

ChiefBloodjaw's real n;lme is Lucilb Tavert-anien, but she is famous 
under a name she earned b 'bidng chunks from the cheeks of 
captured cowherds before hamstringing them. he does nor clean 
lhe blood from her mOllth, so her teeth are rotten and her br~ath 

Hinks. Her band is extremely dfecrive, and rumour 5a\' she has 
recently djsplayed miraculous power., similar to those displayed by 
Ivfast r GunnsJieb. 

Adyenture Hook: Perilous Rebellion 

A group of young nobles has decided to set up as a band of 
'lmndred dressing themselve appropriately and robbing 

slagecoaches. 'Ihey are much more polite and much less brLltal 
Ihan typical Gunndred worshippers, but rhe culr is srill after 
them. Some of the youngster are blown to the PCs Uf their 
friends. and the PCs get asked to protect a bunch of thin'e. 
from a far worse bunch. 

Chapter V: Other Gods 

HANDRICH 
"Mone)', power, and influence-rhese are my Gods.
 
And Handrich represenrs all rhar is money, power, and
 
influence!'
 

-BlANKA GRUTZNER, HEIRES.~ TO THE GRlJTZNER DRY GooDS 

CoNSORTIUM, ALTOORf 

Seat of Power: Marienburg, with small chapels across the Empire 
Head of the Cult: High Prie5r GOlldenkruin in Marienburg 
Primary Orders: one 
Major Festivals: Marktag (tvfarket Day) 
Holy Books: None 
Holy Symbols: Gold disc, crossed fingers 

DESCRIPTION 

Handricb (also known as Haendr)'k) L, a minor God p pubr wirh 
traders merchants, burgher, and others uwolved in making a 
profit through business dealings. Although mosr peasant, consider 
a[1 business folk to be swindlers, cultists of Handrich are more 
concerned with prosperity for all through commerce-what 
benefits the merchallI often benefits those around him as well. 

Ourside of Marienburg, where the cult is based and is the strongesr, 
many people confuse Hand.dch with an aspect of Ranald known 
;\$ "The Dealer." For those in the know, however, the di tinction is 
c1ear-Hamlrich is the God of legitimate business, while thieves. 
smuggler, and conmen worship R.·lllald, Ihough rhere are many 
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is ml110ured tbat high-level 
mcmb"rs dabble in rimal magic 
[0 irlcrease their fortunes. ~ 

SYMBOL 

111e primary symbol of 
Handrich i a gold disc. 
commol11y illterprcrcd ;15 a coin. 
Culd rs often carrv a bl.mk 
coin in lhei r pocket or worn 
abolll their neck [() show their 
devotion [(l [heir God, 

Anomer symbol of Handtich 
i a hand with its hnu-ers

" crossed-clle . arne symbol 
commonly as~ociated wirh 
Ranald. 111is has proven a 
seriolls bone of contention 
between culrists of Handrich 
and those of R'lnald rhe 
Dealer, for each Jay claim to 

rhe symbol. In Marien!Jurg, eullisrs of Handrich shl;w this secret 
>rmbol to fellow cultim by using their right nand, while cultists 
of Ranald use their lefr. Confusion abounds, however. and mure 
rhan a f,>w altcrcadons have occurred when oppusing culti tS usc 
this sign. assuming the orher person belongs W their p,lrticllhlI 

culr, onJ}' to be miStaken. 

CoMMON VIEW 

Chapter V: Other Gods 

"Nothing more than a face for those money-grubbing 
merchants out to pick your pockers clean fora loaf of bread 
or new pair of boots. They call this God Handrich. 1 calt 
him "greed," nOthing more." 

-RUDIGFJ\. SnLRoTI, RAG PICKER 

"Our cult has brought norhing burforrune and goodwill 
ro the people. Through Handrich's blessing the money tha.t 
we bring in trickles down to rhe people in need. Why, irs the 
perfect system!" 

-JOHANN MEYERS, lANDLORD A."ID CuLTIST OF HA.."IDRlCH 

"This upstart cult is nothing more than a ruse and a sham. 
They claim co be 'legitimate' businessmen, but honestly, is 
there such a ching? Maybe Handrich is some big joke by 
Ranald, designed to res! our faith and patience'" 

-HFLMUT NEUBER, CoNMAN 

exarnpl> on both sides of rhi 
not necessarily being true. The 
tWO culrs have lr~ll(:d.1 health" 
sense of ompctidon between 
them. and. so far. it h;u; not 
erupted into 'iolence, though 
theft, backrooJl) dealings. and 
orher c/iny nicks are cumidered 
fair gam~ b~tween d'lC rwo, 

1he Cull e,( Handrich organ.ises 
it elf ilHO fraternal groups 
and secret. ocieries. compu cd 
of mcrch.1JHs and wealthy 
burghers. 'Illese groups' 
goals include fostering a 
spirir of compctitk1u. f()rcing 
competitors (Q capitulate in 
busin . ,mel the spiritual 
enligh ten men t dla t comes 
from COiJllll\ln ing with both 
comrades and the deity. 
1hese groups are exrremdy 
hierarchical, with many initiations dlal must be pas ed before 
moving closer to the iuner circle. l\-lanv members believe they are 
simply joining some form of guild. obiivioliS to the machina;iolls 
occurring behind ule scenes. 111e inner circle. however, works to 

set price,. lower taxes, and raise more money for the building of 
temple, and expanding the word and influence of Handrich. It 
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AREAs OF WORSHIP HANDRICH: AsPECT OF RANALD? 
Ha.ndrich is found primarily in the dty-state of Marienburg, where 
he has proven wildly popular, somerimes eclipsing l'vIana.nn's ,ta.tu.re 

there. 0 self~respecting merchant in that cit)' would pas up tilE' 
chance (0 give offerings to the God ofTrade. 

Outside ofMarienburg, Handrich is primarily tound within the 
large. t cities of the Empire. 1here i a small temple in AltdOl{ 
.lltbough plans exist to expand on the building or create a new, 
larger srrucrure in the fumre. In orher c.itie , shrines to Handrich 
are found around public markers and within the homes of 
merc!l:llHs. Devour culrist.s of Handrich are happy to spread hi 

word while they go abollttheir daiJy business of buying and selling 
for PlOh[, 

Handri b is also popular in EstaJia, Tilea, and some of the. dry­
rare. of the Border Princes, and this popuJarl ty is increasing 
'teadi! '. Those tC wns ,Uld cities t hat distrust or perseCUle members 
of Ranald's cult are far more likely to allow cwo tS of Handrich 
into their gares. I'or this reason, cultist ofRanaid sometime steal 

the pendams from Handridl worshippets, in ,il effon [0 pas 
themselves off a "Iegitim'lte." 

TEMPERAMENT 

Handrich i~ depicted as a on tented and jovial figure who delight. 
in borh rhe acquisition 0 wealth and the spending of il. He i. the 
consummate,seller-charismatic, .smooth, and likable, and seems to 

·,-jew his cultist not so (llLlch ,15 mere worshlppers, but 015 business 
partners, Handrich j shrewd in h.i dealings and expects his culrists 
o be smarter and faster than rhe people rhey de.al \vith. Culrists 

believe Halldric.b w;llche.s every uansaction and busines dealing. 
Building charitdole works is also highl)' encouraged, though olie.n 
with some secondary purpose. such as a tax shelter or mean of 
aVOiding inspection of goods. 

On the negative side, Handrich is bow greedy and manipubtive, 
exhorting the belief that [he ends justify the means. rn Handrich's 
eves. if you make a profit from someone. else's stupidiry or 
ignorance. than tllat'S coin better spent c)n better venrures, Cultists 
are encouraged to pm up rhis double: standard of pre.seming a 
l' specrable f..'lce 10 [he public, while fleecing them with fixed prices 

and false shortage". 

USING THE CULT 

The Cult of Handrich can he used ,1S a good disrraction for those 
expecting to deal wjrh cultist" of Ranald. Although their belief are 
imiLu, culrists of Handri 11 are mllCh more publi and open about 

their activities. For more suggestions Oil using Handrich, be .sure to 

check our WPRP Compallion. 

Adventure Hook i Imminent Domain 

Thanks to general!.. donations and wise investment by it- prie rs. 
the Temple ofl{andrich In Marienburg is being refurbished and 
apanded. While the new south wing of rhe temple h being built 

into a previou ly vacant pace, rhe planned north wjng has been 

delayed due to the facr that the owner of the building, a dealer 
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AlthOllgh Handricll is a relarively new deity, the question begs 
to be answered: is he reaUyiusl an asp,;:ct of Ra.nald under a 
different name? Throughout mudl of tbe Empire, Handrich 

and Ranald are considered the same, though worshipped 
under both names wirhout much rhoughr. 1hose that rravel 
in[o the rar reaches of rhe Empire strive (Q show rhe differences 
between these twO God, and, over time, the. plit between 
rhe tWO Gods is being accepted. In fact, with the rise of the 
middle class, compmed of merchants and burghns, the cuJr of 
Ha.ndrich is probably the Ltste. t-growing cult throughout the 

whole Empire. 

In Marienburg, however, tbi;; division between the Gods is 
very di~riDct. 'TIle twO have their OVi'n temples, which are 
constantly trying (() outdo each odler in terms of sil.t: and 
exrravagance of wealth di'played. Cultists of Handrich 
open ly displa:' thei r ymbo!. while culti t of Ranald keep 
them hidden. Both have roughly the ,ame level of influence 

on local politics, but the Cult of Handrich is far more 
transparent in its dealings. 

'The common people Ewour RanaJd far more tl1:U1 /-l,)odricb, 
seeing the lauer as just one more aurhoriry figure out to get 
their coin-at least Ranald is up front abo~lr his greed for 
gold, while Handrich simply want, to raise prices in order 

[CJ get it. Some people see the wisdom in worshipping both 

deities, hoping to garner the suPPOrt of uJese Gods, regardless 
of rhe fact that they may be the same thing. After all, tbe 
Empire is full of Gods who all de erve recognirion, thev claim, 
so what harm in tlle.re in recognising both? 

CULT SKIllS AND TALENTS 
In i rfare.<: Evaluate 
P,.iests: Dealrnaker, Haggle, avvy 

STRICfURES 
Devout worshippers of Handrich are almost invariably 
merchants or involved in some form 0 profit-making 
business. As a result, many of [heir strictures would not sound 
alit of place in a merchants' guild, although culti rs mke their 

duries much more seriously. 

Make a profit every day. 
Tfyou form ,1 pannershil' in trade \virh a person. an 
oath must be sworn. 
GiVf charitably but within rea. on. 
Never use vjolence for gllin. 
Do not get caught in a lie until vou have left tOwn. 

• • I 
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THE CoMMON VIEW 

to Ulric and many claim to worship that God under the name 
Ur ash. 

111e Lady of the Lake, the patron Goddess of Bretonnla, is 

worshipped ver)' linle o~ltside that country, and is entirely confined 

to Bretonnian expatriates, The most common beliefin tbeEmpLre 

is thar she is a servant of Myrmidia, or an aspect of that Goddess. 
Mytmidians tend to rhe belief tbat the Lady serves their Goddess, 
while most other faiths believe the Lady is just anotber name fat 
Mynnidia. 

111C Gods of Kislev are rypically seen a5 aspecrs of the main Gods 

or the Empire. Ursun, the Bear God, is linked to TaaJ. and Tor. 

the StOrm God, generally to Ulric, or to Taal again. Dazh, God 

offire and the Sun, used to be linked to TaaJ. bm recendy an 
identification between bim and Myrmidia has becom increasingly 
popular. However, a significant number of northern Empire folk 
see the Gods of Kislev as separate deities, worrhy of worship and. 

respect in rheir own right. The three Gods are typically enshrined 
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'The Gods show differenrfaces to different people, bur we all worship rhe same powers in rhe end." 

-GAWlN GoDTGRAF, BEFORE H1S ENWUNTER WITH 1'E.\fPL-\RS OF SIGMAR 

"Any foreign God could be a deception of rhe Ruinous Powers. On(y by re(ying on Sigmar can we remain safe." 

-<it.WIN GoDTGRAF, Arn..R HIS ENCOUNTER 

"Judge a God. by his deeds, nor his name. The Ruinous Powers would even cQlI themselves "Sigmar" if rhar would snare afew 
more souls. ThefolloUJers of Ursan stand against the hordes, and their God is no Daemon." 

-SEMVND THE UNSWEl\.vlNG, !NYFSTlGAroR FOR THE ORDER OF THE Cl.E.!4"1SING FL\..Jo,\.E 

"When in Lucdni, pay homage to Lucdna. It'sfoolish ro risk offending a God just because we don't worship her back home." 

-LoRNA OF WURSTIill.\-1, MERCHIu'IIT 

-

"All foreigners worship the Dark Gods. I went there, and there wasn't a single remple of Sigmar. Why else would rhey fear 
Sigmar? They are dearly culrisrs." 

-AulERlCH "THREE SHIFLDS," MF.RCENAAY 

'The so-called 'Lady of the Lake1 is served by harlors and warriors. Thar sounds like rhe Ruinous Powers ro me!' 

-DEMONA OF BRASTHOF 

Other foreign Gods have few worshippers. and are regarded as 

aspects or servants of the Empire Gods, Ot of the Ruinolls Powers. 

TIlese opinions are shaped by the relationships between narions. 
Thus, the violent Gods of the orse raiders are often seen, ' 
aspects of the Dark Gods. particularly the Lord ofBanles. Norse 

berserkers in the Empire typically give public allegi;mc , at least. 

MOSt folk of t.he Empire arc scomfl1l of foreign Gods and can't 
undersrand why anyone would stray from the worship ()f 

Sigmar. \X'hilc the worship of uch deities a Shallya and Morr is 

widespread. other nation;; also have (heir own distil1ctive Gods, and 

these Gods have some followers in the Empire itself 

By far (he most important of these is Myfnlidia. She is original1y 

the Goddess ofTilea and Estalia, bLIt the growth in populariry 
and influence of her -illt means that. in some parts of the 
southern Empire, she is no longet regarded as a foreign God. 

In the north, however, people stil1 remember, and suspect. her 

southern origins. 

in antiquitie.s named Leopold \'Of) Sturrbon, h,l, ['efused to sell 

the building.. despite the mas ive amounts of money offered. Von 
Srurrbon does not se~lll ro agree wi th the cult's beliefs, ma ki ug the 

situation all that more tense. 

'nlt pes are approached by the cult (Q apply outside pres ure on 

von Srurrbon, 1he priests pro~'ide money for the pes (Q make 

a deal, eitber througb bribes, blackmaiL or whatever means, 

However, the priests make it perfectly clear they do not waJll their 
names involvl:d in any manner, and do nor want to know the fulJ 
detail of how the pes get the job done, 

\\;1hel1 the PCs talk [0 von Sttlrrbon. the)' find him [0 be a very 
unpleasam person. although his concerJlS for his property and businl:sS 
are sound and heartfelt-with a catch. He claims thar when he pa.~ses 

awa)~ the property is intended for rhe Joall Si<\maritt. to build a new 

temple ofrbeir own: an}' investigation into this prove. it to be true. 

111e PCs must decide which side tbev are to take: go with the 

cultists of Handrich in r moving von Stl1rrbon [i·om his property. 

or side with von Slurrbon in revealing the underhilIld methods of 
the Handrich worshippers. rf the PC. choose to skip town emirdy, 
the cult sends "mindel's" after them to ensure they never speak of 

(he deal again, and tho t they never COIlle back to the dt., 
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rogether. as their cult is tiny within t.he Empire. but such shrines
 
are as common as shrines to, for example, Mon or Verena in the
 

ans of the Empire near the Kislevite border.
 

Attitudes to KL,]evite deities are generally posirive as Kislev 

11<lS been 3n important ally against the forces of Chaos for 
celHUl'ies. The cults ofTa,tJ and Urslin. for example. get on 

very welL as dlCy have very similar attitude. Tl.a1's worshippers 
think the focus on bears is a lltdc strange. while Ursun' cannot Minor Gods are often iclenrified with foreign deitics. There are, for 

understand how Taal's followers manage to miss th true superioriry example, many GOd.1 ofmerchant5: Handrich iII the:: Empire, Haendryk 

of ursine existence. On the other hand. cultists of Ulric tend to see in the'iX!..mdand, 0 Prospero in E,,,cilia, and J"lercopio in Tilean. Most 

Ursun', worshippers as rivals. but not enemies. and the feeling is people. both inside and o\H5ide the cults, tend to think rbat these are 

mutual. Each cult wants ro prove itself superior. bUt recognises that all different names for the same God. If one branch prosper and Starts 

tlle other has many fine qualities. trying to impose irs will on the othel'S. rhis can change. 

.~ 
~ 

TABLE 5-1: FOREIGN GODS 

adon Deity pbCJe ofloRucnc:e 

Bretonnia Lady of the Lake Bretonnia, Chivalry and 

Nobility 

walia o Pro pelO Merthant 

Kislev Dazh 

Tor rorm , Battle 

run Bears 

orsea Menncdl4li The Sea ofClaws 

Ursash Bear Hunting 

TJea Lucan Luccini (Twin ofLuccina) 

Luccina Luccini (Twin ofLucan) 

Mercopio Merchants 

- Dwar, Pu AND HAI&ING GoDs ­
The 6:lllowing deilies ar venerated b' the other races that call 

the Empire their home. 

THE DWARF GODS 
Dwarf religion revolves around rhe wor"hip of their ancestOrs. 
celebrating their deeds and giving thanks to their legacy, Although 
Dwarfs seem to worship a pantheon of Gods. Ihese deities are really 
[he most imponant of their ancestors. those founding fathers of [be 
Dwarf race vlhom all clans have in common, 

Dwarfs ,Ire stoic and privale, and their religion ref1cm this. Dwarfs 

rarely speak of d1eir religion, and do not seem ro pray. 111cir temple 
are only found in t.he deeps of their hold~. \'('orshjp is a personal maner 
betwe n a Dwarf and his God, and religious rites and services are 
unheard of Instead of prayer, DwarfS worship their Gods by telling 
swries and singing ongs. celebrating the heroic deeds of their ancestors. 

Among t Empire Dwacts and otber Dwarfs living amongSt men 
rhi holds doubly true, (or ir i a way to maintain a connection 

wirh their homeland. Temples ro the ancestor Gods do not exist. 

altllOugh larger shrines usable by Dwarr~ exi [within the larger 
cities of the Empire that have a sizeable Dwarf communiry. 

Humans tend to treat the (ajd} of [heir closest a.llies wirh respect. 
if not ultimately with undcrsrallw ng, Sigmaritcs in particula.r have 

a great deal of respect and honour for the failh of Dwarfs, seeing 
a great deal of' similariry her-veen Sigmar and the Dwarf Gods. In 
returll. most Dwarfs respect Sigmar for his achievemenrs as a man, 
although rhey do nor worship him. 

1l1ere are mose Humans who come to identifY suongly wilh a 
Dwarf God, especiall~y tbose living in towns and cities with a Strong 

community of Dwarfs. worshipping (hem much as thtl' would 
a Human God. [0 tl1e bemusemenr of Dwarfs, elf these Gods, 
Grungni bas the highest number ofHuman worshippers, especially 
amongst artisans. and there i even a Human-built temple to 
Grungni in uln. 

1here are count! s aJlceSwr 'ods--each clan, hold and Dw,l(f 

family have their own ancestors whom they worship. Bm there are 

three ancestor God, whom ali Dwarfs pray to. 
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----'------- ­
DWARFEN INVOCATIONS 

Dwarfs are tamo\ls for their oaths and curses, and the most common of these are the invocations to their Gods. Exampl.:s include: 

Grirrlliir's Scmd!, ~v the (),obs ofValaYIl.', or the <,vet popular G"tmgl1i:, Tl'li/tltiol/! RaIely do these invocacion$ have an dfect on rhe situation 

ar hand, mber than ro express hock, dismay, or rage, bllt every once in a while, a God may show favour to the Dwarf, panicul. Ily when 
the need is dire and the Dwarf acts in a manner honouring his race. As an optional rllle, the GM can gram a 1% chance for a Dwarf 

cha;:acrer invoking his God to gain a +5% bonu. to hi" next Test. 

Grungni 

-nle God of Mines and Artisans. Gruogni is tl,e father of the Dwarf 

race. H· taught tbe first Dwarfs ho\v to dig deep into the earrh, 

and how to mine ore and smith metal Grullgni is the one God 

of Dwarfs most identifiable to men. and the one \vith rhe Inose 
Human worshippers throughom rhe Empire. 

Grimnir 

i\ warrior God, GIll1llljr rhe Fearless personifies the courageous 

lJature of the Dwarfs. He i 

peciaily popuhu amongst 
the Cult of the Slayer, who 
revere hi 111 as rhe Slayer Cod. 

Although the concept of a 
warrior God is a familiar 
one to men, the concept 

of slayers-and theref(Jre 

tbe Slayer GOd-lS lInedr 
ul1f~,homable. 

VaJaya 

As rhe prQtector and mother 

Goddess of [he D,varfs, 

ala)'a is the founder of 

some of the great t holds, 

and guards both the concept 
of tIle homeland and rhe 

clan. concepts with which 
mel) h ve little empaehy 

or understanding. As a 

result, mere are few Human 

worshippers ofYaJaya. 

THEELVEN 

GODS 
-\sk mose men abolll the 

God - of the Eh' and though 

rh~y might be able to tell )lOll 

\\·ild slOrie they have heard, 
rh~rc: would be linle ill ehe 

way of facts to rheir tales, foJ' 
Elven religion i~ sh ['ouded i 11 

m:- terr, mll h like [he Elven 

CoMMON VIEWS 

IOLook, it's realty quire simple. The Gods arefundamentall), a 
reflection of the psyches of all senrienr creatures. Which means 
the Gods are all one and the same-Elven, Dwarf, Human and, 
yes, even Haifting." 

-l0.RL]URGENS, 6 ScHOLAR ARGUING HIS
 

CoNTROVERSIAL THEORY (R......THER UNSUCCESSFUllY)
 

IIElves don't pray, except to themselves. They're so high and 
mighty they probab(y consider themselves to be Gods." 

-ALBERT HEINZ, DISAFFEcrED DocKWORKER 

41Ever seen a Dwarf pra)', SOrin)'? It's all drinkin' and singin' and 
laffin'! Much more fun than 01' Father Magnus' sermons, I'm 
rellin' ya." 

-HANSJEIMF.s, FATIGUED WORSHlPPER 

If)"ou wouldn't have rhoughr a Halfling would be lIery righreous, 
bur I've seen the looks on rheir faces during Pie Week. They're 
giving rhanks to Mother Esmerelda alright, and having tasted 
rheir pies, I'd be giving thanks if I was them, too!" 

-BERTRAM STANHEIM, Ht.1NGRY PEAsANT 

1O]''I)e spent a lot of rime around Elves, and I was surprised by 
how religious the)' are. Sure, rhey dress ir up in mystical mumbo 
jumbo, but I've seen them before barrie or when prepo.ring for a 
trip. The)' pray just as much as you or I, if not more, and nor to 
one or ['orher god, but TO the whole lot, every last one of lem." 

-MAGDA YAN DYKE, W ASTEUND MERCENARY 

"It's nor right, worshipping the dead. Saying a prayer to keep Of' 
Papp)' Morr ar bay is one thing, bur worshipping the ghOStS of Ma 
and Po. and rhe rest of yer dearly departeds? That's just wrong." 

-HILDA BRANDT, WOLFENBURG BoNEPICKER. 
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Mco would never profess to 

understand the faith of th 
Elves, most believing either 
the Elves do nOt believe in 
Gods., or tho~e that hey do 
worship are bur differenr 

aspects of [he Human 

pamheo.n, Of COli rse Elves 

believe rhe reverse, claiming 

all Human Gods are merely 

a distorted tdle tion of t.he 
Elvcn pantheon. 111c truth, 
in all likelihood, is probably 
somewhere in betwe<:,n. 

Due ro this lack of 
understanding, there are very 
few Humans who worship 
the Gods of [he Elves-ehe 

culture of the Elves is too 

aJit:n ro grasp, their faith roo 
oblique and impenetrable. 

Elve" living wirhin the Empire 

comimlc to worship their 
Gods in lbe arne manner 
they would anvwhere, for they 

have no formalised religion. 
a.nd condnCl all worship Oil a 

personal and illlLmate level. 
In ,ome of the larger ities 

Humans and other short-lived 
r,tees I11 igh t perceive them. 
A few whisper that perhaps 
the Elves are even Gods 

themselves~ 

race. EJves worsbip apamheolJ of Gods, much ,lS do Dwarfs and 

men, but not in an)' way recognisahle to the other races. 

Elven culture is suffused in mysticisl11 and magic, and Elves believe 

rheir Cads surround them and are a parr of them. An Elf consiJer.\ 

h is every action, h is every thought, to be mys! ical ill some respect, 

and therefore everything they do is somehow connected to 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 uodertake. Some speculate that given the Elves live such 

a long time any way. how Ihey regard the,se beings in necessarily 

different from rhe ways 
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because hi followers guard the secrets of his rites and purpose 
behind a veil of secrecy. His ervanrs are occasionall)' called 
Feastm,~sters for their p,tn in the.; great festivals. where.; they lead 
the celebration and perform inrricate dances that recount the 
history of Athe! Loren. 

impres.\ive item or forced to endure great paiD. 

frequented by Elves, in particular i\"larienhurg, .Imallsh tin' co the 
Elven Gods Gill he found. 

AJthough Wood Elves venerate the cIHire pantheon, they worship 
Kurnous, God of the H L1Jl t and fuher of Elves, ,md Isha, Godd '..1, 

of Fertiliry and mOlher of Elves, more than any other. In Wood 
Elf society d1ese Gods are e1evared in status, perhap~ due to the 

presence of their king and queen-Orion <lnd Ariel-laking on tbe 
role of their avatars. 

Asuryan 

A..suryan is the ancestor of aJlliving rhings and guardian of the 
Eh'en race. in the form of the Phoenix King whom lbe Elves believe 

is chosen directly by Asuryatt. Elves pray to Asurvan to grant them 

leadership and bravery. 

Hcx:xh 

Hoeth is the God of Knowledge, Learning and ~'isdom, . nd is the 

patron of [Iven wizatds and scholars, Hoeth is prayed to when an 
£1 f faces a diffi cult quanda ry or confusing problem, fo I' hil wisdom 

can help see the truth of the maHer. Elven wizards also pray to 

Hoeth when preparing for a powerful magical rima!. 

Isba 

Isha the Mother is ,oddes.\ of FerriLLty, protector the. natural 

order and mother of rhe Ehren race. She is worshipped by the 
Wood Elve.s of the Old ~'orld as Ol1e of their dominant deities, 

although other Elves pray to her to aid farming, for protection 
during chijdbirth, or for help when abroad in rhe ,.... ild. 

Kbaine 

Bloody-handed Khaine is the God of War and lIu'der, and is very 

much a double-edged sword. for he is both the saviour and the 
doom of the I1!ven race. Although he aided Aenarion defeat Chaos 

and fought agaill, t SJa;<ne b, he also wars againSt his kin and is the 
patron God of the Dark Elves. Elves pray to Khaine when going to 
barue or when dark sins n ed to be comm irted for the greater good. 

Kumous 

KumOlls is dle father of the Ejvtn race and God of the Hunt, 

bUt unlike Ish" worship of him is waning except amongst rhe: 
Wood Elves of the Old World who venerate him as their principal 
deity. Elves pray to Kurno\lS when hUllting, when abroad In dlC 

wilderness, and for tenacity and clagg dn~s. 

Lileath 

Lileath the Maiden i.l the Goddess of Dreams and Fortune, 

worshipped as part of a triumvirate ,'Iong widl Ish" and Morai-heg. 
he is rhe p"tron of seers ,md prophets, and i prayed to for clarity, 

prophecy, and foresight, esp daH), by ,111 Elf f'lcing a great challenge 
or difficult decision, or in need of some good luck. 

Loec 

The parron of the Wooel Elf warelancers, Loec i' the God 
ofTricker)', ,'vlusic, and Revelry. Loec i a mysterioU.l figllrl' 

Mathlann 

As rhe lord of the lea and God of Storm, Mathlann is patron to 

sailors and expJore.;rs and is prayed to b), Elves abour ro embal'k on 
a voyage or saking new lands. He i also prayed to Gy the loved 
ones of those Elves who are abroad so he will bring them home safe 
and sound. Mathlann is one of the main "ads worshipped by the 
£lves in Marienburg. 

111e Crone is the Goddess of Fare and Death, holding the fate of 
all monals within he.;r (lme pouch. Elves pray to Morai-heg when 
pursuing or fleeing from their destinies. ;Uld by tbose who seek to 

forestall death ami the inevitablE". 

Vaul 

The Elven God of Smirh.s. Vaul is the creator of rhe legendary 
arrefacrs wielded by the Gods and heroes. lnclucljng the in[1I11OUS 
Sword of Khaine. Vaul fought Khaine bur [O$L and was horribly 
crippled. Elves pray to Vaul for creativity and the willpower 

to withstand great hardship, pleading to him when making ,ill 
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EI es 

'D~rfs, raftsmen. Miner3, Smiths 
Dwarfs 

Dwarf . Warrior~, ~layers 

ELves, chohrs, Mages 

Eve •Wood Elves, Mothers, Farmers. 
CQUt$ 

Elves, Dark Elves, Murderers 
----, 

Wood Blves, Hunters, Stouts 

Elves, Seers, Prophets 

Wood Elves-- ­
Elves Sailors, Explorers. Merchants---- ­

Elves, 

Elves, Smiths, Artificers 

Halfiings, Mothers, Bakers 

Hal/lings, BulMers, Village Elders 
I-falflings, Momers, Midwives-_..1>.-. _ 

HaI6ing, F,llrmers 

HalRings. S110kers 

Halflin i Village EJdel'S 
~--~-~~ 

for worship and her only rite of note is Pie Week. (in}famous 
dHoughoU! the Empire for its glurconous excesses. During Pie 
Week. if at no other time of the year, Halflings can be aid to be 
devout to the core of their being. 

Although worshipped on a somewhat haphazard basis as 
circumstance dict:nes-evel1 more so rhan Esmerelda-HalAings 
do have a few orher deities. Am.ongst these lesser Gods is ]osias, 
the God of I~armers, to whom prayers are spoken in both me 
spring and the SlImmer, at the start and end of rne agricultural 
season, Hyacinth, Goddess of Ferdlity and Childbirth, to whom 
many morhers and midwives offer prayers during labour; Phineas, 

God of Smoking;, known for his ever-full pouch of smoking 
herbs; Gaffey Goel of Building and Villages; and Quinsberry, 
God of .A.ncesrry and Tradition. [n more rural parts of the Empire 

close to the Moot-with the notable 
exception of Stirland, where Hal Ring God are [reared with great 
disdain-some men and womell give tbanks ro the Halfling Gods 

OrnER HALFLING GODS 

Loren fl teSt, tbe Lnlr'dom Forest 

TABLE 5-2: GODS OF THE NON-HuMAN RACES 

Chapter V: Other Gods 

Name S here of lnRucnc:c Area ofW~nbip......_......_~~ 

Dwarfm Gods 

Grunl>!'i Artisans, Min!:!; QmrfHc.lld. uln 

Valaya Dwarf Holds. Dwarfs Holds 

Grimnir Warriors, layers Holw 

E!um Gods 

Al.'Uryan lh(: Eh-en People. the Phoenix King Ulthuan 

Hoeth Knowledge, Learning, Wisdom hhum (t:specially Saphel"}') 

Isba afUre, Fenili~. Childbirth the Ulthuan (especiilJly Avdom). the Loren 
Blvell .Race FOlesty th uUtdom Forest 

~-----~ ... -_.-
Khaine Murder and War "[lhuan, Naggarorb 

Kurnou The Hum th 

Lilearh Dreams, Forrune, Prophecy Ulthuan 
---~---

l.oec J~, Music. Trickery thel Loretl 

Marhlann The Sea, Storms E'q)loration. Sailors Ulr.huall, Marienburg 

Morni-Heg Fat~. Death UlthUiUl 
.., Vaul Smithing, Anificers Ulthuan 

Hal in Gods 
Esmerelda Hearth and Home TIle Moot
 

G~ Building. Villages
 TheMool
 

Hyacinth Fertility, Childbirtn The Moot
 
--,-----~---

JO$ias ...

Phineas Tobacco The Moot
 

-,.._-"',....... Farm_in~ ~i(uJrute.....:.;._--:;.....,.._'___ 'The Moot
 

~---'-il'---

Quin ber An t •Trodil'lon The: Moot 

THE HALFLING GODS 
Of all the t'ace~ within the Empire HalRings could h said to be
 
rhe least obviously religious. Haliling prefeno celebrate the here
 
and now rarber than tbt, heroes and deeds of the forgotten pa. t,
 

worshipping their Gods when circumstances require it, but not
 
giving thel.11SeJves over to piery. Most Empire folk-especially those
 
in Stirland-would say that rbe only thing a Halfling worship is
 
rhe drink in his Hagoo and the food in his belly.
 

rt i. true that HalAings are a comparatively jrreligiou folk, their 

omewhat happ~'-go-Iucky nature at odds with scriotlS, organised
 
religion. ~lhen practised, the Halfling faiths .\Ie Tllore often
 
used a, a rhinly veiled excuse to feast (much as many Human
 
do, if (ruth be wId-Hal flings are jusr more honest in their
 
motivations) .
 

especially those area Esmerelda 

llle moSt popular Halfling deity is Esmerelda, Goddess of Hearth 
as well as their own. 
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ON PRIEsTS OF THE NON..HuMANS

Ther are difference. enough berween [he Hum:\11~. who daim

masrery of lbe Old \Vorld and the other race

share it, There's the issue of physiology (no one would ever confuse 

a Dwarf for a Human), wltllre (has anyone met a HalRing who

was not obsessed with pies?), and personalities. These are minor
difference" triRes rea IIv. And, all differences aside, the four great 
peoples of the Empire are all unired ag-ainst common enemies: rhe 

with whom they 

Greenskin menace, lhe hordes of Chaos, and of course rhe vile 

kaven, But between conAicrs, rhese difference,s can be exacerbated. 

. arurally, the one difference [hat nOlle of the Old \Xlorld races seem 

to be able to reconcile is thelt differing views on the Gods, 

\'(7hjls[ HumaJ.ls are coment to leave marters of faith to the wise and 

the blessed, the orh r race. bave no need of such intermediaries. 
The role of religion as Humans view it is urterly foreign 10 rhe 
Elves, Dwarfs, and Halflings, even though iD mall)' respecrs the 

deities can and do overlap. Take rhe Elves for example. Many of th 

beings that make up their pantheon are direct antecedencs to those 

till venerated ill [he Empire today. However. r.he Elves claim the)' 

are in direer communication wirh their divine patrons, slladng a 
constant mystical link with rheir Gods. In a sense, all Elves act as 
priests, direcdv communing with the spirit thaI binds their societ), 
:lnd race. 

Dwarfs, of course, have their own perspective on the matter of 
religion, As they cannot work magi of any kind. excepring cheir 

mastery of runes of course, DwarfS do nor become priestS in the 

conventional ense. Cerrainly. chere are plemY of Dwarfs, called 

Lorekeepers, who bl . the babies, recounl lhe lales of their 
aIle<.' tors, and advise their leaders in tim of war, bur the very idea 

rnat Dwarfs C<ln channel the power of the Gods directly is utter 
nonsense (despite hererical claim,1 to th contrary), It is imponant 

ro remember mat rbe Dwarfs view their ancestors as divine emities, 

The, recdve insight from the deeds and actions of those who came 

before, which is why il is so vital to Dwarfs to record rhe heroic. Cts 
Ular bring them glory and the treacherous betrayals that lay them 
low, for it is in rhese evenrs rbar the divwe speaks. 

Of the four major races, HalAings are the 1110 r irreverent, etring 

aside the facr that HalAings have no ralent for magic, the mall 
folk are, 0 completely unsuit<?d w tlle idea of venerating anything 

rh~H ro even broacb tbe topic to them would result in endless gales 
of laughrer, perhaps Followed by ~, proper robbery to reach lhe 
uncultUred fool a good lessoll. 111e Halfling do have their Gods. 
cenainly. bur no HalHing could be borhered to commit himself [0 

daily and nightly prosrratiOJl in rhe name of anyone, let alone some 

invisible presence rhat does nodling but sit around and eat and 

have dalliances with ic iblings. When a pious mood does settle on 

Halflings, a festival reSldts, and a lew locah are St,leeted to officiate 

the affair, being bribed heavily 110( to get overly drunk so rhac {bev 
may mainraill at leasc the appearance of ceremoDy, 

Adventure Hook j Missing Gods! 

~Thilst travelling through Nuln. the PCs are invited to join in tbe 

festivities surrounding a Dwarf holy day, celebrating rhe ancestot of 

the local Clan. The festival is more like a raucous party, and much 
ale i' consumed and great stories told in rhe ance tor's bonour, and 
the P s arc rewarded by horrendous hangovers the neH morning, 

111e celebration come to an abrupt halt in the morning, and not 

ju t be ause of hangovers all around. The local Dwarfs don't just 

revere their ancestor~ in a spiritual sense. bur alS() in a physical 

sense: the)' pay homage w the bones of their forefathers whieh 

they keep in a reliquary m[l.intained by their Clan leader, When rhe 

festivities are over, it becomes dear that rhe bones of the ancesror 
in whose name. everyone was celebrating ha been swle.n during the 
night! 

Bur who would want to .Ileal some mouldy old bones? Perhaps the 

ornate gold. gem-encrusred rebquary had something to do with it. .. 

M
anv ofrhe monsrers of the Old World have rheir own Gods. Thi i, panj('ularly the case for Daemons. who may seize worship
 
\Xlhether rhey can truly be said to "worship' lhern is a marter by pUlling a 1110rt' acceptable mask over the faces of rbe Ruinous 

ofsome debate; rhe Greenskins set up stinking plles of eXCrement Powers, Powerful Undead, particuhuly incorporeal ones, as well as 
in honour of their deities, <l pracrise thaI C;lll hardly be dignified powerful and intelligent monSlers of other ryp~. may also claim 
with a name. let alone such all bonourable label as "worship." worship, Bands of Beastmen lllay nOt seem to worship the Dark 

Gods directly. but their allegiance can always be traced back to the 
ome of the 1)10re powerfulmollsrers are wor hipped as Cods 

foul four.
themselves, '\\'hether by orher monsters or by misguided Humans. 

~-----¥..------------------------------- -----------. 
5-3: MONSTROUS GoDS 

Gods here ofln8ueace 

Chaos Dwarfs Hashut Chaos Dwar:JS, sorcery. dark engineers. Chaos 

Greenskins	 Mork and Gork Greenskins. violence, duns 

The Great Maw Ogres, hunger. power 

The HQrned Rilr 
---~~~~.:--. 
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,vorship. of tbe more imporranr 
mOMlrOLlS Gods. but few care 
to pry [00 much lest the \Vitch 
Hunters ee it a evidence of 
heresy. Outside the tel~lpJes of 
Verena, tbere are vety few who 
know even as much as is written 
here. 

The Green~kins worship 
brothers, Mark and Gork 
who are Orcs writ large, l1,ey 

fight each orher. and <lDY other 
Gods. for dominance, <lad may 
even challenge liviJ1g Orcs who 
draw their attention, As noted 
earlier. the w()[ship of the e 
deities appears to involve idols 

formed from excrement, as well 
as \'iolence and d1e sacri.£ce of 
pri oners. cowards, and rivals 
who do not get (Hit of dw way 
quickly enough. 

Ogre.1 have a God whom they 

Adventure Hook; UnpleasentJoumey 

Finally. Humans who turn 10 the war hip of these Gods are {reated 
with the same revll!. ion and violence as mar dispensed to their 
normal, monscrous. worsbippers. The mon ters' Gods are generally 
believed to be merelv aspect, of tl1 > RuinollS Powers, aud a Human 

who worships sucb beings, knOWingly or nor, is irrevocably tainted 
by their coITUprioll. 

competitive eilling. it is hard 

to teJI when [hey are being 
religioUS. 

B astlllen and lvlu[ants, as wdl 
as Chaos Warriors and Chaos 
Sorcerer • .Ire normally quit\: 
zea,loU5 abour their \vorship of 
the Ruinom 'Power alt.hough 
[hey ma)' do so UDder unusual 

names. It i nor unheard of for 
a band el lutanr !O worship 
a Chaos God under the Hame 
of one of the common Jods; 
the God whose nal)le is being 
used often inspires his followers 
to deal with such bl.u.phemy. 
( Tome ofCormprio'l olfers 
cxtensive dcrail on the Ruinous 
Power and d,eir servants,) 

Only a small number of scholars 
admit that the Skaven even 

exist: or those who do, most, 

1 
believe that they simply worship 

_ d'le Ruinous Powers, probably 
prt~ferring the Lord of Decay. 

A few, however, hold that the Sbven have their own God. whom 
rhey call rIle Horned Rat. 1his being supposedly ,eeb ro dev,He 

the Ska\'en to rulership. rather than simply encouraging (hem ro 
deStroy it. The,e scholars speak of thelr beliefs only to their most 
m.lsred friends and allies in (heir cominuing batrle. with (he I';\t­

men, (Chddren of ;!)/. Hcmled Rat (llrlher details {he malevolent 
narure of rhe fO\l1 Skaven God.) 

ll,e c11,lraerer, have been hired (0 guard awealthy noble as be and 
his entourage undenake a piJgrimage to a shrine of ~igmar far 
away. 1h, emire trip is plagued by difJ1cwtie,-wrrenrial rain,~, 

.\tinging insects, :l11d the predations of larger and larger bands of 
Orcs and CobEns, EventuaJly. the nobleman grow disgusred at 
what he consider- "incompetence" hy the Characters and orders his 
remaining bodyguards to take rhe caravan and leave rhem behind. 

If the Characters turn back. rhey go for several d<l)'s until they are 
ambushed b~, anorher band of Orcs-rhis time bearing rrophies of 
the nobleman's canwan. If rhey don'r mrn back, they discover rhat 
the shrine of Sigmar has been roppled and a large. grOtesque statue 

has been erected by the Orcs in honour of [heir t\Cvin goels. Gork 
and Mork. In either ca-e. rhe characters also find the nobleman and 
a few or his emourage. still alive and awaIting sacrifice t d,c Orc's 
blasphemous Gods. 

CoMMON VIEW 

Chapter V: Other Gods 

"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." 

-HUlv1hR ORCREhvER, MERCF..NARY CAl'TAL~ 

"Any Human who would worship the Gods of the 
Greenskins would also worship the Ruinous Powers. 
Worshippers of either should meer rhe same fare!' 

-SE.Mv"ND nre UNSWERVING, 1'1VESTIGATOR FOR THE ORDER OF 

THE CLEANSING FLAME 

lIlt is possible that Mork and Gork are not Daemons, or 
namesfor the Blood God.. It is certain thar they are just as 
much of a threat to civilisation as the hordes of the North. I 
concern rn)'se/f with consequences, not wirh semantics." 

-KIUSTENA OF R.EcHTUorr, PRIEsTESS OF VERENA 

IThe Horned Rat will give all his servants dominion over 
the world. The Skaven ma)' be the rulers, but we will be their 

L
agenrs... not slaves or food., like other Hu.mans." 

-ELLA DuRRllEIN, HOR,.....'ED RAT CULTIST 

Empir,' scholar, have learned the 
names. and, ome detaiJ~ of the 

call the Great Maw, and whom they believe can eat anything, 
m:aling its strength. Religious festivals revolve around comperitiw 
eating. but iuce most of rhe rest of Ogre life also revolves around 



Chapter V: Other Gods 

-
DesPire the very be I eftorr~ of the witch humer' to roor OLl! 

rhe hereries and Daemon-worshippers. seCl,1 of forbidden 
Gods conrlnue to thrive in rhe Lands of Sigmar. Like cockroaches. 
the~l infest the dark places. breeding with alarming speed. luring 
unsuspecting fools 1O embrace whatever brand ofwickedness mey 
peddle. Whilsr a good many of these shadowy groups pay homage 
ro dle Ruinou Powers. rhis is liar always rhe case. Gods and rheir 
cults find rhemseh'e,~ outlawed for any number of rea ons, from 
diSt steru] practises and archaic or barbaric beliefs to the taint of 
Chaos, or even just undesir,lble pourica] leanings. Many honest 
and forrhright cultist have heen branded heretics because rhey 
crossed the dogma or interfered with the political machination of 
a ranking pries!. 

The practise 0 forbidden worsbip is an act punishable by death 
by burning at the stake. 'TIlOsewbo strive ro deanse tbe Empire 
of heretics make no distinction between cultists participating 
in hannles bur f()rbidden rites to minor gods and leaJoL~ who 
sacrifice inuocents upon the altars of dH' Ruinous Powers. In dIe 
eyes ()f tbe witch humers, olle is no bener than the other. De pitt 
[he repercllssions, there seems to be no shortage of heretical 
culrist:. The world of rhe forbidden holds a mong appeal. offering 
excitement. a taste of the exotic. and more rhan anything. an e,cape 
fr m the drudgery of existence. 

upheld by rhe .'ancrioned cults are corruptions. and therefore. like 
any muration. they must be excised. 

While thi is dearly an over implincarJon. likely used lO 

appease me uuoetu,;ed sen'e elm wirch !Huller. have in place of" 
onsciences. rhere is some validity :llld benevolent purpose to rhe 

argumenr. Chaos ,ods are many-headed beasts, and they may take 
on coundess guises. each of which is wor hipped in a drasrically 
dilferelH lllanner. Some aspect~ are obvious masks. whereas omers 
are far ubder. ome of the$e fiends even masquerade as rrue Gods 
of rhe Empire ro lure worshippers in or lO mask tbeir rites. 1his 
is why the priests lllust shepherd mortals onto the proper course. 
and why those who would deceive or dimini.~h me 3111hOl'iry of Ihe 
rightful culr.s must be stopped. 

KHAINE 
The Lord of Murder is a curious case in the Empire. ~ilst 

regarded as a legitimate deity. a member of the pantheon of 
Gods that ma.kt: up me "adous ['lith practised in the Old World. 
worship of Khainc is noncrhdess outlawed. and with <>ood reason. 
As a land of la\ ~, there is no place for tbe rites and cerenlonies 
demanded by the Bloody-Handed One. And so Kh,line is shunned, 

his followers immolated. and 

OUTLAWED 
OR CHAOS? 

There\ a fine line between 
the run-of~the-mill forbidden 
cults and rho 'e rhat serve the 
Dreadful Gods, For most 
adherents of the e outlawed 
faiths. the idea that they serve 
one or more Dark Gods is 
utter nonsense. Each one of 
mese groups believes ir has the 
true srory," the in ighr into 

how everything works. The fan 
mat they don't subscrihe to the 
orthodox beliefs ()( tbe common 
-heep does not make rhem 
Chaos cultists, bey prodaim. 
However. wireh hunrers ding !O 

a ~imple argument. They stare 
mat the Empire' cub define 
what are and what are not the 
proper methods of showing 
reverence to dle Gods. And 
because mese instimtions are the 
mOrtal representation, of divine 
\ ill. it follows d)<lt dle lfuth has 
been revealed llnto them. 'Those 
who do not agree with rhe trurh 

Thcy exist in mall isolated 
cells scattered throughout the 

~~~ 

-AuRro, PEAsANT 
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CoMMON VIEWS 

-WlJNT WILBUR. VON R{)TI'ENHElM, WITCH HlJNTEll.. 

"Some Witch HunrersJound a cult in town just last week, 
over 'cross the street there. I saw 'em draggi,n' 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 
burnt them all the same." 

"No sir,you misundersrand, rhis is not a medallion oj 
Chaos. 'Tis a symbol oj Vylma.r. Thar's a legirimate 
religion, you know, not some crackpot cult. What do you 
meanyou don'r belie-ole me? Hey! Wait! Let go oj me!" 

-THE unJoHANN BeR.GF.), CuUlST OF VYI.MAR, 

"All oj rhe old Gods are rhe same! Their priests peddle the 
same old lies and hope we don't notice that thejre struggling 
ro prop up a corpse! Well, we have noriced the sreru:h coming 
Jrom the high remple oj Sigmar, andJrom the palace in 
AltdorJ, and it's up ro u.s to stand up against them! There 
is another way! Join me, ladies and gentlemen, join met} in 
the worship oj the Horned Rat! And together we can topple 
Sigmar and his puppet Karl Franz into the Reik once and 
Jor all!" 

-DAGMAR. RUTGERBR.OT, DEMAGOOUE AND CULTIST 

"No matrer who or what Jilth rhey claim to pray to, they all 
burn in the end." 

what few temples the God has 
are razed to eli suade others 
from championing his filrhy 
cause. 

Despire his staws as a forbidden 
God, Khaine has many followers 
in the Old World. Secret cult. 
operare rhroughout rhe brge 
communities and settlements. 
meeting in darkness and 
i~olarion to pay homage to their 
appalling master and to hatch 
murderous plo!. ill the hopes of 
gaining hil blessings. AlLbaugh 
tbe.se cultistS ate lmdetcrred 
from their efforts by the threat 
of the witch hunters' pyre, rhey 
rarely act in the open. Content 
to manoeuvre in the shadows. 
Those who oppose them tend 
W be found in their bcds, their 
throars sli r. or perhaps strangled 
or disembowelled, while their 
ullsuspecting spouses sleep on 
undisturbed. 

Given the opposition to this 
culr, the followers of Khaloe 
do not have a formal hkrarcby. 
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Empire 'v?hilst rhey all share dJC same love of murder, there are 
a grear number of differences between each group. with issues of 
dogma, purpose, and even practise being some of me most hotly 
debated sllbjecrs. When panicipating in religions ceremonies, 
cullim 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 

Kbaine's symbols, though never brakenly dbplayed, are of the 
scorpion and the serpemLne dagger. Dedicated followers may have 
a rarroo of a scorpion's slinger on tbe Aesh berween rheir thumb' 
and forefingers, while others bear the mark beneath their left eyes. 

Higher ranking cultists rna' also have more exrensive canooing 
on their bacb, forearms, or on their loin.. All cuhists carry 
special daggers, noted for their wavy blad<:'s, and where possible 
they incorpotare rhe image of dle scorpion jmo rheir a cessoric\. 
jewellery, or even clothing. 

AREA OF WORSHIP 

Culrim of Khaine can be found throughollt the Old \Xlorld, 
de.lpirc the fact that his worship is forbidden and punishable by 
death. His followers are drawn to places of depravity and suffering 
more rhan any others, for their acdviries are all rhe more ea .. 

there. Still, place' of upright morab and devour worship of the 
righteous Gods of the Old \Vodd arc by no m~an safe from their 
predations. Kbaine is an almost exclusive Human God (although, 

one should not miSl,~ke the Khaine venerated in the E1upire for 
the Khaine among rhe Elves and Dark Elve~), and hi wClrship is 
predominantly resrricccd {Q large town and ciries-his cults thrive 
on human cootact and quickly rear rhemselves apart jf rhey find 
rhemsdves without a steady source of vicrims. 

There havc ahvays been cults of mUJder in the eastern Empire­

dark f<Jfests breed dark minds, or so the saying goes. The closed 

llature of commllllities in the cast, coupled with an intolerance and 
miS[l'llSf of strangers, makes ir all the easier for a local cult [0 take 
root amongst native folk and operate withour drawing tOO much 
arrcnrion. Ahhougb the dead rest uneasily in the eastern Empire, 
and supernatural horrors abound, nei alillnexpJained 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 me cull. Yet their 
practises make their presence all toO obvious. over rime. 

\'{'henever possible-and at Least once a month, if not more-victims 
are snatched from the streets of towns or from country roads. nd 

ritually sacrificed. l11is foul act is preceded by me carving of holy 
symbols upon rhe body of the victim and concluded with the slining 
of his duoar. Victim are then dumped in a nearby body ofwater. 
ditch, or back alley. Variations on tbi. procedure exist, narurally, but 
the regularity with whicb it must be performed is almost universal. 
Only tho'" who willrlOt be missed any time 560n, or those who can 

be taken withal([ witnesses, are kidnapped. Once a body is found, 
assuming that the eJemenrs or scavengers ha\'e not desrroyed the 
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STRICTURES 
All death is sacred, but only murder is sacred to
 

Kbaine.
 
Murder is an act of devotion-<lo Dot rush ic.
 
Murder is irs own reward.
 
Do not let an upponuniry to kill pass you by. Each
 
suc.h momenr is a blessing given hy Khaine.
 
Murder by the hand of another is good, murder by
 
your own hand is bener.
 
Do not betray the ctllt. even ill death.
 
Do nor conceal the work ofKJJaine, even ifit leads
 

to your discovery.
 

"'""'---------­
evidence, a knowledgeable investigaror could ea.'i1y recognise the 
hallmarks of the cultists' work., .for all the goud it does him. TIle 

met bod and motive become clear ro the officer in question, but of 
the true ideutities of dle perperrarors, few clue are left. 

['ot ali victims of the cult are killed in a ritualised manner. 
however. for the cult preaches that a chance to commit murder 
-hould not be passed up_ 111c truly devout relish these murders of 
opportunity. pertormed in the alleys behind houses of ill repute and 
on lonely roads at night_ 

everal of the cult's priests acr as its Je.lders. but be}'ond their 

positions it .is organ ised fairly haphazardly. Most of the cultists are 

)' members the only requ.irement beiJJg ,hat they have a "bloodied 
hand." Prospective cultists who llav second thoughts abou, 
committing ule deed invariably wind up as the group:s next victim. 

USING THE CULT 

Given the cult - ofKhaine'" hapbazard (Umibmion 'h.rough lhe 

Empire. ,hey make for great amagonim. giving you the ability to 

customise d'leir locations. membership, and power to fir the nee,ds 
o your c;~mpaign_ l'hey can be used a.s the focus of a good, Simple 
murder mystery over the course of a iogle adventure. or as a far 
more ingrained conspimcy forming an entire campaign, 

Plot Hook 

, 'lorrsJieb is dark in the sky and the people ofW'uttbad hope dear 
as it wanes, so toO will the pate of murders that have dogged the 
nightS oveI the p, St monrh. At first. rhe victims were refugee" 
from rhe north and stranger" from our of town, and nobudy g;l\'e 
ir much heed-after all, deaths amongst outsiders is outsider,' 
business. Bue in tbe past week locals have begun to fall victim to 

me murderer, and people are getting more worried. 

Every murder victim has been killed in the same wa~ hjs chroar 
lie. a crude symbol ofa hand c;lrved imo his chest. and his hands 

covered in his own blood. Yet, each wirne:s de cribes a completelv 
different suspect. The cult has been bu y, ensuring d1,H a diffcrem 
-wriSt makes the killing each time. 111is makes their patterns harder 
to fathom., but ehe cult is growing clumsy with the relative ease it is 

KHAELA MENSHA KHAINE 
Many mig!lc dismiss KJJaine as JUSt another aspect of the Blood 
God. bur the Lord of Murder has far more interesting roors than 

those gramed by diseased im<lginations, IrJ truth. Khaine comes 

to the Old World by way of rhe High Elves of Ul,huan. 

The Huma.tl rites and praccises involving Khaine are cmde and 
harbaric. and are in many ways an abomination of thi: God's 
ompJcx spheres of influence. To the Elves. Khaine is indeed 

the God of Murder. bm he is also rhe God of War. As such, 
ile plays an imporrant pan in rheir myth cycle and culture, 
having batded against Slaanesh and helped Aenarion drive 

back the horde,~ of 'haos, Before High ElfsoJdiers march 10 

war, they aIe sure to whisper an invocation to the Bloody­
Handed God to guide their s\'fords and spears. 

-ll'lere are similarities. though, berween the brutish practises 
of men who follow Khaine and the ahhorrent Dark Elves of 
dislant aggarodl. 111ese exiled Elves cerrainly frov.,'n at the 

primitive and clumsy manner in which ,heir chosen God is 
venerated in the Old \\!orld. but their own are merd)' tho.se 
same act", of murder; perfected. l'hejr rituals are spectacularly 
bloody, involving living s;lCri!1ces. To (he Dark Elves, murder. 
pain, and de,ath arc virtues to be exrolled, key components ill 

what make. their society \Vha, it is, perfected as an an forrn 
and way of life. 

-Ole local w,ltch has enough trouble dealing wirh the inf1u,x of 
refugees and outlanders. and is in over its head, Loeal Murrians 
have whisp~red the name of Khaine, and a \...·itcJl hUJHcr has been 
seen sniffing arOLlnd. "The parry may be potencial victims, or are 
tecrui,ed by ehe aurhoritles to track down the serial killer, or 

perhaps are even fingered as suspeces by suspicious locals and muse 
clear their names bef(Jre the mob's tQrcbe.s are lit. 

OrHER OUTLAWED GODS 
Kllaine may he the most famous of them, but he is certainly not 
the only outlawed God, Within Marienburg and along much 
of rhe Empire's northern coast, authorities regularly tangle with 

worshippers of rromfels. God of the dangers of rhe . ea. Suomfels' 
cultistS carry our sacrifices and try to wreck ships on dark nights, 
See page .33 for more about SrromfeJs and hi relationship widl the 
cult of Manann. 

Additionally, there are counties lesser culrs co oudaweci gods 
scattered throughout the Empire. AJl of rllese cults are independent 
from one another-they have neither the resources nor the 
capability (0 become anything more, and a scattered structure helps 
them remain undi covered. 

Two other forbidden cults are described in Sigma,-} Heirs. on page 99: 
Ahalt the Drinker, an ancient "od of the hunt who is long forgotten 
br all but a few and who seeks revenge on Taai and Rhya; and the 

III 

Yellow Fang, who worship the god of the Skwen, tbe Horned Rar, 
and seek ro bring about an end to iviJisation in his name. 

having in obtaining fresh meat. 



Schi ms and sub-cults pop up every few hundred years or so in every 

mainstream culr. and each possesses irs own ways of determining what 
cOllsdtutes a dangerous belief. the punishment tor such deviations, 
and how to preveD( their like Irom rapping up again. Described here 
are the unique views that each 0 [he Illai n cult have TOwards those 
who s(ray from the Clnonic-'ll teachings will1in (heir ovm ranks. 

tanallll is an indifferent God. and chis 

out among ills cultists. His 
prie tS are f)1)ically sailors who have travelled 
the breadth and width of the Old World. 
thereby being exposed co countless differenr 
culrures. beliefs, and attitudes. Minor \'arialion 

pracr' es therefore seem minOt in comparison to 

the distasteful and deviant a t they have witnessed. 1he ollly truly 
unforgivable alteration to Manann' teachings that a culdst can make 
is to turn his back 011 the sea, and to anempt to worship Mananns 

as a land god. ll)Ose who are guilt)' of this charge are either 
drowned ouuight or have their ioteheads branJt,d. 

THE CULT OF MANANN 

THE CuLT OF MORR 

'tilt ofMorr IllUSt conrenJ with deviations 
on a regular basis. Since culrists deal with the 
dead. and are often exposed (0 vile Necromancy, 
abnormal thoughts sometimes wend their way 

ervants. Defilement of 

rhe dead is the mOSt common affrOnt that occur 
within the cull. PrjeslS of Morr keep a dose eye on 

to ensure thar they perform all the 
proper rires and do nOt engage in such loathsome acts as grave robbing 
or seUing body parts to lmscruplllous individuals. The ~ t of the order 
ruthlessly purges tho e ill covered to be performing Dark Magic. 

THE CULT OF MYRMIDIA 
Highly regimented and srri t in their inrerpretations 
of Myrmidia's will, member ()f [his cult are always 
on the lookout for corruption within their own 

econd only to the CuI! 
of Sigmar when it comes to rooting out deviants 

III within. Potential renegades are uied in 

military style courtS, including a jury nd a 
defending litiganr (chosen by th COUrt), where they 

CommOD WonlUppcr 

Murderers, as a ins, Dark Elves 

Politician, critics, and .01& Pi 

Wrecker, pirates. sea raider 

obles, drunks. ro titures 
:..:..:;;,_.,.......~_....J 

aile branch of the same cult) CMl be deemed deviant in another. 
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.5-4: OuTLAWED GODS 
~~~ A.. __~ _Outlawed God ere of laflueoc:e
 

Khaine Murder
 
-~~~~--~--

olden Tyranny and opp &ion 

Stromtds Marine predators, dall"ers of the seas, fatal 'rorm 

L.. _Vylmar Decadenc ,drinking, debauch ry, ..... 

The Yellow Fang is merely one of many cults that worship the Horned 
1\;1t, and there are an alarming number of folk who would damn their 

civiUsation and willingly sellrheir countrymen into slavery. \Xiorship 
of the Horned Rat i not officially fjJrbidden, bur only because the 
existence of tbe Skaven (and therefore their God) is n ver publicly 
re :ogni ed by the authorities. Unofficially, his worship i viciously 
damped down upon by witch hunters and Sk.wen hunters alike,wbo 

mask their effortS under the guise ofpurging Chaos cults. 

Anoth r rdigion tbat the Empire viciously suppresses is the worship 
of Solden. the God ofTyranny. The ultists of Solden are organi ed ttirude often 1'101. 
into independenr cells, each of which is completely subservient to 

a Ingle leader, and rheir gatherings always involve the humiliation 
and denigration ofone 0 the members. 1he 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 in their feJlow" 
cult, III moS( es, the ex:perienc is fatal. Never ,1 popular God to 

begin with. , olden appeal to rhe ambitious and power-hungry. to 

tho e who would conquer an' oppress other' beneath the iron fist 
of their la\ . A few theoJogiaJlS believe thar olden is the antirhesis blessing 
of the Ruinous Powers, but others suspect this name 35 being just 
another mask worn by the Chao ods. 

Some God are outlawed becau e the values tbey preach are 

too similar to the Dark Powers. or due ro their association wirh '111e 
another forbidden god, such as Vylm'lr rhe god of drinking and 
debauche.ry. Centuries ago .. worship ofVylmar was very fashionabk 
amOI)gsr the Imperial elite. and rhe panies thrown in hi .honour 
we.re wild and raucous affairs that lasted for days. However, the infO the heads of Morr's 
somewhat prudish cult of Sigmar objected to such behaviour. 
deeming Vylmar's worship to be inappropriate for llpstiulding 

Empire citizens, so il applied pressure on the Emperor [Q ban the their member 
cult. The imilarities between Vylmar and Slaanesh hardl:>' helped 
marrers. despite the fact that the two Gods are unrelated; many of 
Vylmar's priests found themselves bllfm at the. lake. Today Vylmar 
is worshipped by only a handful of cults. and alway discretely 
at that. It i not unheard of fOt cults of laane h ro masquerade 

as cults ofVylmar as a way of gaining more credence amongst 
olherwi e wary wor hippers. 

FALSE BFLIEFS ranks. Myrmidians a 

In the paranoid and closed-minded world of the Empire, the number 
ITof practises labelled as "false beliefs" are quite large. What is considered 

normal and accepted in some parr of the Empire (or even withjn 
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Gill make thei.f case. Cultists of Verena often a cuse Myrmidians 
of conducting sham trials (Q punish Sllspe.cted criminals regardless 
of ho\',' tenuous or circUlllst:lmial the evidence. The Verenans feel 
that the Myrmidian methods are roo reckJess and endanger the 

rule of law. ExecUtions sometimes occur. but most of the guilty are 

imprisoned for Me for tneir crimes. 

THE CULT OF RANALD 

For a cult with so few rules and restrictions. it i.s DOt 
surprising that tbe Cult of Ranald has few views aD 
whal is deemed as improper. Most of the guidelines 
that cultists of RanaJd follow have more to do with 

not getting caught when breaking othets' rules, or 
with not betraying your companiolls when you 
do get caught. Tn this way, the cult has more in 
common with unrelated thieves' guilds than other 
reUgio\· organisations. Becau e U1C cult has such 
extensive ties with the seedier pans of the Empire, 

the)' ~rt~ often rlw first to encoumer blasphemous rites, renegades, 
md Chaos cultistS who miw to sta clear of the Light of juslice. Most 
take the law into their o,,,n band wben they uncover these pockers 
ofcorruption. quietly killing those they find and sending clues to law 
enforcement so that they lllay take care of the rest. 

THE CULT OF SHALLYA 

viewpoints, The cult spawns very 
few dangerous factions, as it is 
di filcult to cause harm when one's 
ovetarching cause i to funher love, 
compassion, and tbe healing of the 

sick and injured. The most egregious act 

possible with.in the cult .is for a member 
to refuse to provid aid to someone in 
need, paniclilarly when there is little or 
no reason not to do so. 'v7hile all cultists receive tOken donations 
fOf the upkeep of their rempies and as a way to feed and clothe 
themselves. cultists that "go into busine " with their skills are 

deemed as straying from the true path of Shallya by the rest of the 
cult. 111 extreme cases, violators may be imprisoned. bUt are more 
likely' to b" simply ca, lour of the order. 

THE CULT OF SIGMAR 

Of aU the cults of the Empire, tbe cult of 
Sigmar is the most fervent and active in 
linding and rooting out corruption. The cult 
ha slrict guidelines on what is considered 
acceptable thought, action, and belief-too 
strict, some say-making unintentional errors in 
everrday behaviour quite easy. \'Vithin the cult. change is slow and 
painful, as divergenr beliefs are quashed almost as soon as [hey 
appear. PriestS or culti ts that challenge the statu quo toO often 

are readily lumped in with heretics and accused of being servants As bdining a cult that espouses merc ' and forgiveness, the Cult 
of haUra is rather < ccepring and understallding of divergent 
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DEVIANT ORGANISATIONS 

the norm. In many cases. 
common SCI) e and necessi ty 
enforce rhese codes more than 
a de ire 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 per on can survive and 
get along with others. Deviam beliefs are dealt with in an extreme 
manner: death by flaying, abandonment without food or wols 
in some frigid location. or the hacking off' of nands and feet. The 
worst offenders are suipped 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 Cult ofYerena is dedicated to justi e, 
fai rness. and debateo Because of this. cuJr isrs 
are allowed and even encouraged [() argue t.he 
tenams of their faith among their peers. To 
some other cults. this in and of itself smacks 
of corruption. :drhough Verena's followers 
counter with the fact thar theit debates 
never lead co serious schism . ~Ihcn a partic\darly 
persisrent belief ari e that cannot be ignored. the culr 
hold uibunals to debate rhe merirs and flaws of it. 

If. as is often the case, the beliefs are deemed unworthy, then the 
proponents or the belief are casr out. 
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TABLE 5-5: HERETICAL ORGANISATIONS 

Heresy Committed 

Believe that Sigmar wa a mere mortal who was blessed by the Gods. but is not a God himself. 

Bdiev tha~ igmar i the pawn of the Ruinous POWCl~. 

Pirate lords who infiltrated and perverted lhe Wt of M,u)ann. 

Believe thlu TaaJ i ~ weak son of Rhya. rather than her husband and ruler of the wilds. 

Believe that Ranald created the other gods ali a grand. cosmic joke. 

Combated the Apostles ofTruth. growing so violent and savage tn hunting them down that they. too, had (Q 

beast out. 

Shallyan heretics who performed "cures" on healthy individuals. 

Cultism ofM~idi" who sacked temples to fund dtrir own army. supposedlr with the goal of{opl?ling the igmarires. 

Believe. in only tWO gods: Sigmat, rhe benevolent deif)T. who created the human soul; and a dark god, .11 evil 
deity, who created the world a a form of prison for chose soul . 

A sub-sect ofWitch Hunter who believed that all merchants were cool of the Ruinou Powers 

Wolfenburgians 

TaVolian 

J mari,<1ll 

White Flam 

ordenian 

Order of Lancers 

Name"---­
Apo des ofTturh 

Ariasanism 

Blood of rhe S~ 

Brotherhood ofAmar 

of the Ruinou-, Powt'rs, wirh punishmenrs ranging from censure, 
impri onmeo(, or more commonly. c"xerurion. Priesrs are expected 
to keep an ere on their flock and fellow cultists for potcntial 
"incorrect" words or deeds, and to bring swift. opcn retrihution 

wben they dis O\'er it. 

THE CULT OF TAAL AND RHYA 

Described here are rt tew devia.nt offihoots of the accc:;pted cultS d1.1t have persisted throughout the years. Some may b" thought de5U~)yed. but are 
merely hiding until their numbers ami good fortune reUlm to one more qu~"'lion the status quo. In truth. nor all of these heretical organisariom 
actually performed all the deeds that garnered the wr~th of the ower cults, although few are wiling to stand up and t tiij to that fact. 

Priests ofTaal ;Uld Rhya 
are rather C151.1al when it 
comes to varying Viewpoints 
within their cult. As long a, a 

cultist shows the proper respeCt 
to rhe Gods, gives the correcr 
~aCl'i fices. and protects nat Llre. the 
cult re! peets the faCt that there are 
divergent views within irs organisation. The cult draws the line 
a( mutation and abominations of nawrc. however. It ruthlessly 
purges anyone within irs ranks who possesses any form of mutation 
or caint of Chaos. Because many of the rites ofIaal and Rhya are 
performed with little or uo clothing, those with obvious mutations 
find .ir nearly impossible w hide them (rom theil fellow cultists. 

l11e Cult of Ulric follo;,,", Sigmars lead in hunting down renegades 
and their dis cndng views. Culrisrs are expected to live up to the 

code of honour set our by Ulric, and despise any deviation [rom 

THE CULT OF ULRIC 
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- TIm DAU GoDs­
AlrhOUgJl the name~ of Chaos are legion, it is commonly 

beUeved rhat the myriad minor Chaos deities aJJd Daemons 
tbat plague the Old \'\'orld can he affiliated with just four powers­
Khorne, Nurgle. Slaanesh, and Tzeemch. The few deities who 
cannot be traced w rhese four Ruinous Powers are said ro be either 
not yer clearly understood or atc aberrations. 

THE CHAOS CULTS 

succumb ro the grief and despair that result from this ever pI" em 
disease and decay. In their madne.s, they come to 

believe that utgle offers some form ofsalvation 
Qr understanding ofpestilence aIld rhe elllropy 
of the world. Few realise their misguided 
convictions only fud Nurgk's power. creating a 
never-endi Ilg cycle of disease and dl'spair. 

Despite the efforts of rhe governtnt:n(, religious orders, templars, 
witch hunters. and colleges of magic, the Chaos cults can slill be 
found in every layer of ociery. 13o(h bel-ore and after the Storm of 
Chaos. these vile culrs killed. despoiled. and loo(ed in the name of 
their fOLlI masters. Chaos cults are universally banned rhroughoLJt 
the Empire. and thev are mercilessly purged whenever the light of 
Justice is brought to bear on tllem. 

For a more in-depth look at the goals. motivations, and methods of 
the Chaos cults and Ruinous Powers, see the Tome ojCorl1l/,rion. 
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 appeah only to me 
utrerl)' psychotic and violmt. which take 
co the battlefield with the llllabashed 
urge to kill. burn. and maim. Because 
this oVen hehaviour makes them so noticeable, Khome's culti rs are 
chased co the far fringes of che Empire, where the power of Chaos 
can hold greacer vay over the populace thall rbe local governments. 
Tho e few cultists ofKhorne who remain in the larger cities and 
Western portion of dJe Empire become 010 mass murderers. They 
stay at large <mil' lex as long a~
 

clamour f,)r their heads. \X;'ilc\l hunters claim thac finding and roaring
 

out cultLm of Khorne is tbe easiC.lt of rheLr rash-jllSt foUo"'·· the trail
 
ofbodi·es. and the killer will be at the end of ir.
 

they can elude (he angry mobs WflO 
Lanshor SJaanesh orscan God of Pain 

'ecoho Unknown Chaos God of Doubt 

dglen Nurgle OTSeln G(ld of DeelY 

urgle Chaos God of Disease, Decay. 
and Entrppy 

urglitc:h orseart God of Disease 

Onoga! Nurgle orscan God of Death and 
Decay 

Serpent laane h Chaos .ad of D . in: 

Shornaal Slaanesh 

kull Lord Khome Chaos God of Killin 

Slaa.,esh Chaos God of Pleasure 

Tchar Twemc:h Norscan God ofChan 

Tzeenrcb Chaos God of Chang­

Zuv.assin nknown ha<\~ God of Undoing 

·Some believe this i another name for the Horned Rat. 

Organised culls dedicated to Khorne can only successfully operate 
where there are no real laws. "nle head of che culr is invariably all 
extremely powerful, merciless individual who goads his minions 
into batrle with promise,s of blood and gore. The Gults must behave 
like sharks-they must be constantly 011 the move. killing whenever 
possible. Cults of Khorne that cannot find enough innocents to 

massacre turn lIpon themselves in short order, both ro ace the 
d sires of their fo~d god and to appease its members' own lust for 
de-adl and chaos. 

urgle preys on those whQ 

Disease is all all roo common aspect of life in the Empire. 1.."lany 
people live their enlire lives suffering from one ailment or anothe!; 
Jnd almosr every household has lost at least one immediate family 
memb r to a horrific illness. 1be cult of 

THE CULT OF NURGLE 
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ame 

Arkhar 

Blood God 

Brass Lord 

ClumgerQf
 
Ways
 

Despoiler
 

Fly Lord 

Great 
Consplraror
 

Greal
 
CorrUptor
 

Kharnath
 

Khome
 
Kweerhur'
 

TABLE 5--6: CHAOS GODS 

Affiliated Deity phere of Influence
 

Khorne Norscao God of Batde
 

Khorne Chaos God of Battle and
 
laughter 

Khorne Chaos God of Violence and 
Wrath 

Tztttttth Chaos God ofMagic 

Slaanesh Chao God ofMoral 
orruptitll1 

Nurgle Chaos God of Pestilence 
Tzeentch Chao God of Pbns 

urgle Cho1Q God ofPI~ 

Khome Norscan God of Bartle and 
Blood 

Chao God ofBartle and Blood 

Unknowp Chaos God of Destruction 
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CoMMON Vrnw OF CHAOS CULTS 

''The cuLrs of our blessed Empire often acr as frightened, 
vengeful children, squabbling amongst themselves. Yer, we 
forget rhat while we fighT each other, the forces of Chaos and its 
minions wait to rake us all by surprise." 

-AVER.MAR lBNHofF OF CARROBURG, 

MAGISTER OF THE CFLFsTW. ORDER 

"When rhe blighr ravaged our village, we of course turned to 
the Priests of Taal and Rhya to bring the crops back again. 
They said there was noching thar could be done! We pleaded wich 
Sigmar and Shallya, even Manann to bring rain so something 
could grow. It was only when a strange woman came to rhe 
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." 

-lNGA $am.,'RR., MIDWIFE (MISSING) 

'Vnnaturalfolk are drawn to unnatural things. If they dare set 
foot on my property, I'll show them the unnaturaL end of 1f\)' axe!'/ 

-Uoo KElNT, WOODCUTTER 

'While the armies of every province rallied to fight the Storm 
of Chaos, the insidious cults of these powers hid in our dties and 
towns, like afesrering 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, 

K~IGITOfTHESTW,T~BffiW 

"Burn them! Burn them aW 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 (DECEASF.D) 

Cults of Nurgle recruit members from tho,e suffering from horrible
 
afflictiolls. nihilists. and those driven insane from disease or despair.
 

urgle drives them lO wander the Old World, spre,lding pestilence
 
wherever they go. \Vhile most culrists eventually sucl:umb ro the
 

numerou.s diseases they carry. " few become strangely energised by
 
their afflictions. murating into disgusting forms. Culrists oFNurgle
 
are also n:markablv cheery-:\Jurgle is seen as "Joving" god who
 
teaches bis followers lO accept dle disea.ses that mar their body as a
 
sign of his approval and grace. .
 

Given the number of diseased people in tI,e Empire. locating cults
 
of Nurgle is surprisingly difficuJt. as tbey both lay low, blending
 
i.mo the local populace, aDd stay on the move. "Ihese cults insinuate
 
themselves in places of ahiect squalor and filth. where even
 
hardened witch hullters pause before entering. Entire sections of
 
lOwns have been burned to the ground after a cult ofNurgLe has
 

been uncovered: the cleansing fire is often the only thing that ca.n
 

scop the isease.s they carry.
 

THE CULT OF SLAANESH 

EasiJv the most insidious and subtle of the Chaos 
cults. followers of Slaanesh are dedicated to 
erving their God through [he subl'er.\io!l 

and cormption of others. Cultist. are wanton 

hedonists who seek stranger and more perverse 

delights to shock tbeir jaded senses intO ome 
kind of reaction. Over time. cultist lose all ,sense 
of morality or scruples. curning to m\.lfder and vilt: 
debauchery in tbe name of Slaanesb, tbe G<>d of Pleasure. 

The cult ofSlaanesh ,trives to insinuate itselfin all levels ofsociery. 

rt is popular among the upper classes, the members of which 
often do not know exactly what ir is that they are wor hipping, 

ill their quest for pleasurable mOments. these misguided Folk find 
amusement and novelty in paring homage ro strange. seductive 
idols or pa.naking in debauched gatherings behind dosed doors. 
Artists, poets, and other seeker of sensual things are often drawn 
w Slaanesh' cults. Of them aU, the culr of Sia<l1lesh is probably the 

hardest to uproot, as the political la.llour of revea.l iug such heresy 

could topple the entire Empire. 

The cult also has it worshippers among the lowet c1as 'es. who use 
it practises ro find some form of reliefErom their harsh, degrading 
lives. Some festivals and holy days, particulacly those with a 
message of release and !erring go of reStraint push into what some 
could consider blasphemous ground, where Slaanesh holds sway. 

~ultim take advantage of these times to recruit new followers \~'ith 
promises of delighrs and decadence. \x:'itcb bunrers and priesrs of 
the sanctioned CllltS keep a close eye on these festival to ensure that 
they do llot lead followers astray. 

THE CULT OF TZEENTCH 

1]10se who follow the teachings ofTzce:nrch 

are dedicated to change in all its form. -[hey 

ate [he mos! mystical of the Chaos cults, 
seeking OUt forbidden knowledge regardless of 
the COS! it exacts on the mind, body. and spirit. 
Hedge wizards, ex.-priests, and t110se who dabble in 
the ()ccult are the most likely candidate, to be drawn imo a cult of 
Tzeenrch. 

As befitting a cult that worsJ1ips the God of Change, no twO groups 
are exactly alike, ome are composed exclusivelv of spellcastcrs. 
while others are comprised of Jowly commoner' who seek lO 
overcome rheir lots in life. By asking for stich change to come 
intO [heir lives. they caU upon Tzeenrch. often withour a fuLL 
understanding of the damage that doing sO will cause. 

The olleges of Magic are constantly on the hllJ1t for Cults of 
Tzeemch. viewing them ;lS hQrrid aberrations that meddle jn things 
that should be left alone. 1he CoLleges engage [11 constant pogroms 
wirhin their membership, rooting our tllO e who have ~aJlen sway to 
Tzeel1lch's cODtCOI. AlthougJJ the,· are never spoken ot: these allen 
brethren ate all too om man. Magic is intrinsically tied to Chaos. 
and its practitioners are more vulnerable to [he call of entropy and 

corruption than the average citizen of [he Empire. 



~?/.. 
Chapter VI: Festivals, Holy Days, 

and RightS of Passage 

or the common man of the Empire, there's linle to diffetenriace 
one day from another, little to hreak apart the drudgety of 

exi tenee for each day bring mar filth, marc hunger. and above 
all. more work. Since the Old Wor/der is one acc~romed to roil. 
those rare respites. those breaks from labour, are cherished for these 

The Imperial Calendat i of great impOrtance and influence in 
the Empire. Ir allows tllC common folk ro count the pas. ing 

days and prepare for rhe festivals. It allows for historical evems to 
be recorded and conrextu,\lised in U1l.1e. It allow men who have 
never met to agree on reliable date' that they both understand. 
In horr. it is the cog around which the machinety of rhe Empire 
revolves. \X!ithollt standardi ed. measured rime, e\'eryIlling would 
0011 collapse into confusion. 

:V1ost people believe Illat divine Sigmar. lirst emperor of the united 
tribe.s 0 Man. formed the Imperial Calendar. -nle daring system 
pUts the 400-day year inro twelve month of 32 or33 days. and 

Jncludes ix important festival days. each 0 wbLeb lie between the 
months. The momhs are further divided by eight-day weeks. which 
bridge the months uninrerrupred. even if a week is broken by one 
of rhe intercalary festivals. 

However, although Sigmar was involved with its creation. [he truth 
of the calendar's gene i.\ is Illorc complex. nd far older than the 
Empire's patron. 

BEFORE TIME WAS RECORDED 
Mo t of the original tribes rbat settled the Reik Basin had no formal 

traditions for keeping time. Those thai did usually relied upon rhe 

lOa-infrequent moments are the rimes ro live and play. to honour 
the god. and escape from tbc pedestrian life of the commoner. ,~ 

slich. Old \\'orlders celebratc eve' hoUday with zeal, cherishing rhe 
event and look for ways to exrend the celebratiollS ill wharever way 

they can. 

passage of celestial bodies a ros.\ the -"1' ro keep rime for them. 
.Although planers and raJ' were somerimes used for rhi -. most early 

tribe men observed lhe regular orhit of Mannslitb and the eternal 
cycle of spring, summer, litumn and ",,·inter. 'TIlis eveul\Ially lead 
omt" communities to undersland rime a,s four seasons of 4 lunar 

cycles, but ti:w used a syslem c\'en dlat complex. As there was 
no ceorral authority in those early times, each tribal communiry 
formed it- own tradirions for under tanding rime, often drawing 

inspiration from their neighhour , conquerors, and lbe ruin of lh~' 

Elder Race. 

Ry the rime of Sigmar. many conflicting and often inaccurate 
methods of recording time existed. So many and so different 
were these, thal misunderstandings berween early Humans were 
common. and sometimes a ouree of conflict. Sigmarire holy texts 
claim chat 'j"mar decided to end rhi prob1e.m. 

A CALENDAR IS BoRN 

igmar i aid to hav understood the importance of a centrally 
organised calendar. However. Sigmar's people were primitive, and 
(hough they could observe the ea ons and rhe passing of various 
celestial bodies, they little understOod how to accurately record 

the passage of rime. 1110se few ocierie rhal did mark time rarely 
celebrated anything heyond the great equlnoxcs of rhe sea ons, and 

137
 



ltlmanac fur tbe 2522nb pear of 5tgmar'~ ~lortou~ !mptre 
betaHtng tbe llUgrims' ~emple of -"blenbof, jMtbbenlanb 

aUUrfrul)l Ionntt1[[ 

01 ('
Ra.tbenn ~l)rbrunlJ ]3fiulVeit iilJUl4t1tit oltlUltt1tU orgebtim 

I~_1lcIb I_on.­ I 0 l_~'_ 1 
2_~ (J2 

2-s-­ __ 
~ CI 2_ 

03 
3 "Of/oloo __ 

Oe e_ S 0"Ilt __<tHrbf' 4_ 0 4 
5 - 5 5 5 

CI~­ • 00 .O_on.­ 0 
7 7 1 CI 1_or. ­ 1 
8 8_n.­ 8 S"AAd.. _ 

(III 0 Oil 9"1lt_ 09 0 
10-..nn.. !O_nn.. 10 !O"lltWIriI.u,..o (I 10 lO_ 
U 11 11 "_.T_ 11 11_ 1\ 

12"l"'_~W"'lMI' 
12"1lt__ 

012 <: 12_ 12 (J 12 
l3 elS IS_ le 13 13 
14_ 14_ 14 14 .14 IH_nn.. 
15 15 015 ~ IS_no­ 0\5 (J 

10 o to 10 10 10"lC.,...~GW_ 

• 11 17~ 17-.n..no 17"1lto...~",e-" 17 
IS-.wnn.. 18_no­ 18 C. 10 01e_ ~ 

19 019 19"Ilt1<ft"'" J:lW' 19_ 19 
OO"e-.~_ 2O"Ilt_<t ...~ 20 20 
~I 21 0 21_ 1 021 

122­ 022_ 122 .22 22_or­ •
-23 23 123 23 0 23 

24 G24 24_n.­ G24~ 

C 23 23_nn.. 1>23 25"1ltH_~lIwHll" 25 I> 
26_no.. 126 26"HtV~ 026 26_ 
21 (J 27"1ltH__"'~ 21 21_ ~ 27 

28"1ltf.<t ... _ 0 28"M1_b__1<I-" 28 0 28_ 28 28 c: 
129 29 129_ 29 029 29 
180_ 30_ ~ 30 30 3O_nn.. 
31 ClSI .31 031 31-'or­ .31 0 
132 32 132 32_or­ G32 32"1ltT_ 

33 3S ...­ 33 33 "lAH.,__ 33 -
onbJtl£lt 

I 
2 

lbEMrwY.. 

S 
"Iltr.w.b ...... 

-5 

1 
8 

15 
10_nn.. 
11 
18"~"""" 

I> 

19 
20_ 020 
21 

Ratl)gd)elm .itte~eil ~au~ett ftaUle~eit Ulri"eit Bor~exen 
; 1_ lfttW"u.a.r._l 1 1 01 I_no­

2 2 ~ 2 ~2 

3 03 3 03_no.. 3 3."..,,,,,,,... 0 
4E_nn.. 4 0 !+-r...... _ .. 

5_no­ 5_no­
5"1lt __ 

5 5_ 

G6 •~"Ilt~ 00 - .0 0 
7~ .."", __ 1"1lthJl.q/JCJ>o_ 1 1_ G7 7 
8 8&WdEodl 8_ 8 8 e 
9_ (111_ O~ 09 09 0 
10 10 10 10 ~ 10 10_nn.. 
1\ 11 1\ 1\ 11 1\ 
12 12 c: 12 12-.nn.. 12 c: 12"1lt_""" [) 

13 • IS_or­ ISE_nn.. IS 13 -_ lIwloU. H'" 13 
14_"""­ H 14 14~T ___ .14 14_ 
15"1lt"""/a<o~ 1511--' 0 15"1ltl_.... .....,.,.. (J IS IS_ 015 G 
16 o 1& 1& 16w-, 1& 10 
17 17_ 17_ 11 IJ 11 17_no­
\8 -18 18 C. 16 IS_no­ 018 C. 
III 019 19 19 WI.­ 10 19"_....... 
20 20 20 0 20-_,...,..­ 20 

.' 2\ baoIoo"...,. 21 baoIoon.­ 021 21 -n.W_~"'e-<b" 21 021_ 
22 022 22-n.'.... ,....... • 22 22_ 22 •- 2S"Ilt~ .... _ 23 23_ 0 23 23 

G­ 24 G24_ 24 24 G24- 023_ 25 I> 2!l 23 25 I> 
26 26 26 0 26 
21 <t 21 21" ."'" 27 CI 21-n-.h"-," -. 28 028 28_n.­ 02$ 28"1lt""_ 28 0 

\ 29_~ 29 29"1lta....._ 029 29_ 
180 30 

30 "TIof-u.",__ 
30 30_ 30 

l-H_ 
G31"1lt ___ 

.31 031_ 31 • 31 C 
'1" 

32 __1!Dlo 
32 32_ 32 G32 32 
33_ 1oaI_ 113 as 33 ...y .....faf 

- Jlbunl 01 Lnnllitb­ Too, tiltJiflh of r/liJ)••r', Sigm.r'. E.t0<fus'. Alm.Mo, dtroil! rllt Pilgrim" Tmtpl, m !.hI,Mof. As 01""1,)1, 011 ,lit,... _.1 ...... pr<-pianntd Ftslag StrmolU..,. indud,d, ""rh ,lit wttI«nds maM in rtd. T..... Prigrim', Templt iJfam,df'" - 5ta.co1l41 ~IoUrf­
fool 0 focussing upon Sig""'r'.l Lift .,hiI, H. S:iU Walk,JI Amongl1 U" and on(y dtdica'tJ Ont Ft.lIog o]<c, '0 (WlUJ __ 0 0 ilbUu

ouwith r.hiJ mniJ (r,ypia>I(y upon rht}lNl HoUde; ofrn Sigma,rda)'), although, "V,ormplt also hcUJ.l tIJtTling ;<n'w 
6pri.g

Hili G 0 rvtry K'm,gsrag rO<Jtring orhe m"',m. Of pomado. nett iJ VUiIingdO)' on IJlh ]ahrdMJ1lg, Tilt rtmfU bt/ifi'tJ too
 
e- (J f) "th. dO)' Sig"",. lo>t paS.ltd rllt Jilt ..hut ,lit Ttmp/t 1IOlII >tond;, and rhut Ua grtCU d..r of CtIt/muion i1' ,Ilt l""al
 

.UI1I111.
art. to rornmtmOtOl' W ""'n.:. Also Qj nor. Ulhe _klY "Aubtruog M",ttr"--whirh.ll.." ., lilt fiflh ajrtrnOOn 
btll .nd WIlJ", r>l'" hou...-alhut lilt prU<l' "cilI ,ilt Iotol mililio and Hommtr Btcrm in conW<u rtch... 

How 



ohen relied upon obscure rimals and rhe alignmelHs of ancient 

standing stones to do even this. Unsl11'prisingly. most Human' did 
not even know how old tlI werco. 

Sigmar aimed to resolve this. As h was unable to draw UPOll 

established Hum.an calendars and knowledgeable scholars, he 
turned to his strongeSt allies. the wise and ancient Dwarfs, and 

asked for their counsel. 

'TIl(': caJendar repuH:dJy cteated by Sigmar and his advisers drew 
almosr all of irs inspiratioll from rhe miJJenl1ia-old DViarfell 
calendar. The six Dwarfen festivals-which were already celebrared 

Chapter VI: Festivals, Holy Days, 
and Rights of Passage 

THE MAKING OF A WEEK 
'TIle DwarfS had no smaUer division of their montbs, barring each 

day. "They referred to each day by its number (from tbe I t to the 

33rd). and that was that. However, most Human tribes grouped 

days together in shorr clump to help organise their horr, busy 

lives, most commonly to plan their fre<jllent market days. FLinner, 
many could not COlll1t as high as 33. Sigmar reaJised he would have 
to go funher than lhe Dlv.ufcn calendar alone. 

SigmaI' had the cults and noble bloodli1.1es of the tribes repon to 
in most corners of tbe ncw Empire under differwt names--were him the methods nsed by th.eir peoples 10 record the shon passage
k ·pt unchanged, and the months were simply renamed, where of days. He was overwhelmed by the diversity of the responses. 
necessary, to be more applicable to Human life. 

The most common grouping for days was the 'week;' a number 
Not only was this seen as a simple and convenient solution, but of days, typical1y from 3 to ]2, between one local market day 
it aJS() ensured that Imperial Dwarf and Imperial Human would and the nen. However, there were man)' other groupings. 'These 
forever be bound rogether in a mutua.l understanding of the passage included the 'Fi'lllftage' (a five-day period generated from the solar 

urUfe. cycle-i.,>. five weeks offive days in one fuJI pas age of Mannslieb) 

the 'Vierzehnnacln' (a 14-day period supposedly based lIpt)() the 

time the Endals believed rhey could withstand a siege), and the 

, ennighr' (a seven-day period with each day assigned to a different 

God, although the: God' \ hose Ilame were used would vary), and 
mall)' more. 

So, rather than embroil himself with lHonth. 0 debate ,ml 

poindes. conflict abollt how ~o best sr1it the months, SigmaI' fell 

THE IMPERIAL YEAR 
~clal Festlval NumberofDa DwarfeD Equivalent 

'ew Year's Day J (Heke5deg) 
..;.---~~ 

3~ (Adderhc:k~5) 

33 Sowing Month (Venet) 

pring Equinox I (MatcrlIan) 

33 Prepara.tion Monrh (Durgzeti 

33 War M<>nth (KazaJaet) 

33 un Month (Zhomerzel) 

Summer Solstice 1 Sun- ray (Zhomet dkul) 

33 (Fo rn skrak) 

Day ofMysre'1' 1 (Skraksdreg) 

32 (Adderskrak) 

33 HarVest Month (Egrizet) 

Autumn Equinox (Materhazt) 

33 Br~ Monch (Valdazct) 

33 Need-Heat Month 
(Kulkelzetl 

3.3 Icc. Month (Wyrzet) 

Winter Equinox Ice- tay (Wyrstikul) 

33 (Fornhekes) 

~ 
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Ulti~eir 

Mondstille 

Vorhexcn 

Reikspiel 

Hexelltag 

a<;h 1m 

Jahrdnlng 

Min rfrulll 

rflugzeil 

Sigmatuir 

Sommerzeit 

Sun till nnstill 

Fore-Mystery Vorgeheim--­
M tery Day Geheiltinist~ 

.:-_---,.­

After-Myste.ty Nachgeheim 

Harvesr~TIde Erm~h 

Less Growth Mittherbst 

B(eWmontp Brau'lCit 

ChiUmonrh Kaldexeit 

Wirching Day 

After-WirduJ1& 
Year-Turn 

tart Gro'fth 

Plough tide 

'igman;ide 

'ummertide 

o time, strengthening their growing relations.hip into the 

I-!o"vever, just because a calendar was centrally created, this did 

not meaD that everyone immediately used it. Indeed, in those 

early limes very fe,~ did. Instead, rh~y continued practising their 

locaL and oftt'nrimes inaccurate, traditions. To this da , over 2,500 
years later. ir is still common to find isolated communities that lise 
only variations of the official Imperial caJendar, or even ignore it 

completely. 

Ulric-Tide 

W'orld StiU 
.----­

Fo~-Witchlng 



Modem Reikspiel 

Workday 

Levyday 

M.arketday 

THE IMPERIAL WEEK 

---------.".-.-------,~ 

Archaic Reiksp~el 

\~r'dlenrag 

AubvnYlg 

Markrag 
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Backe 

Bezahltag 
---=..-~ 

Baked.a::I..>': ____" 

Taxday 

Kin da 

tarrweek 
---..... 

Holiday 

back on lli own traditions, Sipl1ar's tribe, lhe Unberogen , used 
tbe lerm 'week" and had a UJJ ique groupi ng of four weeki called the 

\extdar' (a 16-day period of obscure origin), However. knowing 
thar rhe \varlike Teuotogen might easily take offence at a blanket 

enforcement ofUnbe-rogen twm. Sigmar al50 drew upon [he 
Teurogen 'Woche: a period of eighl days reputedly ordered by 
Ulrichimself. As Sigmar was a de-vollt follower o(Ulric, it eer led 
obvious to him ro marry all of thi for his new Impedal Calmdar. 
And from these foundations, the eight-day Imperial Week was 
created. 

Each day was given a unique name, cho~eJl from the great selectiOn 
of day name' u$cd across rho' ne'lV Empire. These names bore 
little 'relevance to rhe aen.d \I~e of the day in practise, for Jny day 
could be a work day, or J bake day, bUt dley provided comfoning 
continUity fOt foU!: [hat used those tenns. 

Of course, even though the Empire recorded all official 
docunlclJtS llsiJlg rbe tmperial \Veek, most of lhe tribes conti n\led 

using their older term for the days and their groupings. Indeed, 
over 2,500 veal'S later, some distant parts ()f the Empire still use 
archaic met'hods for counting (he passing day, weeks, mOJ1lh, 

Jnd seasons. 

OrHER CALENDARS 
lhe . mpire may have an ancient. centrally organised calendar, but 

it is not universallv adlJered to, As mentioned previously, many 
isolated communl~ies cling to traditional calendars handed down 
[0 them bv their ancestors. 'nle reasons for rhis vary, but most 

commonl~ it is simply the '\vay things is done." no matter if it 
contradictS, ignores, or reorganises the Imperial Calendar. making 
matters very confusing for ()U(siders, 

The most common alternative calendars are those sourced from 
other Old W'orld nations. Alrhough Breronnia and the Wasteland 
use a daring system derived from the Imperial ""kndar, [he 
Empire s other neighbours-Kislev, Norsca, and the Tilean City 
State.-pracrise thei r own methods of counting rhe day~ ear the 
borders, rhese alterllJcive Calendar: are ofren used ill tan.dem wirh 

the Imperial Calendar, and sometime entirely replace it, Further, 

expatriate cOlnrll.uniric, often retain their traditional calendars, 
although most of their re idems understand, 'ven if they do nor 
use. rhe Imperial Calendar. 

KISLEV 

-nuce daring :,,-y:tems are in COllJIllon use in Ki,]ev, although many 

more ex..ist, 

l1le J1Josr popular is the GospodarilJ Calendar. which i state­
suppol'led. and thus used in all official documelJ[s. Like the 
Imperial CCl.lendar, it breaks rhe year into 12 months and inw 
eight-day weeb, but there are no intercalary festivals. and the year 
beo-ins on a difFerent dJte: Shoika Day. on the Summer Solsdce.o , 

A, tbere are no fcstivab berween rhe months, rhere are exactly 50 
weeks in a year. 'nle calendar begin! from til date Khan-Queen 

hoika founded the city of K..islev, whicll happened halfway though 
1524 rc. 
The next mo. t poplJar dating sYStem in Kislev is (he Imperial 
Calendar. which is commonly referrcd to in ides and i somelimes 
used along the lmperial border. Irs growing popularity betrays JUSt 

ho\'" influenrialrhe Empire b:ts-become in K..islev. Indeed, many 
official documents and the few primed periodicals of the kingdom 
use both the Imperial and Gospodarin Calendar. 

La dy, there is the Lingol Calendar. -nli is mostly used by northern 

rh:<flS and stdnistm of Lingo! descent, and is most common north of 
the Lynsk. It uses a flJlIl-year cycle called an UrUtl, and begins on 
the year the Ungols believe the Bear God UrsWl first awoke from 

h..ibernariolJ (circa 500 Ie), However, ir is poorly documented. and 

dare disparir ies berween omtlltlniries and vuiatiOlls of rermjnology 
are common. Indeed, mOSt COJ1l111linitieo; have their own names for 
rhe 14 (or, olllcrimes, 26 or 6) monthly divisions of the [/'-tZil, 

Which makes communication using the cJlendar difficult. if not 
impossible, 

NORSCA 
-n,e Norse use ~<lll manner of differem daring sysrems. llle southern 

'orse trLbes JIe strongly infhlellced by the Empire lld KisJev. 
and many use rho e areas' calendars or adaprations of them. 1he 
northern tribes are influenced by the Kurgan of the Endless Steppe. 
and some practise the blasphemoill traditions of those peoples, 
-J11esc are often strange in rhe extreme, and may involve calendar 

based upon rhe biz;J.rre cycles of In 6pecially importanr Daemon 
Cod, or rhe waxing ';J.nd waning of the ,real Eye of 'haos itself. 
The NnrseDwarf to the nord, an.d CJSt use the Karak Ankor 
Calendar, although the)' have renamed man)' of rhe months, whidl 
can confuse the uniniriared, ~rhen all of rhis is mixed rogether 

with the original traditions of the Norsii tribes, rhe massive size of 
Norsca, and~the lack of any cenrral authoriry, it quickJy becomes 

obvious why so [nallY widely divergelH calendars srLlJ exist rllere. 

jmt as the 'orse are influenced by their neighbours. their 
neighbours are influenced in rerum. lhis is especially rhe case in 
nor~hern K..islev, Nordland, Qsci nd, and ,he Wasteland, v..hich the 
NOLe often r;lid, settle. and trade with, taking their cuStoms with 

them. This an result in some ver)' odd dating systems in the fringes 

of rhese places. 
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THE PALACE OF TIME 
I was led down an old,llJinding srair. I knew I couldn't be that jar beneath A.ltdorj, because I could hear rushing warer above. The
 

Reik, I presumed. That made me nervous. The walls may have been lined with Dwarj mason runes, and rhey were dryer than a Shallyan
 

The robed thug I wasjoUowing lifted his torch, gesruredjor me to follow with a crooked finger, then stalked down the dark 

A.head, I could hear a rhythmic tick rode, and I knw I'd almost arrived. The centre of all chronology in rhe Empire. The secrerive 

To SCly I was disappointed is a massive understatel7U'Jlt. The 'Palace'-a squalid hole no larger than the parasite-injesud room Frau 
Grunntr .~ad grudgingly ler to me-was ruled by a shorr old man. He 'Wore a learher cap, the top of which bent over hi.5jorehead, 
almosr touching 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 leasr rwo bells wrong. 

This, I presumed, was High Minisrer Gaspar von Derberg, keeper oj the emperor's rime, and a very powerful man in rhe Empire. He 

"Have I wasred all that coin?" he inrerrupted, spectacles wobbling as he adjusred the lenses. ''You are rhree days late!" 

"Please tell me what you uncovered about Zunftfesr!' His beady eyes, now l.udicrously magnified, bored into me. I slumped. 
So, as I had been employed to do, I told him everything. Even the things I had promised m.yself not to sa)'. I can only blame it on rhe 

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 wa.l slow! I opened my mouth and it allflowed out, as if someone else was talking. 

As the Minister of Calendars, von Derberg had rhe impossible task of recording all the festivals, holy days and daring systems of 
Sigmar's Empire, and marking those that were no longer celebrated. Originally, the position, under some long-Iosr title, had been 
creared so Sigmar could gather all oj his people's calendars ro study. Over 2,Jooyears later, and rhe job was still unfinished. However, 
as rime passed, rhe remit of the Minister changed. Now, he was responsible for deciding whether a particular religious event was 

The trouble was, Zunftfest was in Derberg, rhe High Minister's own lands. Worse, the merchants that had survived the Srorm had 
twisted thefesrival into something... well... ba.le. I'd tried to avoid the job; but, I was rold, von Derberg had requested me personall)'. 

''Yes, so am I." The old man turned to my escort. ''Take him to the we11 and throw him in. I will not have my people pur ro the 

I'm ashamed to say that I was toO shocked to respond.Iler the thug drag me awOJ' with nary a word of prorest. It wasn't unrill 
heard the water thar panic set in, and the enormir)' of what had jusr happened struck me. 

Not only was the Minister allowing the cultisrs to practise in his lands, bur I was about to be drowned. 

Thi calendar is wide.spre;ld acros the Old World. and has 
long been u ed in distal1! corner - of the Empire. even before 

northern tribes mixed with those of the south. Many Taalite" and 

Manannites claim the caJendar, and its IUllar cycles are observed by 
.some anciem fores[ and coastal comllJunitje,~. 

Similarly. many Tileans use thl;; Imperial Calendar or onl;; of its 
many variants. This is especially [he case in the nOrthern city states 

of Miragliano and Tramio, for thev mor frequemly deal with 
each with .5 weeks of 5 days. 

r----------..r----------------------------.----------=::..., 

~ 

Monastery, bur there was enough water up there to drown Manann himself. 

corridor. I scurried after him, not needing further encouragement. 

offices of rhe emperor\ Minister of Calendars. The \<l-called 'Palace oj Time.' 

did nor look pleased. 
"I am nor pleased/' he coughed. 
"I'm sorry. 1..." 

"Ah, wel1,y'see: There was rhis..." 

potenrially heretical, and deserved the attention of the Temp/ars of Sigmar. 
Everyone knew what that meant. 

Stupidly, I'd ler flattery overcome my good sense. 
The High Mini.~rer shook his head. 
"I am nor pleased," he wheez.ed. 
"I'm so sorry..." 

hammer by this scurrilous liar, and I will not have him spreading ,~is lies an)'farrher." 

Having seen their riles, I'm not sure what worried me more. 

THE TILEAN CITY STATES 

The nin g.re;lt city-states ofTUea, as well as aillhe minor 

mercllanr-pr'incedoms, towns, and villages they iniiuence, use the 
ame calendar system. ODe said to have been given to lhe nation 

by Glorious l'vlyrmidia herself: CaUed rhe Verenean Calendar (il 
ClTlmdarjo \:-0"'010), it lIses tbe passage of Mannslieb (OcdodilJerm) 

to record rime, and divides the year into 16 momhs of 25 days. 

Bretonnians and Imperial folk. 

TilealJs believe that Myrmidia was fJ.ught by her mother, Verena, 

how to mark time by observing the heavens, whidl was why she USING THE CALENDAR 
installed a lunar cah:ndar as her nation's dating system when she 
united allTilea and Estalia. Unsurprisingly, Estalians also use the	 11,e full Imperial calendar i provided Ofl page 143. It is laid ()U{ 

with enough space for a CM to make notes for hi~ campaiglJ. or 

ftlr pla)·er. to track their day-to-day exploirs. It aJso lists all of the 

,lm<:: calendar; however. they start it from a diHcrent date. Indeed,

rhe start date of tbe calendar has long been a source of Friction

between the princedorm ofTilea and the kingdoms Escalia, as it 
drives to the root of the religious differences between t.he tWO lands. 

major festivals celebrated in the Empire. and plotS out the pbases of 
Mano$lieb. 
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RANDoM CALENDAR VARIANCES 
"Did)'a sa)' 'Holiday?' We 'aven'r no 'Holidays' around rhese parts, on(y Ulric's proper Fesrag! 'Holidays' isler loreignlolk.
 
An' everyun' knowsJoreigners worship r'Dark Goas!"
 

-ULTHhR ScHMIED, MroDENLANDER BLACKSMITH 

The rollowing table can be used to quickly determine local variance,1 in the use of the Imperial Calendar. 

TABLE 6-1: CALENDAR VARIANCES 

Die Roll Rc!su.It 
01-0' Aogestag Begins the Week: Locals of this settlement begin their week with Startw~ek. Howeve.r, rather than simply counting 

days from a different day; they have reorganised them (or, perhaps, remember an odginal organisation) so that Stamveek 
replace.s Workday. with Levyda ' now becoming Workday, and Marketday bec ming levyday, etc. 1he onl)' day' tbat remains 
lmchanged is Holiday. in such communities, the weekend is Kingday and Holiday. 

06-10 Archaic: TIt 100000s only recognise the older terms for the momh$ ~d day of the Imperial C;Ue:ndar (such ~ Fcstag lnslcad 
of Holiday, or Jahrdrung instead 0fYear-Tum), viewing an . aJ(c:mativ as blasphemous. 

11-15 Aubentag Muster: To better defend the Empire againsc arrack. all Imperial citizens are expecrcd ro train on Levyday. An)" 

men (J.t'. of 10 years or older) failing to practlse their weapQIl skill far at least 6 hours on cl1is day are nm our of rown. 

BezahltagTaxes: All servi and goods In the smlcment COst Id10 It 10% mo~ on Taxday, with the extra revcou created 
goin to we j!lQl.l eu11$. nabld. or,. perha~ some more nefarious source. 

lJ-15 Curtailed Weeks: Weeks start afresh each intercalary festIval day. For example, no matter what day it is before Sun Still, ir is 
always WOl'kday th" day after. 'This can cause immense confusion for Qutsiders. 

26-30 

31-35 

36-40 

41-45 

46-S0 

51-55 

56-()O 

61-65 

66-70 

7]-75 
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Cycle of Ro~ Blood; The locals chan the pa$Sing of the yeJ. by l.'clOOtWng the rc:igns of the ruling emperor, duke. or minor 
nbbl • rathe:t than by coun~jng the: ytar& fl'Q/ll igrt1Jlt' coronation. This is cypie;dly td"erred to by naming the year of the 
rcisn. then (~c: /lOhie in u rion, tr;n exan1pk~ "Aye, wall back in 3rd Ye;lr' of Duke Gustavu.~ lI. ....., 
Ecliptic Year: The community measure' time from one Full eclipse of the sun by Mannslieb [Q [he next, a cycle of rime 
sometimes allied the Draconic Year. and tied to legends of the grear Shoggoths of old. These dme spans, which can 
sometim.:s be very long, are broken up into ,smaJler sections marked by partial and solar eclipses. lomlieb is never used to 

determine dme in such co=Ullities. 

Fast ofBackertag: Each Bakeda. ' the: IQOl1 f.I;lt until tn. evening, only drinking w;lter uncillhe sun ~ts. Their ttengdl of 
will in cltis endeavour is res d. as all the households us¢ the da) to bake bread$ and cakes for an evening !Cast, which se(ld$ 
wonderful smells throughout the community. Any who are Olught eating during Bakeday arc puniJjhtd. as lh town lc::l.deIl 
see nt. As the old ~n&~oe;l Eat on BakedaYI ay on Taxda • 

Holy Festag: The settlement regards Huliday as an especially lmporram day. Anyone found doing anything beyond attending 
the Temples or training to better defend the Empire (Sigmar always allows this) will be in a great deal of trouble. 

KbaIizad Calendar. The Jocds use the Dwarf names for the months and ftstival da •almough the)' still use the Imperial 
Weekas normal. 

Konigstag Oath: Evet)' Kingday, the local gather in the Temple of igrn,u, or by a shrine, co swear their loyalty co the 
emperor. Locals believe thac an}' adultS who laugh Qr smile during [his solemn occasion must be [faitors to the-Empire. and 
rhus. a servalll of the Ruinous Powers. 

Manann's Bd~ The:, 'weeks' .md m nw are measured b the 25-day lunar cycle of Manl\$lieb. pro"iWn$ five w~ks of five 
dB> pet moruh. with 16 months in the year, The names of the days and months VII by' exun~unirv. 

Marktag Busines..~: Local law allows for trade only on Markerday. Anyone trying to buy or sellon any other day will be 
in trouble with the authorities. "This causes problems for local inns, for example, as we. can only aceepr payment for their 
services on l\;larktag. Bar tabs are common, as are calls of: 'Tither you stay 'til Markrag, or yot! don'r stay at allt 

Morr's Belmedl The locals mark their month accordill8 to the (;)!CIt ofMomUeb. Howev. r, given the ~Moon's 
erntic nature. orne months may last Jittl~ lQ,IllF thm.a few d~YSI and othm may las~ ntlre ~I\$. Each Mortlileib full 
moon hllmlds cekbtation ~e ne:« day. with locals gathering to oongratulate each other fut surviving one: mo~ month. The 
community heli that if it C\lcr Iw mo~ than 88 months in ye.ar, the world will end. 

No Festivals: 1be ix intercalary festival are simply added to the normal months, leaving the community widl 12 
months of.33 or 34 day. The festivals are still celebrated, bUt at the beginning or the end of the appropdate months. 
nor as separate days. 
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TABLE 6-1: CALENDAR VARIANCES (CONT)
 

Die Roll ~u.h 

76-80 Odd Week Length: The week here lasts for 1d 10+2 days in tead of 8. If a 6 is rolled (which would result in an 8-day 

week), roll again and add the second re ult co the firs! (now providing a result from 9 to l8 days in tbe week). The 

name of the day vary by community. 

1-85 onal Tracking: Thi$ c\>mmunicy does noe mark months. bur does observe the Imperial Week as nl>Ol)a.i. The only 
divis~on 0 thtl year greater (rum a week is tbe • C:L\Xlfl,' The tOUJ se;uQns re marked as normal. and rhe rranSlfion from 
one season to the next are celebrated with 1m l:Irtllnt fcstivals. 

86-90 Wellentag Toil: All people are expectcd to work trom dawn to dusk on Workday..Anyone succumbing !O s1mh on such 
a day will be cl?mped Ln the stocks uotil the afternoon of dle following day. "J'm ,tjraid I had to call the watch, sir. The 
sun roSe' somt time (/<TU. ({udyoll were !till i7/ Jour rooms. " 

91-95 Yearly Cycles: 1h standard, 400-&y ~r has ~econdaty imp/}uance l(lcaUy, Instead, a cyd of years (ldJO+2 yt'al"$) is 
observed. with individual years llJ !Iodated with some local God. irit. or similar power. 

96-00 Roll Twice: Roll twice 011 this table. If you roll rhis result again. roll three times, and so on. If you score a result that 

contradicts or duplicates an earlier resulr. roll again. 

Although keeping track of the days as they p,lSS is not necessary 
or a game of WIFRP, doing so can greatly enhance play, especially 

when playing in a pwnacted c<\mpaign, sucb as tbe Path,- ofrhe 
Damned or Thousand'Dnw1es. It allow, the players to feel morr 

engaged with the world ~ they track and wimess the passing 
w~eks, seasons, and even yearly evems, _uch as birthday or one of 

rhe six major festivals. Further, m.cking the date allows the GM 

to accurately add extra aspeCts to Lis gam involving dead lines, 

keeping appointment" and describing surroundings a ording to 

the acmal season, rather than GM whim. 

Tracking tbe day of the Imp rial Week can <llso help the GM 
describe th day-ro-day acrivitie,1 of [he various i\rpCs. Festag is 

nsidered a holy day by mOSt citizens of rhe Empire and almost 

every local economy grinds to a halt as the devout croop to melt 

weekly lluongs at the local temple of Sigmar. Indeed, some Folk 

consider it bJa phemollS to do any anything but worship and [rain 
ro better defend the Empire on Holiday. and beJjeve that sloth or 
inappropriate toil does nothing more than invite the :mention of dlC 
Ruinous Powers. On d1e other hand, whereas the other days are little 

different to the average citizen, most larger cities mark a 'weekend' 

<Ol11prised of Startweek and Holiday, when the richer middle classes 

rest, paying the poorer classes ro serve them. Sm:1J1er communitie,s 

rarely celebrate the weekend, even if they acknowledge a distincrion 
between weekdays (Workday. Levydav, Marketday, Bakeday, Ta.xdav 

and Kingdayi and Starrweek and Holiday. 

Game ~{asters ,Ire eJlcouraged to lise rhe calendar to ll1ark aU of the 

date' that are important to tbeir campaigns. Maybe a communitv 

holds a special S:111sage festival every year, or the JJlniversary of:1 

special triumph over invaders is celebrated in another. Similarly, 

players are e.ncouraged to mark dates of importance to their PCs, 
uch as dleLt birthdays. or those of their family alld friends, or the 

date of great victories for the party. Further, they can share in the 
dread of rheir pes as the.y chan the slow but inevitable arrival of 

Hexenstag and Geheimnistag. the twO most feared days in the Old 

World Year. 

Adyenture Hook; A Race against Tjme 

The PCs are hired to protect a merchant train travelling close to the 
Black Mountains. )'\01 long after tbey arrive at their destinatinn, 

a horseman gallops into the settlement, a crudely-wrought arrow 
piercing hi~ shoulder. Bct\veen groans and g:lSpS, he explains [hat 

his outlying farm was attac.ked by Grecnskins. and that a warband 

is gathering in the mountains. 
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Jlld he wilJnot leave without it. He charges the P to SCOUt ut rhe
 
Orcs to see how far rhey are from the \'iJJage and how many there truly
 
are. If they succeed in this, he will pay them double theif agre~d fee.
 

"1l1e merchant ranjr.~, ,L~ his srock will not be ready fix at least a week, 

llle Creenskins arc (Wo days ride away. and Goblin wolf rider 

. coutS are patrolii! g the area for casy picking (like the pes). which 
may deby them, the Greenskins will march in three days, and it 

-HOLIDAYS­
Tbe Imperial Calendar is full of festivals. holy days, and orher 

important dates. As religious and superstitious as most of the 

people of the Empi re are, celebrating the rites on the appropriate 

day is Vitali.' imporranr to their spirilLl<li wellbeing and peace 
of mind. As the Empire ages. new holy days are added to the 
calendar. whilsr ochers are removed due to om,c perceived (or real) 
blasphemy. orne are Simply lowl, forgotten by the JUa.~ses. never 
to be remembered or practised again. Finally, a few holiday have 
tramformed over the years, so that they are barely recogl1isable as 

their original form. 

Everyone in rbe Empire looks !O holidays and festivals wirh great 
amicipadon, For pea arm and rhe lower classes, holidays are on~ 

of the few times in which they can cur loose and forget abom their 
poverty and hardships. For the nobles and other upper classes, 
festivals are a way to Baunt their wealth, show up their peel's, and, 
on occasion. sho their respects to the Gods who have made their 

lives beller U1aJl most. Holr da)'s ,ll'e alw the times during the year 

where all the classes mingle together in supposed harmony, .lS all 
are subject to the will and whims of the gods. 

StilI. (here are some holidays that are looked at with mucb 
trepidation. "'everal of the holid,lys on the calendar are devoted 
to grim eVCllts or tim in which the Dark Powers are thought to 

hold sway. For examp!c, Witching Nigbt is viewed witb p-arricular 

dread. 

HOUDAYS OF THE EMPIRE 
It is 'llways ,J holiday 50>'ll('lIIl1el'(' in the Empire. Eadl province 
and ev ry (Own has its own variation in the way in which these 

particular holidays a.re celebrated_ Por more information on the.e 
differences. see Variations in Folk Customs, page 86. 

Desctibed here is an extended look at the major holidays of the Old 
World, originally described in tbe WFRP. 

Witching Night (New Year) 

AlmoSl everyone in the Empire looks !() the night before rhe 
New Year. known as Witching Night (or, in older times, called 
Hexmsnt1chr). widl parricular dread. 111is night is sacred to i'vlorr, 
whose priestS are the only ones brave enough to leave the safety of 
their homes in order to conduct their rites in the graveyards, The 
line between me w rids of the living and the dead is particularly 
blurred on this night, and the spirits of those who have gone before 

,sometimes come !Yack. The vik Undead are seemingly energised by 

{he wan, pale light of the moons on Witching Night. and shamble 

resolution. 

will take [hem about five days to arrive. \Vhar will rhe PCs do? 
Ride for the Ilext town, which is two da 's away, for help? Organise 
an evacuation? Flee? "orti[.,. the seruemenc? Wharever they choose, 
time will be of the e.ssence. To complicate marrers, tbe \'illage has 
a fanJticaJly devout Sigmarite Priest who does ever},thing in his 
power to ensure that the locals do nothing on F S[,lg other than 

attend his Throng and pray. 

TIle day diet the dreaded \'\7itching Night is k.nown as "Year 
Blessing." People emerge from rhe safety of their homes to celebrate 
both the facl chat they survived and to a.k the oodd . VeJ-cna to 

bles. the coming year with acts of jusrice Jnd bursts of wisdom ~nd 

knowledge. 111is is a solemn time, with rhe reading of pa sages and 
offerings of incense, wine, and parchments inscribed with holy sayings 
burnt up in fi.res. Old grievances between neighbours are brought 
up before Priests of Verena. ill hopes oLserrling t.hem to clear rhe 
follOWing year. However, because grudges fW1 deep in the Empin\ 
many of these feuds arc lcft to stew for year" with no foreseeable 

Known to the common folk as Start Growch. the spring equinox i· 
a cime of great rejoicing. Sran Growth is dedicared to Manann. as 
it indicaw; rhe beginning of the changing tide and representS the 
end ofwinter. which is the time of Ulric's rule. This is also when 
Taa.!'s suength hegins to grow in the form of rising sap, budding 

trees, and the stir of mating among animals. Tradition dictate that 

a calf. piglet. or other young Jnimal be sacrificed to either Manann 
01' Ta'lllO bring good fortune and bOU11ty for the following year. 
-n1is llllimaJ is either thrown intO the sea, drowned in a large 
river, or buried in the woods. depending on the person'. location. 
Children born on Starr Growth are thought to be quick-tempered 
and flightv. prone to wanderlust and adventure. later in life. 

Mitterfruhl (Spring Equinox) 

Year Blessing (1st Day of Nachexen) 

through rhe countryside rerrori ing the living. Becau e the regions 
of death and sleep art: so close, vivid dream on thi. night give clues 

of a person's face for th" coming year. 

First Day of Summer (18th Day of Sigmarzeit) 

First Quaff C33rd Day of Pflugzeit) 

The Dwarf holiday ofFirsr QuafF is when the:: first kegs of new 
beer are. tapped for an initial tastillg, While this j a time of great 
celebration, it does t:J.ke (lll a rather ominous tone, as the quality 
of beer is seen as a [01'111 of auoury for the fortunes of the Dwarf 

hold for the next year. If che first keg is of inferior tasre or colou r, 
it indicates bad luck for tho e tasting i[, Howewr, a fine brew 

points towards good and glorious cime ahead. An entire system 
ofdivil1arion has developed for this tasting, aml dJU • the hold's 
rune!ord and king art always rhe fim to ample rhe year', yield. 

-Ole first day of summer is a huge and popular holiday, celebrated 

throughout the Empire. It is thought that this was the day th,Jl 



stay at bay during rhe bitter cold of wincer. It is thought thar 

igmar asccnd(;(J to ;odhood. Ihe holiday is a rime of great 
fesri\'iries, fe;<sring. and song. and, in cheory. all work is supposed 
co cea dluing chis time, although farmer, and other dependem 
on this long day somerimes cake to their fields co work in the 

.l.dditional daylight. Tales of igmar's exploits are common 
~nrerrainmenr. along wirh plays that depict some of his finer 

moments. The legendary "Sigmar's Sausages" are the food of 

choice duri ng chis holiday. with each province boasting their own 
unique recipes, 

Day of Folly (10th Day of Sommerzeit) 

One of che few holidays recogllised in R<mald', name, commoner, 

and nobles alike cherish rhe Dar of Folly. though it is seriously 

frowned llpon by the stern or ascetic. On this day, social 
conventions are turned on their heads, and those in charge ,let 

as servants whilst 'crvants are treated as lords of th manor. 
Revel occur in the srreets, as people wear colourful outfits aJld 

QurlaJldish masks to conceal their idenriries (often quite poorly). 
Drinking. song. and harmless pranks are the norm. While rhis is 

aJl opportunity for aurhoriry figures to feel a hit of the sting that 

they onen put orhers through. few accept much in the way of abuse 
from their inferiors. who musr be careful in what they say or do. As 
Cultist of" igmar often say: "it's nOt the Day f Folly th:H maners, 
ir's rhe day afia rhar does." 

Sonnstill (Summer Solstice) 

un ,tiJl is rhe cOlllmon naJTIe for che SUmmer Solslice, so named 

because the sun seems to sit sclll ou the horizon on this. che longest 
day of the year. .It is ,\0 im ponallt ,Lue for Clrmers. sailors. whard . 
and pilgrims; ill shon. fOf anyone dependent on the cycles of the 
un md chose keeping rrack of che remaining days of the year. 

FenilirJ' rite" are excremely common on this day. with young 
couples adorning cl1emselves with flowers in their hair and dancing 
md drinkillg to sonp dedicared to Taal and Rhya. The mysterioUS 

Ehr· are ometimes een giving rhanks aJld honour to meir own 
Gods on this day. Children born on , un till are considered blessed 
.md are thought to be ome bright, energetic adult destined for 
great things. 

ongs of the 

rous tankards 0 a1<..:. 

the ctlendiu, 

Saga U3rd Day of Vorgeheim) 

Geheimnistag (Floating Holiday) 

~aga is '1n imporrallt and grim holiday of the Dwarve. 
aiaJ aJld epic barrles of Holl slayers. longbeards, aJ1d iron breakers 
611 the Halls of rhe Dwarfs, 1l1C Ancestors are revered during this 
holiday as their exploits are told over num 
Humans, particularly tho e who ljve in areas with large Dwarf 
populations or Ilear rhe 'i~;;orld's Edge 1\.I011ntains. qften take lip this 

celebration 35 well. 

This holiday does nOt faU on :'lny particular day 0 

the Day of Mystery occurs when rhe ['win moons Morrslelb aJ1d 
Vlannsle1b are both full in the sky. This oc urs only once per year 
and is considered a tune when rhe veil between worlds becomes 
thin, sometimes dangerously so. The Day of Mystery i.s dedicated to 

Mon, and many strange and unique festivals occur on litis holiday 
throughour rhe Empire. Augllries are commonly performed. 
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sornetime- with spectaCldar or cerrifying results. Humans take chis 
day co pay homage to cheir ancestors. 'lnd omerimes these spirirs 
come back ttl OI1VerSe wid, tbe Living (e Ancestor Spirits, page 
83) 

Pie Week (1st-8th Days of Erntezeit) 

-nIb HalJiing celebration is rapidly becoming a seCillar holiday 
thrOll"hollt the cnrire Empire. as everyone get swept up in the idea 
of eating delicious pies. The Halflings themselves do not ascribe any 
particular reverenc\;; to the occasion. something that has not been 
overlooked by those Humans ,yho believe Halfling 00 be nothing 
but worrhles5. 'Juttonol!S layaboU(s. !-[Ul11aJ1 towns have begun 

including pie e-ating comesrs, awards for rhe hest or moor unusual 

pies, and other festivities. Businl;;ss. oth r than tbat d dicated co 
the making of pie' or tbe selling of'llcoho! to wash ic down, often 
grinds to a hall dill'jng Pie Week. 

Minherbst (Autumn Equinox) 

The Aurumn Equinox j more commonly known by rhe name 
Les Growth. Obviollsly. wirh the weather turning colder and 

the leaves dropping from the trees. the itizeru of the Empire 
feel wincer impending. The time ofTaaJ ,mel Rhya is handed 
over to en ric. who rules the dark winter months, Huge bonfires 
are dedicared to Rhya. the mother of the Autumn harvest. and 
porrions of the. best crops are thrown Ln as a sacrifice. Another 
ponion of this harvest, along widl a.n aJljmaJ sacrifice of SOllle 

ki nd, i' quietly given to Ulric, in order to aSsure that his wolves 
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March of the Greenskins (19th Day of Brew~ Month) 

Von Alxber's Nighr is a rdatively new holiday, f, unel in the area in 
and around Sylvanja. Approximately 150 years ago, fireworks were 
introduced into this area. much to the delight of the inhabitants. 
Although the invention was used primarily for military purposes­
as signal devices between distant troops-the populace came out ill 
dmves ro witness tests. gasping in awe at the amazing colours and 
e.xplosiolls. It is said that a Priest of Morr (only his last name, von 
Alxber, is known). upon warching one of these displays. fell into a 
deep trance a the fireworks went offin the cool, clear night sky. A 
vision came to him wherein he saw the town come under attack by 
maraudillg bands of Beasrmen. The people, although frightened, 
(Ook the vision seriouslr and prepared for the atta k, which came J 

week larer. Vall ,AJxber perished during the hei ht of the skirmis.h 
and his body was laid to rest in the (Own' cemetery, where a shrine 
was erected in his honour. To celebrate his Ilfe- al'ing vision. each 
rear tbe tOwnsfolk scrape together J mlIch monel' as they GUl 

to purchase the expensive or works thaI in pired his trance. It is 
hoped that his spirit remains to guide others in such a way. 

provides the populace with their fresh water. A few day.s after the 
Spring Equinox (St.an Growth), the lake "turnsn-the cooler water 
ai dlC bOlrom SW'lpS with t.he warmer water on top. This churns up 
a uemendou amollnt of algae and cum from tlle b ({OIn, giving 
the rap of the lake a sickly green colour and horrible smell. To 
celebrare the coming ofspring, the townsfolk bathe in the lake and 
fill large barrels full of the ~cum-filleel waters. 'This water i~ scattered 
over the newly planted crops and IOssed OlHO ba.rns and houses by 
the local Priest ofTaaL TIle lake is said to h,we curative pQwer and 
the sick. lame. and elderly travel from miJes around to have the 
priest anoint them with tms blessed water. 11lOse (ravelling intO 
toWn can tell tbat the festival is underway by rhe pungent dour in 
the air. which can be smelld from miles away. 

Von Alxber's Night (18th Day of Ulric-Tide) 

Net Casting Day (20th 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. clorhing, and hair. Special prayers 
are written on c10rh and tied onto tbe nets. 11le~ priesls then take 
them out omo rhe sea, ailing unril they can no longer see the land. 
After a lengthy prayer. the nel is then to, sed itltO the sea three 

111is holiday is celebrated in the to,VB of Heisenberg in Wissenland. 
commemorating the day on which a hQrde of Greenskjns was 
repelled from. the tOwn. During the rise of the rc Warlord Garruz 
Bloodskull. rhe rOW)l was O\Cerrun by wave of Orcs and Goblin. 
Bloodskull was surprisingly far- ighted for an Ore, and decided 
to keep the town il1lacr. along with ir.s inhabitants. 11le rown was 
held for nearly two months until a contingent of Knights of the 
\'(.'hire. W'olrswept through the rown and routed the horde with 
the help of rhe tOwnsfolk. Today, townsfolk makr.- effigies of Or s 
and Goblins and beat them wirh colourfuJ sticks and pitchforks. 
Another group, dressed garishly in the "armour" of their saviours. 
come riding into town and order the rownsfolk to haul the effigies 
ro a pit outSide the village and set it on fire. 

Keg End 63rd Day of Vorehexen) 

The (bird major holiday of the Dwarf calendar, Second Breech is 
the time when the fami! ' beer kegs are opened and tested once 
again. As before. ,vngs and tdle of Ancestors and heroi battle are 
rhe norm during rhis time. Few Humans celebrate Second Breech. 
unless rhey happen {Q belong ro families of brewers or distillers. 

Second Breech (33rd Day of Brauzeit) 

children bom on ies; Growth become grim and fatalistic "d u1ts, 
with a penchant for looking towards the glory of rhe past rather 
(han rhe promise of the future. 

Mondstille (Winter Solstice) 

lbe \'(Iimer Solstjce is kno\vn a. World Still. It is tbe height of 
Ulric's rime in the Old World. when his hungr)' wolves begin 
circling farm, and Villages in search of easy meals of livestock-and 
the occasion'll human victim. It is J time of despair, for the wimer 
montbs are extremely hard and food is scarce. yet also a time of 
joy. fOt after this day the wheel turns onc.e more to Taal and Rhya's 
eventual n:wm. Bonfires are lit ill hopes of guiding Taal al1d Rhya 
back into the world. In the farth t reaches Qf the Empire, the pelts 
of \VQ) yes are raised Qn stick$ olmide village peri meters, bQth as a 
sign of respect for Ulric and J warning for his "children" [0 stay far 
away. Children born during World rill aH: known fQr tbdr laconic 
and subdued demeanour. 

Most of the holidays in the Empire are very 10caUsed. theit 
rootS and true intent forgotten long ago. For ex:ample. J village 
may continue to celebrate a particularly bounriful harvest from 
Ion years prior. remembering rhe way in which it boosted the 
communiry's \';,ealth or status, even if rimes today are much les 
successful and harvests are .ili.m. 

Keg Eod is rhe conclusion of the Dwartltll calendar. It is a rime 
in which Dwarf families must empry the last of their keg. in 
anticipatioll of the coming year. CQpiolls aIDQUIHS of beer arc 
consumed during this celebrarjon. and songs <lr sung that describe 
(he previous year. Humans of the Empire have also taken up rhis 
tradition. though not nearly with the same fervour as their Dwarf 
btethren. Laws dealinu with public drunkenness are either ignored 
durjng this time in liberal areas or tightened ro excruciating levels 
in places tbar ate more consen·ative. Excess beer is often givel1 10 

those in need, although spilling e ell a dwp during this festival 
ensures bad luck for rhe coming year. 

Watds Turn i a local festival for the village of Dunkelbild in 
Middenland. 111e vi!lagc sits on th edge of a large, boggy lake that 

Described here are some example.s 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 orhers are utterly 
unique to the village, town, or provinc.e that practises it (rhough as 
a GM, you may place these local festivals anywhere in your game). 

LOCAL FESTIVALS 

Water's Tum (1St week of Plough-Tide) 



Sigrnar's Walk (15th Day of Sigmar~Tide) 

times. Each time it is dragged out of th~ war~r, the priem' study 
what is capmred in the net as a tOrtll of augury. If rhe nets pull 
out a solid catch of healthy fish. the signs are dear that there is a
boumy to come in d1C following year. 

~ 
, ~ 

As the eat of the Empire and "birthplace" of Sigmar's rule, Altdorf 
has numerous festivals and holidays dedic.1tcd to Sigrnar's n:lmc. 
Sigm,lr's \'i7alk is the name given to the holiday in which his cultists 
follow the footsteps walked Dr d)eit patron god a he left the city 
nearly 2,500 years prior. On this day, cultists of Signur rake to the 
!feets in a form of pilgrimage, walking fi-om one end of the city 

to the other unti! they reach the Gate of the Emperor. During dlis 
,valk, the culli ·t5 chaur. pray, and strike their hacks with chains, 
whips, and otber painful scourges to cleanse their bodie., and spirits 
of evil and to show rheir devotioJl to Sigmar. \X!ith me thousands 
of cultists that participate ll'1 thJs rite. tl1e streelS often run red witb 
,he blood cascading from their backs. Those on the wayside throw 
flowers on the cultists as they progress and oH'et water [or those that 
fall durlng the journey. 

Run of the Antlers (1St week of Summer-Tide) 
The Run of the ;'\mlers, sometimes known ;c; a .Stag Night,' is 
performed in the villages and hamlets ofTalabedand in honour of 
Taal. Young men adorn their heads with the largest set ofandets 
that they can find and wear the pclt.\ of stags. AnOther group act, 
as the hunters carrying weak bows and auows with soft heads. "Ille 
"stags" then rake oil into the woods, with the hunters following 
behind, hlowing horns and raising a racker. The hunters shoot at 
Lhe "'tags" witb their bows. aJ1d continue long inco rhe morning 
until all the culti,m are captured. 1his festival lasts for an emire 
week, .md tile daily "bums" are puncruated by a tremendo\ls 
amount of drinking .md FeasriJlg, 

Two-Gifts Day (8th Day of Chill Month) 

1lti unusual holiday from the Province of Ostermark is dedicated 
to Ranald, and cenrers around 5111,all gifts between family members. 
The first is a silly gift that is presented in a grandiose, over-the-top 
manner. while the second is omething preciou5. Once the gift has 
been handed over, it j men considered "fair game" for other. to 

teal and present ro someone else. \X.'hile the holiday is done with a 
festive rone, tbere ,He rime ,,,hen fights call break out over rhe theft: 
of paericular gifts. Priesr. 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) 

lhis holiday is found only In :111<1 around the area of the town 
of Halstedt in • tirland. Back in the year of 20 is. j)ordes of 
Undead were mustered frQID the nearby land of Sylvania, bem on 
rnmpagiJlg dltough [he Empire. The town of HaLstedt repelled 
wave after wave of Zombies, Skeletons, and worse abominations 
by erecting walls offeLled (recs and ramp;1rts ro keep the Undead 
our. On the econd night of the sieg , the TOwn's Sherifnocated 
a secret stash of alcohol that he "requisitioned" from tbe town's 
mayor. Using this potent brew. he ordered the many humers and 
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farmers of the town to make their arrows into flaming projectiles In 
order to repel tbe horde. 

Although man' 1,eople perished during the siege, the town 
survived. In temembrance of (hat night, the men of Halstedt begin 
the holiday with a da)' of chinking powerful moonshine. They then 
make their ,\'ay to the edge of town and launch flaming arrows 
at targeTS and effigies of the walking dead, all the while drinling 
and chanting prayer to ward against the n:mrn of the Undead. 
Accidents and erralH arrows seui!1" a farmer's roof aliglH are quire 
ammon. 

Adventure Hook:Joining the Pany 

The characters arrive in a small town that prepare for a local 
festival in cclt:bration of the upcoming harve r. The crops are 
meagre. howeyer. and despite the apparem cheer by the townsfolk 
at the upcoming cdebmtion, a definit<;: sens<;: of dread and worry 
underscore rJ1 prepararions. TIle chamcrers are welcomed into rhe 
tOwn and offered ,1 place to stay at the finest home of the town. 
They are granted good food and drink, although it's apparent 
mat the town could soon faU to famine. Ifasked about thi , the 
town folk explain that entertaining guest. during this holy time is 
parr of thel[ ttadition. 

When the actual fe livaJ begins. the [Qwnsfolk rake to the street 
at night, bearing torches. wearing ominous costumes and masks. 
and singing strange songs with words tbat seem to be some ,mclenr 
form of the dialect SI oken today. The characters are en omaged to 
don masked COSlumes and to bear torche.\ along with everyone else. 
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Blue ~'ind coalesces and falls from the sky, visible to those with \Xiitchsight. Although this "rain" never seems [0 reach the ground. blue 
wiz.ards note the increased number of oracles and prophetic \'isioTls thar occur am.ong rhe more ensitive members of tile populace. 

Rain of Fire (ust-Jrd Day of Harvest-Tide, eyezy II-IS years) 

\X/hen dIe l'vin moons Morrsleib and IvlanTlsleib. are fuLl in the sky at the same timtO, tbeWinds of Magic arc extremely active and 
turbulent. It is a time when augurs, practitioners of Blul:: Magic, and orJlers bles ed with the \X/irchsight receive visions, .someti me.< even 
when they arc not prepared to receive them, Some of Ule mosr import, 01 events of the Empire's hlslQry were foreseen on tbis holy day. 

Day of Mystery (Variable Date) 

During the Sum mer Cyclone, rhe Blue Winds intermingle on a greater level wirh the regular weather patterns. often coincidiug with fierce 

thunderstorms and rornadoes. For this reason, some storms have a magical eleml:'lH ro rhem, producing oddly coloured lightning, winds 
thar sOIiJ1d like screaming. and strange hail shaped like small skulls. 

The Old Comet (Sth or 6th thro~h r8th or 19th of Chill Month) 

During the Ebb Wind, the Blue Winds of Magic slack otl considerably, creating a smoorh, blank Spot in the sky. Celestial Wizard despise 

this time, as their magic becomes diminished. Most become short-tempered and surly a.s their \"(iitchsight and ability to pull dlC skeins of 
magic lose tbeir potency. Tracking the exact time of the Ebb \~7ind i' one of rhe paramount tasks for those involved in the upkeep of the 
eel, rial Calendar. At the Grvl's discretion, blue wi:wrds may lose a Casting Die when the Ebb Winds are present. 

Ebb Winds (m-8th of Plough-Tide, every 2-3 years) 

During this evell{ the highest wisp, of the Blue Wind becolIle very active and form strange p,ltterns in the sky. All attempts to discern the 
lm:::ming or purpose of rhese winds have so hI' melwirh litde success. 

HiEh Winds (2nd=9th Days of Mter~Witching, eyezy s-z years) 

The Summer Cyclone (14th-16th of Summer-Tide) 

111(: Celes'rial Calendar is the creadon of the Blue College of Magic-the Celestial Magisters, masters of tbe heavel1.\, and oracles of the .stan. 
111e Celestial Calendar is a relatively new invl::l1tion, having only been created a mere 150 !'ears ago, and is considered" uning edge" by the 
members of the College. with new discoverie.s and additions to it being added every year. 

The Celestial Calendar tracks thl:: movements of the sun, the stars and the m:in moons. Morrsleib and Mannsleib. While it has Jllany ries with 
ihe reguJar Imperial Cucndar that i used by the reSt of tbe Empire, it is En mor\: esoteric and bound by the Blue \X'inds of magic than by any 
holidays Cte<tted by mankind. 1\{agister of the order plot the movements ()f the heavenly bodies against these winds. watching how the nvo 
interact, marking them down for furtlre reference, and .Iooking for patterns that may give long-term forecasts. The abilities of the wizards allow 
them [0 see things ill the night sky [hat are impossible to view with the unaided eye-a layman who reads Ottt~ of these chans could pick Out 
several of r]lC best known con.tel1ations, but would be bewildered at rhe pres~nce of most of the other symbols and shapes marked on it. 

In add'irian to iindillg and naming new srars, constellations, and other obiects, the Celestial Calenda I' is designed to track the COl1li 11g of the l\\lO­
tailed comet dl;lr signab great change within the Empire. It is for this reason alone that the Emperor sees merit in the Celestial Calendar's pmpose 
and provides fimd. for equ.ipment. materials. and other aid for the College [0 cOlllinue ill their scholarly pursuits. j othing has been publicly 
announced about any pattern by which rhe comet'. return can be predicted; one I'vlagister. however, by the name of OtTO Kerchlik, bas claimed 
some progre:' . All rhat Kercblik wHl say on the matter is tbat ir may take another 200 years ofwatching the eastern sky for any definitive data. 

D cribed here arc some of the notable events on thl' Celestial Calendar. 111i' list is by no means definitive. and new evcms are recorded 
every year. GMs may choose w have these dates affect Ihe abilities (or at least mood) of practitioners of the Blue \\;tinds of Magic. 

Not LO be mista.ken with the nvin-t<l,iJed comet associated with Sigmar's rise ro power. rhe Old Cc)met is a small, dim celestial body thar makes 
its presence known every year. Its sleady presence is a sign thar the traditions of the Empire are secure, For dJose of rhe Celesrial Order. the Old 
Comet seems to blow rhrough the Blue Winds, disrupting old patterns and "cleaning the slate" for rhem to start anew. Unfortunately, this also 
means tbat long-[erm progno tications are disruptcd as well-wise wizards take the Old Comet's appl::<\ran e into account in their cakularions. 

SiEmar's Risin& (28 days between Ulric~ Tide and Fore~ Witchin&, eYezy 30=33 years) 

The constellation dedicared to Sigmar comes intO alignment with other forces, strengthening the Empire and che resolve of its people. Blue 
wizard, llOte rhat major cvems occur during cbis time, such as rhe building of huge public works, the rise of new Elector CountS, or the 
beginnings of a new campaigll against the foes of the Empire, 
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bodies as a sacrifice to bring good harvests back to rhe town, 111e 

~~~~~~Z:X1J}:!~~~~~~ 

-lUrIs Of PASSAGI­

'Ihe mood is strange but upbeat as the TOwnsfolk chant through the 
tawil, \Xlhel1 the haracters reach the town square, the mob slo'.vl)' 
encircles them. n::fusi Ilg TO let tl1em Out, 

'The mayor of the tOwn ascends the stage erected in the middle of 
the square and cheerfully thanks [he characters for offerino their 

S
everal rites of passage mark the various stages uf a per.lon's !ife.
 
V7FRP describe.! several of rhese milesrones, marki ng im portan [
 

date Like birth, marriage, and de<lrh. The Empj re is a diver,e pbce.
 
however, and every province has it"" OWl] unique cusroms aDd
 
idio~yncrasies when it Comes to addressing those rites ofpassage.
 
This secrion e~pand~ 0[1 rhe list of I"tOlable even\".~ frOIll ,he Wf1?P.
 
and adds details [0 some of those ptt'\'iomly described.
 

PREGNANCY AND FATHERHOOD 
\\lhen a woman first feels the stirring of life in her womb, a 
celebration is held 1O honour (his feniliry. Offerings are made [Q 

both Rhya and ShaHya, and a priest or priestess of one of those 
cults blesses the mother's belly w'ith s<lCred herbs and water. 
LIlpending fathers go deep into the wUderness ifpossible. Leaving 
offerings rhere ro 'bal for dIe gift of life and ro Mon so rhe child 
does not go early to his realm, 

Auguries inro th child'.s disposition and fate in life are commonly 
perform.ed in the last few monrhs of pregnancy. \Vise WOmen. 
priestesses of Rhya, and those with the ight are a ked to walch 
and feel the movement of I abv inside the morher's womb, gauging 
what son of per on the child is destined to become when it enters 
[he world. For a fce, rhese augurs claim to be able to "change" the 
unborn child through sped'll geStures and words, preventing the 
terrible t:a.te that the orade predicted. UsuaJly, as with mo, t hedge 
magic and superstitiolls. Ellis ritual is worrhless' there have been 
priest and "lizards powerful enough. though, to change the fate 0 

a child wbiLe i[ Still. waic.- inside rhe mother, 

BIRTH 
Because of the high mortJlity rate of ch.ildren in the dangerous 
and dirty Old World, the birth of a new ch.ild is considered an 
auspiciolls cvent. Prayers and ofFerings are given to Shal1ya in 
thanks for a safe delivery. [t i tradition to bury a shilling or 
some otlIcr high-value coin benearh rhe doorsrep of the house, 
These coins are dug up and gifred to rhe child when ir reaches the 
time ofhls or her Quickening (see Quickening, page 153).lt i 
considered extremely bad luck to spend one's birth coin, ensuring 
a Iife of pain and sorrow, Necromancers and Chaos rultlsrs prize 
the birth cGins of those children who die before attaining their 
Quickening. 

BIRTHDAY 
The celebrations of birthdays are simple affairs in which a person 
gives offerings and sacrifices to Shallya for saf passage in the world 
and continued good health. It is considered rraditiou tOt family 

largest []jel"t in the village then try to drag the characrers llP onto 
the stage. which is reaDy a stack of oiled wood, ready to be ignired, 
'The townsfolk are poor lighters. but rhere are dozens of them. 
making escape a challenge. 

aud friends to ,'(h.oUl' or partial1:,' provide this sacrifice, with rhe 
expeCtarion thar the beneficiary do the same at a later date, 

DooMING 
Sometime near his reTJrh birthday, every child in the Empire 
should experience the Dooming. a rite of passage thar en6 with a 
foretelling of death. 

How the Dooming is handled varies greatly across rhe provinces, 
aJrhough a priest of MOlT is commonly involved, In the cold fore.s1 
of Nordland, communities gather their children 011 New Year's Day 
around a great feast of bloodpie dnd beef to celebrate "Doom tag" 
before the daylight hdes and a local Morrian priest begins the 
foreteJlings, In d ilised Reikbnd, doomsayer~ of ,\-lorr cris--cro 
the land, conducting the Rite of the Dooming wherever the)' 
encounter children of the correcr age. ,'\cross rhe rolJing plains of 
Averland, doomsayer. are rare, so communiries rypically conduct 
a _Imple rire withom a priest, relying iDStead on a village elder or 
parcnt to make the foretelling. By com pari on, the Ostermarker 
Dooming is a complex rima!. held each year on tile Day of Mystery, 
and iJ.lVolv~ hundreds of candles. bizarre conical haL~ decorated 
with bird skulls. and sacrifices of mj.Jk and horse Ae. h, 'TIIese larrer 
are lirm!. gripped by chanting cnildren a , nearby, blood-covered 
l'vforrian priests swing great skull-shaped censers. 

No matter the exact details of the ritt:, one thing is always the 
same: ar the ~nd a pale-faced child is broughr forth to be rold 
ho\'/ he will die. 

A TYPICAL DooMING 

A dayLght fades, tile nerVO\! child. bearing sacrifices for Moa, is 
brought bdon: dle black-robed doomsayer, 1Jle sacrifice are ca t 

upon a sacred brazier, and th priest plead. with Morr to accept 
rhem instead of the child into his realm. 111e doomsayer then lights 
speci<llly prepared black candles. Thick. ffiugbJ' smoke oils from 
the candles and wraps around rhe face of rhe child. m'isring imo 
parre.rns and forms that are believed to represent the child's doom. 
1Jle doomsayer explains what he sees in sombre cones, and rhen 
concludes that the sacrifices will onl)' appease the God of the Dead 
unril the dar thar doom comes calling, 

The thUd tben leaves, now much loser to becoming an adult. 
though often in tear . 

DooM AND THE PLAYER 

A character's doom is generated from Table 6-2: Foretelling 
ofDoom. It presents the words rhat rhe doolllsayer (or his 
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i.I very much parr of the grim and peri lou, WFRP experience, 
and will happen. To help make the in vitable death of ,t PC more 
bearable. Glvls may wish to use the Death aod Doom optional 

rule. 

FORESHADOWING DEATH 

DooM AND THE GAME MASTER 

OPTIONAL RULE: DEATH AND DooM 

The Doomillgs provide a useful tool for the GM to handle one 

of the more difficult aspecUi of running WFRP: PC dearh. Many 
players an get very attached ro thdr charaerers, and some are 
less rhan keen for rheir characters ro die. A GM c~n usc a PC's 
Dooming ro help deal with rJlis, 

When a PC spends his lasr Fate Point. the GM call help prepare 

tbe player for the inevitable death of his character by droppLng 
hints of rJJe charaner's impending doom. If a charaCter's Dooming 
W,LS "Three is thy !lumber," a GM could introduce the number 

d ree inw his descriptions of rhe game world: rhree PCs could 

aCCO$r the duracter; three brass pennie.s may he lying on the road; a 

searched-f()f location could be tb ree streets away. 

Tf a pia 'cr olchesrrares mallers so hi maraerer dies in a fashion that 
reBecrs hi doom, his replacement char,lewr may srart with an extra 
free advance. This benefit should (mil' be awarded if t.he GM feels 

that !lIe player h,lS roleplayed the death appropriarely. 
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How did you teel before the Dooming? 

What h'lppened at rhe Dooming? 

How did you react to whar the doomsayer tOld you? 

Did you take it well? Badly: 
Did you ignore it? Welcome it; 

Does we Dooming influence how ~'ou approach lite now? 
Do you avoid certain situarions? Do you purposefully nor 

avoid them? 

What will you do iJ presented with situations from yom 

doom? Will you forge on? Run? Be afraid? Courageous? 
)';Iow do you deal with the fear of death? 

many a,peers of a -:huracrer, the doom ha,\ no game e£fen, and is 
presemed ro provide extra depdl aJJd contexr, rather thar explaining 
what a character can or cannot do, 

The consequences of a characrer' doom llpon his life and 

personallry are lerr largely up to the player. What should always be 

remembered is mar rhe Dooming is typically a horrific experience 

for any child. and few walk awar from it Lll\\:hanged, If players 
m;cd some hl'lp considering how we Dooming inAu<onccs their 
c!uractcr-. they should consider the following questions. 

How Well Did You Cope with Your Dooming? 

DooM AND CHARACTER DEATH 

i\fter rhe last Fate Poim is spenr, it i, clear a character may die 

very soon. Players should not despair wben this point arrives, it 
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6-2: FORETFLLlNG OF DooM 

The PI'o het;Speaketh
 

Thy end shalt be a STicky one.
------,
Briny W':ItCPi ate poison to thy tongue. 

\'('hen abandoned ::lIId alone, Morr shah
 
befriend thee.


Beam oftlu:- field have ~ for d!t.'(.
 

Workings of the Witchling Star are thy
 
doom.
 

-\ sulled bladJ: brin cth a sholTP end.
 

The written word shall spell thy doom.
 

Ih . bod,. $halt bteak after [hrspirit is
 
TIlshed. 

Be nor curious, only in ignorollcc art thou 
.afe. 

Tie nor rbe ribbon. nor the feather w .ar; yea. 

the peacock is thine eJlwly. 

e not like Gnuthus, for thy mast~r countS 
th}· da}'5. 

1hree l< thy number! 

be3.sr of brass heUo for thoe! 

Ulric' cold hand sh.alllt':lJ thee to Morr. 

'Iatch for the clQVllJl hoq£. it is thioe cnl!1T)y, 

bt neither the chitterlings nOI themeat 
with mbes. 

-\.i rhee hO ,hllk thou end. I 

As the sun dotb rise. rhou shalt tau. 
lh~' cU,QI11, -already 1m(lW th«. theJUgb
 
knows it not.
 

:\ stranger sh.aJt bring th"" mar than a gift.
 

Beware tht J'Ow'l~1 tk .-hUd, yt!a, even the
 
:><lbll. 

Take heed of Mammit and Mummic. for 
borh se-ek to lay thee low. 

Bl'Want the 

Roll The Prophet Speaketb 
34 A friend iD need brings thy death wirh 

sp~ed. 

3'i	 Thv las!; b~ is drawn m' Momlcib' ll~ht. 

36	 fum wearing the Horns ofTaal balt bite at 
thy heels. 

The .word shalt brillg no justice, only 
S\llkri.og.
 

38 The twln-ta.i.!ed comet doth soaf as rholl
 
do~t tall. 

39 Warer of all kinds is thy nemesis, __---.:.:...1 

40 Thy end Jieth hidden in rhe gloaming. 

41 HI lacelip~()mlk2h)W~d. --I 

42 'Thy las! exclaJnll!ion is love. 

4B Bew:ut ml! man that Is not a man.! 

4 BC\\'Jr~ the Blind Maiden. for Her scales 
shalt weigh lhy oul. 

45 111 broUn can shalt herald th~' end. 

46 The bun. the p try, and rhe pie. yea, they 
art Moris dishes! 

47 %1Ut the bdl doth ~U. It dbth toll ror thee. 

48 The laurel wreath hides a pOIsoned !hom. 

49 UIllW nm u~n the priw"" J\O( the long 
drop neither. 

50 Cackle{ax grips right co coins of thy doom. 

51 The hourgW~ shatter'S beful'c:' thy llist grain 
llitls, 

52 From the darkness cometh the raven. 

5:1 Hi -born blood shalt spill thine own. 
54 From Olb v· <;orne:; thy death.. 

'55 Plague ;lnd dark disease sbalt bring til« [0 

rhine kn«:i. 
56 Beware skin of green, it shalt affiicr thee. 

:';;'~---4 

57	 BeWllfC the ~nimt depths, within dmh lie 
dUaster. 

Roll The Pta het~Spealo:th __ 

69 One bullock i safe; twO bullocks bringcrh 
the raven.. 

Thirsr not for blood, for it thiilits ior tbee. 
In thy surest mOmeJlt, thou shalt fail. 
Beware the beast in Ihe wood it is Morr's 
Messen tr. 

Thou shalt sup from the cup ofcorruption. 

74 Fe:It the wQrking$ of me bone ~. Ill. •'Ire 
the source of thy lIeadi. 

75 Thy gl:.nerosity bringcrh wppence ;md a 

73 

'word in rerum.---- -------~----,The withering eye Is thy reward, an<l thy 
1':1)(1• 

77	 Torture and pain echo.in thy end. 

78 IluUQW ROt be (If Dt~oD;l\1». 

79 Thy doom i, wroughr from violence. 

80 Th05C born of Rh}'lt: cauldron shalt build 
roc:c a raVCtlsrol1e. 

III Absence make th:' !lean glOW weaker. 

82 The Myrmidlan ri!'lll lhy ~illon. 

83 Beware the crow. honour the raven. 

84 A~ gbat Is sartr than kee· seCR:t. 

8 Manann's folk shalt love thee not. 

86	 
----., 

87 Walk wiTh Vobisr. for en:tinty shall take' thy 

br"ath. 

S 8CWl1«1 tbe Lord of tmkr' I;iatb--it aw:aitlt 
to sr:rl.k ar thl!C fmm dle daduu:n. 

89 The flashing blade shalt carve my end. 

90 Fearsome engiIlt$ belch fu.rth fin:l; of thy 
dClStl'Uction. 

91 Thy end is not d1e end] 

92 As the pipet plays his tune, thy bean shall 
break. 

93 Green sh3.lt undo thee. 

94 dark news comes knocking, orr shalt 
urelf fQllow. 

95 Thou .,halt mnd like \Xfymund until ShallY'l 
COUl"!S thy enemies. 

Think not beyond thy STation, for change is 
the herald of Morr. 

98 Morr sends a maiden. 

99 WithOll! rh~ big cross. thou shalt m"ke the 
wrong: decision. 

100 Juu bcfo~ he: lllter:cd your doorn, the 
doomsaytr dlccl, his &¢e fhnea In II mask of 
borror. 

IjI 

58 Be like the dancer, ior IUde word, bring 
Morr ro thy side. 

59 The dllricest rot slta.ll eat thee rom within. 

60 The C,ods watch over thy end.-,..........~---, 

61 Heed not the smith. In hi$ attilice lics thy 
doom. 

62 \'(tea.r nor Grugni~ baldric, for it shall Clrry 

rhy death. 

63 Retd)' yt>ur ann.! n th thi.m'atth dhime. 
64 The drummer bea out th end. 

65 Katyi eye and vanity llh.aIa speed thee III 
dearh. 

66 Thy end burns with Bames unseen. 

67 An ill reputation shalt an iU man make. 

68 "Vlorr finds thee naked as the day of thy 
binh. 

\'(!hen rhy need lli greateH. Shall)'a .~halt rum 
Her back to thee. 

urse, t~e SlIck. the ~'" bag, 
The raven answers to Verena's call, yea. bUt 

Her scales are weighted. 

The dniest ofTaal's~lldn:D sh~lc feast ltpon 
th SUt. 

The limner' line shalt be false. 

rhe holy- d;V shalt be: thy last cLt • 
Thou shalt die-in bed. but not thine own! 

11111U shalt feed the bam:n soil with th}, 
hlQad. 



A G1\'1 should nor worry if a character dies in a way that een,s w comr<ldin his Dooming. After all. most doolllsayers are Eu 
from at matt. and not everyone can understand what a Dooming specifically rcfers to, anyway. 

Ij2 

-~,---...., 

embracing rather dun fearing the dc:!th t.hat draws close. 'TI,is 
fatalistic f~'Hles, ness i, known by Old Worlder a~ "Morr's 

Embrace," For Morr is believed to have revealed bimselL showing 
the morral he should not be afraid Dr the PortaL It i.. a st,lte 

torturers are said to dread for it makes their work suddenly all 

but impossible. 

[f a Human PC with no Fate Points remainjng passes a Fear or 
Terror Tesr with a double (I I. 22. ttc.). or sunrive a Critical Hit 
that rolls a double for the Critical Effect, the PC immediately 

gains the Fearless Tabu for the next 1d 10 hours. 

Glvl using rhis rule may wish to ensure rhat ,1 symbol of 

the relevant character's doom is immediately woven into his 

description of the surrounding world, which can act as a catalyst 
for dJe "revebtion'· rhe PC undergoes. 

In the wilder areas of rhe Empire. parricularly the far north, the 

fringes ofTalabeclanci. and OStland, boy arc taken awJ.y by their 
Iders J.nd undergo a rigowlIs initiation in which they must hunr 

and gather their own tood and proye their skills with weapons. 

Not all survive rhis initiation. and it is common practise for these 

lOSt children', names to be stricken from memory. 

Q.UlCKENING 
1he Quickening is the term used for when ii boy or girl reaches 

puberry. IJl most provinces, th.is is the time in which the child 

becomes an adult. which is also accompanied by the child's 

Dooming Ise-e ~)age 150). although this is not always a gnaramee 
[hey'li receive the full responsibilities and rights granted to 

omeone older. In theory, it is at thi point ill which h(~ 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 vocadoulong before this point, learning at the knees 

o their parents and others within their community. 

lbt" Quich:ning ceremony v<Hie from proyihce to provinc\:, 
bur it often involves a small celebration wirh friend, and family, 

where the new adult is presented to the Gods am! to those 
attending. All article of clothing, toy, or ther item that belonged 

to the child is ritually burned or buried. to symbolise his Or ber 

passage into adulthood. Another common practis is to divide up 

the young men and women of a setdemem, then allow them ro 
"cboose'· their i"ufllSe spouse (often at the prodding nd advice of 
their parems). Although considered a time of joy for the 'ldulrs. 

the event is u uaJly dreaded by the pubescent youth as a horribly 
embarrassing atfair_ Depending on the area, these matches are 

eidler considered bindi.ng oart s or thl: ·couples" are allowed to 

change their mind within a certain period of time, typically until 

the next time Mannsleib is full. 

------­--­ -­

FAILED DooMING 

Chapter VI: Festivals. Holy Days, 
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Further, as man)' players become more cautiollS after their 
character' last Fate Point is spent. him of a Dooming can also 

pmvide a good rationalisation for sudden care, where previously a 

character was morc reckles·. 

When an Old WorJder's doom comes a-calJiJlg, sometimes 

even the most timid of souls can be ullexpecredlyemboidened, 

OPTIONAL RULE: MORR'S EMBRACE 

To help keep cautious players involved in dangerou sc narios, 

eV\:Jl once rhey've run out of Fate:: Points, some GMs may wish to 

use the More's Embrace opri<>l1aJ ru.k. 

1he GM ,hould take care not be wo blatant with lhis, as 
tore haclowing deatl, can quickly lose its impact if u cd in ever)' 
other descriptioll. But subtly dropping hints here and there (;111 

nor only prepare a player for the evenrualloss of his character, 

but al 0 present some inreresring roleplaying Qpportunirie . If a 
character spots increasingly frequent portents of his death around 

every corner, how will he respond? How will his companions 
rca r> 



houscs. Generous offerings ro \'UiOl . culrs are expected of the 
coupl -other, scheming member of rn ir peerage assess rhe worrh 
of these gifts to gauge rhe couple' currenr weaith. 

One rradition that appe3rs throughout the Empire ar marriages is tlH: 

gifring ofa jug, plate, 00\.1 or orher fragile item. It is considered law 
that ,j cOllpJe may divorce if the item i ever banered. This can occur 

Ij3 
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THE SAD 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." 
Otto looked up at his son. The boy was frowning, lost in his own thoughts. Otto paned the mossy log beside him. 
"Come here, son. Sit down. Did I ever tell you about Erwin Metzger?" 
Konrad looked to his father. 
"What?" 

"Yes. " 
"Can we go fishing now?" 
Otto nodded, and the two men gathered their rods. 

For rhe average cirizen, marriage i a Simple and informal 'lfrair 
bem'eeo the couple and a priesl of any "iven cult wiUing 10 perform 
rhe ceremony. Marriages bef\yeenJ1Qblcs. however. are lengrhy and 
grandiose. seen as a way' (Q show the. weald, of rhe union berweeJl 

,-----­ - y-,-----------­

"The butcher's boy. The one who worked in our stables when I was a lad. He was about the same age as you are now, when he 
decided he didn't want to touch anything sharp." 

Konrad looktd confused. 
"Had he-" 
"-just had his Dooming?" Otto smiled. "Yes, yes he had. What made you think that?" 
Konrad didn't reply. Ono 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 disolxy his father, but even more afraid of sharpened blades. So, instead of confronting that fear, he 

fled." Otto frowned. "It was a difficult time. I was young-foolish, I suppose-and Erwin was my friend. At least, I thought he 
was." 

"What happened?" 
"I let him hide in the old summer house. I took him food when I could, and stole a sling from your uncle Kastor, so Erwin 

could hum for more. As the seasons passed, and I grew into man, Erwin grew, well... stranger. He challenged me sometimes when I 
arrived, even accusing me of secretly planning to stab him. But roost of the time he was friendly, and I told him everything. 

''On my eighteenth Birthday, my father organised a gathering of my friends to offer sacrifices to Shallya. As space was limited, 
Kaster, your uncle, was [0 stay in the summer house. To 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 our of my brother's way. 

"The nen morning, 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." Otto shook his 

head. "He was hanging from the old oak, his dagger thrust through his throat, his clothes a bloody ruin. 
"I fell to my knees. I couldn't believe it. I didn't want to. My brother... " 
OttO straightened his back. 
"Tears in my eyes, I 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 happened then. I had no choice." 
"What did you do?" 
"I strangled him." 
Otto fell silent, his eyes boring intO the fire. Konrad gripped his hand. 
"Father?" 
It was a while before Otto replied. 



mediate the dispute---it is considered unlucky to seek such counsel 
from the priest mal does rhe unbinding, and mo~t adamantly renlse 
to give it. Divorce among nobles is even more rare alld convoluled 
rhan tbal a.nl0ng the colllmon folk. as larger ell ings are at Stake. 
Families, burghers, and concerned busine. owners often get into the 
fray, mrning a coupk's per onal conAict into a prolonged legal batrle. 

SoLDIER 's DAY 

It i tradition lhat the friends and family (if any are around) of 

the journeyman throw a smaJl party for him. TIle newly na.med 
journeyman shows off his journeyman's piece, basking in pra.ise 
and gerring dvic.:' from older individual on what i. to come next. 
It is tradition to ;lvoid any criticism of the joul'llcyman's piece-a 
fiJle art has developed by which chose who hnd the piece lacking 
in SOOle way carefully choose words thar do not offend the new 
journeyman (nor the master who saw fit to release him). 

At the end of the celehration, the master offer~ the new journeyman 
three coins. TIle first is to be spenr on the journey ahead, th 
second on equipment to prepare the journeyman's workshop and 
the tbird ro hold OntO, in order to remind the journeyman of the 
lessons learned and che price of such knowledge. It is considered 
highly unlucky ro spend dlis lase coin, and tbose who do ware 

believed to produce cursed works. 

The time at which an appreoticc is deemed worthy of oblaining his 
status as a journeyman in fiis trade is a period ofgreal ce!ebr:nioll. 
In order ro achieve this statUS, how~veI, the apprentice must prese!ll 
hjs ioumeymaIl's work to h-is master. This is the finest example of 

the apprentice s skills that he learned under his mentor's lutelage, 
and it is ,llso rhe only object that js considered th> sllldent's 

properr;.-the master owns anything that he made previously. 
If the master deem, the piece warchy (,md ~ "Is that any of the 
apprentice's "debts" are paid in tid]), he annOll.nces the e1eyation to 

his fellow eradesmen and immediale neighbours. 

1110se whQ choose d1e life ofa soldier give up much. Joining the 
military means leaving behind one~s family, home and everything 
familiar. Soldier\ Day is a rite of passage when a new recruit (or 

conscript) is deemed competent enough to become a full member of 
rhe military order he has rrajned with and possibly fought alongside. 
-nle ,lCfual rile depends on rhe group-some knightly orders have 
their new members undergo long and rigorous rituals. Most common 
soldiers simply throw an en rmollS paIty [Q celebrate the end of their 
gruelling (['aining. Some do rhis knOWing that they march off to war 
the next day, so the rile can take on a faralistic streak. 

AnOther tradition of Soldier's Day is for the nevi-' soldier to receive 
some form of ritual scarring, branding, or tattooing. A sharp, bot 
knife is often applied to the person's face or chest. Ashes or ink ,1ft: 

then rubbed into the wound , leaving a permanent mark Tattoos of 
the Imperial Crest or the unit:, insignia are also common. In addition 
to giving a sense of pride and duty ro rhe soldier, this practise also 
helps locate de.seners or caprured soldiers. 1110se who flee dJC service 
ohen try 10 hide their t:moos and markings with other symbols, 

although doing so is considered a treasonous act ill and of itself. 

JOURNEYMAN'S RELEAsE 
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both intenrionally or by accident, althougb it's considered extremely 
jJoor form to break up familie> due to the accidental breakage. 
However, given me superstitious nature of most Old Wodder~, tbe 
breakage of the "Wedding Jug" is orren seefl as a bad omen for the 
marriage's futurt;;. ,AJso, others often see the Stale of th item as a 
measure of the marriage-a clean and poLished jug indicates a happy 

union, while a dirty or cracked jug shows strife and problems. 

\X/bibl it is tradition for the man to ask the woman to become bjs 
bride. then, arc parts of outl1ern Reikla.nd and Wissenland where 
it b the womall's duty to ask for betrothal. It is rumoured that in 
parts far [Q the llonh, a man can take more tban one wife, although 
this is onen lallghed off a. pu re nOll$ense. 

DIVORCE 

Bdore the ceremony can commence, the couple must first come to 

an agreement on how properC)', care of children, and inheritance 
rights are to be divided. 111is process can go 011 for hours, days, or 

cven weeks. and if necessary another prieSt is broughl in co help 

Divorce i ver rare io the Empire. 111e numerau des ((J land, 
family. tribe, and province bind people togedler in so many ways 
that um a .eparation is often beyond consideration. \'V'ben 

a couple decides to divorce, they muse find a priest to do an 

llJlbinding ceremony-preferably the same prieSt \vho married 
them. or ac leas! one of the same cult. The couple is to bring rheir 
binding cord or sash, wbi h i. severed with a ritual knife by the 
prie.~t. who then throws rhe rwo halves into a ritual fire (or inc" a 
body ofwaler if the couple was married by a priCH of Man<lon). 
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ASAMrm TOWN'S YEa Of PBmvALS-
Provided here are samples of the ways in whkb a typical small 

[Own of the Empire practises its own rites, holidays, aml 

festivals. While the townsfolk do cdebt'ate the majority of the 
same holidays recognisl:d by the rest of the Empire, they have 
their own local celebrations and peculiarities that make them 
unique. 

Bernloch is a small town located in the Grand uehy of Averland. 
Considered sizable for its 250 souls, Bemloch is well known for 
irs famous Bernloeh hard cheese, \vhich is ttaded throughout 

the Emplre. The towll' ruler, Baroness Elise Alder. is a devout 

cultist of Sigmar and i known for her stern demeanour and strict 
practises. The inhabitants ()fthe town atc hard working. simple 
folk who only wall{ ro provide for rheir Elmilies. Many of the old 
'Nays are till practised in this small rown, which is reflected in its 
holidays. 

The following festivals refleer the one» unique to the commllnjty. 

They may, and probaGly do, celebrate otber festivals memioned in 
tllis chapter. 

Witching Night (New Year's Eve) 

The citizens ofBernloch look to Witching Night wir-h more than 
a little dread. 'Their proximity to the cursed lands of Sylvania and 

the Haullted Hills means that sometimes the dead do indeed walk 

the land on this dark night. 11111S, everyone stays inside during rhis 
holiday, praying and chanting loudly to keep evil spirits at bay. 
Garlic is hung outicle rhe. 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 r.heir eldets 

by running from hOll e to house. On occasion, someone runs out 
never to be heard of again. 

Fint Curds (1St Week of Year~Tum) 

-nlis week is when rhe curds for tlle fim batches of cheeses arc 
prepared. Songs are sling and fesdvl: dances are pnformed ro ensure 
a good product. -DIe rem nants of cheese' fwm the previous year are 
buried in the wildern as an oltering to Taal and Rhya. 

Blessing Night (15th Day of Plough-Tide) 

Blessing Night is a lime of romance aJld 01 s oming love, when 
young me.n go to the homes of the one they want to betroth and 
ask for their hand in marriage. 'lhese men wear Bowers in uleir hair 
and carry a torch, which i, handed off to tbl: 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 a.llowed 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, eicher parry is 
allowed to break off rhe engagemem with no lo s of face. 

Day of Mystery (Floating Day) 

On the Day of Mystery. the tOwnsfulk dOD colourful costumes and 
masks and take ro the streets banging POtS :illd pans. It is thought 

thar this festival began a.I a way to drive away the evil spirits dtawn 
near when the twin moon ue full. In modern (imes within the 
village, however, the Oa. of Mystery has devolved into little more 
[han an excuse to drink faJ lOO much grog, wear a disguise, and 
commit mischief 

Pie Week (1St Week of Harvest~Tide) 

Although technically a HalfJjJ)g holiday, tbe exuberance of 

Bernloch' sizable Halfling population rouchl:s everyone in the 
[own. Link work gets done during this rime al the townsfolk gorge 
on pecial pies made from their famous cheeses. 

Cave Day (1St Day of Brew~Month) 

Cave Day is when wheels of aged cheese are rolled om from the 

many limestone caverns that dot the area. It is a busy yet festive 
time, with those townsfolk involved in the making of cheese 
spl:nding their rime g tting the new produCl ready for e,lting or 
shipment to other lands. It L tradition for the largest wheel to be 
rolled inro the River Aver ;>'1 an offering to its mjnor god, Altaver. 
The locals say that the river God's blessing is responsible for rhejr 
cheeses' distiner BayouI'. 

Ijj 



Other important sacred sites are those rhat have witnessed an act 

of martyrdom. Whilst some worshippers of Ulric and Myrnlidia 
are iikely to claim U1at all the world's battlefields are in fact sacred, 
IllOSt dismi s the ov;:rly-dramatic views of these e.xtremists and 
instead hold up specific places tbat reflect an act of upreme self~ 

tho:-e wonh . of being consrrued as holy. For example. 
a chapel in a narrow mOLlntain pass in Tilea is called Captain 
Tariozzo's Stand. It is said that a worshipper of Myrmidia held 

back an Orc invasion there. Winding alone for an entire day, umiJ 

priests may sC'nd Witch Hunters to punish the rabble-rousers and 
encourage the l{)(;als to rerum to their labours. Thu , while claiming 

ro have wjtnessed a manifestation can be dangerous to a IOwn. 
laims are legitimate are rewarded with the crearion 

of new ~llijnes. altaq, and other accomrelDems of faith, Of course. 
avvy businessmen make [he most or such opportunities, erecting 

roadside inns to house pilgrims sdting souvenirs and amuletS to 

the t~lithful, and all manner of othl;:r nonsense. 

Places may also have religious significance because ot the person 
or people associated with them. A parricularly devout individual 
may make a site holy because of how that site served them in their 

morral works. For instance. I abella's Libr:>ry in EscaJia, is a boll' 
place orYercna because the Sage Isabella 'pellC mosr of her life 
there, studying and dispensing justice. Single great events call also 
hallow a sitc, as can Simple choice. TI1e Temple of SigmaI' in Altdor!' 
is a holy pla.{;e because the wit ot Sigmar has decided it mould 
be, A few places are holy because they alway have been, with no 
other apparent reason. The Theatre of Ravens in Luccinl, where 
cl1e PrJests of Morr gather every 0 years for their conclave, is one 

such. h has been holy for as long as there are records. but no leg.end 
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wimesse . aIle! weigh their findings. Should tIlere be any doubt, the 

ThroughOUt the Old \X/odd thete are places with strong 
connecdons to the divjne. 1he1' may be sit sacred to a 

parricular deity because of an act of self-sacrifice or a place that 

wimessed some incredible demonstration of faith or miraculous 
vem, Others may be tainred with the unholy band of the Ruinou 

Pl)wer~. ome v...auld Clllegorise the entirety of the Shadowlands in 

the llorrJl as such a place. Regardless of the God. ites sacred to the 
divine draw people of the Old World, exciting their imagilJatiolls 
wirh promises of succour. of bope. and of mercy from the trials of 

d1ei I' lives. 

The criteda for transforming an ordin' ry ,ite into a holv or Llnholy 
one are inexact and unpredictable. ]n ODe srrerch of to rest. dJe 
murder ofa dozell pilgrims of Sigmar by cultisrs ofKbome Illay not 
create a holy site. while a child falling into a well in all anempt [0 

escape Greenskins might bring about a curse, 'The ways of the Gods 
are inexplicable to mortals, beyond even the ken of the prits!' whose 
lives are ~pent ill trying to divine their merhod~, SljlJ, sacred sites 
tend to appear <lS a resillt of comlnon causes, usually involving tbe 
man.ifestation ofa God, an act that mten."rs a God, or are places that 
become holy by proximiry to a panicularly devout monal. 

Among rhe many sancrified sire of the Empire, the mosr popular 
ones are places where the God himself makes an appearance. 

Legitimate manifestariOl1s of the God are incredibly rare, and most 
cults view reports of such activity with suspicion. Gods do nOl 

walk with common men. after all. The. problem. however, 1 that 
when word of such an OCCLllTenCe spreads. people from ali around 
flock to the sire, offering pt'ayers and invoc<itions to deal with 
somt ailment. problem, or to stav(.' off some calamity. Since these 
manifestation often thrust, n el1lire communiI}' into rurmoil. 

priests are quick to respond. They invesdgate the site, iorerview the 

dJose who 

sacrifice a 

reinforcements arrived. 

explains why. 
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likely conta.in an idol of the place's principle God and smalJer ailars 
dedicated to other divinities, spirits, and Venerated Souls. TIle. e 
places, assuming they have nor been defiled by t!lieves, may he 
decorated 'with breathtaking frescoes, pajnted seatu,try, well-crafted 
altars and minor relic. 

Not all shrine are in good condirion. \X1hile donations are expe.cted 
to keep a shrine maintaine.d, these houses are JUSt as subject to theft 
and mistreaemem as that ofany morral. Other shrines are simply 
forgotten, left to moulder and !'Ot alongside infrequently uavelled 
roads, while some may be swallowed or seized by Greenskins, 
Chaos cultiw;, or Beastmen, who defile rhese sacred sires in their 
own pecial ways. 
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ShrinilS, temples a.nd sllpposedly holy place.'> duster in great 
profUsion a roo s rhe Empire, as Ilumerous as sores on a leper's 

back. 1he number of holy place. dedicated to a God is not the only 
measure of the deity's popularir}', however. Some Gods -;Ire too new 
(() the Empire ro have many t~rnples, while others simply do not 
n:quire. or even look down upon. the creation of brick and morrar 
SITuctlltc>. 

Sigmar, the patron deity of the Empire, easily has the most ~3. red 
spors dedicated [Q him, whilst RanalJ ha virtually none. As 
relative newcomers to the Empire, the "foreign" deities )'vfyrmidia 
and Verena have far fewer holy sht:.1 dedicated to them than their 
current pl)pul~rilY would suggest, although if their birthplaclOs ill 
Estalia and Tilea are any indication. such locations will eventually 
become commOll. The ancient Cult ofTaal dnd Rhya have 
thousands of holy sites. although they are far from civUisation, 
scattcred throughout the deep woods blanketing most of the 
Empire. ~lorr claim, few shrines and temples, alrhougb it i~ 

accepted that every graveprd is sacred to him-and there are many 
graveyard" in the Old World. 

TIle area in a.nd al"Owld Middenheim i., dominated witl, sac[t:d sitc.s 

dediated to Ulric, although some can be found fa.r to the nortb. 
Fully equipped eemples co , hallya are rare outside of the largest 
cjti ,blH IllOSt towns, down ro the smallest thorp, have at least a 
mall. unroofed shrine dedicated to her mercy. It is said char rhe 
ea itself i~ the bolie.H of place il)r Manana and, obviollsly, the 

coa.$tline is dotted with his shrine and temples. rhough ehe wide. 
powerful ri"ers of the mpire hoa.Sl rheir fai.r "h;lte a, well. 

SHRINES 
If there's one. thing every tr,lVeller call expeCt to find on a journey 
through the Empire. it is shri.nes. Along every road, every path, 
nearly everywhere in the Empire and beyond, there i bound to 

be ar lease some simple ,rmcture, the sole plHpose of which is to 

venerate the divine. Most of tJH:~se ';]uines are qujee small, and 
even crude, being noehing more than a carved statUe of Ranald. 
au icon of Sigmar, or a shclter dedicated to Shallya. 'nley can be 
incredibl ' old, going <111 tbe way back to the time of Sigmar, or be 
quite recell.,l, reflecting the modern outlooks regarding the Gods 
and ,heir place in Empire society. A few shrine are large and lavish 
enough to approach the srams of being full-Oedged rem pies. They 

TEMPLES 
Temples are the comer.,tones of every 'lctive religion in the Old 
\,('orld. They are the elures of worship for priest. and common 
folk alike. Every city boast at lease one, if not several. temple~ to 
ea h of the main Gods (although you'd be hard pressed to find one 
opcnly dedicated to Ranald). Even .mal.L viJl.ages do thei r best to 

have a temple dedicated to rheit patron God, though mose make 
due with simple shrines. 

Like ,lu:ines. the quality of the temple depends largely on the 
communit}' rlur .\Upporc~ it. In poor hamlees, a temple may stand 
to venerate all the God at once r~l.{her than having a llumber 
ofsmaHer eemples for each individual deiry. 1n larger, wealthier 
comn1l.tnitie . the remples to each God 111 ighe actually be ma sive 
cathedrals. rivalling the fortresses of tbe Old World in terms of size 
and defen ibility As with any architecture. temple construction 
depends on when it was build and the fashion of rhe day. As a 
result, truly odd examples can be !ound scaltercd throughout the 
Empire. 

Temple., are ~'llmost alway~ manned by a complement of initiates. 
priests, scrib ,caretakers, and assistant,s. Temples in the mo. e 
remote locltiom. however. may be maiJltained by but a single 
caretaker, and even then he might noe be an actual priest of the 
cult. 



Chapter Vll: A Holy World 

TABLE 7-1: RANDoM SHRINE Asl'EcrS 

Tne following table can be used to provide some Ravour and specific information about a given shrine. You may roll twice on the 
table, ignoring inappropriate or colltradictof}' results. 

Ij8 

R~. 

Map: Ihe shrine has a map, either palmed on it or in the form of a piece of parchment tacked to the walls. It is up to the 
GM to decide where this map lead;, if anywhere. 

Richly Decorated: Covered in gold leaf and gem tones, the alt::W is d corated with expensive materials {worth 4d1().gt') 

rhat hav~ not been pilfered by thieves. A guardian Ofsome $(lrt, whether a living being or a magical or mecllanical trlJp, 
discour e ilS removal. 

Popular: The shrine Is particularly popular with the local inhabitants. At any given rime there are IJ I0 people vi iting 
during the day, and half rhat number at night. 

Shabby; IU kept and weathered, the shrine IS in disrepair, although were is II igtt of recent offerings having been made. 
There i nothin~ of value at the shrill • 

Ancient: TIle shrine is staggeringly old and has been buUr [Q withstand the ages. Alternarively, another race or people from 
long ago built the shrine. with an unknown purpose. 

Looted: The shrine has been m:entl lOOted by cbieves and I10thin ofvaJu~ remains. 

Corpse: A corpse lays beside the shrine. lt can be old and 111011ldering or still fresh. The (a~lse of death i up to the M. 

Riddle 0' Ci hen stra,n e riddle or rode i' written within lhe shrine. which no one ~as daimed to have d.cclph red. 

New/Refurbished: "Dle shrine has be n recently ctafted. with fresh paint, new statues, and fresh offctings. 

Offerings (Qf Jhc FaithfuJ: A priest ot devout Cultist has left behind food.. new clothing. hoes. or lI. weapon with a note 
indicatlng that anyone in need may cake it. 

Drab: The shrine h ,imple, yet lack.<; legance. It lacks paint Ot approptiate idols and the offerings there are meagre. 

Mann d: A priest l}r initiate hillS raken me shrine's UI)ltC'~P ali his personal obligation and liv~ in a mall hol1$C CIt hlWd 
ide it. 

Ostentatious: The shrine is gaudy with an overabundance of tad.,' statues, pictures. and othet accoutrements. 

AblllldOned: The shrine ha! been abandoned long ago and i overgrown with We!:ds or slowly fitllin~ apart in the wind and 
rain. 

Sturdy: 1be shrine is stutdily built from stone or thick wood alld looks like it could survive till the end of time. What it 
lacks in elegance, it makes up for in srrength. 

Seem Cache: The shrine has l\ secret compartment thar may or' may not concain trc3$Ure, a teli I or orne other Item. A 
Vi ry Hard (-30%) Percepti<Jn Test reveals Mll' presef/ce of dill' cornpa,r\'Jlll!or. lr m;l • ;tI$O be ~ 

Defaced: 111c altar has been defaced by vandals or by follower of the Ruinous Powers. No valuables rem~ill and 
blasphemolls words, g;:affiti. and waste mar its image. 

Anisti.cll The shrine i an artl rio marvel. inco orating magnlfitent craftsmanship and Jwing de;j . 

Generous Offerings: Someone has left behind a Staggering offering of Iell 00 ge. gems, or other \'aiuables at rhe shrine.. 
Thieve risk angering not only rhe Gods. but also local Cultists. 

StraJl8C \Veathl:r, The weather within a I-mile rtdius of rh shrine is 6<ld and rounterintuitlve~ With told wu,ds in the 
middl of summer r light snow in the h art of lunater. 

Cursed: TIle shrine has been cursed by a witch, the bla phemies of a Cultist, or one of the Ruinous Powers. TIlere is 
a 10% chance that a person worshipping ar this shrine gains some. rerriblt: urse. The GM ,hould determine itS exact 
effects. 

messed: The hrlne j~ ~t'ticularly blellScd by ~b.e God to whom it Is bound. There Is a 10% chance that any Bll:$ ing ( ec 
WFRP) asked by a devout Culri Cat th brin,e is beard and benowecl u on him. lhi works onl (lnee per ~r$()n. 

Heresy!: The shrine actually hides idols and other blasphemous object sacred to one of the Ruinous Powers. which are 
brought out for their Secret worships. A Hard (-20%) Perception Test reveals this secret c.ache ofvile ob;ecr.s. 
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TABLE 7-2: RANDoM TEMPLE AsPECTS 

or all temples ar created equally. The following table includes variom aspects, situations, or ocher factors that you can use IO describe a 
new temple with a unique flavour. YOll may roll up W twice on the table. re-rolling for jnappropriate or comradicror.. r "ldts. 

RoD Result 

\-05 Rich: This temple enjoy.s a wea.lthy congregation who ensures dlat the StrUCTure is well-maintained. The interior is full of 
prkeless Icons. gilr statues. and religiou" pailltings. To ensure that the temple is not defiled. a complement of templars is always 
on hand. 

06-10 Pannotd: 1h.is isolated temple is reclusive and unfri DdJy. The pries~ he~ cater to their Qwn, and IItc nQl wdcoming of vlsiwrs. 
All Fellowship 'tests are Hard (-20%) when made against members of this temple. 

11-15 Impre.ssive Architecture: Thi temple sports impre sive architecture and is the geul of the cOll1municy; Pilgrims travel from 
miles around just to marvel at its beaury. 

\(1-20 Scholadyt This temple i.\ fJ.mcd ror Its large repository ofbooks and seroUs. It is a1SQ -a centre for M:holarly F!ursults 2nd rcli iOWi debate. 

21-25 Crumbling: This ancicnr Strucmre is on the verge of collapse. Perhaps (!- a consequence ofwar; dme) or simply shoddy 
construction, it i scarcely inhabitable. 

26-30 RebuUding; Having fallen prey to lire. war, or vandalism, the (el.1lplc i in the process of being built. Sc;eurity ~ cattered or 
~, and many of the tempI's services are not available. 

31-3'5 Famous Priest: One of the temple's priest. either at present or in tbe p t. is famous t()T some deed, scholarly work, or 
marryrdom.

36-40 Old Pon; The temple was built within an old abandoned forr nd is extremely defen ible. though lacking In \1estbcrics. It looks 
more like a miUtary com Quod ~ a plac ofworsbl . 

41-45 Struggling: Hard times have fallen Llpon this temple and it has litde to give in the form of charity. Priesr-; constandyask visitors for 
donations. Ahemativel)', the temple lacks the proper l1lunber of priests and other personnel to keep it running ar manageable levels. 

46-50 An' tic: The priests of the temple produ work ofc:xtr3mtlinary sqrJe. gnu;c:. ;inQ. val\ler MO$t of rheSl! ifems'1lre at least" GQcxl 
quality. with mallet' numb 1'$ (IfBest quality. 

51-55 Generous: The templ~ either has a lor tf) give or rheir pri ts are imply bountifUl with r]'eir chal'iries. Visitor can expecr severa) 
free meals. a place to Stay for a shOrt period of time, and helpful advice. 

'i6-60 lnclllStrioUS) Th~ pri~ are very hal'd working and produce large quantities ofa particular good or rvi«, whim em be 
purchased at:1 lOo/q-,OW tli~un( (n>1I1dIOfZ). 

61-65 Suspicious: The priests are suspicious of newcomers. Any Fellowship Test made agajnst the inhabitant are Challenging (-10%). 

66-70 Ancient: The temple it~elf is tremely old, but it wall built atop the remains of an l:Ven older lte, posslbl)' from the l>d'o;n: the 
founding of me Empire. It origins roay or may not be known. 

71-75 Infamous Priest: The temple is home to a priese known for his questionable beliefs. inflammatory views, or tainted past. 

76- 0 Plague Ridden: A disease (see WFRP) has taken hQld in the temple. The inhabit!a(us are qlla/'3.Tltlned. yet still need food and 
ocher assistance rom outsiders. 

81-85 Refugee Camp: The temple is home to a large number of refugee -far more than the temple 'l!l sustain for long. 

86-90 Relic Site; The Temple is home rd a fam us relie (see Rdlcs, p~ 247).
--'--­

91-95 Vengeful: Th priests are hateful and angry toward those of a particular racc, nationality, cult. professio]l, or class. They snub, 
insult, or even attack anyone of that category that dares srep fOOt inside. 

96-97 M~Route: The tem£Je ~its alon a majo.r pilgrimage route and specifically caters to ~hose makin the journey. 

98 Cursed: The Gtx! of the temple has forsaken it. ultists and locals hun it and priests are hard pressed to gamer enough 
donation. ro remain open. The GM should choo e some appropriate curse or bad luck that seems appropriaee to the cult and 
selling; this wlforrunate efFect is intJiCtcd UpOIl any who rest or pray ar rhe temple. 

99 Blessed: The temple is bJ c;d by its patton ~d. It b.u substantial income from donation and it Qwn lndu ny. good will from 
th~ who Ji'll near it. and a healrhy 'COngrc:garlon. In addition spells belonging to the Lore of that god that a ca$t within che 
temple gttin l1Jl additional Casting Die. 

00 Heresy!: The Temple secretly harbours a Chaos Cult! 
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MONASTERIES 
Tnsidl: a temple C<ln be found idols, ~(arues, fresco~s, painting, and 
other it~m. that venerate the patron God or Gods. The actual worth 

In 2132 IC, a dying Asur Ranger was dragg~d to the Hermitage 
br fearful local.. No[ sharing th peasant' superstitious fears, thl': 
Leoricans took the Elf in. 

A HISTORY OF THE LEORICANS 

THE ONLY GOOD ELF... 

-Ole Hermitie Orde.r of Nahmud' Peace was founded in 1772 

Ie by a misanthropic M)'1Jnidian Ftiar. Leorie MonpeJirri, lIpon 
the lopes of the Appuc.iul Moumains. There. MonpeIirri had 
discovered four crocks c.ontaining well-preserved 'croll, all marked 
with esoteric deSigns of a noble, black-skinned female. Convinced 
rhat he had llllcovered a losi testarnem of ahmud the Dark 
"v!aiden. he immediately contacted his cliit. 

Aftee many years of political wrangling and failed anempts ro 

decipher the seroUs, the High Temple ill Remas granted Monpdini 
permis$ion to form a Monastic Order dedicated to their nan lation. 
He named his founding monastery (he En'miItlggio di Na!nnlld 
(Hermitage ofNahmud), and amaned many Mvrmidiall scholars. 
all sllre chey could succeed where others had failed. However, [he 

language wa. £00 complex, and negligible progre.s was made. 

One such order i· the Hecmitic Order of ahmud's Peace, Ot· the 

Leorican as they 3rt: moce common!)' knoV\"n, 

Before 2132 IC, the Leoricans were isolationists, However, with the 

dire words of th Dark Maiden's Te, tameJlt seared into their minds. 

After a month with [he Order. the recovering Elf. sharp ears 

overheard a distant discussion about the Dark ,'vfaiden' Testament, 
and enquired \ hat it was. After Illuch discussion with the Abbot. 
she was granted a bri -f supervi ed viewing. To the Abbot'$ surprise, 
the well-travelled Elf knew the complex tongue, and in return for 
saving her life, the ancienr Asur translated the te.xt . UnfortunatelY 
for her, sh did not understand the implic.arions of her [ran laciot;. 

The Abbot, appalled at what the scrolls revealed, knew he could not 
allow it to spread. Three day. before she was due to leave, the Elf 
had au accident: She fell from the Hermitages walls,ine.-..;:plicably 
impaled upon her own s·word. 

ExPANSION 

of these items depends on [he wealth of the temple's community, 

the generosity of its flock. and the circumstances of the dmes. Luge 
temples in v...ealthr cities have een known 10 have to sell off precious 
relks simply in order ro feed its clergymen and keep itsdf swcked in 

candles. wh ile tiny rem ples in backwarer villages could house priceless 
artefacts and do quit well fur themselves. 

For more details Oil temples dedicated to specific "ods, .I e Chapter 
II: Old Woeld Cults. 

M
 
''The Dark Maiden raised her hand, ami 1\Vrmidia said,
 
Who are you that bars my passage to victory?
 

Ami the Dark Maiden said, I am Nahmud, Princess oj my 
people, andJar from home. You bore weapons ami saved 
me, so, I pray thee, believe my words: When I was captive 
of lscarius, I listened to his schemes, ami I know you to be 
deceived!' 

-BELLONA MYR"MIDIA, 'BooK OF TRANSGRESSION' 

111e following sections detail tht: fim and largest r>.1yrmidian monastery 
in the Ernpire. AJ1~" numbers used reter 10 [he map on page 162. 

The BeLlolio l'v~)'!'Inidi(is 'Book of1ransgre siol1s' tells the tale of 

the Dark Maiden, a woman rescued by Myrmidia who, in thanks, 
warned the Coddess of an ambuh that lav ahead. Myrmidia sent 
her foret: to flank the ambushers, and the resulting batrle, the 
,lyfassacre of (he Three Gorges, proved to be the turning poim 
ill tvlyrmidia', campaign. The DarkJvfaiden then left I,")r th<:: 

mountains, there to live the life of "a stranger in. very strange 
land," and van.ished from Myrmidian records, 

THE HERMITIC ORnER 
OF NAHMUD"S PEACE 

The Dark Maiden reech'es ani)' 'even definite mentions in the 
Be/lona /'v~)'I'111idit1, but this has been enough for bel' to have a wide­
reaching impact upon the Myrmidian Cult. Three Knightly Order 
revere her as ,heir patron, and two Monas[ic Orders have sworn [Q 

follow her reelll ive ways. 

OPTIONAL RULE: pes FROM THE 
ORDER OF NAHMUD'S PEACE 

If your GM agrees. you can add the following Skills and 
Talents to any Advanced Cuh career uyour character is a 
m~mber of the Hermetic Order of ahmud's Peace. 

Skills and Talents 

Command. Common Knowledge (Tilea), SpeciaLst Weapon 
Group (anyone) 

Monastede. are temples specifically dedicated to the training 
of new initiates and priest. Inmost G1Ses. rhe monastery is 
sdf-$ufncient, with gardens, fields, orchard. and possibly some 

additional method of generating income, such 3S a winery 0[ 

scribing services. Monasteries tend ro boast a large number of 
dormitories Jnd room for scudy. For more inform,llion 00 

Monaste.rie , $ee Chapter VlU: The Life of a Peiest. 

rhings s on changed. 
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Chapter VII: A Holy Worl~ 

-----~..,.--v·-------------------------~-----=-~~~ 

GM NOTE: USING THE MONASTERY OF THE DARK MAIDEN 
The monastery Gln be included in any campaign wjtb very Iirrle work Perhaps the Tilean br:lJ1ch of the Order <Tie.l to take conuol, and [he 
pes are hired to sabotage their ettQrts. Maybe the pes are employed to uncover tb.e 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 need. 

Th,- l'Cs {/rt' employed to pour powder all the yeasT in tht brt'lIJery (Area 25). j he empUtyfl; all ag,mt ola riv/tl brewing company. btdil'v£'s 
the powdo' will kill it, However. he has heen tricked by tht'l'u>ple Hand (.(ee the Tome of Corruption /m' mo,.e informarion): fhl' powder 
confain.< Wfll'pmme, illld will 'lor kill the yettst, but will cause mbtie mflfanollJ in /tny tfur! ingeq ir. 

Somr robes were rccelU0' sto!m fi'om th( lItSf'}' Utrea 21), 4fld word reaches the monastelJI that Leorieans IIJere spo!tt'd robbing (/ nobles 
comA The Abbm is Lookingfor people unallied ro her Ortiel; find rhu.f above suspicion fvr the crime. to inlJfSrigalf. 

Albrecht Oldcnhaller ofNuln him tbe PCr to rl'h'ielJe tin antique halberc/from the wcked room in th,' armouI) (A1'ea 14). He dfJes 1101. 

e.-"p!dill /lib} but dnes offer ({ Inl ofmonry. 

Once the PCs arrive. you can rhen uSc Ihe loc~rions to inspire sub-plo . 111e following thr e exeunples can be used to stan you off. 

Kehfn- (Area 22) i.( ill rl l'tlationship with one ofrhe siSlers (l&rleaLiiche!t), and they have N...,o children. Kehler r('eeilies a thl'eluening ,lore: 
ifhe does not stop his "unholy ullion, n J,;s children will be murdl'1'ed. Unwilling to /lion')! his partner. or admir wMkllC'SJ to his fellow;" be 
tWrJJ ro outfidas/or hdp. 

A priest ofSigml1.r is re;'iding in the Eagle's Nm (Area 5), here to persuade the Abbes.' ro alter the Order.' rmditiom (ChfCk Area 23 for th,' 
imm). He is desperate not to fill in the eye.' (:I'hi" Jltpcrirm, and is Jwm to find evIdence ofCham amongST rhe priests. evenllho' has to p/~mr 

it lJimsdj.' 

Gerlindr (AI'en J2) be/ielil's til/it th" ..hriml {() Shtlllya she tend, hm been raimed by fh,' Fir Lord, N1lrgle, and has sLouJiy gitlen ill to dl'spah: 
She plam TO poison the entirl' Ordl'!; (olltll/ding Ihat a fast death i.< prifemble to t/1fll brough! Ilbout by sloUJ, painful diSell.'l', 

Leoricans wete suddenly ,ntacked. In rhe space of a mOm]l. more Monk to hide rhe scrolls until the daJ1ger passed. lhe night after 
tban half of theiJ monasteries were assaulted by mercenaries. the Monk left. the monastery was attacked and razed. There were 
Although most had no concept why anyone would ~illgJe out ule IlO survivors. 
Leoricans for attack. rhe Abbot. understood: the Dark Maiden's 
Testamen t. THE MONASTERY THATJAEKE BUlLT 
Unwilljng \0 risk com~cting other Orders of the Myrmidian Lord Myrmaths.on Jaeke von Hendorfbecame rand Master of 
Cult-for tbey had not shared rhe translarion. of their holy text~, tile Knights of the Blazing SUI) in 230:3. A long-term member of 
;Uld had no desire to do so-they instead turned inwards. The the Inner Circle of hi' Knightlv Order. he was Leorican-educatcd, 
Abbot of rhe Mona~tery of Blessed Cornelia in [he Vault•. wher 

rhe seroHs had been moved a century ago. charged bis most trusted 
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1he Order beg,ln an aggressive campaign of expansion. founding 
seven monasteries ;J] a many years, Leoricam an.ived ill ,111 of the 
TIJean', Cit)' States, and offered (he Order's ervices as nltors and 

lecturers. especiaJly in tho: area, of history and straregy. oon. their 
monasteries were awash wirb the children of influential Tuean 
nobles, sent by rich parents to be taught by some of the wisest 

Mym1idians in the dty-stares. 

By rhe time of [he Great War Against Chat)s. the Order \Va" weli 
e rablished a an educational bastion ofTiJea. Leoric. ns were 
even found lecturing in the great u.n.ivetsitie> alongside rhe ,visest 
Vereneans, aud rhe mercenary companies that marchd nortb 10 

support the desperate forces of Magnus [he Pious iDcluJe.d mewy 
aprail15 and Gener,lls who had been tutored by the Order. 

A WAR ON MANY FRONTS 
the Knights of the Blazing SUJ] answered Magnus's call in rhe 

E01pire. and Tileans marched north to make their fortuoe. the 

and was the new represemative ()f Myrmiclia on Emperor Magnus~1 

ART AND THE MAIDEN 
"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 toss'd sky"
 

-THE WITHERING OF WESTERLAND, 

RICKF.RT ScHwARTZMEHR, 24121C 

Early E. talian illuminations depicted the Dark Maiden with 
skin as black as coal. and a face a imperious and regal that 
some, so it is said. reverendy dropped to their knees upon 
seeing it. This powerful imerpretation has been exported 
throughout the Old \X!orJd. and now srands as a metaphor for 
mystery. loss, and nobiliry. and has become ,1 common motif 
in higJ1 an and epic poctr)'. 
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oblati (Area 16) or flights ofinldatcs (Area 4). 

The poneI', Gebhardt Trager. and his five .'taif are housed in the 
Pfortnerloge. a blocky building with access to the Ga£ehouse. 

lIte: Master ofrhe Guards is Capt<tin Bartolomeo '!'vIeo' Gallino, a 
vindictive Tilean wid] grey in hi. perfecrly maintained moustache. 
He is ofren found berating his men in the training squares (Area 
9) or leading them on exercises and patrols in [he surrounding 
countryside. 

t. Poner'S Lod~ 

Grand Conclave. With the Great \X'<u over, he was keen to 

sTrengthen his newly accepted Cult in the Empire. 

When he encounrered a barrered Leorican rravdling through 
the ReikwaJd, the answer suddenly seemed obvious: fund a 
monastery co reach his fellow Imperials the wisdom of Myrl1lidia's 

reachings. nlC monk agreed (0 help him. and plans were laid 
for the Empire's fir, t Myrmidian monastery on Jaeke's lands in 
WissenJand. 

As work went ahead, and unbeknownst to Myrmathson Jaeke. dlC 

monk he bad Iller wa' the bearer of rhe Dark Maiden's Testament. 
He buried his secrer burden beneath rhe foundations of the new 
monasrery. When the monastery was completed the monk became 

rhe nrSt Myrmiclian AbbOt in the Empire, He died 37 years later, 
having never told a soul about lhe buried scrolls. 

THE ORDER TODAY 

Today. the order is little changed from its 24th-cclltury incarnation. 
h continues to spread the teachings oUvlyrmidia by offering tuition 

to those who can afiord it. In THea a leorican education is still 
highly respected. 

The Order's monasteries are aJJ df-suffidenc, and designed [Q 

\'i/imstand arrack and prolonged siege. Most accept orphans. who 
they educa.re in M)'rmidia's way. Unlike many otl1er Orders, the 
Leoricans strongly believe in sexual equality, and demand equal 
treannenr of both genders wirJ'Jin the Order and its cult. 

No living Leorican is aware ofwh,\( the la.r Testamenr ofNahmud 

contained, or where it now lies. 

THE SURROUNDING AREA 
The Monastery of tbe Dark Maiden hides in the Wissenlander 
Grq l'vloumJ,ins some 15 miles from Hendorf, a town now 

known for its Myrmidla worship. Busy neld~ and orchards 
line the well-maintained road [hat winds up the hillside to the 
monas£ery. The weather here is usually mild, alrhough summer 
can be stiflingly hot. 

£ rhe area is llnforested and weU-palfoUed, encounters with 
OurJaws or Beastmen are very rare. However. Night .oblins 

do occasionally raid from the IllOUlltalnS, and wild animal~ are 
common. 

I, Walls 

The monastery's solid granite walls are 20 feet high. They a.re 
patrolled by guard5 from the garehollse (Area 2) and span four 
small cannons forged in Schmeidorf, j\1iddenland. 

2. Gatehouse 

-fh garehollse has tWO connected, square towers with domed tOpS 
soaring high above the oak gate. Murder holes, a portcullis, .U1d 
overhanging balconies are In clear view, although other defences 
also exisr. Within, a barracks large enough to garrison over 60 men 

sits above. the two guardrooms on each side of the gate. -n1e officer' 

have quarten in the upper levels of the tWO rowers. 

He t~kes great pride in his job, and tries to personally greet every 
visitor to rhe monastery. In his 23 years as porter, he has met many 
dignitaries, and li.kes [() share anecdotes of their vi irs with any who 
will listen. 

4. Initiates' Barracks 

Initi,ltes of the Order are organised into flight. of up to five 
members, which are often found traiojng and competing in and 
around the monastery. No individual commands each flight; 
instead. all Leoricans share the responsibility for their teaching and 

training. 1he barracks has four large rooms, each reserved for one 
Hight, although thete are rarely lllore tban tWO flights in residence 
at anyone time. 

}. The Eagle's Nest 

1he Eagle' Nest is a t,tll \vatchrower rhat commands an impressive 
view of the surrounding coullttyside. 'Three guards from the 

gatehouse are stationed here round tbe dock, and sound a bras 

bell at the sign of any trouble. Two level of the tower are reserved 
fOt the Abbol or the monastery. However, as the current Abbess has 
abandoned the quarters to barrack with [he other Leoricans, the 
rooms are now reserved for impOrlill1.t guest . 

6, Granary 

Most of [he monasrery's grain is tored in the gr;lnary, which also 

sports a sizeable threshing floor. 

7, Guest Q"uarters 

The e quarters are reserved for "Gllests or Quality," alld have six 

well-appointed apanmetlts with parlour'. servants' rooms, and 
bedrooms, 

8. Horse Bam 

1l1e large horse barn is wbere h.or es, their feed, and an assortment 
of far:tning tools are kept. The second floor has lofi-quarters for the 
barn's srafF, which is currently compri ed or four generations of the 
Viehstall family. Grandpa Ed is the oldest of them, alld IOl'd~ over 
his descendants from a mouldy pile of dirty hay, which, he proudly 
claims, he has DOt moved from in over 20 years. He. often barks 
orders down to his weary famil)1 as they work. 

Q. Training Squares 

The courtyard or the monastery has six squares of varlou size 
mukedollt for manial training. At least t\"iO of them are usually 

in use at an)' giyen time, mOSl commonly by competing wings of 
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This is ,1 brge stable reserved for warhorses and their feed, The 
osder here consider themselves superior to the Viehstalb that 
run the horse barn (Area 8), and often throw snide jibes in their 
direction, ,luch like rJle horse bam. there are loft-qtuners for the 
rill, which sir above <l small barracks fat visiting [cmplars. 

Leoricans r fer to [heir temple wards ,s qblati, and accept n1<ln)' 
local orphans and ahandoned ch ildren. Younger oblati share beds 
in a haJllarge enough to fit 100 children. Ider children (lO years 
or older) an: segregated according to their gender, and have room.. 
on the second floor of tbe barracks, witb each room dedicated 
to one 'Wing.' a group of up ro 10 youths. 1\'\051: oblati leave the 
barracks by rheit 14th year. commonly 10 join rhe state armies, 
study as an appre.ntice (() i1 tradesman, or ro gel married. Some of 
the oblati stay Oil ro become initiate.. bur rhi: is ompararively 
rare, as the Leoricans encourage thei r wards to return to Imperial 
,oeier:" the better ((l preaclillg the word of I\lyrmidia among d1e 
common folk. 

17. Central Hal1 

audience. The :urroullding seats are reached by (ight 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 ar~ for Leoricalls Dilly: olllsider, are 
taught in the emral hall. 

16. Oblatj Barracks 

ll1e high-ceilinged celJtral hall is ,eated, and has a raised, circular 
sacristy in tlle cenue. This is 1 t'd by Leorican ro lead service 
to Myrmidia and to host leCtures Ln all matters of warcraft and 
strategy. The monastery ha, a trong reputation in the Empire for 
its superior knowledge on military ubjecr, and many navel to 

learn rhe finer poims of war from the eduded Order. 

llle surrounding walls are decorated wid1 stained-glass windows 
depicting the greatest heroes from the BelLona kfyrmidia. Before 
each window i a 10-foot-rall Statue Dr the hero in question. 
wearing only a silk-scarf about the waist and a.n archaic Tilean 
helmet upon the bead. The domed ceiling i. paimed with a massive 
rendition ofMyrrnidia sailing Wt~st to retUrn ro the Gods, a 
magnificent work ofan thar astound. almost all who view it. 

18, Scriptorum and Library 

111e scriprorum is full of illk- IDudged, worn d ks, where the older 
obLari and initiat copy acred scrolls and holy rexts. Stairs lead up 
to a dry library, where Sister rrhild Taegert, an ocwgenarian wirh 

II. Infirmary 

Dokror Gaufrid Pfister maintains the infirmary WiUI th.ree 
a.ssisTants. Beside the roomS reserved for paticnrs, the doktor's 
wife fun. a small apothecary selling poultices and herb. Quarters 
for the doktor' family are on the second floor. A small shrine 
for Verena. Myrmidia's momer, stands on the oUtside wall of the 
infirmary, overlooking a small hospital garden, 

12.0 uarantine.... 

This small buUding is for victims of disease who do not have private 
quaners in which to recover. One ofDokwr Pfister's (Area II) 

as istaIHS, A..rztbelferin Gcrlinde runs the quarantine, and tends ro 
the shrine of .iVlyrmidia's beloved sister, Shallya, found within. 

13. Grand Hall 

ll1c gr~DJ enuance hall to the t.emple has a <southern- tyle &esco 
depicring the scene from BeLJona Myrmidia where rhe Goddess 
meet.s tlv, Dark \hiden. The \vindows here are small, and Jet in 
Lrde light. .As a result, (he fre,Sco. have retain d all their original 
colour over rhe years, and ar considered a wonder by many locaJs. 

ABBESS BIRGITTE 
VAN DER HOOGENBAND 

The Abbess sports a disarming 
grin and ha an easy wa ' with 
tbose she meets, She is very 
much "one of the soldiers'· and 
dives into anywol'k that needs 
doLng, laughing, joking, and 
swearing with the best of them. 
Her heavy Wastelander accent 
has not diminished in her years 
away from lvlarienburg, although 
her youthful fascination wirh 
acquiri.ng wealth has. 

She is a very taJ!, very dlin woman, 
with wavy, flame-red hair worn in a hraid, sea-grey eyes, and 
mall}' freckles, Her ready smile h<l.S carved deep lines about 
her mourh and eyes, all of which are criss-c[()ssed with scars 
gathered from her mcrcenary years before joining the Order. 
Her arIDS, back, and belly are dl.ick wirh tattoos, many of 
which are quite mde, clearly acquired during less pious, 
probably drunker momems. 

AlmOSt all of (he monastery' weapons and armour ,1 e kept itl the 
armoury, which Store. enough equipmem to outfir a small army. 
One whole wall is dedicated to training weapons, most ofwbich 
ar made of wood. ll1e Order's ceremonial armour and weapons are 
,tored on the second Aoor behind a solid, locked door, 

IS. Lecture Theatres 

The circular l~Clurc thearres are very cramped and very h.igh, llleir 
centres h,we open spaces where monks and isters lead lectures in 
groups of rwo or Illore. It is very rare (l) find a Leorican lecture 
with onl:' one speaker, as most of dleir r~a(hing styles consist of 
conversa(iol1s among the kJJowledgeable, wirh predetermined 
quesrions and aJ15wers presemed ro rhe audience. 111e lecture.s ar 
also interaCtive, with the speakers asking many que$!ions of the 
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a no--nonsense Master Ani an with a heavy Altdorfer accent. He 

Of";ll1.is S the workshops wim a firm but fair hand. 

23. The Order Barracks 

Leoricans practise a lesser form of hermitage than the carll' 
members of th 'ir Order. but still barrack in separate cells. 1]1e 
Order barracks has 53 such cells spread over tWO floors, including 

quarrers ror all ranking members of me Order. However, as 
Leoricans do not practise celibacy (but do forbid marriage). cell 

Ufe L not as solitary as many outsiders mi.ghT expect. Several of [he 

monks and sisters are in permanent relationships (ofren wid) nOI1­

ordained followe,rs of the cult), and some have even had chiidreD, 

which are r-a.ised as oblati. 

All this extra-marital activity is deeply frowlled upon by n.10,t 
visiting igmarites, who believe that i[ creates a breach in the 
Order' spi riruaJ defences against rhe Ruinous Powers. Indeed, the 

Arch Lector of l uln bas wrirten to the Order on three separate 

occasiorrs asking t.hem to charrge the.ir (hlllgerous lifest)'le. 

Spread over three levels, rhe quarters are parse but ilJllcrional. and 

rarely mote th'1I1 half l1.dJ. 

JO. Kitchen Gardens 

-The kitchen gardens are tended by or Mao Rosselini, I'll 0 

Jives alonc in tbe sizeable gardener', COltage, He has lived in tbe 
monastety for as long as anyone can remember and is well-loved. 

The garden has a host of 1"001 vegetable" and herbs on offer. and 
includes ome varieties mote ofren found in Tilea than the Empire. 

31. Kitchens 

Tbe sprawling kilc.llen et.ernally em it heat 'lnd the lllouth-warering 
smells of good cooking. The Kitchen Master, Ania Ras!Ovic, an 
Ostermarker with an incredibly thick accent, only works rhree 
days out of every five. leaving his wife Beauice, a THean with an 

accent rhicker than his, to organise rhe other rNO. The kirruen stafr 

rarely bas any idea what eit.her of them are saying, bur the food is 

delicious nonetbeless. 

a sharp wir and 'sharper temper, cuefully guards, mainrains, and 
re tores the collected tomes of rhe Order. /"..bove me library is me 
librari,m's qua nets, which are kept warm by rhe oblati at "lJ times. 
Sister Otthild sells the copie of the Order's leXH, which are very 

popular with visiting soldiers and mercenaries. 

10. Frujt~Drying House 

Ihis mall stone room is llsed for drying frtti!. STairs lead to rhe 
roof, where ffuil L sometimes left to dry in the SUD. 'lhe dried fruit 
is used in, varict)" of field rarions prepared and sold by rhe Order, 

and in a Leorican food favourire called frumenry, ;"hicb combines 
huUed wheal boik,d in milk wi[b beef, raisins, dried apricols, and 

pices. 

20. Abott's Robe Room 

The Abbots robe room has recently been converted into a meeting 
office, as the cuuent i\bbess has chosen to robe with the reSl of the 

rder, wishing ro break down the baniers between her and the 

OThers. She now uses t.he room to ralk privately v,"i h visitors and 

orher members of her Order, and to hOlT meetings dUH decide rhe 

future of the monasteJ-Y. 

21. Robe Room 

The vescIy is llsed to Stofe the ceremonial robes rhe Leoricans w ar 

during servic s and other special events t]lat do not require armour. 

The Order wears yellow haJf-doaks over orange robe" emblazoned 

wirh a white sun bearing 12 wavy ravs. At all other times, rhe 

monks and sisrer wear riding learhers or lighr learher armour. wirh 

a sun clasp holding a. yellow half-cloak in place. 

22. The Workshops 

The noisiesT and smellie t area in rbe monastery is rhe woek hops. 

pread over th ree Hoors, an army of blacksmiths, carvers, 

coopers, fullers. goldsmirhs, saddlers. shoemaker, turners, 

ranners, and weapon smiths wil four days in every nve. Any 
excess (he workshops produces is sold in a shop on the bonom 
level. The Master of the Workshops, "Handy" Anders Kehler, is 

24. Poultry and Livestock Pens 

The pens bouse geese. chickens. swine. cow, and ,heep. 1l1e animJI 
keeper has a Slll'lll house adjoining the pens, where he lives with his 

wife and six children (nve of whom attend lesSOn> with the oblati)o 

25. Brewery 

1]le distinctive meU of brewing permanently emanates from lhe 
mona,tery'-' brewery. Barley tnalr, hops, and general winrer stores 
are stored in a large cellar beneath tlle brewery, which is also where 

the Order's nine cat" live. Dark Maiden Stow-the [bick, black, 

metallic beer produced by (he Leoricans-catl be found across 

northern \I:'issenland, and is popular wirh rhe Nulner state army. 

26. Laundry and Well 

The bundry, which llandles all rhe 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 ((J masrise any 

interlopets. Outside rhe laundry, line" are loaded wirh washing 

every dry day, urrounding the monasrery'swell with a lllaze of wet 

cloth. 

27. Feast Hail 

11)e eaTing halls span rhree floors and can Ot all inhabitants of (be 

monaslery wirh space m spare. 111 LIS, the top floor i re erved for 

special e.vents. 'The fease hall is always active, but i busie r -at sunup, 

midday and sunduwn. It doubles as ,1 large public hOll e, and much 

singing, dancing, drinking, and general socialising takes place here. 

28. Cultist Quaners 

Most of t.he non-ordained t.hat live and work in the monasrery are 

housed in the ClIhist quartets at the rear of rhe complex. -nleyare 

carved deep into the mountainside, and have space to house more 

than 200 people. alrhough fewer than 70 make ir their home. 

29. Pilgrims' Quaners 

Pilgrim and poor visitors are hosteled in tile pJgrims' quarter. 
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- HOLY Srn!s ­
The following entries describe the general qualities alld 

character of holy sites dedicated co the various Gods of the 
Empire. 

SITES OF MANANN 
IvIost of Ule Temples dedicated to Manann are found on rhe 
coasrline of the Empire, extending from Madellburg, through the 
Wasteland, and up into the edge of Norsca, illlerspersed with small, 
unattended shrines. Furtive attempts have been made to establish 

a permanent temple Oil 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 ro expand farrher north 
have met similar fates. 

Temples ro Manann are either grandiose, uch as the Temple in 
Marienburg. Ot modest buildings built with practkaliry (and the 

survival of the inevitable shoteline storms) in mind. At a glance, 

mos[ temples resemble Iitt.le more than ornate warehouses or 
orher dockside buildings. although the inevitable wave motif and 
decorations venetating sea life are sure signs that the building is in 
fact a temple ro M,tnann. In some communities, more eStablished 
and wealthy temples have replaced aging wood with marble 
and other expensive stonework. 'nle ideal temple design merges 
images of the sea with solid walls to keep persistent wind, rain, 

aJld sea salt OUt. 

'remples are always artended, unlike shrines, which mayor may 
nOt have someone rending co them. Considering the hard-m-reach 
locations in which many of these holy sites are locared, shrine are 

by far the most dominant form of holy structure. Most bear at 

'Those who wish to 

with tbi practise. 

fr 1. 0 

whkh were u ed in rhe budding' 

least one Starue. engravLng, or other artistic rendering of Manann. 
how tribute .ll these places leave sacrifices of 

fish. coins, and pearls. Sailors who know that they are embarking 
on a dangerous journey often cur themsdves and splash a mall 
amount ofhlood on the altar ro divert bnann'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 001 familiar 

THE TEMPLE OF THE RED CoRAL 

The Temple of (he Red Coral is a small but well-tended temple 
that sits on the coastline JUSt north of the town of Salzenmund. 

named for the mysterious red coral that grows ill the area, 

unusual in the cbill waters of the northern sea, and pieces of 
conslrucrion. 'nlC cult sees the 

coral, a; well as the large numbers of fish that congregate there. 
as a sign of Man3nn's bleSSing. Over rhe centuries, the reef has 
grown aod shrunk in size. often with :l.larming speed; the cultists 
who majnrain the site have come to rhink that the reef' healdl 
is linked to the healtb of their temple as well as to that of the 

sea :tnd to ~vlanann's influence within the Empire. Priests of the 
cult spend the majority of their time in deep cont mplation of 
the reef swimming among the fish despire the frigid waters or 
floating on small boats, finding some in, ight into the. way the 

The fishermen of tbe area maintain decenl bur cool relations 

with tbe priests. Due co an old accord. the priests determil1e 

the places and times that the fishermen may fish rhe sea. Thi 
sometimes sends rhe boats to strange or dangerous locations, and 
to places that sometimes lack fish altogether. Whilst irritated at 
the seeming randomness of the arrangemenr, the fishermen are 
tOO frightened of Manann's wrath to fish rhe reef without this 

SITES OF SIGMAR 
111e Empire is linered with boly sites of Sigmar. From the 
hammcr·and-comet-lined Temple District of old Altdorf, to 

rJJe riniest of isolated road sh.rines in Osdand. Empire folk are 
surrounded by the all-pervaSive imagery of their largest cult. 

Almost every town in t.he .Empire, and each city districr. has a 
temple to the Ellpire's founder. Their tall bell-towers loom over 
the surrourlding moras, of diny buildings and ring out each 
Festag to summon tbe weekly ·lbrong. As people of all classes 
attend rhese g,llherings, 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 SigmaI' worship. The hammer's 
head is reserved for nohles, while rhe hammer's claw i.! kept for 



the Blue Reach to Sigmaringen, the site of the firSt Skaranorak 
Temple. Sigmarites believe Siggurdheim. the lost capital of rhe 
;rncienr Brigundians, once srood there. and rhe temple marks 

[he beginning of the pilgrimage proper. Prom Sigmaringen. the 
devout make their way overland into the mountains. following 

THE DARK GLADE
 
1l1.:: Dark Glade is a secret place where worshippers of the forbidden Cult ofAhalt the Drinker perform [heir rites ( ee 
Forbidden Cults in Sjgmm<' Reil'.l). Located along rhe hanks of the Upper, oll, near the town of Ge chburg, rhe Dark Glade is 

forbidding and sinister. Surrounded by ancient black oaks and gnarled willo'w trees, tbe glade itself is actua.lly a barren patch of 
rock-the din was couted away long ago by unknowll forces, and nothing grows there. The u'ees themselves seem to bend and 

twi t on their own, even when there is no wind co rustle tbe [cav . 

The Dark Glade is rhe rradiriona.l garhering spor of rhe scattered members of rne Cult of Ahalt the Drinker, where they commlt 
horrible aCts of murder in the name of their b:,uUled God. Although several unfonunate peapl have unWittingly stumbled into 
the Dark Glade (and become vi:crim as a result). so far no one has made the conneCtion between the Dark Glade and the Cult 
ofAhalc. 

-rhe Dark Glade somehow keeps itself hidden from almost <,veryone [JI,l[ those that worship Ahalr. Non-wor hippers who 

activelY5eek the Dark Glade must make a Very Hard (-30%) Navigation Test to locate it. even with the aid of a map. 

the common cultists of other faiths. [n provinces where Sigmar 
wor hip is especially prevalent. Sigmarite temples can be found 
piercing the skyline all OVCJ. Corne Festag, the streets empty. and 

all that cao be heard is the hooming voices of the priests and rJle 

choirs of the faithful. 

,Ev n mOSt villag~ have a temple, although the small t may only 
host a shrine. typically comprised of a statue of the God or < 

ryli. ed h.ammer. Those communities withour a temple await the 
arrival of travelling iher Hammers with anticipation, keen to 

hear the word of Sigmar and to take pan in His rite. 

Lastly, many homes in the Empire have small shrine.s to igmar, 
as well. -iller, I:wuseholders pray for guidance from [he Patron 
of the Empire, and ask fOJ tbe strength to overcome allY obstacle. 
just as lle once did. 

THE SKARANORAK TEMPLES 

\Vhen morral. Sigmar wali said to have formed. n allegiance with 
the Brigundian tribe by slaying Skal'anomk. one of the first-born 
Dragon Ogres. According to The Boo/e oj'S.gmi/l', rllt' epic conflict 
rook place in the Black Mountains and carved great gouges our of 
the landscape. 

[n 545 Ie. a wandeting Sigmarite friar came upon a ravaged 

'ection of mountainside high in the Black Mountains, alld, so it is 
aid, suffered a violent vision of rhe barrle. \~7ith this \ll1deni;lble" 

proot: the cult immediately petitioned the.: local Elector COUIHS of 
\'erLlnd aDd StLtland for rhe permission and resources to build a 

grea[ temple. 

lOw, almost 2,000 year. later. there is not one temple in the area, 
btu seven. They are maintained by High Capitular Marobaude.s' 

chaptet of dedicated priests. and each temple supposedly guards 
an important location from the Skaranorak Saga. Pilgrim' line 
the Zhufbar Road to Schramleben every year, rhere to head up 

a well-beaten path leading past the ix other temples, tne last of 
which is said to reside on [he ver. spot where Sigmar killed the 
Dragon Ogre. Inside, tile temple guards an eight-foeH-tali rock 

[bat local priest claim is one of the creature's claws. and thus is 
blessed bv Sigmar's holy blood. 

SITES OF T AAL AND RHYA 
Although worshipped throughom the entire Empire. the Cult of 
1:1al and Rhya are extremely popular in the cemral and ea tern 
portions of tne land, where mankind has had relatively small 

impact on the surrounding wilderness. Most of the shrines 
de{Hcated to these pai red deities are small, modesr affairs. typically 
taktng rhe form of small shelter' located (ar off rhe beaten path or 
dny open-air altars on the edges 0 farm fields. 

"Temples" of1'aal and Rbya are usually huge monoliths. ring 

of menhirs. or mounds of strangely carved stones. Some are 

nothing more than exrraordinarily ancient oak trees carved with 
sa red pictll res. Cultists gather at these sacred places only at the 
equinoxes, solstices, and the time of the full moon-at o(h~r 

times, worship is done alone or with the f.1mily at small shrines. 
and the major sires are allowed ro remain at peace. This is nor 
to say that the Temples are left unguarded. Trackers, humers, 
longshanks. and horned hunter: con, tantly prowl dle wildernes 

nearby, and priests ofTaal and Rhya are often able to speak with 
the animals near rheir homes. which keep an eye alit for any 
wrongdoing, 

l\'lost large cities have token tradirional temples to Taal al1d Rhya 
somewhere inside thei.r limit,., intended to create a more formal 
and public face with which the citizenry and government can 

interact. These buildings are designed to blend in wirh the terrain 
and rypically have large. wild parks surrounding them, Temples 
specifically dedicated to Taal are low-slung. made of dark wood, 
and have one or m(>re sweat rooms where important initiatory 
rites take place. Temples more focused on Rhya are small. 
modest, and comfortable. Wheat fields are phlllted around [hem, 
jf possible. though any crop is acceptable. Of the tWO, temples 

to Rhya are more rare; ome say thar this is because her temples 
already exist throughout the Empire, wheth r it be anywhere that 
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three or more women gather tQ talk o.r any marriage bed dur is 
used (0 conceive children. 

THE ROCK AT SELIT WATERS 

The Rock at Split Waters is the name of a s-acred temple ofTaal 
and Rhya in Talabeclalld. It is so named for the way in v,'hich 
two tdblltaries of the River Srir come ragether ~n a waterfall. 
punctuated by a jutting monolith of bbck granire at the junction 
o these srreams. Over untold generations, worshippers ~lrTaal 

and Rh)"l have come here. risking their lives to swim through the 
turbulent waters and scale the rock [() carve words a11d picrures of 
praise to Taal :lnd Rhya. Some uf dle carvings are allcient beyond 
compare, harkening back to the time \vhen Isbneros rnled the 
lal1d. 

In recellt years. hetel.<; of Bcastmen have ilHful1ed into the sacred 
pace of th Rock. threatening it anctity. Cultist have beel) 

called to pratecr the: temple, including several hor.1ed hunters as 
well as .Jade 'lnd Amber Magisters. Skirmishes are becoming more 
freq uenr and the priests are beginning to receive dire visions of 
eu[ire hordes of the foul Beasrmen moving. inro tne area to claim 
the power of che Rock for their own. 

The Rock of rhe pHt Waters bolsters the power of spells rhar deal 
with warer iu .Iome way_ Magisters who cast spells of this nature 
within view of the Rock add an additional die to Casring RoU . 

SITES OF ULRIC 
U[rican holy sires are common acros tbe north of rhe Empire. 
especially in Middenland and southern 10rdland. There. wolf 
icoJLography dominates. and most people wear charms shaped like 
wolf-heads or made from wolf-claws to show cheir devotion to the 
warlike God. 

UJrican temples have more in comJnon with fortified keeps 
rhan with other places of worship. and often tomain c\'erything 
required to last mallY mOlHhs, if not years, of siege. \'';''itb in. all 
temples guard a flame in their sacristy. a representation of the 
Eternal Flame LlJ 1I.1iddenheim. and priest.1 3.re harged to en tire 
that it never extinguishes. If it dOl;;s, Ulrican believe rhe nexr 
wimer will be especially harsh. As l..Jlric teach self-sufficienC)'­
ex.pecti ng his people to rely upon tbemsdve rathe r th'ln upon 
him-his temples are quieter than those of many of the orher Old 
\X70rld Gods. -nlis gives tbe priests time to organise affairs for the 
great wimer festivals. train initiate, and join military campaigns 
in the summer months. Setvices are.11dd at the temple, but they 
are infrequent, especially during campaigning .eason. It is more 
common for local cultiSts to approach their priests privately, 
sharing problems behind closed doors ch3.t Ulric's reach.ings may 
help lllll'avei. 

Shrine. to Ulric are far more common than are remples, They line 
the roads of the nOrth, espeCially where wol\'e. may 113.\,(. hunting 
grounds. Mos! shrines dericr a wolLI head or a srylised "U ," 
alrhough crude: statues of the God are not uncommon. They arc 
tended by wandering priests of the Howling Wolf or by devour 
locals. 

I\.·lost common of all arl' ind )or shrines to Ulric. -nley normally 
manifest as a sratue wh.ere ale can be poured ("First drink to 

Ulric!") aIld where weapons are stacked to be blessed. Almosr 
every barracks in the Empire, even t!lose to rhe far sOlilh. have 
such a shrine [0 Ulric. lllese place.. as bents the self-sufficiency 
rhe Goel demands. require no priestly involvement at all. 

THE WOMB OF THE WOLF 

The SOD, of Ulci.c believe chat they are rhe blood descendants 
of Ulric. who i.~ widely chimed to have sired children with 
hundreds, if nor thousands. of mortal women. They have been 
attemprin.g to infiltrate the Culr of Ulric for decades. for they 
see it as an in tirution that is righrfully theirs to lead. Deep 
within the bowels of the Ulricsberg, th.e great rock upon 'I','hkh 
iVliddenheim i, built, tbe sect maintains a small temple of special 
importance to their ca.use. 

-The Womb of the \X"oJf is believed by tbe SQn to be the site 
wher Ulric's fir t morta.l c.hild wa - born. "TIle mother, Griseldis, 
was rhe daug!Her of the TeutOgen chief, and Red into the mnnels 
of the Ulricsberg when her father discovered her pregnancy. 
Ihere, the Sons believe., she wa broughr meat by Ulric's 1V0lves. 
and dral1k water from a holy spring, 

There i, ,tlll a spring tbere [oday. <md the site where the bi rrh 
supposedly happened is lined Wilh wolf skins. Ar anyone rime 
there are normally lOon of Ulric in the temple, although many 
cores may worship there at times of religiolls importance. Female 

Son. of Ulric oll:el1 sleep in the temple in the bope that UiJ;ic will 
chose one of them as his next bride. 

SITES OF VERENA 
Holy places ofYerena tend to be srrongly associated wirh 
one of her twO aspects: learning and justic . A few combLne 
tbem. such as the Scbool of Sage Marius in Wurtbad, a temple 
comJnemoraring a notable scholar of rhe law and crusader for 
justice, active abour 500 yean ago. 

Holy sires of learning tend to be on the sites of libraries or schools 
that were desrroyed and rebuilt. The temple in \dn is one such, 
where legend claims that all . cl100ls were destroyed upon the 
founding day of rhe EmpLre, rhen rebuilt so rhat the taint of old, 
wrong-headed days would not mar the bLrth of a new way of life. 
A number ofVercnan priests have expressed interest ill creating 
holy sires in Wolfenburg by rebuilding the libraries and schools 
there. They claim to not be at aD motivated by the immortal fame 
of tho e who founded other holr places to tbe Goddess. 

Holy sites concerned wirh justice, all the orher hand. tend to be 
places where justice wa, very conspicllously doue_ None of rhe 
Empire's regular la\ - courts qualify. so these sites are more likely 
to be in mral area. Ihe: Old Court in Srreissen are an exception: 
Friedrich the Just wa rhe judge there for 60 years in the 19005, 
and it i said rhat he never convicted the innocent or acquitted 
the guilty. It is also said that he curses anyone who does so in 
hi, court, and .lfter a series of une pla.ined dearhs and accidents 
among the judiciary. the ouns of Streissen were moved co rhe 
New CourtS in 20 J4. "IlH! Old Court re now 3. Verenan remple_ 
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VISITING THE DEAn
 
\X/hibt there is a ;ud n of MUIT in every settkmenrof an)' size in the Empire, ther,' are llO greater holy iteS ac.red 10 rhe God 

of Death, and thus no de~tinarjons for pilgrimage in his name, Even lhe Theatre of Raven in Lucdni, the holiest site of rhe mit. 
is not considered a rlt place for a pilgrimage, 

The priestS of the cult have an explanation for rhi . 111<::)' say that Morr is lhe Cod of the Dead, and rhat, in rhat capacity. 
nooe of tbe Iiving are his concern. 011e of the living making ;1 pilgrimage ill the n3roe of Morr would be Iikt: wor.hipping 
Manann by embarking all a mountaineering expedition. III his capacity as God of Dreams. he can only be venerated by those 

journeys undenak:en in .sleep. and as God of the Dead. the li ing are bur rhose 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 f.1mily member (0 rest is somerimesalled <l "pilgrimage to Mort." Some Old Wodden juxrapose the role of active 

pilgrim. granting ir to d1e deceaseJ. Ihey refer ro a body'. rravels [(om its place of death (Q a Carden of MOlT as a pilgrimage, 

such ;1S rhose c,trried by the black funerary barques that carry deparreJ to their family. The bodies of important (or infamous) 

people might be sent on pilgrimage around a pro"incc-in the case of notorious criminals, clUs is [Q prove their deaths. 
whetea~ for imponanr leaders like Elector Counts or bishop.. it allows the common folk a chance to pay their re peel . 

Rarely, >uch elaborate measures are also raken to confuse rhe spirit of the dead, so rJl;H it doesn t' haum the family or orher 

innocent -this is omedmes performed in rhe case of nobles who have died Sllspiciously. TlleSt' many types of pilgrimages 

can lead co all som of confusion, especially when the recently deparred is not wiLlely known [Q he dead. 

"SiI; Cfln you td! me where Hen' Reinho!r i.<? 
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'';luls, )lev je,· missed 1m guv'/luh, Re'z onner AlolT piLgrimage to Aitdolf " 

"Damn. Did he say how long he'd bt' gone? v 

'/1. iOI/g time, iz me guess!" 

The more my ·tically inclined say that the wholtc of life is a pilgrimage to the holy places of MOlT, and that one's reception at 

those places depends on how one conducts oneself on the pilgrimage. However, since rhe bol)' places of MOlT arc in the realm of 

the dead, few an: in a hurry £0 complete the journey. 

"Those with :l morbid sense of humour poinr our thaI' no one COII1t:S back alive From a pilgrimage to Morr, which p()int~ at the 
most likely reason for the God's paucity of holy sires, Mosr do everything tlley can [Q avoid thinking of, or draWing cile anenrjon 

of, th God of dle Dead. Why seek him out \Vh n he all [00 ofren is on his way to meet you' 

Other cult~ have relatively few holy places within rhe Empire. As 

nored e~ulier, R~\nald does llot really have holy places at all, and 
Myrmidia and Shall)",j are based outside. the Empire, so few holy 

site" have had the time to take rOOI wirhin irs borders. Neverrheless, 
each of rhese tilts has a few significant J()catior'J 

MYRMIDIA 
~vfYlTI1idia's ini1uence is largely confined to the southern provinces 

of th Empire. Tlle temple in . uln is the 1110 I important structure, 
but tht' mosr significanr b()ly sitt: is a glade in the Reikwald. south 
of .Altdorf and west of Grunburg. It marks the SpOt where Captain 
Myrtle killed rhe laS[ of a band o[Beasrmen. 'he was alone when 

she saw the b:llld uf 200, but ,haT did not Jissuade her, She harried, 

hunted, and tricked rhe group into [rap aftcr lrap to whittle dowll 

their numbers, before finally confroming and killing rhe 'ur\'ivors. 

OrHER ORGANISED CULTS 

1he temple o(Vercna on the .lite is buiJ! around rhe field and tree 

of the scory. bur some Witch Hunter, Still insist rhat the whole 
'ituation was the work of rhe Ruinous Powers. 

Ildebrand was a witch hunter, renowned and Feared tor executing 
anyone accused of consorting with the Ruinous Powers, proof or no 

proof. His uials were mockeries of justice, He came to Silberwun 

in ,he ReikJand, set up his coure. and wa' promptly gifted widl a 

flurry of accu adou by rhe local villagers, who were all too eager 

to proclaim that dle least popular and lea.' po\\o-erful among them 
can orred with rhe Da.rk Gods. 

IrnEBRAND's FIELD 

The £rst accused was Bertha, an old woman who lived alone in a 
hovel at the edge of the village. I1debrand thundered accusations at 

her, and her responses became incoherent froro fear. He rbeu rose 

in bJs dlair 1O pronounce hIs verdicr, 

"You're jusr a silly old woman, nor a heretic," he said, [(j the 

surprise of all present. including himself. "Step down." 

He proceeded to acquit all rhe accused, and tben bring case" against 
the accusers, one of \vhom was revealed to be a secrer worshipper 

of Khaiue, damned by items found hidden in his home. lIdebrand 

then accused hin1self of pcrYerring Justice. and hanged himself from 
a nee, 



"OJ(; cult has resisted building a temple here, but is inveqigating 
sites in the north where the Goddess is reputed !O have intervened 

Located ill thl;' hean of Carroburg, the tempi is a imple square 
with an enormous front gate. The walls are adorned with gorgeous 
carvings, fte, co .I, and mo. ai<:.\ depicring Clio, Ver n" ,lnd 
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in the Storm of Cbaos. They hope to establish t<ompies and 
pilgrimage sitts rhere that will extend their influence. 

SHALLYA 

Wbile the cult of Shallya is granted mucb respecr, irs only truly 
holy place ill tbe Empire is the Convent ofche Stilled HearL 
found in the HaUnll:'d Hills ill Sylvania. "lbe stories say rhat any' 
Undead approaching the convent are instantly destroyed, and that 
the waters from th convent's pring can <:ure Undeath., returning 
dlC victim to genuine life. It also has a reputation for healing 
conditions that .eem terminal. 

TEMPLES OF THE OrnER GODS 
Although nowhere near as popular or pervasive as the nine main 
Gods. most of the other deities described in this \vork have temples, 
or:H le35t shrines. named in their honour. Depending on the deity 
in question, these temples can be grandiose aJld om in the open, or 
hidden away from view so ,IS to avoid harassment or prosecudon by 
the authorities. These more secretive cults prefer shrines to temples, 
as the)' Can more easily be broken down and moved if the n ed 
arises. 

Some of the most nomble remples of the. e mlnor gods include 
rhe Temple of Biigenauer in Bogenbafen, the Temple of Handri<:h 
in Altdorf, ,\nd (he Temple of Clio in Carroburg. These temples 
are large. well-appointed. and in<:reasingly popular with the loc~u 

<:irizens (although Clio is onl,. rruly beloved by scholars and odler 
"people of the qu.iln. Tbe continuing growth of the Cult of 
Handrich's popularity in Altdorf and the size of th Temple there 
i a good indicnion that the cult may eventually be sanctioned as a 

major God. 

Handrich's temple i the ex<:eptioll to the rule. however. Most 
temples to Gods of similar staws are small and poor, with any 
dona.tions desperately needed for the upkeep of tht' building and 
premises. If the God in question ha. .lOme rclarion 10 one of the 
ll1,lin Gods. then local Temples Jllay re<:~ive assistance Or charity 
from their wealthier peers. 

Temples to the Ruinotl Power in tbe 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 unt 
are located ;lre purged immediately by the authorities or b>' angrr 
mobs armed with spears, fi.re, and righteous fury. "JJlese temples 
are horrible affairs, decorated with blasphemous carvings, skulls of 
sacrifi<:ed victims, and other prof..1ne objectl :lI1d an:. 

TEMPLE OF CLIO THE SauVENER 

"The Templ~ of Clio the $uivener is surprisingly large and ornate 
for that of a minor deity. TIus is mainly be<:ause of the large fees 
(or "donations") that the cuhim require in exchange for their 
services as premier ,Gibes, illuminaron, and documenters for the 
powerful and wealthy. 111e temple also r~ceives regular and sizable 
contributions from patton rempies of Verena. 

dedicated cultists hard at work. The temple's library is impressive 
and 611ed wilh original work.> on philosophy, history, and theology, 
along wir.h copies of other famous tolllCS penned by the temple's 
professional scribes. 

In addition to the usual <:omingent of servants., <:aretaker , and 

time in a slow, sing-song like prayer. 

THE HIGH TEMPLE OF 

societ)'. 

holy symbol- and votive plaques. 

Haendr:'k work? 

or her laymen, the temple of Clio is home to everal dozen scribes, 
illuminatOrs, and other professional ani'>IS who spend rheir days 
hunched over their desks in the well-lit "scribi))g room" [har 
dominates rhe cemre of the buildjng. CultistS offer their services 
to anyone who needs them, and have established a sliding scale 
to a<:commodate those who <:annot afford to pay much, such as 
COmmoners needing legal documents filled our. For the wealthy, 
however, the temple not only perform.1 rheir duties with great 
speed and care, but aJso produ<:es amazing and luscious piclures 
and script-even l11lll1dane papers are considered works of art. The 
Temple charges ~K<:ordingly. and something like a large, illuminared 
tome can easily run inro tbe hundreds of ge. Other cults sometime. 
have their preciow works sent to Carroburg to have the Temple of 
Clio copy these scrolls and tomes t'(Jr safekeeping and ar<:hiving. 

The temple bustle \vith activity throughout lhe de')', but closes 
For aD hour in the morning so the cultists can engage in vigorou' 
e:(ercise in rhe <:ourryard directly in front of the building. 

ewcom rs co the dt)' are often "Llrprised to see dle e robed priest.. 
march orderly OUt into rh~ wurt)'ard, then begin e1 regimen of 
calli thenics and srretches while rhe Master of theTemple keeps the 

Ivlarienbllrg is a cit)' that derives its prosperity from rhe sea and 
from trade, so Haendryk rival~ Manann in imponance here and 
<:ertainly overshadow all other Gods bur him. Haendryk's temple 
io this pon is supponed by the wealthiest member ofMarienhurg 

HAENDRYK IN MA1uENBURG 

In keeping with the philosophy of its God, tbe temple doc Ilot 
accept gifts. nor docs it offer charity. JIlstead, the priests of the 
(em pIe have "shops" within the templt', where [hey haggle with 
worshippers over paymem for their st'rvict's or ovet the price of 

The temple also invests and loans our its wealth at reasonable rates. 
and some priests speejalise as loa n officers. Even adventurers can 
borrow money here. re<:eivlng advances in ex<:hange for a portion 
ofthe returns on their next Venture. Sllbsidising an expedition in 
[his way also provides the added benefit of Haendryk's blessing 
upon the trip; intending (() cheat the God, however, i said ro lead 
to the unavoldabJe failure of the \'ClllUre in question. Priests are 
paid by commission on rhe money they bring in for the God. and 
are promoted in the hierar<:h y based 011 the resu Its. \'X!i rch hunrers 
often denoullce dle temple for selling membersJlip in its holy 
orders. Marienburgers find dlis baffling; how c1s~ would the cult of 



The dill'. nillning up and down iTS entire height. DeVOll( followers 
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M!NORCULTS 

Usually, even those minor cults WiTh a holy place OT TWO within the 
Empire are unknown (0 any but Those who Jive near it. A handful 
of them have achieved mOlT fame. 

One such is the 1hroat ofTicles. holy to Manas and found on the 
coast of ordlancl, It is a narrow gorge formed by the emptying 
of a small river into the sea. Even on a normal day. the waTer 
level changes by as much as 30 feeT betw'een the tides. On days of 
particularly >Trong tides, the water level of tbe gorge can vary by as 
llluch as 100 feet. A long. vertical metal pole is fi.xed to The wall of 

-
Nearly all devout cultists participate in at le3.5t one pilgrimag 

in their lifetime, as it is considered the most holy of 
ell deavou rs. However, what constitutes a pilgrimage varies by culT. 
Some consider a circuit berween local shrines to be ,1 pilgrima.ge, 
whilSt Others demand thaI cultists travel far from thei r home. to 

be considered pilgrims. Given the extremely dangerous natUre of 
travel within The Empire, undertaking The e long pilgrimages is 
considered a deeply pious an; it takes significant faith to make a 
journey known to be. ubject to the perils of bandits. Beastlllen, 
and tbe vagaries of th weather, just to name a few. 

Those brave enough or foolish enough to participate in a 
pilgrimage are considered verI,' holy in the eyes of most, citizens 
Jnd especially among their fellow eultim. It L~ considered 
bod, bad form and terribly unlucky To haras a person on a 
pilgrimage-bandits and brigands. obviously. overlook this 
bit 0 common COllfWSy. 1ho,le pilgrims who succumh to The 
dangers the)' face en route are consoled in their final moments 
by the knowledge that dying whjle on pilgrimage is considercd 
The ultimate act of devotion. 

FAMOUS PILGRIMAGES 
111ere are no shortage of pilgrinuges for the faiThful ro join in 
the Empire. Described here are some of the most popular or 
unique pilgrimages. 

SIGMAR'S ExODUS 

Easily the most popular and travelled pilgrimage, Sigmar's 
Exodus follows rhe ,lIeged rOute that Sigmar Heldcnhammer 
cook when he left the Empire, The pilgrimage begins in AltdorE 
follows rhe River Talabec upstream to Talabheim, and Then 
moves the enrire length of the Old Dwarf Road. through 
;\verheim and beyond. !vlost consider A\'erheim the official 
"end" of the pilgrimagl::' although zealots ate known to take the 
journey as far as the foothills of the Black Fire Pass. In good 
weather. and if nothing befalls the pugrim, the entire journey 
Takt:S two monchs to accompLish. Pilgrim' 'TOp at numerous 
shrine.\ built along tbe path, which showcase imponant aspects 
and notable <,vems in Sigmar's life. 

who wish to war 'hip moor their boaTs with loose loops ro this pole. 
then pray throughout rhe clay, It:tling rhe tides move them up a.nd 
down, Small shrines w Manas stand at bOTh the top and hOI tom of 
the pole. 

Wolfheim, on the other hand, is a sm,tll valley in the I\.·jiddle 
Moullt:lins sacred to Lupo. th.: Wolf. It is said that there is always 
at least one wolf present Thert:. and that it is impossiblt: to kill a 
wolf wirhin the valle)', no matter how badly you wound it. Human 
worshippers who enter the Mt:a become prey for tbe beasts, \0 they 
le<tve offerings at the valley's edge. 

-
THE PILGRIMAGE OF THE SOLDIER 

This pilgrimage is undertaken b!, ex-soldiers. who do 0 to cleanse 
their mind, body, and 'Oll! of bloodguilt from the, trocities they 
committed on the banlefield. Pilgrims undertake this journt:y in 
the name of Myrmidia, and travel [0 either Magritta in Estalia or 
Rema, in Tilea. borh of which chim [0 be the founding cities of 
that goddes.'s cult. 'lhl:se oldier.pilgrims bdi VI: that each step 
closer to [he, e dries rt:l11oves a tiny bie of [he weight that hangs 
on their sh()uIJers-~>Illy Myrmidia undl:rstands the pain ea h 
oldieI' c,lrries in his hean, Most pilgrims make the journey alone, 
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aldl0ugh some baod rogether in sm,lll gt(lUps. especially after 
a particularly harrowing camp'lign. Pilgrim.' wear while robes 

of civilisatioD: bur rhen. perhaps only those who wi~h for that SOH of 
life llJ]derrake the pilgrimage in [he hm place. 

PILGRIMAGES AND 
stained with their own blood. Brigands avoid these pilgrims, 
knowing that tlwy risk dealing with <1 battle-hardened ex-soldier 
inste"d of a mere din r:umer. 

JOURNEY TO THE SEA 

"nlis pilgrimage i dedicated to Manan." and is often the laSt 
act of all aging seaman or other crusty dog that feels his time is 
almost donc. 111e pilgrimage begin at the Temple of Maoanl1 
in Marienburg and follow> the River Reik througb Alrdorf, then 
ont6 the River 'til', ending at Krugenheim. During this journey 
the cultist contemplate how the sea, and thus Manarul. puUs 
f:urher and farther away. -Thi' distance is the ymbol for death. 
Once the pilgrim reaches the Temple of Manann outside the city 
of Krugenheim, he leaves behind any worldly possessions that are 
conoeeted to a life at sea. TIle pilgrim then relllrns foUowing tbe ame 
route--ead, step towards the ~ea bringing him doseno Mauann 2Jld 

his final teward. Pilgrims we,u blue robe$ adorned with Manan.n's 
wave panern symbol while on this journey. The pal'ricularly zealolls 

to\ ther.,sdves. and drag small boat anchors or old oars behind them 
as theyrnake their way to Krugenheim. to increase. the time and 
difficulty of the trip. After .,uch a difficult jOUtIJey, many' pilgrims 
die on the SpOt once th('y return to the remple in Marienhurg, cheir 
pilgrimage complete. 

P1LGRIMAGE OF THE STONES 

This pilgrimage is done in me name ofTaal. It is one of the shortest 
in th	 Empire in term. of distance, but is among the mosr difficult. 
-TIle pilgrim muSt journey tbrough the wildernes,; ro visit a serie. of 
12 shrines locatcd in the hea.n ofTalabedand. Pilgrims are forbidden 
from using roads or taking boars-the journey- must be done on foot. 
with me pilgrim using his skilL Lr navigation and survival to make 
his way. Once the pilgrim vi its the 12tll shrine, he sacrifices a deer. 
stag. or wild boar that he bWltcd along the way. and bathes in the 
blood of the animal. .Most who make this pilgrimage are so d anged 
rhat tbey caD never again ,;er fOQt within a house OJ' mher trapping 

MERCHANTS 
Pilgrimages .In: big business. When pilgrims pass through a town 
or village en roure to their desti n,ltioll. rhey require places to 

sleep, food. new shoes. and dozens of other goods and services. 
On lOllg-established route., busLnes es often exist to cater solely 
to the needs of pilgrims. Although Empire law dictates that it is 
illegal to take a.dvanrage of anyone on a )ilgrimage., loopholes and 
exceptions allow the c1evcr and the greed}' ro skirr chese rules. A.s 
are ult. although pilgrims caJ16Jld almost anything they need Oil 

their journey; those who purtha e overmuch along the rOlHe will 
soon be penniles , begging their way to their destination. 

A a ge.neral rule, the prices of goods and ervice,s for piJgrims 
making their wayan well-established roures face a 10% mark up. 
unless the business owner belongs to the same cult a. the pilgrim. 
This price can be brought down to rhe normal price with a 
Routine (+ I ()"/b) Haggle Test. Of course, smarter business owners 
know never to taise the price in the first place when a noble or 

other official is witbin earshot. Savvy pilgrims explOit thi$ fact and 
try (() stan negotiatiolls wh ile within the. ptesence of an authority 

figure. 

·There is also a booming market in maps of popular pilgrimage 
routes. and every tOwn along the way ba hawker who OITer new 
versions rhat take into aCCount wa hed our bridge., landslides. or 
other hazards. Unscrupulous map merchants sometimes sell map' 
that lead pilgrim off the main roads aDd ioto ambushes, and tben 
claim a pOrtion of the money that the bandit., take from them. 

MINDSET OF A PILGRIM 

'V;ihar inspires a per on to leave everything behind and navel to 
some dist,lDt Ia.nd? Several possibilities exisl. Some might pick up 

t------~,r-----~-------------------------..., 

THE PILGRIMAGE OF FINGERS 
"1 'eard Goldkopf gOt 'is fifrh cross! I don't believes ir! They says you 'ave to do rhevon Waifen job for rhar uhn, and rheres no 
way Goldkopf gor in rhere:' 'Ave you seen rhe size of 'is ,.. walls?" 

-HUGl THE HAJ.'m, ALTDORfER 1H.IEF 

Unlike members of mher major ults, devotees of Ranald have no djstant shrine to shuffle towards, no [ar-off oracle of obscure 
>	 knowledge. no foreign temple of luajestic irnportanc. Instead, Ranald's prie.sts urge hi cul.tisrs to pursue a very different 

journey: The Pilgrimage of Fingers. 

Exactly what this entails varies from city to city. even from priest to prie$t. 'The only thing tbey all share is that eight tasks, 
one for each finger, must be accomplished to reach the end 0 dIe pilgrimage. As each increasingly difficult task is completed. 
the Pilgtim is allowed to tatwo a cross somc\vhere on one of his fingers. h"w, it js "lid, ever secure mOTe than four crosses. 

As Ranald is cll patron of many diffcrenr aspects of Empire life, including ganlbliug. thieving, bu ines , and more. the parh each 
pilgrim walks may be \'ery diften:nt. However, one thing all pilgrims eln be sure of: at one point. they \viJI have to gather a great 
deal of material goods, and fast. 
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-- TIm 10AD TO
 

'uch ventures 
and leave alit of Ol1le cff()1"t to honour a God, or mor~ commonly, 
ro placate a God they believe they have offended. 
are triggered because something Jreadful has happen('d-crop~ 

failed, a business turned sow', a family membt'r developed an 
wlsightl)" mUtation, and so on. By going on the pilgrimage. tht· 

cultist hopes ro irnpres. the God in question a.nd receive a favour of 

some sort, such as being freed of a disease. causing people 10 forget 
the mUtation in the family. an upswing in busine s, and the like. 
The purpose is rarely fiJr person,d growth (though a night in ome 
pilgrim stopovers might cause grmvtfLs): rather, the pilgrimage is 
een as a good way to cosy up to a God in rhe hopes of encouraging 

him to see the mona! in a better liglu, 

Nor all pilgrims are so . piritual ill tbeir belief. however. ~-1ore 

than a few see a pilgrimage as a way to escape the numbing 
boredom of rheir villages or 10 escape from debt, servitude, or 

The pilgrimage to dlt temple ~)f Shall)'~l at ouronneis Olle of 

the most popular pilgrimage routes in the Old World.-fost 

people who travel it <He sick or crippled. hoping to be healed by 
the mercy of Shallya when they reach dleir destination. The fact 
that people stan out ick conuibure.s to the fact rhat a very high 
propOrtion of rhe pilgrims die along the way. 

This pilgrimage officially Starts from the temple of, hallya in 
Altdorf A few pilgrims join the route later. but lmle s they live 

aJong the route, mot people prefer to go to AJrdorf and stan with 
everyone else. IIJ part, this is due to the belief rhat hallya is mort 
impre' ed by people who make the whole pilgrimage. 1he main 
mNivation. however, i' thar the temple in Altdorf arranges for 
groups of pilgrims to travel togedlcr, and encourage warriors with 
reason to be gratctullO join them. Fairly solid rumOUR; sugge t thaI 
the temple occasionaJJy pays fol' such guards if [hey G1J1I1ot find 

return to 

r. A 

a long 

those willing [Q go our of chariry. 

The priestesse. in Altdorf record the narne$ of everyone leaving 
on pLlgrimage. and pray for them every day until the, 
the temple or umll tWO years have passed. Abom a third of the 
pilgrims, parricularly those from distant parts of the Empire, 
give up once they !'each Altdort~ and content themselves with the 
bl sing of the prieste.lses there. 

Most of the pilgrims walk because they cannot afford anJ ' omer 
uanspon. Some have to be carried by friends. or dragged in 
handcarts, because they cannot move under their own pow 
tiny proportion have enough money ro live well dlUing the journey; 
Odlc.rs are reduced to begging. most of them before rhey get out of 
the Empire. Some of the beggars are ;urested as vagram', others turn 
to mievel}' and are caught, while some, weakened by lack of food and 

drink, simply die of their illnesses. Half a dozen temples along the 
roure from Ajtclorf £0 Axe Bite Pass are specifically dedicated to the 
needs of the pilgrims. -nlfcc are temp1e.s of Shal1ya, while the other 
three are temples ofMorr. Superstition holds that one is most likely 
to die when en route to one of tbe Morria.n hrine. 

Sh:tllyan pilgrim do not have to pay tolls in Axe Bite Pas 

as they are. carrying no vahlabks. Smugglers try to take advantage of 

this b:' dressing up as pilgrims to sneak heavily taxed items through. 

so the roll keepers have been forced (Q search rhose claiming to have 

nothing. Pilgrims with enough money fvr the journey can general1y 
afFord to I ay the rolls. as well. 

"TIle inns are a difFetellt maneI'. On , llle Well ofMerc)'. two 
days' w:l1k from rhe Empire's bord r. offers free (Wernight 
-accommoc!<ttion (albeit in a rough .-hed) ro genuine- pi.lgtims. The 
shed is, however, within the walls rhar protect the inn, and the 

innkeeper i. regarded as a model of charity a,nd piety. The other 

enemie,:; back bome. ]n lI1an)' provillces, a person wlw undertake
a substantial pilgrimage (and there i' considerable dC'bate on what 

~ 

exactly qualifies a ''substantial") has their debr and taxes waived 
during their absence. a remIt, it's not uncommon to find 
debtor, conmen. and thieves "finding their faith" and bitting the 

road on a pilgrimage ro pOStpOIl owning up to their debts, 

While 011 the road. a pilgrim is supposed to spend hi time either 
in siletH contemplation of his deity. peaking sacred mantras. or 
debating thl: philosophy of the culr with fellow rtavdlers. 'lost 
pilgrims travel in groups so as to ,hate food and camaraderie, 
as well as for mUlUa! protection from the inevitable bands of 
brigands, Goblim, or worse horre>rs lhat might find the solitary 
traveller ro be t'asy prey. Pilgrims are expected to take hardships 

like these in stride. each vnc a resr of their faith and Strength of 
character. 
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intls demand thai pilgrims pay, just like anvone else. Ridl pilgrim. 
nccasiOlIa/(v pay for their whole paIty, but most groups are forced to 

C,lmp jLlSt OUl~ide the inu's walls. 

Some sectjons have no inns at all. The stretch known as Ludwig's 

Run is too long for any but the healthiest walkers or those widl 
mounts 10 managt' in a single day, so many are forced to camp in 

tbe middle of rhe mountain pass. Some even survive the night. 

The tern pie of Shallya in Inner Momforr has ,'temive 
accommodation for pilgrims, and, thanks [Q generous donation 
from people healed by Dhuoda of the \'Xlhile Hands, a miracle­

working priest of the last generation, ir also provides six meals to 

every pilgrim. TIlis temple is also the place where citizens of the 

Empire change from tbe white robes represemative ofShallya in 
most places to the yellow robes worn by her peasant followers 
in COlJl'Onne. The priestesses teJlthem rhat this i both a leoal 
requirement and a commandment of the Goddess. 

Pilgrims mUSI pay the toll at t.he gale in Montfort, Those who have 
made it this far are likely resourceful enough to lind some way to 

get the money, perhaps <,ven legally. "{he priestesses their flock ro 

pay for pilgrims' tolls ,IS a form of cha.rity, but a few nOlable abuses 
of this system by merchants and conriers have made most residents 
unwilling to give their money to strangers, 

The route then rum north. through the foothills of the mOlllHains. 
The going i difficult. and almOSt impassable for carts, but hOSlels 
dedicated [() Shallya are Joc1ted every day's trave! along the way. 

These all have wells and provide free lodging for pilgrims. S.i.r 
Chroderis, a Knight of rhe Grail, is known to ride along the route 
defending the pilgrims. These hostel~ and Sir Chroderis's protection 
are the reason the route fljns inside Breronnia rather than going 
up th rough rhe Wasteland: vety few pilgri ms are lost between 
Mondort and the Pale Sisters. Only one in twenty who takes the 
other roure emerges nom the \Xfasreland. 

l1le hOStels continue through [he Pale Sister>, as far as the temple 

The pilgrims must then relum home, More than half or those 
pilgrims who rewrn from Cout'(mne come back healed, a fact 
publicised by the cult. and wbich encourages other to attempr the 
journey. A less well-knowll f."lcr is that fewer than one in a hundred 
(eturn :U all. 

Prw1uM (BA5IC, SPECIAL REQUIREMENT) 
'TIle Shrine of Sire Severich ofYerena. '1 he Sigmarite Temple of the 

oil' Three. TIle Rise oflaars Deep. DisLant Heiligerburg.. the Holy 
/vlounr of Shallya, Paths 10 aU these places. and many more, are Jogged 
\vith the trudb.mg feet of rhe faithfi..ll. TO malleI' how expensive, 

laborious, or incredibly dangerous the journeys may be, folk !Tom all 
waLks oflife can be fOllJld forging fommcl to dlese boll' sites, each with 

his own reaSOllS fol' facing the horror of Old World travel. 111e most 
popular pilgrimages attract many thousands of pen items every y(~r. 

,md the rOutes are lined with souvenir sellcrs. way shrines. ehlbo,ate 
tcmples, heavy toUS, ,md desperate bandits keen to nuke all easy pro6t 

from the poorly defended. The few pilgrims who survive the ordeals 
can forevcr after wear the unique symbol of their particular pilgrimage, 

typically a brooch or necklace wi(b a specil1c design alluc!illg w the 

parron God of tbe worship and the journey's destination. 

Special Requirement: The character must be on a pilgrim'lge to 

enrer rhi, career. 
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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, 

Perception, Performer (Storyteller), Speak 
Language (any one-as dictated by the route 

of the pilgrimage) 

Talents: Seasoned Traveller, Very Resilient 

Trapping5: Religious Symbol 

Career Entries: Any 

Career Exits: Demagogue, Friar, Initiate, 
Outlaw, Vagabond, Zealot 

itself TIle kings of Bretonnia bav' traditionally given some 
suPPOrt ro the.se hostels, and King Louen Leoncoeur does so mort 
enthusiastic,Dy than mosr. However, move.s to establish rhem 
wirhin A'<e Bile Pass or tbe Empire have all f,liled due to raids by 
Ore and bandiQ. No one has yet been able to prove dlar the 
innkeepers on the route ;1re responsible, but tbere are 

rumours of just such a conspi racy. 

Although tht' hostels make the Bre.tonnian leg of 
tbe route relatively easy, still only one pilgrim 
in ten aCTually reacbes Couronne alive. 
Pilgtims of the Empire who make it are 
prayed for by the High Priesres. in person. 
and a few even receive miraculous cures, 
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Priests are viewed with a mLxtu.~e of reVerence. 
envy. and pity by mOst Old 'S:'orldcrs. 

Re,'erence because they are inrermediari 'with 

the God, themselves: envy because they arc well 
looked after by the temple and live in greater 
comfort dUll Illost oftbei r congre.gation: and 
pity because their lives are not entirely their own. 

their life governed by far tighter stricture than 

"One amllO( do Gods' 
work, until man's work is 
complete." 

-TYPICAL ADMONISHML"IT 

even the most piom of all worshipper' would 
volunteer to live to. 

111(' 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 :lims of 
their faith. So what is it that a pri~t do;;:s all day. and 
\vhy would anrbody wam to become one: 

PREACHING TO THE CoNYERTEDI t j~ a strange child who tells his mother that he wants t~ be a 
priest when he grows up. Some do feel (he draw ofserv!l1g a 

higher power early in life. but only rhe most devout of men and 
It is a given bct most people who become priests are already deeply 

religious-it is Somccl1ing of a prerequisite for the job. after all. 

Thll.\. many ptiem were il)yo.ln'd with the cult bef(lre they became 

a priest. working in a career Linked to the cult or in a te.mple. 

wom '1 ilHend to commit their existences tQ the priesthood. Yet. 

many find their way infO an order as an escape from some other 

Fate, or because the are told they mUSt. or after an all-tOo-common 

terrible vent changes their perceptions of the world. Regardle s 

of how they come ro the path. the Old WoriJ is nOt short of these 
The most devout of worshippers often become laymen and ger 

men and women of the cloth. 
involved in [h" numing of rJ1(: temple, from where it is a simple 

By and Luge, th people of the Empire respect all of the Gods. step up to becoming an initiate. Templars are piolls and serious, but 

Most Old ,\(!orlders venerate all of tI)CLU at times, praying when the marriallife becomes too ffillCb for (hem, or when [hey 

to a particular od based on the crave something more from their faim, 

many choose to remain in the cult a.nd 

become priests. Similarly, many fanatical 

'X'itch Hunters choose to become priests, 
either as ,to alternative means of serving 
their god or to better aid them in rooting 
out Chaos. 

llTher~s not much difference, :l{}'. I'~e 
I swapped my armour for m)' robes, and 

the barrlefieldfor the remple. Which I 
guess makes the congregation the horde 
of Goblins. Sounds about right, looking 
at them." 

ExiSting cultiSts are prime candidates for-FUWWOl\TH HEu~MANN 

-~=----
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recruitment intO the priesthood. and their'-----

for one deit}' over the others thaI priests 

are made. 

ircumstances at hand. A rare few devote 

themselves to one God. placing one deit), 

above the rest in their everyday lives 
(though not entirely ignoring [he other 

G cis; only tbe foolish would do so). Jr i' 
among these few who develop an affinity 



"I'd sooner risk my soul with Verena than my neck with the 
hangman." 

-GONTER HAGENS, W A.."lTED CRIMINAL 

SaVE THYSFLF ABOVE ALL OrHERS 

Not aU who enter the prie. tl1<.lod do so out of devotion. Religioll is 

an excellent place ro hide, for nobody suspects a priest of a crime 
(excepting a prie 'I of Ranald, at ((>U(se). Joining a temple offers 
illany people a eha nee [Q make a new .Ita rt or ro h ide from pasr 
crimes, although rhe punishment is t11ar much worse if their lack of 
fairh i. found out or their pasr carche~ up with rhem. 

Initiation is no easy fear. bur tbose who are desperate enough to 

A.ee from their pasts will find a way rhrough it. riminals on rbe 

run mighr enter a rem pie to hide from rhe aumorities. Victims or 
witnesses to crimes who find their lives in dal1ger might rum to the 

Priesr are always 0[1 rhe look out for the newly convened. for 

rhey are ril e 1'0;' recruitment into rhe priesrhood, full of 'leal and 
enthusiasm. E,ven those who have nO( immediately expres ed rheir 
devotion mav be approached and gemly nudged thar an excellent 
wa" to give rll.1.nk.s for their mira Ie mighr be ro become a pries£' or 
to offer up a child to the prie$rhood. 
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initiation is usually expedited due to their already pro,<en devorion 
and rhe trust placed in them by rhe cult, Chapret masre,s, steward' 

students do go on to become initiates. 

and priesr are casked wirh looking om for those pious individual. 
widl the pOlemial to be initiated into lhe f~ith and passing the 
names of '\Iilahle candidates to superiors, Priesrly recruiters then 

approach [he candidare, sirring him down and asking billl if he had 

ever considered becoming a priest. 

GIFTS TO THE GODS 
"The eldest son goes to war; the )'oungest son goes to
 
temple."
 

......(;oM...\l.ON SA YlNG AND TRADITlON 

Many priesrs had Utcle choic bur to enter priesthood, for rhey have 
been in rhe temple inee childhood. Some children are gifted to a 
temple or cldopted by a cult, wbilst others are merely seot there for 

chooling. 

'TIle more charitable temples of rhe Empire-especially those of 

Shallya and 5igmar-run orphanages w take in and care for rhe 

counrless orphan' of plagues and war. Some of rbe more martial 
cules also operate orphan'lf,es, raking in the.sons and daugh,rers 
of it, kJ)ighrs and priESts kiLlc:.d in barrie. Orphanages are prime 
recruiting grounds for rhe priesthood-regardless of how much 
rhe priestS' may proresr thar rheir existence is purely for charirable 

re:lsons. Orphans spend mosr of dleir live~ around priests, their 
education heavUy steeped in scripture aDd {beir upbringing 

governed by its teachings, Ir is only understandable r!l,lt many 
orphans decide-or have little choice-to become initb,es. Ir's 
either that> or rebel again t religion altogetber. 

In many part ofrhe Em!)ire, the practi,e 0 Gifting is common, 
whereby '1 fillnih- tlives thanks to a God in rhe only way it can-bv 
offering aile ofj'rs"children. In olden days this W<lS' don't' by otferi,;g 

a ch iId as a blood sacr; nee to a God, bur llO\V ~he ch iId is sacrif1ced 

to tll rem pie in a metaphorical sense, by being offerc:.d ilHO the 
priesthood (although it is said that me older practj e remains in 
more remote pans of the Empire). Children offered in thi way 
become remple wards ,md, wilen old enougll' initiates. They don't 
get a say in the marter-to reieC( this path would be ro rejecr rheir 
F:lirh-and rhe only way to avoid it is (0 run away. 

A imilar practise i observed by noble famil.ies and wealrhy 
mercham families th rougholll the Empire, whereby the yOllngesl 
son is sent to become a priest. 'l1)e son rarely gets a .ay in the 
mauer, and is given over to a temple to become an llliciare once he 
becomes an adolescenL 

Education is rare in the Old World, reserved for (he weahhy or the 

especially gifted. Onlv the middle and upper classes can afford ro 
spare their children for schooling or ro hire a privare tutor. Poorer 
families rardy have the option to send dleir children to shoal. 
t~XcePI where rempie schools are available. Mosr such schools are 
run by Veren~ms aud Sigmarite", and offer schooling to pupil,; 
from poor backgrounds. with the eVerJIU,ll a.im of preparing them 
to join a seminary and become all iniriare. Becoming a priest is 

not compul Dry m all tho I" who attend> although many temple 

A CHANGE OF FAITH 

<II lay rhere rhunkin' I was gonna die, lay there]u1l 0' arrers, 
surrounded by me comrades, deed ever one 0] tum. Then I saw 
a dove, sirrin' on a wrecked cannon, an' I gOt the message. I 
pur me sword down and have nor picked it up since." 

-GUVOAR FENK 

1\1ost priese enter the f..lith WheJl tbe,. are young, either as children 
or yOl.lng aduJrs, pledging rheir lives lD CIt· prie [hood wbilst they 
still have an entire life J-head of them. BUI there are some priests 
that come to the priesthood, and indeed religion> later in life. The 
acrifice made by SUd1 pr;e.$rs is no less {ban any other; they may 

not have pledged rheir entire lives to their faith, but they likely have 

more u<lppings :md ties to leave behind from rheir old lives. 

Some people exper;elle a sudden change 0 fairb suddenly 
becoming fiercely devout. Often such :1. change of f;lidl foLlow~ 

another lite-changing event, for which rhe worshipper wishe to 
rhank the gods and serve in the cult; bis family might be saved 

from a parricularly naStY pbgue, or his life mighi be ~p;lred during 

;t bloody btde. and rhe only way he know: to give thank: is to 

become a prie.st. 

Others might experience a slower conversion, becoming gradually 
drawn into a cult, Starring as a worshipper, growing more and more 
pious and interested, lIndl he reaches the limit of understanding 
of [he mysteries that can be gained as dther a worshipper or a lay 

member, 

Such latt:f converts abandon all trappings of their fOWler lives, 
sacrificing friendsbip , families, and careers to serve rhe Gods, 
whereas ,)rhers mighr retain a semblance of their lives, continuing 
much as they did before bur with a radically di£fererH vOe;J.tion. 
111is very mucb depends on rhe cult in question. 
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TEMPLE WARDS 

ll1e temples ,t!so may serve as orphanages for the ullw'lmcd and lost children of the Old \'(Torld..,eneraliy, the~e are children simpl, left on 

th doorstep by poor or ashamed mothers. A rare few are publicly given to the cult, along with gTeat fanfare and rich gifts. These children 

:lre expected [Q become leader' of the cult, allies for the noble or merchant family mar gave dIem up. Fin;llly, a few are the unwanted, the 

orrupt, :U1d the reviled. Children born with mutations of the flesh afe sometimes left with temples by parcnts who bave not the hean to 

kill tbeir own children. 

A chjld raised by a temple is steeped in the rinds and tradirions of the cult. Everything she does, all of hcr experiences. centre on the 

observances of the God. She rarely speaks to anyone who is nor. at rhe very lea.sr. a devout lay follower. and thi, give, her a somewhat 

distorted view of thc world; whib most know, intelleCtually. that 

there are followers of other Gods, they cannot really bdkve it. 

Temple warlb are particularly prone [Q either end of me spectrum 

of htnariclslll or heresrFanaticism arjse 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' will and plan. few do rise to 

high positions in thcjJ cults. as their Ioyalry is beyond qu tion. 

There are real problems if a temple ward feels an inclination to 

a different God. Most do [lot; faith in the temple's God is Dever 

questioned around them, so they imply follow along. A few, 
however, hear of other deities from casual worshippers. and becunlc 
curious. A ward of Ulric showing an interest in Shallya, orvice versa, 
is in for a very lIncoll1.±orrable time as the priest.s beat the foolishness 

Ollt of her. 

ll1at said. dlel'e is an odd relation hip between the remples of Shallya 

and Ulric in tlUs marrero AJ Nugh theShallyans have a rcpuration 

for taking all orphan. , they ptefer to raise girls, who could become 
priestesses or be married off, A significant number of Shallvan 
temples h<1ve agreements with the 10 aJ temple of Ulric. turning boys 
over awund d,e age of seven for training as warriors. Since tbese 

boy.. are used to [he kindness of Shallyans. rJH' initial experience of 

Ulrican [raining is a rerrible $llock, and many try to rull away. Nearly 

all are caught. brought back, and punished. It is rumoured that 

omeOlle who is caught five times, and survive-s the punishments, is 
destined for gre>,lt things within the uk as Ulric admires resolve. 
independence, ami survival. 

prksthood [or shelter, with or without any previoll kJlowledge of 

or devotion to the cult. 

Otbers might not be on rhe [un at all, bur looking ro use rhe 
priesthood for ever for illicit activities. A priest can go about moSt 

of her activities wirJlOur arousing any suspicion, and member. of 
certain cults, especially Morrians, are painstakingly avoided when 

carrying oUt religious duties. making such a role an ideal disguise 

for cDnliJJals seeki ng to avoid being noticed. Chaos cuili-1tS might 

seek to operate from within a temple to better cover d,cit' dark rites. 

Some of these priests might be found Out, ,11 which rime they are 
usually disrobed and thrown our of the cult-or punished far 
more harshly, depending on the cult and d,e nature of me crimes 
committed. Others might experience. change offaith during 

their time hiding as a prieSt, becoming genuinely pious. Other. 

still might JUSt disappear one day. fleeing the temple or meeting an 
untortllIlate end when rheir pasts really do catch up with them. 

INITIATION 
-nle path to becoming a priest is not an easv one. filled Wilb bacK­
breaking labour. Intemive study. long hours of prayer. dar in and 
day Out. , ot all who set out ro become a priest make it. Initiarion 
into the mysreries of a cult is not a right for aiL but those who 

survive the harsh life of an initiate are well schooled to deaj with 

the trials of serving a God. 

BECOMING AN INITIATE 

4/Soyou say Morr him.self came co )'OU in a dream and 
bade you ro become a priest? Oh yes, I'm sure you're chosen, 
alrighr. Now go and sic down rhere wirh all rhe others. 
Morr's been very bus)' rhese pase Jew nights." 

-WE.R..'illl., PRIF.5T OF MORR 



complete with a dedicated teaching stafl whose only role is to train 
the initiate. Some theological academies :ue adjoined to a nearby 

temple for the purposes of prayer. whilst others are femote places 
far from any other StIllCtllfe or organisation. 

Initiates might not be the ooT)' nJdent.$ at a theological academy 
Monks, friars. and templar squires all receive their training 
alongside initiates. 

ome theological academies are single sex.. whereas Other 
[rain both male and female initiates-this varies greatly frol\1 
organi.larion ro organisation. even withjJl the same cult. 

The Drakwald College of the Holy Wolf 

Poking through the shactO\vy canopy of the Drakwald "Forest, far 
from the Middenheim to Altdorf road, is a steep roch:y OUTcrop. 

tOpped with a lonely-looking Ulrican temple. This is a temple that 

serves no village.. a templewirh no worshippers or congregations. 
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lNITIATIS OF DIFFERENT CLOTHS 

1be process of inidation varies tremendoush' from cult to cult, from the military training of the cult of Ulric to the brutal regime prevalent 
throughout the ;;ult of Sigmar. Most cuTts leave rheir individual temples to organise rheir own recruirment and initiatJon, although ome 
cuTrs have cenrral seminary school where initiates from aU over rhe Old World are em to be trained. 

Despite their different practises, which are described in more derail in the next section. Different Paths, initiation in aJJ cults have maoy 
tbing in commOll, and these features are covered here. 

'The previous sectjon described the many ways and reasons that 
all Old '~i;rorlder could come to the priesthood. Bw sct(jng our to 

become a priesr and beco1ll.illg a priest are twO very different things 

indeed. 

Once a porenti:!1 initiate has been eJected, rhe cultists responsible 
for training initiates, usuaJly an ddn pri<::St or artojnted priest 
known as the l\..laster of Initiates, or a religiolls reacher known as 
a Catechist (see page 195), gather tOgether ami subject the initiate 

to a rigorous interview. By asking him questions abour rheology, 

his faith. and the reason he wants to become a priest, the Master of 
Initiate can get a better idea abOut tue candidate's personality and 
gauge his potential to become an initiate. 

Only very rarely, with young candidates at least. will rhey reject a 
caJldidate. Most temples pride themselves on their ability ro mould 
aJld shape young initiates, regardless of personality. With older 
candidates tbere is more chance that they will be rejected, for adults 

are harder to manipulate and mould. 

Once a candidate 11as been accepted, he is ritually initiated. The 
initiate is stripped of all trapping, of his former self-this i lIsually 

symbolised by his head being shaved and his clothing burnt. He 
then dons the simple robes of an initiaw and swears an oath of 
initiation. devoting hi body, mind and soul to the ervice of his 
chosen od. He is now an initiate, and his journey to become a 
priest has begun in eJ.rnesl. 

THEOLOGICAL ACADEMY 
"I'm makin' a break for it after prayers ronighr. I can'r rake 
any more of Brother Heinrkh's bearings, ler alone Farher 
Buckold's sermons. I'm goin' to shin up the apple tree and 
over the waH, and hope I reach the road before rhe Brother 
lers rhe dogs out." 

-A.....SEL'S LAsT WORDS 

In small or remote temples. initiates train in the temple, workjng 

and praying alongside other priests and teceiving schooling only 
whell :1 more experienced priest has the time to teach them. 
In urban centers, however. initiates are trained in a theological 
olCademy-a school for priests. 

Most theological academies are a pan 0 a temple, where they cau 
vary greatly in size and form from a few desks in the (Hner of the 

lull '0 a dedicated wing complete with classrooms and dormitories. 
AIt}l()ugh there might be priests whose only duey is to train 
initiates, most in these seminaries wUI be trained by the regular 
temple priem. 

Other theological :lC<ldemies are entirely separate from the temple. 
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Chapter VIll: The Life of aPriest 

TESTS OF FAITH
 
'nHougho\lt an iniriate's training, he will be subjected to many teSlS, hoth spiritual, mental, and phy~icaJ. Carechim olten tesr initiare~ 

on their studies, quizzing them about obscure scriPlUtes or discussing their interpretation ofstricture. Priesrs frequenrJy subject initiate 

to tests of contrition, forcing them to endure gre'at hardships and punishment, as a test of their faith, or. as is more likely, for rhe sadistic 
amusemenr of the rester. Initiates of Manann are tied to the \TJastS ofships during great srorms, whilsr Ulrican iniriates are abandoned in 
the wilderness and expected to survi\,c and find their wa)' bac).: ro rhe seminary. 

With initiare. who show great potential, a high priest may subject them to rem to gauge rheir magical porentiaL seeing if they posses the 
gift of being able to channel divine power. A priest may consult with Ol".lcles. carry out augurie' or pray to his God for guidance ro see how 
besr to deal with promising Iniriate, 

FAILING lNITIATION 
JUSt as not every wor'hipper is capable of becoming an initiate. so roo not every initiare is destined to becom a priest. Life as an initiate is 
gruelling -and can break even the saongesr and mOSr rubbom of men and women. and many who set Out as an injriate do not last, Aeeing 
me seminary for a simpler life away from the rem pIe. 

And of (host, who srick it au!. not all are made of ptiestly materiaL ome lack the devoutness, the piety, the wisdom to make it as a priest, 

and so rhey arc destined to remain as iniriates forever. Some are contenr ro remain initiates, although eventually a kindly prie.sr is likely 

rake them aside and recommend mat they try their l1and ar another career, whereas others leave of their own accord, disheartened and 
disgruntled. 

Some failed initiates take rheir di appOirW1,1enrS our on the temple rhar spurned them, becoming agirators and demagogues, rallting and 
raving against religion. Others remaill devout, seeking to express their fairh in some Other maIU1er, perhaps as a knight or a witdl Humer, 
OJ taking it (0 the exaeme and becoming a zealor or a flagellant. 

yel it is one of the culrls most important remples. This temple i the 
Drakwald College of the Holy \Volf. a renowned Ulrican seminary, 
famous for the devotion and pieTY of rhe priesrs it produces, and 
lnfamous for the brmal regime to which it initiates are subjected. 

Membership in the college is reserved for tho e initiate of 
Middenheim ,tHd Middenland who ,how great promise. and 

only a dozen are enrolled in aI1Y year. Initiates 3re subjected to 

a gruelling rourine. replere with frequcnr bearings, arbitrary 
punishments. and lengdw riruak Of those dozen who enroll, 
less than half \vill become priests, for man)" flee rhe harsh regime 
before ordainment-of course, bec.1use rhe college is deep in 
rhe dangerous Drakwald Fares" few who flee make ir back to 

civilisation. 

Many high priesrs of Ulric have come from the college, including 
Ar-Ulric Brolll1Stein. who famously died in battle fighting a Skavcn 
raiding parry on the steps of the high rempIe in \1iddenheim in 
I I 16. 

LIFE AS AN lNITIATE 

"Idiots! Fools! Heathen! You call this polished? I want ro see 
my f ace in rhis holy symbol! ~ face!" 

-BROTHER. HA.1IIS VAN DER LEBEN 

Life as an initiare is anything bur fun. In.iriares are rbe lowliest 
members of cult, ranking below even rhe lairy, and rhey arc 
reminded of this facr dally. For most initiates, life is little more rhan 
an endless parade of days spent doing the menial work required 

to maimain the rable. Assigned tasks Gning for the lowliesr of 
ervants, they can be found in the cullery, laundry, or the jakes, 

scrubbing, cleaning. and lamenting rheir fares as servantS not of 
rhe God., bur of fickle priesrs with cruel. treaks ..All of rhis, or so 
say the ordained priesrs, is done to build character, to inculcare the 
discipline necc,ssarr for a life of service ro rhe Gock As a result. 
iniriares 'pend large parts of tbeir days ferching and carrying. 
cleaning and cooking. along with whatever other duties rhe priesrs 

feel need dOing. 

For the first year or more, initiates are treated dreadhd.ly. lhe 
best rrearmenr an initiate can hope for i beulg ignored Of pitied. 
At worst, rhey are subjected to harsh beating' or COll.\tanr verbal 
abuse, forced to undergo unforgiving and ofren humiliating actS of 
penance. Even comparatively merciful temples ofShallya are less 
than kind to rheir initiares, preparing thelll to endure hardships to 

better under. tand rhe nature of suffering and mercy. 

At leasr once a week, and sometimes more. an iniriare n:ceives 
formal schooling from a priesr or. iF the temple has one, a 
Carechist. He is schooled in all a peers of rheology, from the 
srrictures and history of his own Llirh to the teachings of Other 
faiths. ]1' he cannot already read and write, he is raught ro do so, 
both in his narive tongue and in the Classicallangltage that many 
scriptures are written in. He is rrained to address crowds and to 

deliver sermons, although he is not allowed to preach until he has 
been ordained. 1n berween chores, prayer and schooling. iniriate.1 
are expected to .Itudy by themselves, cOlltel1lplating tbe holy 
wrirings and engaging in rheological debare. 

'TIle rest of rhis time is spent in prayer and reRection. Initiares may 

gather with orhess of the same rank or may retreat to their cdls. 

where they spend their rime considering the nature of rJleir God 
and how besr ro serve. Iniriates are nor permirred to preach or 
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become prie't~, others might rake years. and other till might never 
advaJlCe in rheir order. 111e length of dme spent as an initiate 
varies tremendously. not only betvreen cults bur also between 

temples. 

Only the temple can decide when all initiate is ready to bt: .orne 
a priest. ! n some cults an initiate GUillOt become. a priest uncil he 
has passed a tesr of faid) or performed some other difficult task. In 
other cults the priests of the temple await a sign or omen that an 
irutiate is ready to become a priest. Becoming a priest is neitber a 
right nor a certainty, and it is a process never taken lighrly. 

The process by which an iniriate becomes a prieS[ is called 
on:)jnation. or ordainmem, and every ClJt has its own unjque 
ceremonies and rituals for ordination. Ordination is usually 
overseen bv a ranking priest in [he cult, u uallv an Anointed or 
high pries; of some i~;portanc~, and [he cere~ony rna)' see the 
ordination ot hllndre(t of iniuat('s, or just one. 

111e ordination ceremony is one of thE' mosr imporrJm rites in a 
priest', life, dle point where he is accepted fully into a cule and 
permined to preach and lead prayer. At the heart of ordinatjon is 
the priest' swearing of hb priestly vows. wbere he swears [Q serve 
his God and llis cult. and to derucate hj.~ enrire life 10 rhe God's 
service. [n doing so the priest forges an ~ll1breakab[e bond between 
himself .uld his God. taking on the responsibi.liry for spreading his 

worship, extending hi power and upholding his beliefs, as weli as 
becoming answerable to any crimes or sins against his faith, lO a far 
greater extent than an)' worshippet could be held 10 in life. 

"I, Ncuiriate Joseph, swear on the ho(y hammer wirh all oj you 
present as my witness, rhat I will uphold rlu! laws and words oj 
Sigmar Heldenhammer, un.rilnv final dyin.g breath." 

~Chapter VIII: The Life of aPri~ 

This time away is often one of danger, since many injriates find 
themselves drawn into perllou" adventures. risking life for a dash of 
excitement or our of some sense of duty. The cults do nm tfO\vn on 
such action and sccredy encourage it. t~)r ouly by confroming the 
horrors of the Ruinou, Powers. wirne.'sing the destruction wrought 

by rhe Greenskins, and c.ombating the wrongness of the Restless 
Dead can these initiate.> nuly understand their place, and more 
importantly. their purpose in the world. 

conduct services. but often assist a priest in his ecclesiastical duties. 
helping him prepare for religious services and divine rima Is. 

After the first year Of so, the temple releases dlC initiare into the 

world. to live. work. and learn among the masses. This period 
abroad varies by cull'. For some, it is a period of wandering to look 
Jor [he fingerpri m of their God in the world. For orhers. it is a 
time of arduous labour, lending their sweat, blood, <lIld tears to 
the bctrermem of rheir fellow Old Worlders. Initiates of ShaUva 
hone their he<lling skills among the sick and injured. while th~se of 

,"hnann may serve on a ship, learning rhe fundamcmals ofsailing 
and wirnessing. first hand. tbeir God in nature. 

ORDAINMENT 

lhere is no set time for an initiare to remain an initiate bd"1te he 
can become a pries!. Some spend only a few months before they 
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Chapter VIll: The Life of a ~ 

A DAY IN THE LITE 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 
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 
can help you with is telling you what my day has 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 especially 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 it. 

My morning began like every other, with the sounding of the dawn bells. On most days of the week these are a 
hand beU sounded by one of the novitiates in the temple, rousing all the priests. On Festag the hand bell is replaced 
by the sounding of the temple bells, which ring OUt across town for an hour after dawn, calling the faithful to the 
weekly worship of the Festag Throng. Today is Marktag, so I was awoken by the sound of a hand beU. 

After waking, washing, and dressing, we congregated before the altar where one of my fellow priests lead the emire 
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 
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 silem-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 outside of worship 
when the emire 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 novitiates 
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 
rebuked with a stick, not a tongue. 

Mter 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. 

This morning 1 was carrying OUt repairs to the temple along with three of the novitiates. 1 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 
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 
not be otherwise taught to them over the course of their theological education, so I instructed them in the basic pointS 
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 
more forward~thinking and open~minded, and permits us to teach the novitiates whatever we see fit. 

By midmorning I left the novitiates to get on with the repairs by themselves, for I had some other duties to carry 
Out before the midday prayer. Our duties are not merely constrained to those within the temple itself, and most of 
us will leave the temple at least once a day to carry OUt business around town, which usually involves dealing with 
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 tell 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 
crisis. 
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Chapter Vlll: The Life of a Priest 

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 ill 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 offering. I 
let his admission speak for itself and offered 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 shonly 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 toUing of the temple 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 scriptures. 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 imponam 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 
attendees from town tonight. For many, the Festag Throng is the sole time during the week that they come to the 

-BROTHER BREGIu'lT, PRIEST OF SIGMAR

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 dear message delivered to the townsfolk earlier today about the wrath of the Gods 
stirred the piety in more than a few as weU. 

Prayers we said and then I delivered my sermon. After the sermon the sun set, as it always d~s, Sigmar be praised, 
so the final evening prayers were s.aid and a blessing offered to all amongst the congregation who wish to step forward. 

After 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 notewonhy 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 cenainly 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. 

Aftcr dinner, the novitiates have their final chores to perform before bed, whilst the rest of us are blessed with time 
to ourselves. Father Wilhelm, Father Bauer, and Brother Leopold will likely continue to argue well into the night, 
but I excused myself. Normal1y I would retire to the library-little more than a small study tined with theological 
tomes, in truth-or to the room I share with Brother Geram, where I engage in private studies until I fall asleep. 

Of course tonight, professor, I am here talking 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-I can guarantee that if you return tomorrow 
evening, I shall tell a different story entirely. 
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l]\C surrounding ordination ceremony is less important than these nOt always the end of a priest's [raining, and maoy priest ar 

vows, and some temples do little more than witness the swearing of supervised for monrhs or even )'"ars after heing ordained. Orders 
the vows. Other temples go in for a far grander ceremony, involving or. ects may require priests to pas' furTher test or tasks, or 

bours of prayer, magical blessings being said upon the newl:' undergo yet more training, before they can become full memhers 

ordained priests, and their ceremonial dressing in priesdy robes. of them. Regardles of bjs age or wisdom, a priests training is 

never fuUy complete, his position never completdy unanswerable 
Once ordained, a priest is appointed to a temple or shrine and 

to some higher power,
expected to begin his holy duries immediately. Ordailltnen [ is 

- AhJIsr POa EVIllY 0craI0N ­

Career Entries: Anointed Priest, High Priest, Monk, Scholar 

Career Exits: High Priest, Scholar 
rho e priests who take up the life of aJ1 adventurer tend to be 

The folJowing advanced careers expand the priestly options 

available to characters with a religious hent. ~ 

ABBOT (ADVANCED) 

The eldest :l1ld wisest of monks eventually 

rise to become the leaders of their 

monasteries. Worshippers sometimes 

seek these abbots out to gaiJl their 

advice on matters of faith or to gain 

greater understandi~)g abour the 
religious wodd. while priests and 
initiates answer to them in aIJ 
things. Most abbots choose 

to remain secluded in their 

monasteries until 

death takes 

them bur 
.some Venture 

out intO the 
wider world otlce again.
 

Few abbOtS deign ro get involved in temple politics. preferring the
 

solitude of tbeir own world or their journeys to the machitlations of
 

their cule. For this reason an abbot is rarely the head of a mendicam
 

order, leaVing the organisation and politicking to a high pries!. 

- Abbot Advance Scheme­
Main Profile 

Skills: Academic Knowledge (any two), Academic Knowledge 
(Theology), Animal Care, Arcane Language (Magick), 
Charm, Common Knowledge (any two), Gossip, Heal, 
Perception, ReadlWrite, Speak Language (any two), Speak 
Language (Classical) 

Talenrs: Master Orator, Savvy, Strong-Minded 

Trappings: Prayer Book, Religious Relic, Robes, Writing Kit 

MONK (ADVANCED) 

,'v!onks are members of rhe mendicam 
orders who seek seclusion to bem:!' 
devote themselves to their faith. Some 

monks live complerely alone d.' hermits, 

whereas others congre ate wirh other 

monks and live in monasteries, which 

are usually located in remote area· of tJ1e 

Old World. Most religions have their 
own mendic;ln( orders, alchou"b (he: 
srrictures of Vertena and Sha1lya tend to 

lend themselves more towards mon'lsticism 
more t.han most. Monks spend their lives in 

studv and prayer, debating tbe finer points 

of theology and illuminating religious 

scripture". 

- Monk Advance Scheme­
Main Pm61c 

Skills: Academic Knowledge (any tWo), Academic Knowledge 
(Theology), Animal Care, Arcane Language (Magick) , 
Common Knowledge (any two), Heal, Perception, Read/ 
Write, Speak Language (any [wo), and Speak Language 
(Classical), 

Talents: Linguistics 

Trappings: Prayer Book, Religious Symbol, Robes, Writing Kit 

Career Entries: Friar, Initiate, Physician, Scholar, Scribe, Student 

Career E.ries: Abbot, Demagogue, Friar, Physician, Priest, 
Scholar, Steward, Zealot 

WARRlORS AND MIRACLE WORKERS 
'ot every priest is a warrior priest, nor can every priest channel 

divine energy or perform miracles. ]n faet. most priests are 

decidedly mundane lacking skills in magic or combat. amrally, 
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SPELLCASTING MONKS 

Chapter vm: The Life of aPri~ l 

As written. both the monk and abbot careers are non­
~pellcasting career~, represenring a more mundane and non­
magical rype of priest. However, some orders of monks have 

a mystical bem, So as to better represent (he monb of tbe e 
orders, modify clle career as follows: 

•	 Abbot: add IVlag +2 to the dvance cheme; add 
Channelling and Magical Sense to rhe lisr of skills; 
and add rhe following to the Jisr of ralents: Aethyric 
Attunement or Meditation. Divine Lore (anyone), 

Lesser Magic (any two). 

Monk: add Mag + I to th", Advance Scheme; add 
Channelling and Magical Sense to tbe: liSt of kills.: 
and add Perry ]\·1agic (Divine) co rhe ralents, 

better prepared for such a lite (or if 11m, they tend not ro last 

long), posessing a knack for fighting or magic. or bOth. 

The Priest career (and the otller associated advanced careers. the 
Anoinred Priest ~llld the High Pri<: t) as preseIlted in VYFRP i.. 
both a spellcasting priest ,lnd a warrior priest, intended for use hy 
adventuters. lfYOli wouJd radler have a non-spellasting or peaceful 

priest. apply the ollowing changes. 

Cloistered Priests 

Mosr pl'iesr5 spend their live cloistered away in their tempJ~, 

preaching to thei.r flocks and never so milch as [Qucbing :\ 
ham mer or sword. This is especially nue of many Verenans and 
aU Shallyans to wbom the concept of violence is abhorrent. 
Such priestS an be creatd using the W'FRP priest careers wirh 

appropriate talent choice. or [he following variaJH opdons Can be 

used inSlead. 

-

W hile ptiests do have a lot in common as dedicared servants 

of the Gods. they also J,ave marly differeIlC'e lemming 
from rhe great differences between their deities. lh~ lives of the 

priests of the main Gods are can. idered in this section. 

Priests of Manann are always initiated through confrontatiOIl widl 
(he fury and perij of the sea, The Swrmwatch, 'Vi described in 

Chapter II, is a popular initiation, but orher rituals Jrc 11,ed, The 
Rdk is rarely afflicted by strong srorm', so !emples there pn:fer to 

bind the posndanc with rope, then row him downstream behind a 
boat. making as mudl speed as possible. 111e length of me initiation 
is up to me captain of the boat: unpopular postulantS ofren die. 

Many priests of j\lanann ref-tlse to sleep unles someone is 
on warch. At sea, this is a natura] precaution. but it i-often 

extended to tl1e land as well. For these priests, their iasr rir.ual 

before sleeping is handing over the responsibil ity for rhe watch 

-

Priest: Reduce Mag to O. Increase Sand Ag to +10%, and \X! 
ro +5. Replace Channelling wirh Academic Knowledge (:m)' 

one) and replace ta.lenrs with 1astcr Orator, Resisrance to 

tvlagic, Suike to Injure or Srrike co Stun 

Anointed Priest: Reduce Mag ro O. Increase Sand Ag to 

+15%, and W to .6. Repl:J.ce hanneJling and 'lagicaJ 
Sense with Academic Knowledge (anyone) and Perception. 

Replace talenes with Flee! or Street Fighting. Keen emes. 
Seasoned Tt~rveller 01' Snike iVfighty Blow, tOUI Hearted, 
Srrong Minded, Strike to lnjure or trike to Stun. 

High Priest: Reduce Mag to O. Tncrease S ,md Ag 10 +20%. 
and ~I to +7. Replace Channelling alld Magical Sense with 
/\.cJdemic Knuwledge (anyone) and Perception. Replace taJerm 

with Etiquette. Fearless, Menacing 01' .tvUghry Shot, Schemer, 

Seasoned TraveUer or Strike Mighty Blow, and Stllrdy 

PATHS­

• 

• 

MUNDANE PIuEsTS 
Nor every priest has the talent co channel the power of lhe Gods 
and to create miraculous effecrs. Most priests happily devore rheir 
Jives to serving their God wirh jusr rheir nUluraJ skills and abilities. 

To create these pde tS, appl~' lhe following changes to the careers 
dccribed in V?FRP. 

Priest: Reduce borh \VS and 13S advances to +5%. Increase 
Ag to + 10% and Int tel + 15'-10. Replace talents with Master 
OratOr, Flee~. and Perry MagiC (Divine). 

Anointed Prie..~t: Reduce both Wand BS advances ro + 10%. 
Tncrease .A.g to JYYo ,Iud 1m (0 +20%, R.epbce talentS witb 

/\etbyric Attunement or Meditation, Fa t Ha.nds, Divine Lore 
(anyone), ]x,ser Magic (any two), :J.nd easoned Traveller. 

High Priest: Reduce both WS andBS to +10%. increase 
Ag to +25% and Int to ·r30(%. Replace talents with Aerhyric 

Anuncment or !"!editation, Mighty Missile, Etiquette. Fast 
Hands Or Strong-Minded, and Lesser Magic (an~' two). 

to someone else. 01.1 waking. the priest then claims responsibility 
for the warch.. If the w,ltcher has fallen a~leep, mo -t priests deem 
him to be worch)' of a he.avy scourging, flU matter how safe the 

location may be in t;lCt. 

The more elaborate daily rirual relate to the iUst sight of the sea. or of 
a large rivC.f. L1.kes md si.milar bodies of still. fresh water are outside 
MaJl3.ons domain.) On tile Nordland coast. it is common to make a 
sacrifice of some products of the land. in rerum for the Guunty of the 
sea. Food is a popular choice, but furniture. clothi.ng, and even precious 

metaJs arc pos iblc. 1he pr\cst recites a shon prayer to M3IlaJln and then 
C<1StS the sacrifice into the \Vater. In the west ofNordJand, the sacrifice 
is reclaimed ~tom the waters for the use of the temple. whiJe in the casr 
it is believed to be the height of acrilege lO disrurb it. lb:re are several 
Stories from me area ofdevour priests of Manann being martyred by 
other de'mur priests of Manann for this act. 

The life of a priest oHVlanann is filled with minor superstitions, 

designed to avoid oflending Ilis God. A few swear never to set foor 
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on land, and thus must be carried when not on a ship. can. or 
hoI's,,: th,,!, live OD the uppn Hoars of temples. (1his vow tends ro 

be restricted co high-ranking priem.) Some prieSt insist that their 

companions also respec[ these 'upaStiIions; after all, when aboard 

a ship. ir doe not matter who makes Manann angry... everyone 

aboard tll" vessel suffers when it sinks. Away from the sea, these 

ze,llots are rarely successful. bur tll ings are very different on a b aI; 

th~r~. ,j priest of ManaJ1D who is so inclined can become a petty 
tyrant. 

Priest: of Manann are mosdy hearry individuals wirh a fondness 

for alcobol. Rum is the stereorype, but man)' are nO! fussy, 'They 

like to get drunk, sing lewd songs, and make passes al attractive 

individuals who h'lppen by, Many were onc sailors: some never 
[alk of their pasts. while others tell everyone about vearing their 
soub «) Manann when they escaped the sea. 

MoRl\. 
Rumours panray tbe initiation tites of Mon as terri(ving ordeals 

among tbe reslless (le, d. In fact. the rites of ordination are 

exttemely simple in almost all temples, involving little more rhan 
a solemn prayer to [he God spoken by ~he high priest. MorT is not 
concerned wirh the w;lking living, and so the culr's rire..' do not Iry 

ro draw his <ltlemion t.here. 

As Morr is rhe God of dreams. as well a$ of rhe dead, priesLS belieye 

rhey clncr his reaLt.11 temporarily when rhey sleep. /\5 a resuJr, there 

are riles ro perform before reriring ii.x tbe night. 1he details varv. 

but the outline..l are [he same.: rhe. following version is popular in 
the Reikhnd. 

The priest firsr arranges his bed so [har. as much as pos'ible, hi 
head is toward [he south. He places a small metal srand, marked 

witll a stylised t"aven. to rh left of rbl" pillow, and lights, short 

candle or incense stick placed within. He then stands by the 

right of tbe pilhrV/, places his le.ft hand 011 it. and recires a prayer 
asking for dreams of guid«nce. For .ome, this prayer actllaJly bas 
miracuJo\lS effects. After praying. he lie$ down srraight way. and 
,lim. to fall asleep before tbe c1lJdle or ince.n. e hums out. 

There are no rimals associared with waking, as rhat i when the 

priesr leaves Marl" realm again. Most prieSts and initiates do, 

however, keep a dream diary. looking for signs of Morr's guidance. 
111is no[ebook is a \'ery personal item, as it can be highly 

revealing. 

Man's servants try to avoid becoming entangled in tbe affairs 

of the living, as they are not tml)' their concern. Priesrs are very 

reluctant to enter into contracts or agreemenrs of any sot!, and 

many refuse to make promises to the living. as their dudes ro tbe 

dead must always come hrsr. A priest who has become deeply 
involved with the. afl'airs of the Lvi.ag, parricularIy one who has 

had a major impacr on rhe outcome ofevent, norm'lll)' spends 
some time in seclusion at a garden of /I.'lorr, refocming on hi' 
God. Some. howe,-er, prefer to redress tbe bab.nce by going OUl 

and serving the dead-finding corpses [Q bury or Undead to lay 

to rest. for exam pie. 
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YOUR HUMBLE SERVANT
 
Just as there are dozen of differeDt Tides bestO\ ed upon priests, so tOO are mere dozens of different mode of address bet\\'cen 
priem. ver)' tew people use dlC correct forms of address in every situation, sticking to wh-at they know-rhi includes rhe 
priests themselves, few of whom would be concerned lhat a worshipper is using the wrong title. Only in me most formal of 

circum ranees would iliis become an issue such as during a meeting between the Grand lheogonist nd Ar-Ulric, when all 

proper forms of address would be Hierly observed. 

A Routine (+ 10%) A~demic Knowledge (1l1wlogy) Test can be made to determine the correct fotm of address for a priest of 
a cult with which a character is f.1mHiar. This becomes Challenging (-10%) when adclressing a priest from :lrt unfamiliar cult or 
in unusual drCW11 ranees-such .1S an anointed priest of Handrich at a funeraL for example (lbe answer, of course. is to address 
hi 111 as you would in any other formal si tuation: as "Your Excellency"). 

\X!hat follows i J. selection of tides and forms of addre S commonly used throughout the Empire. Each of the cults bas its own 

un iquc tides in addition to the-Ie. llsed most onen to keep worshippers on the.ir tOes. 

Titles 

''FatheriMorner .,." is used when addressing a high priest or anoi.nred priest. It is sometinles preceded with 'Holy" when 
addressing the head of a temple ("Holy Mother, $i,mr Superior of Carrohurg") or with 'Most Holy" when addres ing the 

head of a cull CMost Holy lV!other, the Marriarch of Manann"). 

"Brother/Sisler ... ·' is used wilen addressing a priest or friar. 

"lnitiatell ovitlare ... " is used when addressing an initiate. Often disregarded alrogethn. or used without their name being 
appended ("lniriate! Fetch me some warer!"). 

"lhe Reverend/the Revered,.," is a formal title for a lay-member of the temple or all initiate. A]so used for priests when 
appended witb (heir title "The Reverend Brother" or high priests, "The Most Revered Father Kiefer of Wurthad," 

"Most Illustrious and Mo t Reverend, .. " is a lesser used title reserved for high-tanking members of a cult. 

"Footsore" or "Wande er' js 'ometimes used to describe or address priests who have taken the Wandering Oath. 

Cult Titles 

"\~Vave Lord .. ," is sometimes used to address a high-ranking prie. t of Manann. 

"\'\7atcher of Ravens" i sometimes used to address a pries!' of Morr. 

"Spearguard .. ~" is somerimes used to address a priesr of Myrmidia, alrhough more often tban not the)' are be referred to by a 
military rank. 

"Shadowmaster ... " is sometimes used to address a high-ranking priest of Ranald 

"Holy Heart ... " is someTimes used to addres 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 ofTaaI and Rh~>a. 

"\X'o!f-bom ... " L sometimes used to addre a priest of Ulric. 

"Lord Wolf" is sometimes used to address a high-ranking priesr of Iric. 

"Mas!l~r of the Pages" is sometimes used ro address a high-ranking priest of Verena 

"Spire Lord" is ometimes 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 culr. Should be followed b~' a full tirle ("His 
Holiness, Grand Iheogonist of Sigmar Volkmar"). 

"YOllI Eminence" is the formal mode of addre.s used for a high"ranking member of a cult ("His Eminence, Arch LectOr of 
1iddcl1beim") . 

"Your Excellency''" is a formal mode of add,e" for a high priest or an anointed pries£. When used to refer rosueb a persomge in 
{heir absence, it should be followed by her full title ("Her Excellency. High Prie.>tess of 

"YOll[ Grace" is a forma! mode of address for high priest or an anoinred priest. 

"Your Reverence" i~ the formaJ mode of adclress for :1 priest. "His Reverence, Brother Dieter of tbe temple of Morr." 

"Hi most Reverend/his most Eminent.,." is a very formal mode of address, rarely used. 

"Your humble servant/Your devoted servant" is a tormalmanner of referring to oneself, especially in wrinen form. 
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Some say that priest of Morr have no sense of smell. and while 
thi> may sometimes be true the story probably exists because the)' RANALD 

-­

the courtyard of the temple for one day and two nights, eatillg 

aillcarn to rolerate foul stenches. Furrher, no priest of Morr j~ ever 
squeamish. They tend to be quiet. calm, anJ patient. with a tender 
concern for the dead and cool indifterence to the living. A lot of 

them have a dry, morbid sense of humour; a fe",. are actually very 

fiwny. bur most people feel rhat laughing in tbe presence of a prie. t 
of Mon is highly inappropriate. so a reputation tor causing laughter 
is hard to generate, 

MYRMIDIA 
Even though l\1vrmidia is a GoddeJ s of War, the initiarion rites of 

her cult a1~lost ~ever invoJve combat. That is nOt ro say that people 
are not chosen for initiation based on their combat prowess, but 
that assessment takes place before the rite itself. Almost alL ri,te. 
involve the presentation of arms and armour co (he new priest, 
and they are almoS' invariably public. The details vary a great deal 
from place to place. and even from one occasion to anQlher, as it is 

conunon for the rite to involve some reference to rhe bold deeds of 

dle particular injriate. For example, she might be presemed with a 
sword to replace one she lost fighting Orcs. 

When a prie te.ls wakes in the morn ing, her first task is to arm 
her elf for the day. Most dQ rhis literally, putting on armour and 
raking up their weapon~. Every step of this ritual is accompanied 
by prayers to Myrmidia, and the prayers recount Ihe funcrion 

of rhe armour or weapon taken up, In many cases, armour is 

not the appropriate garb for rhe da " so the next thing the priest 
does is take it off again. Only if the circumsrances make keeping 
armour in their quarter· impractical will priest perform the ritual 
symbolically. treating their dOthes as armour a.nd any roo] as 
,veapon , 

Most Myrmidian superstitions revolve around military strategy. 

11m, , many refuse to enter blind a.1leys, or <lJ1y room with only (Jne 
e..xit, and always keep an escape route in mind. Similarly. it is very 
bad luck to make a dedsion on impulse: pries!. should always be 
alen [or facts they may have missed, 1his can easily be taken to 

extremes. 

A very common superstition is the belief that a priest should never 
be unarmed. This weapon can be faidy small, but it must be a reaJ 

weapon. not jusr a symbol. This can cause conflicrs when the priest 
wishes to speak to a powerful and cautiou individual. 

A distinct set of su~)ersri1ions revolve around eagles. It is incredibly 
bad luck ro kill an eagle.. or eveJ) to see a dead eagle. On the other 
hand, seeing an eagle uke flight in the morning is an exccllem sign. 
while many priest- abandon a journey if they se.e an eagle land jusr 

before leaVing. A lot of sheep t;umers regard eagles a~ pestS that 
harry their flocks; a. the Clilt of Myr01idia expands through the 
.Empire, conflicts over this become increasingly likely. 

Myrmidian priests like clear chains of amhoriry, although they do 
nor have to be the ones in charge, 111cy hate Joing anything, even 
going to a tavern, without a plan, and are willing to be the ones to 

suggest the scheU1e, 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 at her cults are marked by regio oaJ variat ion. the 
rites ofRanald are marked by almost teHal anarcby. Parr of thi, is 
entirely pr'lgma[ic; aJlyone practising distinctive;: 'rites of Ranald' 

would soon be in serious rrouble 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 un ommon for Kl.nald's rites to involvl; all elemel1l of 
chance. For example. an initiation rite fcn a new pd~t might involve 
tossing a Karl unr-il 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 cannor be performed on that day. A fL'w priests are known 

w roll dice to determine the form that the initiation rite bould 
rake; a witch hunter in TaJabheil't1 txhibired a ser of tables on which 
an accus~d priest roU d to create rites as necessary. 'X'hile the witch 
hunter wa_ found to have added the "sacrifice to the Dark Gods" 
entries himself the priesr was still convicted of worshipping Ranald, 

Priesrs of RanaJd often enuust unimportant decisions to pure 
dnnce. Many prder to sleep ill a bed with space on both sides, and 
then ross a coin in the morning t detemune the side on whi h 
the)' get om, Illdeed. tossing a coin is a very common way to make 
decisiOn> between tWO choices. and some priests do not resrrict it 10 

unimportant things. It is quire common for the coin used to make 
such decisions to become an offering to Ranald; weaJrhy priesrs 

only use a coin once. others use one coin per day, A very general 
supersrition is thar rhe priest should usc a more valuable coin for 
m~rc important decisiom. A number also hold that the coin should 
he one that was stolen. 

A. stor)' doing [he rounds of the Emplre says that :1 priest in 
A\'erhud conned a goldsmith inw makilJg a pair of gold dice, 
with gems matking the pips. then srole tbe dice and used them 10 

decide which Imperial province he should move to. 1he dice sent 
him to Osdand, jusr ahead of the Srorm of Chaos. However, the 
priest survived, led over 100 refugees to safety, and then made his 
way to AJrdorf to sell the priceless wollis of .ltt he had plundered. 
Followers of RanaJd disagree on the moral this is meant to show, 
but all agree that the priest's behaviour was exemplary. 

Priests of RanaJd tend to have a relaxed attitude to most rhings, 
raking their luck as it comes and not worrying about the future. 1hey 
like to have rooney, a.lJd enjoy spending it: mOst have a vice that they 
indulge, with gambling a particuJarly common choice. They look out 
for themselves first, aod it is nOt uncommon for a priest to have at 
least twO or three "idenritie,;" (disguises, complete with names. habits 
and manJ.lerisms) that he can witch berween easUy. 

SHALLYA 
Service to ShalJya demands selfless devotion. and !lIe initiation rites 
used ill most temples both test and exhibit this quality. -The details 
vary a great deal, but a version of the following rite is used in man)' 
temples in Nordland. 

The postulam, barefoor and wearing a single light robe, stands in 

- -
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()f corruption, A few priests rake this ro rhe extreme orbelieving 
it is impious (0 rcad at all, as typographical ertors could introduce 
heresy into even the holy books of Sigmar. Some odler priests 
ackm)w!edge and accept (he risk of reading, but see rypographical 
errors in any book as a ~ign of corruption by the Rui noliS Powers. 
The primer whose pamphJets misspell the name of Sigmar had 

lesr he be lync.hed, his typo used ~s evidence th~t he 
with the Ruinous Powers. 

UnkJwwll individuals are also a major source of porential 
corruption. A common superstition is that a layman who invokes 
Sigmar betore rhe priest does is probably COrtUpt; he is trying 
lOO hard to prove rhat he is nor. Of course. anyone who does not 
answer the priest's illVOcatioil of Sigmar wirh his own is even more 
likely to be corrupt. or foreign. 

A verI' common superstition in rural area. is rhe belief that all 
foreign cultures are shaped by rhe Ruinous Powers, aml that doing 
anything other than the way it has always been done is a sign of 
corruption. "lh~ exneme case of this i, <l woman coming back 

new hairstyle and being bmned as a mutant, 
but a' this story is always attributed ro the nexr provinc!;' owr. ir 
is probably apo typha!. Some people be.lieve the cult ha, spread 
srories like rhis deliberately to temper the"e exees e5, Ne\'ertheles . 
[ural priests are as Likely a rural lay people ro believe that an?thing 
f(lJ'C,ign mUSt be corrupt. 

. igmarJte prie·t' always speak with great confidence, in a firm 
voice. and assume that thev are in charge ()f any sitUarion whe.re 
they are not clearly oUlI<lnked. They like to extol the virtues of t.he 
Empire, and are alw<iYs alen for heresy aDd dHference. "rhey keep 
themselves neat alld tidy; if possible, as a near appearance indicares 

lhe Cltlr ofTaaJ and Rhya does not go in for much formalised 
ritual. \vhieb ,ctually makes initiarions remarkably consistent across 
tbe Empire. Although the detai!l may vary, rhere aren't many details 

Cultists who Ewour Rhya are initiated through a public declararion 
by the initiating priest that they have attained the relevant stallls. 
This declaration is followed by a feast. Cultist-s who f.'wour Taa! 

TAAL AND RHYA 

ritual tooJ, and many rite include short phrases of Khazalid. StOries 
of rura] temples where the climax of rhe holieSt ritual involv~s th~ 
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1\1osl Sigmarires .lay a morning prayer wh_iJe facing rhe tising 

high priesr declaiming "I really need to make w,Her" in Kha~a]id arc!1C..Jl!ling, not slee-ping, ;ll1d drinking ollly a little water. During rhat 
rime she may not speak. aJld must help anyone passing through 
rJle courcycud that seems to be in difficulties. However, she herself 
TUUSt nor leave the counyard. \Vhen day brea~ after the second 
night. a priestess comes wirh a heavy rone. wraps her up, and leads 
her to tbe main altar, where she receives a single meal, as from the 
Godde . At thi point. she is a filII priestess, Postulants who fail to 
omplete the vigil are allowed to try again later; Shallya is. after all. 

lh e Godde.s$ of Mercy. 

Most Sh~t1lyans beg forgiwne_s for the hurt they have caused others 
before sleeping every night. 'I1,L i. almost a]w;lYS done quietly. 
but a h,w feel the need to scourge themselve b fore sleeping; if 
this is Elidy light, it is regarded as zealous, but still normal. In the 
morning, a priestess first prepares a meal lor someone else, before 
caring her own breakfast. The meal that she gives away should 
~Iways be slightlv better rhan the oue she CaLS. and pious Shallyans 
would r,Hher go hungry than fail to feed another. Less pious 
Shallyans Follow the form, but have a hearty 'mid-mol'l1ing snack' 
abollt half an hour after rheir light bre'lkfast. 

In their dail~' lives, Shallyaus rake great care to avoid causing harm to 
Od"\<:'fS, particularly physical barm, This includes the vcry minor barm 
thaI would be caused by bumping into someone in tbe street. which 
makes mo r ShaJlpJls very cautious in crowds. [I' a Sluilyan actually 
injures someone, she must apologise to and compensare the person 
she harmed. formally. only followers of rhe Fly Lord are exempt. but 
almosr no Shallyan would apologise [0 a known follower of any of 
the RuInous Powers. /\ fe,,~r refuse to apologise to followers of false 
,ods (any God aparr from Shall}'a. in their eyes), and even to those 

who di hon ur the Goddess with their imp.iety (any Shallyan who 
does not idlow her teacllings as SlricrJ\' as the priest himself). 

A few Shallyans refuse to ear mear on the grolUlds rhar lrs 
producrjon harm animal, and some refuse ro eat even vegetables 
and grain., on the grounds that ie; production harms plant, (fruir 
is acceptable). These positions are regarded as e..'(treme, however. as 
the Goddess is h~ld to be primarily concerned with Humans. 11,en: 
are ver)' few SbaUyans willing to eat pigeon pie, b"wever. 

Shallyan prieSts can be rarher bossy when rhey fed people are nor 
taking good enough care of others. On the oth<::r hand. they are 
Vet)' stoic abollt their own complaints; no ShaJlyan ever admits to 
feeling ill or tired wherr asked. They like to offer advice to their 
ii-iends. and to people they meet in the srreet. 11rey get away wirh 
rhis because most people do Dor want to insult :1 Shallyan: aher all, 
tbey mighr 500n need help rhemselv~s, and the Shallyan L the rno r 
likely to be willing to give it. 

SIGMAR 
Sigmarire like ritual. and also pllt a great emphasis on correct 
rhought and doctrine. It might be expected that this would lead 
to great uniformity. Instead, ir has led to great diversity, WiTh every 
rem pie passionately committed l.O its own rim,,], as the only proper 
way to re\>ere Si.gmar. 

'There are common element, A warhammer is ;1 very common 

conlmon. 

SLln, and ofren h"lding ,1 hammer, wberher a real weapon or 
a sm,lll symbol. Fot :lll, d1e east symbolises rhe place where 
Sigmar ascended [Q godhood, whilst tbe Jig!u of the sun has its 
own symbolism. arying by Order. 'Ole ritual is supposed to 

be performed at dawn, bm wealthier priests often perform ir 
-omewhat larer, when rhey arise. It is generally regarded as impious 
to perform the rite after rhe slin has .Irarred l() sink into the \'Vest. 

"'lan)1 Sigmaritt Supt'fstirions revolve around the risk of corruption 
in thought. A particularly com mon one i" rhe belief thar it is 
bad luck to be tile first to read :l. particular piece ofwritiug. 

omeone else should read ir first, and then be examined fi)r signs 

best beware 
consorr 

from town with .1 

a weJl-ordered mind. 

in the first place. 
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ill feeding the wolves that live near th.em, a superstition that does 

are presented to the \viJdemess, where the priest al1J10LHlCCS the 
initiate's new status. This is always done at more than one place. 
and the last place is a public aUlJOllJJCeTJH;nt iJl from of the lav 
followers, so they know who their new priest .is..A,. feast often 
follows, and it is common for the new priest to hullt tll··· main 

course himself. 111e presemarion locations are normally spectacular 

natural sites. such a. mountains or watert:llls. but some initiate.s 
find themselves being presented to the local wolves, deer. and bears. 
Priests known for gelling a substantial audience of wild beast at 
tlleir initiations are often watched for hlture great achievements. 

Priests ofTaal and Rhya generally rise at daw'l unless tbere are very 
good reasons not to. ro align their cyclc to those of tlle Datural 
world. ven thos who are already awake acknowledge the rising 

un, even ifonly mentally. If possible, the priests wash thcir bands 
in natural water (a stream, river. lake, or rainfall). While these 
practises are universal. local groups add others. 'faal cultists in one 
area sharrer the skulLs of any creatures they killed ule previous day 
before washing their hands, They believe thi re1ease-_ the spirits 

to go on, and that propcr respect fat their prey requires them to 

give the spirits one l1ight to attempt revenge. The fan tbat spirituaJ 

manifestatiom are rare is pUt down 10 the fact that most spirits are 
too frightened to confrOlH a priesr ofTaal. 

Superstitions tend to revolve around rhe natural world. MallY 
prieSt believe thal true c1eanJjnes, can only be achieved in l1amral 
warer (probably true. in the Old\XTorld). that only food vou have 

hulJtcd, clean <:I, and cooked )'ourselfis re'llly safe to eat (probably 
true, in the Old \~orld). that carryin<l large quamitJes of metal. 

incilldino coinage, invite ba llllck (probably truc, in the Old 
World). and that firearms bring a curse on their wielders (also 
probably true. in the Old World). 

On rcflecrion, followers ofTaal and Rhya have very few aCtual 
Jupo·stitioll.i. so much as they seem to wield an impressive degree of 

common scnse. 

Male priest tend to be very masculine, with large beards, while 
female priests Lend to accentuate their feminine, though still rugged 
and passionate. sides. Both sexes revcl in the physical. animal side 
of 1&" eating. drinking, and mating with great enjoymem. They 
rare!Y lise Bowery or ellphemlstic speech, and their eli rectness is 
often onsidered rude ill poUte sociery. 

ULRIC 
The rituals of Uldc tend to be direct and to the point. much like 
the God himself They also tend to be andent, handed down trom 
olle high priest to another within a temple over centuries, if nor 
millennia. The differences between these ritUals tend [0 be minor. 
although there are startling exceptions. 

The initiation ritual of the temple in Dietershafen is typical of the 
mosr common form. The rima! is always performed in wjmer. in 
the courryard berween rhe outer wall and inner keep of the temple. 
The initiate starts Oll(sic!e, wearing notbing bur a loincloth (the 
high pdests of Dieletshafen haven't held with female priests for 
generations), and bangs on the gates to demand entrance. "/he 
gates are left unlocked. and the initiate keeps banging \Inri! the 

force of his blows open. them. He then strides in, StopS before 
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the high prie.sr. kneels on the ground, and <;Wears loyaJry to Ulric. 
The high prie t rhen places th' in iti. te's wolf-skin cloak around 
hi shoulders, Most would not accept initiarion if there was no 
snow on the ground: it is considered an excellent omen if it Sl1l)WS 

throughout rhe ceremony. or if it Slam during the eremony. On 
dle other ham!. if it should tOP nowing during the ceremony, this 

is raken as a sign of Iric's displeasure. and often leads to the whole 
initiation being postponed. 

An Ulrican's morning ritual generally in okes grabbing something 
to eat, checking his weapon, and getting on with the day: Ulric is 
worsnipped tnrollgh deeds, not formal rituals. 

Superstitions, on the orher hand. are fairly common. Ulricans 

do nOl believe ill backing down to anyone except a superior, and 
most take Ihar to include never going back on anything they say. 
-n1is leads to rwo :ipproaches toward ever 'day life. A few Ulricans 
are vety careful about making any statements or promises. so 
that they will always be right when they speak. or always able to 
follow througb. Most. however, Silllpiv refuse 10 admit miStakes. 
"Ihe Ulrican.s' reputation fat ferocity and battle mean that few are 
willing to confront them on the point. 

Individual priem choose lbeir own superstitions 10 uphc,ld: there 
i a wide selection from which to choose. Some never remove 
tbeir wolfskin doaks, except for their annual bath in a frozen lake. 
Others refuse to enter a building through any door other (han the 
main entran e. till others insist on taking a battle axe everywhete 

with them; these tend )lOt to be welcome in towns. A few believe 
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are a£ [)onderous ,1.1 they are confusing, filled with contradictions, 
ambiguous I?hrases, and random anecdotes (hat mal' have link ro 

do with the topic at hand. 

account in a careful plan. They despise fas!' impulsive decisions, 
and regard emotions as an unfortunate distraction to be suppre sed 

~~~ 

not endear them to farmers. A handful of Ulrican priests think it is 
disrespectful ro sran any projecr on a warm da)'; these tend ro set:k 
our remples in tbe far norrh. 

Vlr-ican· are boisterous, enjoying a good brawl wirh rheir friends 
or other people in the bar; rhey do not regard beating someone 

up a a sign that )'oU do nor like blm.. 111ey are proud of their hair 
and beards, ompetjng over whose is the best; these compedtions 
can become very serious. 'nley almost never back down from a 
challenge, and like to iswe them if they fed that they are UOt being 
treated widl Ihe proper respeC(. 

VERENA 
The rites and practises ofVerenan priests van' eveo more rhan those 
o others, 10 Ihe poim that it is impossible to do more than give 
examples. \X/hilst the priests remain reue to the teachings of thdr 
deity, the way they expre tho e teachings differs radically from 

place. to place. 

In NUll, u1e iniriation of a new priest is much like the ceremony of 

graduation from the university (historians argue over which was the 
original and which the copy). -TIle high priese presides, and the new 
iniriate is presenrcd hy a menroring priest, who declares thaI ehe 
initiate is of good character a.nd learning, '1l1d worchy ro be a priest 
of Verena. "TIle sponsoring priest rJ1c:~n gives a very brief summary 
(no more rban a couple of ~emences) of the iniriare's study. 111e 
initiate dlen kneels in Front of tbe bigh priesr, who places a hand 
on hi.~ head and de.clares I im rai;ed to the ranks of the priesthood. 

In Kemperbad, ,WQ iniriales come forward al the same time and 
stage a debate in from of the audience. Each must press h.is own case, 
while cridcising the other, and at the end of the debate r]lC audience 
votes on who should be initiated. ·[be loser must Iry again later. 

Priests ofVerena almost invariably read beFore going to leep, and 

some also read first thing in the morning, before getting out orbed. 
Thus, tbeir whole day is marked off by -Study and the increase of 
knowledge. 

llle nvo mosl common superstitions among the priesthood 
concern memor~' aJld fairness. First, many believe that forgetting 
anything, no matter how trivial is an insult 10 the Goddes.. Some 
get carried away with the superstition, and try ro keep note.s on 

their whole lives. In some cases this means that the priest 'pends 
more rime recording his life rhan actually living it. Most, however, 
JUSt try to remember rhe majority of tbe things rhey learn, and ptay 
for forgiveness for all the uivialiries rhey have forgOtten. 

Second, many believe tbey should always make the fa.iIest decision, 
not tbe one that best suits them. Thtr, they might c.hoose a coa.t on 
the basis of which tailor need, the busilless more, rather than based 
on which has a style that they Uke. Since poor craft man often 
need more business, such Yerman are often poorly dressed. Others 
argue that a skilled craftsman deserves more cuStom; these priests 
save their money so thar rhey can a.fford to buy the besr. 

Priests emphasise the importance of gad1ering information on 

a subject before acting, and then taking that infotmation into 

as mud1 as po ible. lhey believe Ihar reading transmit the wisdom 
of Ihe pasr, and often eire old books to supporr their decisions. 

A WANDERING LIFE 
'n1e traditional life of a priest-praying to a God, smdying 

scripture, preaching to the congregation-is somewhat at odds with 
the traditional life of an adventure-constantly navelling. facing 
dange.rous creamres, stealing treasure, and then blowi.ng it all in 
bawdy taverns. Yet many priests can be found nor only wandering 
the roads of the Empire, but in the company of mercenarie,s and 
adventurers. There is obviously something rhat drives a priest to live 
the adventuring life, or at lea t to coexist wirb those who do. 

THE W ANDERlNG Vow 
No c\llt is benenled by having all its priesrs based in temples. All 
cults wish to spread the worship of their faith, and it is unrealistic 
to expect would-be worshippers to come to the temple of their 
own accord. So, instead, cults nave wandering priests who travel 

tbe Empire (and beyond) to rake th ir faith to the masses, teaching 
people they encounter why they should become worshippers, 
PriestS who rake to the road ro spread the word usually take what is 
commonly known as "11e \Vandering Vow," an oath that releases 
rhem from many of their priestly dutjes at a temple in exchange for 
the responsibilities for ministering to the needs of any worshippers 
rhey find on dJeir journeys. ome wandering priests receive a 
slipend from the cult, whereas others can expect little more than 

a bed for the night at a friendly temple or shrine. Friars are the 
most commonly encountered t)'pe of wandering prie t, members of 
holy orders deVOted co travelling the Ernpi.re ,Hid teaching religiOUS 
virtue ro wbomever tbey encounter. 

Some priests wander not to pread to the unconverted. bur because 

their Bock is one thar rardy remains in one place, sLich as sailors, 

traders, or itineram travelJers. The priests may travel along with 
their worshippers, or wander the Old \X/orld ministering to all 
travellers they come across. 

PENANCE 

"1 wasJalsely accused, Templar, so pur aWll)')'our rorches
 
and swords. I mean no harm."
 

-LAST WORDS OF ALDus MEoouCH, DEFROCKED PRIEST 

Although priests commit (heir lives to the service of dle Gods, rhey 
do so with rhe llllderstanding that their divine masters are fickJe, 
capricious, and often emel. Remaining in a God's good sta.nding 
L an uncertain pursuit, for who can ~)' with authority what is in 
the minds of the deities? In an attempt to SOrt our the demands 

made by the ,ock the cults .record the theories and evidence from 
those who have come before, compiling rhem in great holy books. 
These tomes recount the live and efforts of other priests, revealing 
the error odlers have made in an attempt to a~sist fumre priests in 
liVing their lives in such a way as to avoid angering their master,. 
Naturally, there re no bard and fast rules, and the e dense texrs 
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\'(Iben a prie t anget~ his m;lSter, tbere', only oue thing to do: 
penance. Payment for [wng a God may include spending time 
away to learn from one's errol' ,tilt! to regain proper standing 
wirh the cull. More dramatic acts include abstinence, fasting, 
vows of silence, elf-flagellation, elf-mutilation, and other ;;t5 of 

contrition. 'nle more profound the suffering. me more likely dlC 
priest is EO appease the God and therefore regain hi favour. Most 
sane priests start with small act of penance, gradually escalaring 
their acts Iltltil tbe)' feel certain rhe)' bave escaped the wrath of the 
God. Others seem to live for penance. and spend a. much dme 
abusing themselves as the)' do working on behalf ( f rhe CUlL 

DEsPERATELY SEEKING SoMETHING 
"Jusr as Verena promised-rhefinalfragm.enr of the 
sevenreenrh page of rhe Codex Asrronomus. Now all we have 
lefr ro do isfind the dispararefragm.enrs of the remaining 
one hundred and forry-seven pages." 

-BROTHER PH1r.LIPE, 'mE ORDER OF MySTERIES 

Many priests don't travel to preach or iLl an act of penance. but 
because they are looking for something, be it a person, a place or 
, n object. These may be worldly desire' or goah, such as taking 
[() the road in sc;<['ch of revenge or looking for a long lost relarive. 
Sometimes the)' go with the blessing of their temple, ()[her rimes they 
are cast OUt for giving in to such base emotions. More likely, however, 

is that a priest i. adventuring on hehalf of the cult, dispatched in 

search ofa long forgon:en ternpie, the tom b of a venerated hero, 

or rumours of a lost rdic. One such order of advcnlLlring priests is 
the Order of Mysteries, dedicared ro Verena, who pend their live 
searching for forgonen or lost lore in the dark corner of the Old 
World. The Order is described in more detaJl in Chapter Ill. 

ALL THAT REMAINS 

"My body is my remple now, my spirir m.y culr. Thac is all
 
char is lefr."
 

-LAsT WORDS OF SISTER A.'mETTA, FORMERLY OF TIlE TEMPLE 

OF SHALLYA IN WOLffi"ffiURG 

A priest may have lirrle choice but to Ic'ave his cult and his temple 

behind and embark on a Life on the rmId. because he may be all 
[hat remains of one or borh. llle Old \\'orld is a dangerous pLace. 
and whoie religions. or major segments of them. are likely to be 
deslroyed when the races, CUllltn::S, or nation {llat suppOrted them are 
ovenl'helmed by enemies. The SlOrm of Chaos left unlOld numbers of 
priests dead in its wake. for instance. for the hordes of Archaon lOok 

special glee in sacking temples and slaying their priests. As a result, 
many priests of all f:1icllS across the Empire have bt:t'nlef1 without 
temples, and countle sworshipper are in need of a lirrle faith. 

Stu:vivors of a destroyed remple rllighr simply join another temple, 
but the Old \X.'orld i· a very large place, and friendly faces may be 
few and far bel\veen. If the cult itself has been severely damaged 

or if they take a suspiciOUS view of.\Ilrviving prieMs, then this 

may not be an option at all. Surviving priests might rake up dle 
wanderiJJg Life as penance for ,heir perceived f:1iJure in aUowing 
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behind-the-scenes activitie, that enable the priests to concentrate 

Larger temple.s employ the lairy in all manner of different suppor! 

role, like cleaning, cooking, temple and shrine repair. carrying 
message. and upke~p of the grounds, 'TIle smaller the temple. the 
more likely it is that a lay member must perform multiple roles. 

or even that initiates or clergy ll1l1St fulfil the duties. Some laymen 

are paid by the temple for dlese sen'ices. although rarely a great 

amount; others see the work as d1eir religious dul')', and rcfu.e 
payment t()f completing tht: tasks. 

Some prie.sts keep on the move because they don't want to be found, 
either by an cnemy or b}' their own cult. Cults are dominated by the 

power srruggles of morrals, and a prie t can easily fall foul of mortal 

machinations without bJling fOld of ~ God, CommIT to what most 

ults would rather have believed. they arc not the ole < uthority for 

a god, and ir is perfecdy feasible for a priCSt to break from a cult 
withc)il[ neces, itating a loss of {aidl, 01' indeed a los of divine powers. 

!'rk,ts who fall out with their culL whether due to a clash of 

personaliry or belief: , are oftt:I1 defrocked and thrown om of the 

temple, but may well decide to temain a priest, Such pariahs might 

rart their own seer or cult (although e$tablished cults tend ro come 

down very heavily on new ~ect. ). or they may take ro the road and 

try lO keep OUt of sight of their fOrlner cult. 

to avoid the more mwnstrt'am cult. 
[s a member of a rare seer and mUSt search the Old World for a teacher to advance in the cult. 

t doom befall him. --~-_ ..."t----' 

ul of a to lative-ooc l)f the priest's fdlow 

wandering priest, 

fellow ri t consider him crazY, 

very important role in th operations of ~ 

,Ii 
TABLE 8-1 : PRIESTLY MOTIVATIONS 

2dlO The Prie.n ...
 
2
 Has taken rJH~ Wandering Vow and i' travelling a a preacher or a friar­

3	 Must \o\o-ancler as R test of IiUth bcfo/'t" he can l1dvance in me c~dt. 

4	 Has commined a serious :tftrom w his God and mUSl spend 1-3: 2d6 months traveUi.l1g as penance, 4: 1dCl year 
tGlvellillg as penance. 5: 2d6 yt:3rs IraveJJing as pmance, 6: no set length of time. but until some que<;t is cumplered as 

determined by the GM, 

5 1 n::hing ror hoi' rdlC:.
 
6
 Is searchino for someone, maybe a missing relative or an enemy,
 

7 searching for a sacred site.
 

8 Was a member of a temple that has been deSlToyed,
 

9 Ha m:t<k owerful enemies and must k uaveUing to .lV\>id tnc"",,,,,----..,....-..."f'-.,...-------.".----'
 
10 Has been thrown uur of his culr and has no choice btl( to wander.
 

11 Is a member of a rogt!e eet aud must k ~ trllvelHn
 

12 

13	 Has beeo cursed and cannar rest fef more than a d,ty <IT two io ODe pl~ce. I 
14.	 Ha. been sent forth to spread rhe word of his taith ro an indifferent land or re >ion. 

15	 Ha been ent fOrth to [l und a new ~ple. 

16 Is earclUng for a long-lost temple acred to his f~ith.
 

17 Has been recruited by a prominent nob e or mercham £Q warch over the
 
adventurer .
 

18 I undertaking a pilgrima~e or followin Ul (he foo[Sr<':p of a famou
 

19	 Is searchin for We mortal bloodline ofone: ~>f tbe G09s, although hi 

20	 Want to found his ()Wtl re! igion or secr and is searching for followers, 

rheir temple ro come to harm, r.hev miglu be ea.J'ching or mher
 
surviving members of uleir order, or rhe)' might seek revenge on the
 

perpetrators.
 

GOING ROGUE 

"No, I'm a differenr rype of Ulrican, a member of a
 
differenr seer. I'm delivering a sermon in the marker square
 
romorrow morning if you want ro attend. 1 suggest you ask
 
aTl..Y quesrioTls n011.1, rhough, as I'll probab(y be leaving rarher
 
quickly afrerwards,"
 

-THE RF.VEREND BoRIS BhUMACH I PRIEsT OF mE ORDER. OF
 

mE WINTER. THRONE
 

W ithin every cult thm: exists three broad groups. -rhe fim 

is the clergy, made up of iniriates and priests, along with 0;) divine matters,
 

monks, fri~Hs. teruplars. and all dle other ranking members of
 

the cult, \Vorsbippers are nexl, and they comprise rhose citi<.ens
 
who attt:nd services at a tcmple., bLll are nor actively involved in
 
itS day-to-day operations, Lasr come the lairy, mose who arc rhe
 

un-ordained member of a cult, but are nonetheless imporrant
 

to the everyday running of a templc. The la)' members of a cult
 

are oftcn overlooked in favour of the clergy, bur the lairy pl;w a
 

cult, doing much of u1e 
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Skills: Common Knowledge (anyone), Dodge Blow, Gossip, 

Chapter VIll: The Life of a Priest 
~ 

WARRIORS AND GUARDS 
Many temples contain items and aneflcls that are far more valuable 
than anything their worshippers could alford [Q possess. From holy 

symbols made from silver to altar decoraliol"ll made from gold. 

from findy crafted fixtures [Q furnishings made from expensive 
wood :lIld Stone. weald1 c;)n rake many forms within a temple. 
Reg~lrdJes.. of the consequences fi'ol11 both cWt and God, there are 
tbose folk who would not think twice about stealing from a temple, 
and more than a few rhieves who specifically target the weahh 

gathered by cullS. 

Additionally. there is no crime in disagreeing with the teachings 

of a cult or the preaching of a priest. there may be those who 
disagree so violently that they try ro silence a pries! or burn down 
his temple. Likewise some temples, especially rhose of Verena and 
Sigmar. are known [Q possess conuover ial text, and many,.ealor.\ 
would see these destroyed rather than safeguarded, to say nothing 

of dIe corrupted fiends who would go to great. almost suicidal. 

lengths to possess rhem. 

TEMPLE GUARDIAN (BASIC) 

itself. They help the priests organise 
which prayers arc to be

going to be doing what during ritua.l

building itself as well a., il~ 

Temples therefore employ guards to keep warch over their valuable, 
or to act as bodyguards for members of their order. -[be job of 
temple guardian is often given to members of tbe congregadon who 
w, ill to help but lack the skills to take on a more demanding role. 
or t() those who show promise as an initiate b\\t lack d1e dedication 
or devotion to become a priest. In larger, or more martialtemple.s. 

the role of guarding ,1 temple falls to its templar knights or to 

Intimidate, Perception, Search 

Talents: Cool Headed Or Stout Heaned, Strike Mighty Blow, 
Strike to Stun 

Trappings: Light Armour (LeatherJack), Robes or Uniform 

Career Entries: Initiate, Militiaman, Watchman, Zealot 

Career Exits: Initiate, Mercenary, Soldier, Squire, Watchman 

SERVANTS 
There are a.lways things rhat need doing around a remple. from 

fetching oU for rhe lanterns to carrying about hea~'y religious romes 

for rhe elderly priests, ro cooking, cleaning. sweeping. and even 
digging graves. ,\\There possible. these mundane tasks are ieft to the 
lowlier members of the culL Most temples of a decent size emplo . 
serva 11[5 to do all the Iaborious work. bu t malleI' tem pIes rend to 
make use of initiates to do rhe meniallabollr. 

h1 addition to sen'ant, orne of dw 1110re imponalll and wealthier 

temples employ vale[s to aCl u.s personal servants to anointed and 
high priests. Such valet are lirde different from thos who erve the 
nobility. alrhougb a certain degree of piety i expected of them. 

ATTENDANTS 

'The logistical duties of running a temple are immense, 

far more than rhe priests and the clergy can manage 
dedicared soldiers. 

Oil dleir o\,·n. For this reason almost every temple 
make, use of [he Iairy to assist the priests with tbe 
temple duties. These. ttendanr. assisr with the 
running of the temple. tram organising rhe otherTemple Guardians are cho en. not hom 
laymen to helping priests prepare for rirua.ls andamongst the brightest members of a 
assisring them during services.congregation. who v,[Quld be tar better 

pllt to use elsewhere, but rather from 111(' most important of rhest: are the cult auc.ndallts. who 
among those whose ,kills lie in a more operate behind the scenes to ensure the smooth running of 
physical area. They are expecred to be religious services and the day-to-day operation of the temple 
<lbovc reproach. and to resist the temptation e[\'ice~, from planning 
ro steal iI-om rheir own temples. Some aid [0 which hymns to be sung [() who is 
cults ensure thi. behaviour by telling . During a service they lead 
particularly horrid tales of the fan: that me clergy inro rhe temple. all the while remail]ing innocuous. 
awairs such traitors in rhe afterlife. 

/\Iongside the cult atIendants, and sometimes superior to them,while other.1 simply encourage temple 
,re the temple stewards. who are tasked with responsibilities guardians to keep a clo. e eye on one another. 
similar to household stewards. Sreward~ manag~ rhe remple rewarding widl grear wealth allY accusation of 

lay staff, organising the servants that dlefr or disloyalty d1at proves to be true. 

I - Temple Guardian Advance Scheme-
I Main Profile 

Iy porter. announcing the arrival of important dignitaries and 

heralding the presence of rhe high priC5L 

clean the temple and the tradesmen that maiJltain ir. In lome 
temples the position of sreward is combined wid1 {har of cult 

3llendalll. while in orhers a priesr ('lkes on the role. 

FinaLly, combining the duties of servant. temple guardian. and cuit 
anendal1t are the poners. Poners guard tht: entrance to a temple 
during religiOUS services. welcoming worshippers. passing out 
prayer books and scrolls, and showing visitors around. The duries 
of a porter often fall to a temple guardian or even an initiate. In 
the most important temples, a herald Illay be employed instead of 

.a 10 
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in uJlison. Only tbe brg 

Chapter VIII: The Life of aPri~ 

't and richt:st tcrnp1e.l employ professional
CULT ATTENDANT (ADVANCED) chorisrers. the most renowned of which are known as cantors. Not

,;
 

r-------.........v~---------------------------------------, 

NEW TALENT: INCANTATION 

Talenrs: Incantation (see sidebar) 

Trappings: Chorister's Robe, Hymn Book, Staff 

Career Enrries: Anointed Priest, Entertainer, High Priest, 
Initiate, Minstrel, Monk, Priest 

Career Exirs: Catechist, Entenainer, Initiate, Priest, Minstrel, 
Zealot 

Many religious ervices contain hymns and other songs of prni e. In 

mOSt n:mpJes these are sung by the congregation, bur some temples 

are blessed with a choir of talented singers ro assist matters. These 

choriSters al 0 as.list the clergy during rites by chaming andinging 

THE CHOIR 

Description: Your hymn singing and chanting hdps to focus divine energies, aiding in magical rituals. You can assist a divine spellcaster 

perform ritual magic, and iryou pass a Performer (Singer) Test and remain singing throughout the ritual, one spellcasrer gains a +1 bonus 

to his Casting Roll. A number of people with this ,alent may assist in this manner equal to the number ofspeJ!casrer.1 participating in rhe 

ensuring dut rituals 

;l.nd prayers proceed as 

smoothly as possible. 

A cult attendant is an assistant ro a cult's 

priests, ennusted willi organising all of 

the mundane details involved 

-", in the running of a temple. 

Cul[ attendants are concerned 

with the logisticaL side of a 

culr organising orders of service, 

coordinating the activities of the 

clergy and the bity. and 

A cull arrendant 

rub behind the 
scenes of a [empie, 

and many pride 

themselves on remaining 

as inconspicuous as 

possible. 

- Cult Attendant Advance Scheme­
Main Profile 

Skills: Academic Knowledge (Theology), Charm, Common 
Knowledge (anyone), Gossip, Perception, ReadlWrite, 
Speak Language (anyone), Speak Language (Qassical) 

Talents: Dealmaker, Public Speaking 

Trappings: Robes 

Career Enrries: Anointed Priest, Courtier, Initiate, Messenger, 
Priest, Valet 

Career Exits: Politician, Priest, Squire, Steward 

ritual. 

every cult makes use of choirs-they .ue 1110,t rrequcmiy found in 

temple. of igmar and Shallya, alrhough Ulrican and J'vlyrmidian 
temples sometimes have martial choin who sing rousing war hymm 

;1Dd battle chants. 

CANTOR (ADVANCED) 

Camors are talented singers who have 

devored themselves to performing in 

temple choirs and during rimals. Canwr' 

arc responsible for leading choirs during 

services as well, for instructing 

i 11 d ividual choristers. Some CaJllOrs are 

also skilled musicians and write-Dew 

hymns in praise of their Gods. As well 

as singing hymns. many canrors are skilled 
at performing incantations and rhythmic 

chanting [hat aids priests in performing 
divine rituals, and for the most potent 

of rimals a high priesl may reque t the 

presence of many cancors. lh~ common 

symbol of office for a cantor i: a shorr staff 
u.ed [0 strike the ground (or Ollt of tune 

choristers, iJ necessary) to keep mne with 

[he music when leading a choir. A skilful canror 

Gill easily eJ'lhance rhe reputation of a temple and irs priests. 

- Cantor Advance Scheme­
Main Profile 

Skills: Academic Knowledge (Theology), Charm, Conunon 
Knowledge (anyone), Perception, Perfonner (Musician), 
Perfonner (Singer), ReadIWrite, Speak Language (any two) 
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is usu:illy responsible for the rei igiolls education of a temple\ 
initiates, even if the ' themselves are merely lay members. 

1 Ot all catechists are religiolls in nature-some concentrate 

on studying the arcane bm lack the talents to become a wizard, 
instead teaching theory to apprentices at one of the Colleges of 
Magic. 

Skills: Academic Knowledge (anyone), Academic Knowledge 

f. 

any who wish to listen (or a.re forced ro listen). 'lbey are rarely 

Chapter VIll: The Life of a~ 

ScHOLARS AND ,STUDENTS	 as open-minded or clever as scholars, favouring tradition over 
progress and learning by rote over true understanding. A catechist 

Temples are not solely pLaces of worship; 
many cemples fulfill other functions 

like acting as a fortress, barrack, 

hospice or a gujldhouse. The mOSt 
common such [unction is as a school, 
for most priests are educated and 
wise men who are all roo willing to 

teach others what they know. Most 
temples offer such education on an 
informal basis, the priests teaching 

those who come to them as rime 

allows. Other temples, especially 
those ofYerena, operate mote formal 
schools; teaching local children, 
temple wa rds Ieft in thei r care, 

or young initiates. As a result of 
this role, many temples have lay 

brothers who become teachers in 
(Theology), Common Knowledge (any two), ReadlWrite,some respeCl: scholars. students, monks or catechi. tS, usually. 
Speak Language (anyone), Speak Language (Classical)Some are dedicated theologians, reaching religious studies, 

whereas others, especially priests and monks, are merely religiOUS	 Talents: Public Speaking 
men who teach all manner of subjects. 

Trappings: Prayer Book, Writing Kit 

CATECHIST (AnvANCED) Career Entries: Anointed Priest, Friar, Priest, Scholar, Scribe, 
Student, Zealot 

The catechi.Sf is a religious teacher versed in the srudy of holy 
Career Exirs: Demagogue, Friar, Initiate, Scholar, Zealotscripture and stricture who tc,lches the finer points ofborh to 

AhIBft!­
T his section contains ready-made statistics for initiates, priests, Weapons: Hand Weapoll (Mace, Sword, or Axe)
 

and anoimed priem. Each ~Iltf)' provides a basic profile with
 Trappings: Religious Symbol (as appropriate to deity), Robes 
common sblL, and talents appropriate for religious chat"acters of 
an)' stripe. Following are culr skiJ!s and talents listed separatdy, Manann 
so the sample characters can be adapted easily to represent 

Modified ProfiJe: S 38%, Ag 33%; Additional Skills: Academic worshippers of the various Gods. These Jn~ ideal for use when the 
Knowledge (Astronomy), Swim: Additional Talents: LightningGM already has a characrer background and personality in mind 
Reflexes, VCf)' Strongbut needs game Statistics. 

Morr
INITIATE 

Modified Profile: WS 39%, Ag 33%: Additional Skills: Academic 
Knowledge (Hi tory), Inrimidate; Additional Talents: Lightning 
Reflexes, Warrior Born 

Myrmidia 

Modified Profile: WS 39%, S 38%; Additional Skills: Academic 
Knowledge (History); Additional Talents: Strike to Injure, Very 
Strong, WaLrior Born 

Ranald 
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Modified Profile: Ag 33%, Fel 39%; Additional Skills: Academic 

Knowledge (Astronomy), Sleight of Hand; Additional Talents: 

Lightning Reflexes, Sliave 

Skills: Academic K.nowledge (Theology), Charm, Common 
Knowledge (the Empire), Gossip, Heal, Perception, Read/\-";;'rirc, 

Speak Language (Classical, Reikspiel +10%) 
Talents: Public Speaking, Resistance to Poison, Sturdy 

Armour: None 
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Modified Pro6Je: Ag 3~'\%, Fe! 39%; Additional Skills: Academic 
Knowledge (History), He<ll + 10°/'0; Additional Talents: Ughrning 
Reflexes, Suave 

Sigmar 

Modine<! Profile: WS 39%, 5 .38%; Additional Skills: Academi~ 

Knowledge (Hiswryl.. Common Knowledge (Dwarfs); Additional 
Talents: Very Strong, Warrior Born 

Thai & Rhya 

Modified Pro6le: WS 39%, S 38%; Additional Skills: Academic 
Knowledge (Astronomy), Outdoor Survival; Additional Talents: 
Lighring Reflexes, \X1arrior Born 

Ulric 
Modified Profile: WS 39%, S 38%); Additional Talents: Strike 
Mighty Blow, Very Strung, \'{Tarrior Born 

Verena 

Modified Profile: Ag 33%, tel 39%; Skills: Academic Knowledge 
(History), Perception + 10%; Talents: Ughming ReAexes, Suave 

PRIEsT (EX-INITIATE) 

A w S8 TB M Mag IP FP 
17 3 4 4 o o 

Skills: Academic Knowledge (111wJogy) + 10%, Channelling, 
Charm, Common Knowledge (Dwarfs, rhe Empire + J 0%), 
Gossip + I0%. Heal -I- 10%. Magical Sense, Perception, Read! 
Wrire -i-1 0°/0, Speak Arcane Languagt: (Magick), Speak Language. 
(Classical +10%, Reikspiel +20%) 

Talents: Public Speaking. Resistance to Poison, Sturdy 
Armour: None 
Weapons: Hand Weapon (Mace. Sword, or Axe) 
Trappings: Prayer Book, Religious Symbol (as appropriate ro 

deity), Robes, Wriring Kir 

Manann 

Modified Profile: S 43%, Ag 38%. 5B 4; Additional Skills: Ac..1.demic 
Knowledge (Astronomy) +10%, Row, ail, Swim +10%, lrade 
(Sbipwrighr); AdditionaJ TaJents: Lightning Reflexts, Very Strong 

Man 
Modified ProfiJe: WS 49%, Ag 38%: Additional Skills: Academic 
Knowledge (Hisrory, NecromalYY +10%), intimidate, Ride, Tradr.: 
(Embalmer); Additional Talents: Lightning Reflexes, Menacing. 

Myrmidia 

Modified Profile: WS 49%, S 43%,584; AdditionaJ Skills: 
Academic Knowledge (Hi tOI),. Srr,mgyiTa tics), Command. Rick 
Additional TaJents: Specialisl \'(.reapoll Group (Fhlil, "rhrowing. 
Two-handed). Su:ike to Injure, Very [rong. Warrior Bc)rn 

Ranald 

Modified Profile: Ag _38%, Fel 54%; Additional Skills: Academic 
Knowledge (Astronomy, Law). Concealment, SileTH Move. Sleigh! of 
Hand, Swim; Additional Talents: Lightning Reflexe5, Luck, Suave 

Shallya 

Modified Profile: Ag 380/0,Fel 54<),'0; Additional Skills: Ac.1demic 
Knowledge (Hiswry) + 10%, Heal +10%. Trade (Apothecarr), 
Trade (Herbalisr); Additional Talents: Lighming Reflexes. 
Resistance to Disea"c, Ride. SU~l.\'e 

S~mar 

Modified Profile: WS 49%, S 43%, SB 4; Additional Skills: 
Academic Knowledge (Astronomy) +I00/". Command. Common 
Knowledge (Dwarfs), Ride, Speak language (Khaza!id): Additional 
Talents: Specialist Weapon Group (Two-handed), VerI" Strong. 
\Varrior Born 

Taal & Rhya 

Modified Pro6le: \XiS 49°;(" S 43()/o, 5B 4; Additional Skills: 
Academic Knowledge (AmonomyJ 10%, Charm Animal. 

avig;lIion. Outdoor SurvivaJ. \'I'im: Addit.ional Talents: Llghting 
ReHexes, Orientation, Warrior Born 

Ulric
 

Modified Profile: WS 49°/Q. S 43%, 584; Additional Skills:
 

Warrior Born 

Verena 

Academic Knowledge (Cenealogy/Heraldry, History). [ntjmidate. 
Ride; Additional Talents: Frenzy, peciali I Weapon Group (Two­
handed), Strike Mighry Blow. Very Strong, Warrior Born 

Modified Profile: Ag .38%. Fei 54%; Skills: Academic Knowledge 
(History +10%, Law + 10%), Hypnotism, Perceprion + 10%, Ride, 
Secret L1nguage (Guilder); Talents: Lightning Reflexes, Sua.ve 

ANOINTED PRIEsT 
(EX'"PRIEsT, EX..!NITIAn) 

Skills: Academic Knowledge (Theology) +20%. Cbannelling +10%, 
Charm +10%, Common Knowledge (Dwarfs, rhe Empire +10%). 
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Gossip 10%, Heal +10%, t-.1agical Sense + 10%, Perceptiun, 
Read!Wrire + \ 0%, Speak Arcane Language (MagickJ + \ 0%, Speak 
Language (Breton, Classical +20%, Reikspiel +20%) 

Talents: Lesser MagiC (any two), Public Speaking, Resistanc(; to 

Poison, . rurdy 

Armour: None 
Weapons: Hand Weapon (Mace, Sword. or A.:<.e) 
Trappings: Prayer "Book, Religious Symbul (as appropriate to 

deiry), Robes, \'?riting Kit 

Manann 

Modified Profile: S 48%, Ag 43%, 5B 4; Additional Skills: 
Academic Knowledge (Astronomy +20%, Science), C0Il1/l10n 
Knowledge (rhe Empire +20%, Norsca), Row, Sail, Swim +20'Yo, 

Trade (Shipwright); Additional Talents: Aethyric AttUnemem, 
Divine Lore (r\lanann), Fast Hands, Lighrning Reflexes, Seasoned 

Traveller, Very Strong 

Man 
Modified Profile: \X" 54%, Ag 43%: Additional Skills: Academic 
Knowledge (History +10%, Necromancy +20%), Common 
Knowledge (Border Princes, rhe Empire +20%), Indmidat(;, 
Ride ... 1()(l'll, Trade (Embalmer); Additional Talents: Divine Lore 
(Morr), Fast Hands, Lightning Reflexes, Medirarion, Menacing, 
Seasoned Traveller. Suike iv1.ighty Blow, Warrior Born 

Myrmidia 

Modified Profile: \X'S 54%, S 48<71;, 554; Additional SkiJls: 
Academic Knowledge (Histoty +] 0%, Strategy/Tacrics +10%), 
Command, Common Knowledge (Bsralia, Tilea). Ride. Swim; 
Additional Talents: Aethyric Atwnemenr, Armoured Casting, 
Divine Lore (Myrmidia), Specialisr Weapon Group (Flail. 
Throwing, Two-handed), Srrike Mighty Blow, Srrike ro Injure, Ver)' 

Strong, Warrior Born 

Ranald 

Modi1ied Profile: Ag 43%, I"el 59?'o: Additional Skills: Academic 
Knowledge (Astronomy, Hisrory, Law + 10%), Common 
Knowledge (the Empire +20%, Wasreland), Concealmenr, Ride, 

Silenr Move, Sleight of Rand, Swim' Additional Talents: Aethyric 
Allunemenr. Fast Hands, Divine lore (R~nald). Ughtning 
Reflexes, Luck, Seasoned Traveller, uave 

Shallya 

Modified Profile: Ag 43%, Fel 59%: Additional Skills: Academic 
Knowledge (History) +20%, Academic Knowledge (Philosophy), 
Common Knowledge (Bretonnia, the Empire +20%), Heal + 10%, 

Ride, Trade (Apothecary), Trade (Herbalist); Additional Talents: 
Aerhyric Atrunement, ~ast I-hnds, Divine Lore (Shallya), Lightning 
Reflexe;;, Resistance to Disea-se, Ride. Seasoned Traveller. Suave 

Sigmar 

Modified Profile: \);?S 54%, S 48%, SB 4; Additional Skills: 
Academic Knowledge (Am-onomy +20%, 'trategy!Tacticsl, 
Command, Common Knowledge (Dwarfs +20%, the Empire 

~pter VllI: The Life of aPries~ 

+20%), Ride + I 0%, Speak Language (Khazalid); Additional 
Talents: Aethyric Atrunemenr. Armoured Casting, Dh,jne Lore 
(Sigmar), Specialist Weapon Group (1\vo-handed), Strike tvIighty 
Blow, Very Strong, Warrior Born 

TaaJ &. Rhya 

Modified Profile: WS 54O,{l, Ag 43%; Additional Skills: Academic 
Knowledge (Astronomy +20%, the mpire), Charm Animal. 
Common Knowledge (Halflings, Kislev). Navigation, Outdoor 
Survival. Ride, Swim: Additional Talents: Divine Lore (Taa1l, 
fast Hands, Lighting Reflexes, !\I1editatiolJ, Orientation, Seasoned 
Traveller, \Varrior Born 

Ulric 

Modified Profile: WS 541l.k), .s 48%, SB 4; Additional Skills: 
Academic KJlowledge (Genealogy/Herald.ry, History .\ 0%, Strategy! 
Tactb), Common Knowledge (Kislev, Norsca). Intimidare, Ride, 
• wim; Additional Talents: Aerhyric ArtulJement, Armoured Casting, 
Divine Lore (Ulric), Frenzy, Seasoned Traveller, SpecialiSt Weapon 
Group ("hvo-handed), Strike JvLght)' Blow, Very Strong, Warrior Born 

Verena 

Modified Profile: Ag 43%, Fe! 59%; Skills: Academic Knowledge 
(HiStory + 10%, Law +200/0, Philosophy), Common Knowledge 
(the Empire +20% Tilea), Hypnodsm, Perception +10%, Ride, 

SeCtet Language (Guilder) Swim; Talents: Divine Lore (Verena), 

Suave 
Fast Hands, Lightlllng Reflexes, Meditation, Seasoned Traveller, 
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Chapter IX: Holy Warriors 

mdlGtm~(!jj~ 

_~~~@J'WDam~ 

Tn a world of war and violence. it shouJd come as no surprise that Most of th imperial cults have (either openl)' or secretly) one 
.lone of the most common c).:pre sions of religion in the Old World or more mjlilanr branches. These warrior orders are dedicated ro 

is rhat of the templar. the holy wa rior. the crusader who fights the p rotcctiQn 0 f (he cult and its assets. Of those 0 rders. nearly 

on behalf tlfbis God. his cult. and his values. uch individuals are all have associated order" of knighrs and warrior priests. These 
sraunch opponents, fearing not their foes; these warriors believe rhat are the sword and shield of the cuk,. striving ,0 protect them 
their caU5e is jus£. and so long as they live by the ideals of their fairh, 
rhey will enjoy the f.·wour of their patron God, even beyond that life. remporal) by miu,ary might. 

-C1usADBs­
Perhaps rhe purest expression of a cult's military presence is (he of Esralians were enslaved and 

crusade. lllroughout the annals of the Empire's history are lllfamOllS slave markets ofLashiek. 
blood-drenched pages describing rhe horrific wars fought 011 behalf 
of' one cult or another. /\t the forefront of these accounts, none so 
accurately define the drive that impels cult to bold acts of violence 
than the Cru.lade.s against Araby. 

THE CRUSADES 
AGAINST ARABY 

Even [Wenty centuries after it began, the Crusade again.st Araby 
remain one of the defining events of the Old World, cominuing 
to this day to have all impact all the nations that took part. The 

I'llsades against Araby were one of the largest military expeditions 
ever mounted, and probably tbe largest such war fought against a 
foe orher than the hordes of Chaos. 

The Crusades began in 1448 when the tyrannical ruler ofArab" 
Sultan Jaffar, ailed across the Grear Ocean with a huge army to 

invade [stalia. 111e Estalians are a hardy and fierce folk, but despite 

putting up a hardy defence, were soon overrun. Countless numbers 
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from [heir enemie$ and to advance their cause (borh religiOUS and 

Worried abour where the Sultan might turn hi attention next, 
King Louis the Righteoll., of Brctonnia raised a great army, and sent 
emissaries to Emperor Frederik III and hi Elector COUntS to urge 
them to do likewise. A council was called in Alrdorf. and although 

Illany of the provinces were embroiled in civil war at the lime, 
hostilities were temporarily halted, and each coune offered a small 
number of their own men to the cause. l\long wirh rhe Knights 
of Bretonnia and their feudal armies, the armies of me Elecror 
CountS, and a considerable for e raised by the kllighdy orders of 
the Old World, a great army was mustered at Brionne. 

Yet, what happened next was something cbat was rarciy seen in 
rhe Old World, Illstead of preparing to defend the borders and 
passes of Bretonnia and the Empire against the ~ultan's armies, the 
grand army marched SQuth into E"taEa to liberate its neighbour. 
ll1e Sultan may have been greedy and cruel. bur he was no fool. 
and realised he could nor stand against the combined armies of 
Breronnia and the Empire. He Red back ro Araby. 

Only a rebdlious heikh named Emir Wazar, often called "Emir the 
Cruel," wa.~ stubborn enough to I'e main behind and face tbe armies of 

ent back across lbe seas to the 
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(he north. He is generally thought ofas having been excessively greedy, 
cruel. and more than J bit foolish. He consolidated his position in the 
dr)' of Magritta, forcing his. lav' into backbreaking work to fortifY 
the city against the advancing army. A small COntingent OfkllightS laid 
siege to Magritta, a siege that wouJd eventually last eight years before 

tbe Knights of the BI:1zlng Sun and thei I' aJlies managed to break into 

the dty and rOlJ( the armies of the sheikh. 

Elsewhere, dle temaining armies marched across Estalia, 
discovering only min and destruction Jefl in the wake of rhe 
Sultan's recreating armies. Endr villages and towns were pm to the 
torch by the vengeful Arabyans. their occupant eidler enslaved 

or murdered. The knights, upon seeing the fate that befell Esralia, 
vowed to rake their crusade to the homeland of tht· Ambyans 
themselves, to liberate the slave.. till living and aVCJlge the deaths of 
those murdered by the occupiers. 

1he Crusade stalled in the ports of Estalia as gre'lt Ae tS wert" 
musrered, ships sailing hom all the ports of Escalia and Tilea and 
beyond to carry the Crusaders across rhe Great Ocean to Araby. By 
the time the Reet eventually set sail. the ~rmies ofJaftiu had arrived 

back in i\raby and had begun to make preparations for rhe oncoming 
inva.siOIl, conscripting slaves ,md torrif)?ing towns and cities. 

"nle Crusaders landed at the porr of Copher, famous for its spice 
trade. Although they had constructed defences, the denizens of 
clle dry were unprepared for the rage rheir Sultan bad unwittingly 

unleashed, and the knights swept the pon's defenders aside and 
pUt all who opposed them to the sword. Much of r]le anger and 

hatred of the crusader. was veuted on th haple,. population, and 
the porr's dl walls and graceful pires were puHc,d to the ground. 
Of course, this was exactly as JaIfar had i/l[ended, and he withdrew 
ro his citadel in the dry of EJ-HaiU along \vith most of his armies. 
He hoped by the rillle the crusade had sacked Copher and cndured 

months of fighting and marching ill the sweltcring Alabvan hear. 
that lheir taste Eor vengeal,ce would be 10 L 

It is true that the kJliglm were unprepared for the re3Jiries of a 
desert campaign. or warfare in a hot climate, and the march from 
Copher to EI..Haikk was long and arduous, and saw coundes 
casua.lties en route, But JafElr had not accounted tor the honour 
at stake for the kn ight . at for the vows the crusader had vow 

in Estalia. If anything. the trials throughout the year en route to 
El-Haikk affirmed the righteousness of the expedition in tbe minds 
of the crusaders, and when finally they met the Sultan in batrle they 
were more determined than ever before. 

Sultan ]affar was a tyrannical despot. almost as hated by his own 
people as by those of the Old World, and during the crusade 
against Araby many of his subjects took the opportunity to rise 

up against the sulran. For the most part, these uprisings had little 
impact on rhe crusade, but as the crusaders descended upon the 
ciry of EI-Halli,k, many hundreds of tribesmen onscripted into dle 
Sultan's army decided to revoIr. plunging the ciry into disarray and 
throwing Jaffar's carefully planned defences into chaos. 

The sultan was forced to abandon his plans to hold liml 'lgainst 
the attacking knights and waiting Out their siege. instead ma.rching 
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out to met·t them in open battle, confident that the desert sun 

and (he fear he inspired in his men would ensure victor.\'. But 
the invaders had by (hat time learned ro use magic and common 

sense alike to ward off the sun. keeping their heavier metal armour 

cool and shaded until tbe JUSt before a battle. 1hollgh the amJies' 

number. were even the crusader.\ boa ted several thousand knightS 

in plate. astride powerful hot es similarly dad; they were as a 

wave of unstoppable metal. thousands of tons of it crushing the 

IightlY-'lrrhouted pikebearers and 'iWordsmen of the sulran. -That 

charge, whic.h bas been immortalised in many a legend and ballad, 

scattered and crushed the slutan's army utterly. staining the sron)' 

ground a blood-red shade that remains to this day. ]affar himself 

was 'lain, Ilis back pierced by a Breronnian laDce as he fled the 

field. 

Widl the sulrall dead. the crusade ended. 111e Bretonnian knights 

who made up over half of the army declared that their honom 

hMl been satisfied. returned to Copher, and sailed for home. The 
Imperial knights had a very differenr vitw. having included in 

theit vows ar Estalia the promi e of a more completc victory. At 
this point the main crusade began ro split up ll1l0 many smaller 

crusades, as the various contingents ofknight. began to hunt down 

the remnants of JafElr's army and free every single .slave taken in the 

Old Wodel. 

'TIle crusades lasted neady 100 years as the annies of rhe Empire 

qlJested across the deseers and mountains of Araby in pursuit of 

vengeance. Although the mo.,t bmo!Ui bartles. tbe siege and sack of 

Copher and the Ihttle. of EI-Haikk. occurred during rhe first rwo 

year' of the crusades. it is during the follOWing ccnwr}' ofwarfare 

thar most of the knightly orders of the Empire gained their wealrh, 

prestige. and renown. 

One such contingent pur.IUed thte remnan of the sultan's army 

into rhe mounrainou region ttl the sOllrh of EI-Haikk, around 

rhe mounrain- it)' of!\1Jrtekk. He.re they braved gigantic vultures 

that could carry off a fully atmoured man and horse. and ferociou, 

cars thar attacked any knight that srra 'ed away from the main 

am1Y. This conringent hunted every sur"iving soldier from ]affar's 

armies, slaying each and every oDe of them. ofFering 00 mercy to 

those AJabyalls rhey viewed a~ cold-blooded. sadjstic killers. To this 

day the people of tho e mountainous regioos whisper tales of the 

silver-skiJ1ned warriors who adorned rhem. el es with the skins or 
great cats. agents of vengeance and justice. Upon remmlng home. 

these Knights Panther became a brotherhood, an order laden with 

honour and wealth, and the Emperor himself granted rbern the 

freedom of the Empire, 

RELIGIOUS WARS 
\\7hilst the crusades against i\raby led to the formation of many 

knighdy orders and militant branches of rhe conremporary cults. 

it is important to note lhat those wars were driven more om of 

a political need than a religious one. The battles fought were not 

done so our of religious disagreem.enr. but rather as a response to 

an unprovoked arrack, 1he unexpecre.d ~ICt of violence allowed tbe 

various provinces. and more importantly the clllrS th:;lt bridged 

them. to 'et aside their differences and .ioin against a common 

cause. It is by this example rhar the cults of the Old \Xiorld still 

form up thelr armie and mount wars againsr rhe enemies of their 

aith and beliefs. capitaJising on the prestige and honour of the paST 

to achieve. "orne lesser goal of the pre ent. 

Most conremporary crusade. are foughT purely over disagreements 

of faith rather Ulan for political rea ·ons. Some crusades are f()llght 

in the open, such as those undertaken by followers M. rmidia 

and Ulric againsr Qther faiths. Others <He fought i Hernally. bred 

from a dangerous schism rhat explodes inro rerrifying violence. 

a is often seen :1mong Sigmarires. orne of rhe worst crusad~~ 

are fought between followers of (he same God who are divided 

by t:thnicity and culture, which is the presem concern widl 

,he problem between Estalia and Tilea. Finally, a few crusades 

are fought against elJem ies of the faith, spec.ifically against the 

PEAsANT CRUSADES 
'nle concept of a crusade was intended to appeal !O warrior... providing a reason tor knigh.c and templars to march to war. yet during 

the crusades againsr Araby, as well as most crusades since. many peasants and common folk marched along with the knights. sometimes 

with tragic consequences. The benefit~ to be gained from a crusade. bOth material and spiritual, prove very tempting. and many folk with 

00 bu ines - on the battlefield rake yaws alongSide the warriors. \<i?hilst tbe idea of peasants marching on crusade is commendahle. the 

_rrain rhey place on already rhinly-stretched supplies. not to mentiOn tbe lack of training and v1.11nerabilit, of these irregulars. calise great 

forest and eaten by Beastmen or slain by bandits in the process. 

headaches to the leader~ of a crusade. \X'hilst cult leaders do lheir besr to discourage these kinds of camp followers fJom marching on 

crusade. ultimately there is little thar can be dope to Stop them. 

Thete have been some well-doclllJlenred rragedies involving these types of WmUlOtl folk on crusade. The \\li\'es' Crusade was a pilgrimage 

made by the wives of many of the crusaders in an attempt to lend their support to tbeir men as camp followers. Making their own way to 

Araby, largel· unarmed and unprotected, tbe women were easy pickings for the lavers and soldiers who found them first UptHl arrival on 

the shores of Araby. and many were enslaved, mLtrdered, or worse. 

111e Crusade of 'lercy was a crusade .lauoched by followers of ShaUya 'llongside a far more nUJitJ,IH expedition launched by the temple of 

Sigmar asrainst a bandit-kingdom forming ill the depths or the Drakwald by Mutants, plague.victims and other followers of Chaos. 111C 
ShaUyans so light to placate the Sigmarites and prevent them from slayi.ng IJln,ocenr,. They were ultimately unsuccessful. gelting losr in the 
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Greenski n . f()\Iowers of Chaos. and other foul creatures uf 
darkness. 

STARTING A RELIGIOUS WAR 

CRUSADER (ADVANCED) 
It i perhaps the greatest deed a -r:eInpJar can pecform to go (() 

Before a religiom \var c<uupark. it requires a trigger. 'I11is can be 

a' innocuous as a disagreement over a piece of religiolls writings 
or a deadly as Greenskins preying on the villages ,rnd hamlets 
that make up the congregation of a particular temple. Somedrnes 
the nigger lUay be the result of old grudges, bigotry, or even JUSt 
good old intolerance. In rare cases, religious wars are cau ed by an 
ambitious pric.,t who seeks ro advance his own standing within his 
cult through military success. 

Once there is sufficiellt cause, either a temple or the cult as a whole 
Set about to gatber the resources to figbt the conflict. ult priests 
may r'Ulge througbout rheir area of inRuence, preach ing the evils 
of rhe enemy and raUying suppOrt from the peasants. During this 
ti me they also extract Iinan ial and military suppo rr from rhe 
nobility and other influential figure., whilSt working to drum 
up mpporr from orher temple in the same cult. As tbe gold and 

oldi rs pour in, the cult makes ready to moutH the: oftensive. 

Of Fanatics and Wars 

Shou.ld a crusade be organised by reasonable men against rea.sonable 
foes, military engagements may be avoided altogether. Sometimes 
a show of t\.>rce and f~li(h i. enough to bring rhe other side to the 
bargaining table to resolve ditterences without the shedding of blood. 

Such effort.1 are for naught wbm fanati s are involved, howevet. 1h<: 

unreasonable: 7:ealots and tJagellant.1 have little concern for what is 
berter for the cult or the nation: rather, the lUSt for blood :lIld a need 
to prove their righreomness guides them. Once a mob of fanatics 
march to war, there's litde to SlOp them, and they push on wllil rhey 
are destroyed by cbeLr opponents. 01' unrillhey have sared rhemselves 

on famine, disease. and death, slinking back to [heir rude hovd .. 
until rhe next agitator comes to town. 

RELIGIOUS WARS AND THE CULTS 

LIt'icm, Myrmidian and $igmarite crusades are far more common 
than those of orher faiths. but this has more to do wirh rheir 
inherent martial nature [han their being any more pa.ssionate in 
the defence of their beliefs and followers. Shallyan crusades rake 

a different form, for obvious reaSO.nS, and crusades by followers 
of Ranald, 'nIal and Rhya are simiJ'lrly unheard of at lea t in any 
recognisable sen e 

l1H~ cults of Sigmar and Clric actively encourage cfllsades, rousing 
their followers 10 rake up arms and join batfle against thcirenemi<:s. 

111ese are usually fairly haphazal'd affairs, orchestrated by individual 
temples or sectS, or even by lone rabble-rousers and demagogu.es. 

Well organ.ised cult-wide, crusad~ are much less common. They 
require the sanction of the highest authorities within rhe cult, along 
with the funding and manpower to ensure their success. 'lbe e true 
crusades of Sigmar or ULric (and there has been at least one crusade 
()11 the p<H1 of each cult against the orher since the Empire's 
founding) is inevirably waged on a national scale, drawing in the 
army of an Elector Count, nd a host of lesser nobles, as well as the 

forces of various knightly orders. 

war in rhe name of the Gods. In ages past. pecially during 
the crusades against Araby, it IV. s wtusual for a knight to 

not go on crusade with his order. But in more recent times 
crusades ar' far less common, especially on such a scale. 

Crusaders ,He those knights who arc Veterans of crusades. who 
have earned great glory for their order and. :lith through their 
deeds in foreign lands against the enemies of the cult. They are 
world-wise men, skilled at fighting in all manner of conditions 
and against all manner of enemies, and many knights who 

return from crusade find their deeds forever etched in [he 

legends 0 their order. 

Nor all crusaders hail from the nobiJityor from a knightly 
order, although it is certainly {Tue {hat most do. orne are 

pious men who are mere soldiers, fighting alongside the armies 
of templars ~md knights, ;Uld their deeds arc flO les rloble 

despire their lesser s[;ltus. 

Skills: Academic Knowledge (History), Academic Knowledge 
(Strategyrractics), Common Knowledge (any three), 
Navigation, Outdoor Survival, Perception, Ride, 
Secret Language (Battle Tongue), Speak Language 
(Arabyan, Breton, Estalian, or Tilean). 

Talents: Orientation or Linguistics, Seasoned Traveller, 
Specialist Weapon Group (Parrying), Stout-hearted, 
Strike to In;ure, Strike to Stun 

Trappings: Heavy Armour (Best Craftsmanship Full Plate 
Armour), Maps (depicting the rOUte of either a 
pilgrimage or crusade), Religious Symbol 

Career Enrries: Knight, Noble Lord, Sergeant, Veteran 

Career Exits: Captain,]udicial Champion, Explorer, Initiate, 
Knight of the Inner Circle, Noble Lord, Veteran 

\X!hen the cult of Myrmidia launcJles lUilitary operations agai nst 
irs enemies, its forces tr:we1 with all the religiolis rrappings of a 
crusade, but they do not imernally consider themselves to be (,ll1 

such a mission. CalJing a l\-lyrmidian assault a "cru. ade" because ir 
happens to be religious is like ca.lling a Dwarf "violent" because he 

happens to relish killing Green.skins. 1here is simply 110 orher way 

.:-.----­

for a Myrmidian assault to be. 
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faced with da.ngerous heretics, or worse, ollowers of Cham or 
another forbidden God. 'lhe hesilanr crusader often has an easier 
dmt: slaying an enemy that his culr has told him is a serVaJ1l of the 
Ruinous Power , or who is accused of twisting the nalUre of rhe 
Gods to uit some sinister purpose. 

Crusaders, and many priests alld templars, view the act of going 
on crusade as merely anOther form of pilgrimage. The rraditional 
view of a pilgrimage may seem [Q be .J[ odds with the idea of a holy 

A Ithough priest of :nost fajt.l1.S are trained in the an of combat so 
i':\a.s co be able to defend tbclJ temples In tlmes of lleed, no cult 
wa.nts to rely soJdy 011 it$ clergy for protection. 'TIlis duty falls (0 tbe 
te.mplars. holy and devour knights dedicared m the protection of their 
cult, its temples, and its followers tlJrougllOUt the Empire. Ther are 
many such orders throughout the Empire, and every cult (except that 
of hallya and Ranald) has a number of well-lmown reruplar orders 
in its SCr\Tice. 111e most famous knightly orders do not just fight for 
rheir cult, bur for the Empire as 3 whole, and many have earned much 
honour and presrige on the battlefields of the Old World. 

KNIGHTS OF THE WHITE WOU 
Patron Deity: Ulric 
Primary Chapterhowe: High Temple ofUll'ic in Middenheim 

war: pilgrims are often commanded to rravel withom wcapons 
or supplies, the better ro prove their faith tllat their God will 
protect chern. Crusader- see cheir actions as an opposite way to 

reach the s~lme goal, lnstead of asking their God~ to protect and 
fight for them, they ride out in efil.)rt to protect and fight for their 
Cod ... perhaps the God himself is not in danger, but his beliefs or 
his follower~ may be. Knights may lavish their entire household's 
wealth on supporting a crusade, consideriJ1g it "an equal act to a 
lifetime of virrue. l-.1ost cult would disagree on thi~, but few would 
nm1 away a wealrhy noble and his fund. ro make the poine. 

Grandmaster: Rein Volkhard 
Colollrs: Red and silver, with wolf skins 

111e Knights of the \Vhirc Wolf. or \Vhite Wolves as they are more 
commonly known, are the most famous of all the templal' orders, 
readily identified by their distinctive wolf pelts and their savage 
righting. The Knights of (he White Wolf are the oldest 3nd the 
largesl templar order in the Old World their founding dating back 
to the time ofAI-Ulric Wulcan, over 2,000 ago, 1he Knights' wolf· 
_kin cloaks, coupled with their long, aflen wild hair and beards, 
gives rhC:'J"D 3 ,omewhat barb3ric appeiU"ance. but in truth they are a 
highly disciplined and manial order whose presence at mo, t of che 
sign ificanr hallies in the Old \X70rJd is a [estimon)' to their prowess, 

THE ORDER 

Almost every temple oflJric. from the smalleSt of shrines ro the 
high temple in Middenheim, has 3t least one or cwo \Xlhite Wolves 
stationed in it. Independent chapte.rhouse of \X7hite \X/olves do exist, 
but these are rare. l1lt:.se larger chaptethollses howie several units of 
White Wolves, me duties of which e.:((end beyond merely guarding 
Ulrican interests. The te.mplars tbere often venture Ollt on military 
mission. 10 rake the fight to their enemies (raiding encampments of 
Orcs or laying siege to a necroma.ncer's c<'St!e, for example), 

KNIGHTS 
Knights of the \Vhite Wolfare distinctive, barh on and off' the 
barr/elleld. When on dUly or in bartle, White Wolve dress in heav,' 
suits of plate mail. lacquered black or created with dark oils. Every 
Knight wear a disrinctive wolf pelt over hi shoulders, and it is a 
rite of passage that every White Wolf must hum. kilL and skin a 
wolf'with his bare hands in order to become J full-f:ledgt:d member 
of the order. 

Whit Wolves fight from rhe back of red-barded warhol'S Wielding 
cavalry hammers instead of lances when they charge. \Xlhen nor 
Illoullted, they often replace these with huge ,varhammers that the,' 
swing about themselves in deadly 3res. 

White Wolves are tasked with guarding the temples and priest.,; of 
Ulric throughoUt rhe Empire and beyond. Units of~'hite Wolve 
may be dispatched on quests or missions, or {bey may be sem to 

bartle, marching as part of the army of Middenland to war, or 
accompanying a larger tempJar army on a crusade, 
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onwards [Owal'ds the Land of tbe Dead, Khemri. here the}'Keiner Reizfeld 

Keiner Reizfeld is the youngest captain in th~ Knights of the Whit 
Wolf at just 24 year of age. a distinction thac has earned him both 
the admirarion and jealousy of his subordinates and rivals. Keiner is 
the captain of Red Company, one of the prestigiou companies of 
Iud Thts based ac the High Temple of Ulric in Ivjiddenheim. Keinet 
is viewed as little more than a barbarian by hL fellow captains. 
and is prone to losing himself to bloodlust in the heat of bactle. 
However, they cannot dispute that he commands toralloyalt)· 
amongsc his men, driving them ever onwards to grearer and greater 
deeds, and it is said that had it not been for Keiner's bravery, the list 
of White Wolves lost during the Siege ofMiddenheim would have 
been even longer. 

THE BLACK GUARD 
Patron Deity: Mon 
Primary Chapterhouse: LlICciJli, THea 
Grandmaster: Lavarro San Andera 
Colours: Black 

111e Black Guard of ~·Iorr inspires feelings of fear and dread in 
barh friends and foes alike. The combination of their aU-enclosing 
black, obsidian plate armour and their vow of silence makes their 
presenc.e unsettling, and many whisper chat they are really Undead 
spirits bound inro the service of the Culc of Morr by its priests. 
The truth. of course, is far more mundane: -Ole Black Guard are 
morral Knights who are devoted CO the God of rIle dead and whose 
purpose is ro guard the gravevards. mausoleums, .llld ocher shes 
sacred to N(orr. In orne insrances, they ,tre called upon [0 hul1t 
down Undead and the Necromancers who would bring dlem inra 
the world. 

THE ORnER 
111e Black Guard rarely march co war, spurning conquests and 
threats in favour of scanding watch againsl enemie from the realms 
of the dead, Not surprisingly, Inost forces marching againsc the 
dark counts of Sylvania find members of the Black Guard among 
rllem. otably, however, the Black Guard cook part in the cm ades 
againSt Araby. 1heir presence wa to prove invaluable during 
the siege ofEI Haikk, when their silem and stalwart demeanour 
Terrified many of the defenders, who believed tbey were Ihe angr)' 
spirits of their ancestor returning to kill them. 

111e true reasons behind The Black Guard's involvement in the 
crusade became clear after the Sultan was slain and his armies 
scattered. Rather than return hOlTIe, the Black Guard marched 

sought TO do battle with the Undead armies of the Tomb King.s. 
and entered a prOlracted war with them, allying Themselves with 
some of tbe nacive people who lived in their cold shadow. Many 
()f the Black Guard perished 011 lhe crusade in Khemri, named the 
Black Crusade in their honour. bUT those who returned brought 
with them fabulous treasures and datk [Ornes, now interned within 
sealed vault beneath ili(~ Temple of Morrin Luccin i, opened only 
in times of great need, 

KNIGHTS 
TIle Black Guard are instandy recognisable, for they wear heavy 
suits of black obsidian plate mail. ornately carved with raven 
imagery and padded to allow the knight to move with eerie silence. 
The armour totally hides any ign of the living knight encased 
wilhin; rhis is partly theaTrical, the better to maintain che knights' 
otherworldly aura of Fear. but is also pracdcal. as even the mosl 
minor of lOuches can allow some creatllfeS of the night lO drain 
their preys' souls From their bodjes. Finally, w'hen fighting foes who 
have a knack of returning from the grave, and who usC Dark i\1agic 
to unleash nightmares and other foul spells long after the fieJd of 
battle has been quit. it an be sen ible to hide yow' idemiry. 

Members of the Black Guard ta.ke vow of silence when initiated 
into the order. and are not permitted 10 speak or to llCCer a 
sound when on dury. -Thi further adds to the air of menace thm 
sLlrrolUld them. 11110 Black Guard are pemlilled to speak at specific 
times, such a co callout warnings or orders in battle, although 
tbere are some within dle order who maintain their vow of silence 
at all lime outside of prayer, -The most penitent and fanatical 
members of the order cur our their tongues to enforce the vow. 

'!11e Black ,uard fight from rJJe backs of mighty. black warhorse 
s.imilarly clad in barding made from black lacquer or obsidia.n. 
"When mounted, they fight with huge greatswords and warhamll1ers 
that gline silver as they smite their foes, The Black Guard cannot 
alway fight From horseback, especially when standing guard or 
pursuing their cnemies inca tombs or cryptS, and when on foot 
often lise Wicked-looking halberds. 

'The Black Guard's principal purpose is [0 serve as guardians of the 
lemples and Gardens of Morr. llJcy vigiJancly protect these sacred 
site from defilement by graverobbers and their ilk. patrolling dlC 

ground with weapons at the ready. Many of rhese knights attach 
themselves to .Morrian dignitaries, providing protection and adding 
to the priest" sinister atmosphere, Whilsc the Black Guard rarely 
h,). opporrunity to confronr the more vile opponent, of their faith, 
they welcomc such opportunities, and arc more chan suited co the 
task of destroying Undead. 

BLACK GUARD VS. KNIGHTS RAYEN 
The Knights Raven is a sister-order to the Black Guard. Comprised of talented and fearless warriors. its purpo e is to seck out and deSC1'O~' 

every SkclelOn. Z-ombie, and shade upon the earth, and to exterminace the ecromancers and Vampires who summon them. 1bis is an 
aggressive order, and one not suited to Ihe long quiet periods endured by the Black Guard. For morc intormacion on these characters, be: 
SUIt to check out Nighr:' DI/I·k J,;!astf/J. 
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Melllber.~ of the Bla k Guard are a curious lOt. for it takes a peculiar 
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person to volulHarily spend his time stalking the mist-shrouded 
grounds of the Old World's cemeteries. Most are rormemed souls 
who see themselves a more akin to the dead they guard and the 
Undead they Eight than [Q those who walk, talk, and breathe 

around them in everyday life. 

KNIGHTS OF THE BLAZING SUN 
Patron Deity: Myrmidia 
Primary Chapterhouse: Carroburg, Middenland 
Grandmaster: Siegfried Trappenfdd 
Colours: Black ,wd gold, with a golden sun motif 

Foremost of tbe many knightly otders in tIle service of Myrmidia. 
the Knigbts of the Blazing Sun were nOl always so pious. Once the 
knjglHs were a secular order of the Empire sworn to no one God, 
but during the precur or to the crusade ofAraby the)' unden"'ent 
:l miraculous conversion (hat has passed into legend: SixTy of the 
knights were stationed in Estalia when the sultan's auack washed 

over tbeU1. lhey were cornered by his forces, with no hope of reUef. 
when a . udden eartl, tremor caused a massive statue of Myrmidia 
to rupple Ollto tIleir enemies, allowing them to turn the ride of 
bJttle and escon severaJ hundred Esralians to safery. They cOllvened 
to the viOrs-hip Myrmidia and set out on the cru ade of Araby iJl 
the Ilame of the Gocldes,; of strategy and batde. earning IDuch glory 

r11ere for themselves and their faith. 

THE ORnER 
The Kn ights of the Bla7jng Sun are by no means the largest of rbe 
JI..'1yrmidlan order -rbe older Ord f of the Righteous Spear, along 
with it,s countless sister order. is much nlllch larger-bue it is by 
far the mo t famoll and well-respecred, lIot to mention the richest 

within the Empire. 

The order is based in the middle of the Empire, bm is rapidly 
gaining support and influence in d,e south, and in the e part: i[ 
hold. a gfl,:at deal of political powel. In recent yeats the cult of 
Myrmidia has gained a stronghold among warriors, replacing Ulric 
in the prayers of maDy soldiers... the cult has ascended, so wo has 

the order. 

Foremos[ of the order' duties is me maintenance and guarding 

of the imponanr pilgrimage routes between the Empire and rhe 
holy sires of IVlagriua, These duties have proven to be especially 
lucra.rive, as many upper-cia would-be pilgrim, are willing to pay 
balld~omeh- tor the guaramee that their God will, indeed, keep 
Ull;<m safe ;5 they tra:e.l (albeit using the Myrmidians as \'essds to 

ensure rbar safety). 

KNIGHTS 
Knights of the Blazing SUIl wcar highly ornate plate mail armour, 
decorated with polished black and gold l;<tcbings. 111e order's 
symbol. a golden sun with sixteen rays, is prominently displayed 
eirher Ort the chest or on rhe helmer. Especially ornate arlTlOur may 

have the helmet modelled as a 'rylised SLin with a crown of sL'(tcen 

ptotruding spikes. The knights carry words, Ia.nces and spears illlo 

battk and be'ar highly polished sbields wirh whicb thq are (rained 
to dazzle enemies witb reflected sunlight. 

Knights of the Blaz.i..ng Sun spend a great deal of tillle away from 
their chapterhouses and remples, ofren embarking on crusades 
or qllests for the glory of their order, 111ey [ravel in small groups, 

sometimes a!(me, and lend support to wha(ever mWtary endeavours 

most need their aid, whether it is bolstering beleaguered unit" of 
'oldiers on the barrlefield, taking command of leaderle. s companies 
in the midst of;l campaign, offering milita.ry advice to generals and 
nobles. or training local militia. Each knight must spend tbe first 
several years directly -after his Lni,tiation performing these sons of 
deeds. and only aftet puning hi, skills and training to the test may 

he rerum to t.he chapterhouse as a full brother of rhe order. 

Dieter Manschen 

Dierer Mal1schen is J wandering knight aDd especiaUy pious 
member of the order, e~chewing the comforts of a chaprerhouse in 

favour of a gueStillg life. He spend tbe sLImmer months wandering 
the pilgrimage f(lures, escorting pilgrims over the rreacherous 

moumain PQsse , and in the wimer mOnths he heads north, 
offering his sword to noble cause,. Dietel' has become something of 
a lod legend, a lone figure clad in black and gold, arriving Out of 
nowhere when a community or individual i' in great need, lending 
bis sword arm [() help. After the danger is averred, he depacs as 
quietlya. he arrived. 

KNIGHTS OF THE 

EVERLASTING LIGHT 
Patron Deity: Verena 
Primary Chapterhouse: Altdorf 
Grandmaster: igislllund Drak 

Colours: Dark blue and gold 

KJ10wn rhroughout tbe Old World, the Knight. of the Everlasting 
Liglll are a doomed order, an institurion rhat shoulders rbe heavy 
burde.n ofan ancient curse. Many view these warrior' with a 
mixture of sympathy and derision, for they cannot understand why 
any would volU1ltatill' accept the curse by joining dlC ranks of this 
ancient order. Dcpite weir blight. the Knights of the Everlasting 
Light are noble and true in rheir service to their Goddess. and 

amongst tbe countless tales of their curse rhere are a similar number 
revolving Hound [heir beroi5m and bravery. These ate always 
oloured- by gloomv ends and desperate e!fortS to hold back rhe call 

of the curse that affii tS ehem all. It i.< the selr:'~acrj.6ce that makes 
them beloved in the eyes of the common peopk 

THE ORnER 
like many templar orders, rbe Knights of the Everlasting Light 
traCes itS origins to the crusade against Araby, where it gained its 
bme and fortulle from its part in rhe wars. Along with their great 
"vealtb and nororiety, though. came their curse. legend holds that 
when these knights passed tllIOugh a small tOwn filled with women 
and children, they hardened their heans and slew them all. ~rh a 

dying breath. the matriarch of the village cursed these knights for 
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child from the ,lrisrocr:ltic van del' Kratt family from I ordJand, a 

~ 

all timc-consigning them to a life of heroic service. bur one that 
ultimately would doom them to ignoble deaths. 

The curse first became apparem when the order made its way home 
from the crusades, its ships laden down with fabulous treasures. 

Despite the sea being calm. and the order's ships sailing in a fI et 

along with ships from countless other orders. only its ships sunk. 
sending the wealth of the order to the bottom of lhe Black Gulf In 
the cenruries that followed. the order has uffered worse and worse 
turns of bad luck. ranging from strange olHbreaks of illncsses that 
afflict only them, to blights in the food dley purchase. to lamed 
horses and worse. Nearly eve.ry knight has met some ignoble end. 
and the srories are filled with heroic warriors who survive battle bur 

succumb to plague. choke to death on [()od, slip down ;1 flight of 

stairs and break thcir necks. and (nore. In every case. these death 
are always from some mundane source, and rare is the Knight of 
tbe Everlasting Light who finds an honourable end. 

Despite being spurned by fortune. the Knights of the Everlasting 
Lighr are renowned for their bnlVery and courage. and in upholding 

trlll.h, jusrice and Iibeny. The)' often find them.\e!ve.l standing in 

defence of someone or sornedling tbat no one else wiJl defend. 111c.y 
were rhe only warriors to def€W1 [he plague-afflicted village of Hathld 
from an advancing horde. when nobody dse would venrure near. 
And it was ouly knight;.\ of the order who would fight the fearsome 
Shaggoth, Brakorth. high up in the World's Edge ~i[ountains. 

The Knights of the Everlasting light rarely undertake the mundane 

activities that man templars fa e as a daiJy reality. such as guarding 

temples or prieStS. In read the knights of tbe order are constantly 
embarking on crusades or quests. either as a means to flUrher the 
calise of justice. or as a way to expiate themselves of rh curse, if 
such a burden Call ever h lifred. 

KNIGHTS 
Knights of the Everlasting Light ar almost all drawn from the 

ranks of the nobiliry, usually the middle sOns of nobles sent to join 
the order as a compromise between a manial career and a religious 
education. Regardless of the order's infamy and notoriety, there 
is never a shortage: of applicants wanting to join. 1here are hos 
strange folk iJl the world~again, rna dy nobles-who believe it is 
bener to belong to a well-known but cursed order. rhan to belong 

to a mundane blH obscure order. 

111(; kl1ight.\ swear ro uphold the values ofVerella. truth and justice. 
although as a result of their noble status, most of their views are 
skewed somewhat. The commoners they "deliver" unro justice do 
not always agree with their pronouuCemel1!S. 

The Knights of the Everlasting Light wield great words, 
representing rhe sW(Hd of justice, and wear expensive and elaborate 
plate armour. They have a tendency to rhrow rhemselves into banle 
recklessl)" seemingly witbour a care for their own safety or for the 
curse that hangs over their heads. reasoning that if they are doom >d 
aU)'\'lay, there is lirtle left to fear. 

Hilda van der Kratt 

One of tbe few female members of the Knights of the Everlasting 
Light, and indeed of any rempiaI' order. Hilda is the youngest 

family with a CllIse all of their own. The van der Krans we.re cursed 
seveml generarions ago by a witch whom they dwve from their 
lands. the results of which doomed all of tbeir mal~ descendanr 10 

di in bartle. To this end, the van der KrattS hid dleir sons away, 

practically locking them into their dungeon ro ensure ,heir safetJ~ 

while they senr their daughters imo (he world ro seek rheir lortune 
and. hopefully. a cure for the curse. Hilda had the misfortune to 

join the Knights of the Everlasting Light, avoiding one Cutse only 
[0 be affiicted by another. Since joining, she ha. been mistaken 
for a wanted criminal. lost seven horses from misfired arrow, and 
has misplaced fourteen words. Hcedless of her fatc, Hilda tbrows 
herself inro her duries with gteat relish. and it is said that in battle 

she has the bravery of 10 men. She 4uests ceaselessly with her 
lellow knights, panly for justice and valour, but ever with one eye 
searching for a cure to her family's ills. 

LONGSHANKS 
Patron Deity: T,lal and Rhya 

Primary Chapterhouse: Talabheim 
Grandmaster: Ulrika Grunfrau 
Colours: Green and brown 

Of aU the famous orders of [he nine Empire cults. 111<: Longshanks 
are tbe most eli tincrjve. Eschewing the heavy metal armour. 

deCOt'Hed shields. and overbearing weaponry employed by 
the nther ternplars. the Longshanks rely on srealth and skillro 
overcome their foes. lUther thall slowing t11emselve_~ down in mail 
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HERMETIC ORDERS 

Some templar~ behave more akill W monks thall to knights, hid.ing themselves away in the remote corners of the Old World where they 
ce,lScles Iy hone their martial skills and pray to lbeir Gods. Orders of these templars are known as hermetic orders. tor they lead a hermit­
like existence. The secluded and secrerive nature of hermetic orders bIds co suspicion and distrtls{, and rumour abound of corruption and 
hererical pracrises condUCted our of sight in their monastic retreats. 

TABLE 9-1: ORDERS OF TEMPLAR KNIGHTS 

Knights of the Everlasting Light 

ister order of rhe Righreous pear 

Order God Coloan otes 

Black Guard Morr Black Vow of silence 

Knight Griffon Sigmar Green and gold 
RivaJry wim Fie.ry Heart. /(landed by Magnus the 

Pious 

Knights Mariner Manann Blue aJld white Guard High Temple in Marienburg 

igm;l.t llver and rOO 

Myrmidia Black and gold Wield polished mirror shields 

Vi rena Dark blue aod gold Cu~ with bad luck 

Knights of the Fiery Heart Sigmar 
Whire tabards wirh red hean 

de ign 
Personal bodyguard of rhe Grand Theogonisr 

Kni IS of the Hammer igmitr Black and whit haven heads. wield wiuhammcr 

Knights of [he Jade Griffon igmar Green and black 

Kni t of the Merdl TIWl Myrmidia Red and gold Sister order of the 

Knights of the Starry Shield Myrmidia Blue and black 

Knights of th Sl arTwuHa.iled Orb----"-­ Blue, oran e and ydlow Hermetl otder. wield comet Bail 

Knight of the Verdant Spear Myrmidi'l Green and gold 
Protectors ofTalabheim. sist r ord.a of rhe 

Righreous Spear 

Knights of the White Wolf Ulric Ikd and silver Wear wQIf~I ,carry bammers, largest ord~t' 

Longsh:lIlks Taal and Rhya Green and Brown 
Skilled ourdoorsmen and rangers, templars ouly in 

the loosest sense of th word 

Order of the Righteous pear M)'rmldia White and gold 
Largesr of cite M}umidian orders. rasked with 

guardin temples 

Son of Manann Ivlanann Turquoise ;I,nd whire \Xfidespread throughout coastal regions 

pro rectors of rheir affiliared hoi' sires. 

and plate, they don learhers. Rarher than swinging grearswords. 
t.hey use longbows and sharp knives. They are the protector of the 
holy sires and groves sacred to the Gods, and an)' who 'would defile 
them face the staundlest of enemies. 

THE ORDER 

Taal and Rh)·a have bur one formal order of warriors, and 
so it falls to the longshank..l to fulfill all the roles, nd duties 
that (eroplars of Other cuk perform. Since tbeir focus is on 
dIe wilderness, uackjng, and trapping, many disc.ount the 
Longshanks altogether, decrying them as mere rangers rarher 
rhan being a prestigiou, teOlplar organisation. However, the 
Longshanks take their responsibilities seriously, and are rdent 

.All newly accepted Lo.ugsllanks are f()rced CO rake rhe \'\i'andering 
Vo'\\', which prevent tllern from remaining in one place for longer 
than a week. 'TIley wander frorn one .,acred grove or hrine to 

another, assisting In each one's upkeep and protection. Since 
many of their routes overbp. the Longshanks organi e imo small 
bands called packs. The hierarchy a1ld organisation of these pad•.1 

is very AUld, changing all the rime a. rhey lllove abour the land. 

The leadership of the order js simUacly Aexible, changing on 
a regular basis as new needs ari e. Packs combine their talents 
to besr serve rheir Gods. Get\eral1y peacefial, they abandon all 
ereniry when they discover a holy site rhat has been defiled. 

Henceforth, they commit themselves and their lives ro hunting 
down the vermin responsible. 
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KNIGHTS 
The Longsh',nks ,H'e more akin [0 SCOUtS than knights. TIley are 
masters ofthc wilderness, stalking the wild woods and forests like 
vengeful ghosts, hunting down enemie.\ and ne.spassers with no mercy. 

'They dres in comfortable ourdoors clothes, typically in hues 
of green and brown to allow them [Q blend in with thei r 
environment. Longshank' faV(lUr the how, in particular the 
longbow, as. we'lpon, and they are renowned marksmen, ani)' 

surpassed in prowess by the \X!ood Elve'. One of the first acts ,1 

Longshanks tempLu t:J,kes is to fashion his own bow, and he may 
spend weekI acquiring the proper materials and rubbing sacred 
ojls and herbs illlO tbe wood. 

In batde, Longsbanks ('scbew all but tbe lightest of armour" 
preferring to let stcalrh and agility protCCt them from harm. Jf 
they wear armour. they don leathers stained darkly with oils and 
inks, so they may blend in with their surroundings. Many also 
wear green. brown, and red woad on their faces and exposed skin 
ro better hide them from view. 

Ulrika Grunfrau 

The current leader of the wngshanks. llrika Grunfrau lOok 
charge of the order following th' previous leader's dearh hunting a 
Beastlotd through the forest of the nonhern Empire. Ulrika was 
keen to foUow in her predecessor's foomeps, and has Jed many 
raids inro the Darkwald and Forest of Sh,ldows against tribes of 
Beastmen and Mutants. ridding their presence from coundes 
shrines and sacred place" of the Gods. TIlcre are some wirhin the 
cult who rhink that Grunfrau is a little roo eager to take the fight 
to the enemy, unnecessarily riskiJlg d1e lives of the LOllgshanks 
when tbe sacred sites ofTaal a1ld RhYil are rJO longet rhrearened. 
bm many of her fellows ,lgree thai none of rbe cuI! can uul)' be 
safe so long as Beastmen and worse lurk within the forests. 

KNIGHTS GRIFFON 
Patron Deity: SigmaI' 
Primary Chapterhouse: .AJtdorf 
Grandmaster: Tomas Bacham 
Colours: Dark green and gold 
Affiliated Orders: KnightS Panther 

"The Knights Griffon is a relatively young order by comparison 
to many of the othet knightly orders of the Empire. founded by 
tvlagnus che Pious in 1305. The order is responsible for guarding 
the High Temple ofSigmar. as well as keeping senior members of 
the cult safe whenever they travel abroad. 

THE ORDER 

The Knights Griftoo were founded by fagnus the Pious as pan 
of his attempts to rebuild the Empire in the aftermath of rhe 
Great \X;'ar against Chaos. Founded from 100 of the most devour 
Knights Pamher, the Knights Griffon are a templar order devoted 
to Sigmar and the protection of his cult. "The order's primary task 
is to guard the High Temple of Sigmar in the Empire's capital 

city-once 
a tOO did the Knights. 

111(> Order enjoys an easy reladon hip with [he cult of SigmaI'. bur 
less a with rhe Reiksguard, ,vho consider the KnighcI Criffon to 

be i I1truding on rhei [' traditional [crritory of Altdorf and their role 
of guarding dIe Emperor: or the Knigbrs of tbe Fiery Heart, dlC 
personal honour guard of the Grand lheogoni. t. who often \'ie 
with the Griffons for political power v,'irhjlJ the High Temple. 

KNIGHTS 

The Knights Criffon driJi and train within rhe barrack.- adjoining 
the High Temple. Ic is aid that there are none so efficiently 
trained or resolute in rheir duties as a Knight Grillon. TIley are 
exceptionally proud of their heritage and honour, often to the 
point of arrogance. Critics claim this as one of their weaknesses: 
the Knights Griffon ee it as a strengTh. 

Knights Griffons are always arrayed in splendour when parading 
or fighting. wearing ornate plate mail lacquered dark !1Teen and 
gold. '1hey wield swords and hammers in battle, along with lances 
from which fine banners MLltrer in the breeze. The mosr senior 
members of the order wear the pelts of griflollS. In rhe past jt was 
a rire of passag~ for a grandmaster to capture and skin a griffon 
to wear a ,1 trophy, bur wday such bt:asts are highly prized in tbe 
Emperor's menagerie, so thc rice has been done away wich. 

'111e Knights Griffon spend most of their days patrolling the High 
Temple of SigmaI', guarding the holy shrines and relics as well 
as the priests and otner i11ertl bt:.rs of til" Clllt, 111(' one, rea tlley 
do not hold juri_sdictiOJl o\'er are the prh', te room. of the Grand 
Theogonisr, which fall under the protection of rhe Knight of the 
Fiery HearL \Xlhen a priesr from che High Temple travels, he can 
reque"r that a Griffon accompany him, and a lector or arch lector 
can expect to be accompanied by a whole unit of the bodyguards. 

Graf Randolph of Grunberg 

Once a young and impetuous noble from Grunberg, Randolph 
was sent by hi agi ng father ll) be rempered in service to the 
Knighrs Griiton in preparation for his inheritance. Tempered 
he wa , and Randolph is now a shining example of a knight 
and a noble, although perbap, a bir more devout than his [nher 
intended: Upon his facher's passing, Randolph turned rhe family 
seat and ca"t!e over to his order. In the aftermath of the [Orm 
of Chaos, rhe Knights Griffon see their remit expanding, wirh 
temples 0 Sigmar throughout the Empire needjng p[()tection. 
Randolph has set up a rraining school for a new generation of 
Knights Griffon at his f~l11ily ca5de in Grunberg. 

SONS OF MANANN 
Patron Deity: Manann 
Primary Chapterho\lse: SaJkalten, Nordland 
Grandmaster: Hrobl Halfdaue 
Colours: Turquoise and white 

The Sons ofhnann are the most numerous of all (f 
J\fanann's kn ighrly order.l, although they lack the presrige and 



weahh of their great rivals, the Knights Mariner. -Ow Sons 
of Manann are ill-thought of by the leadership of the cuir of 
Manann in Madenbllrg, oftt:n derided as land-lllbber and 
viewed as lapdogs ro the Emperor. Whilst most would disagree 
011 principal. it i certainly true that the 5011S of Man:lll1l look far 
more tOwards Ahclorf [han Marienburg, and rheir chapterhouses 
are almost exclusively found wirhin the Empire, 

THE ORnER 
In recent years, the om of Manann have become more acdye in 
the northern provine of the Empire. Uniting to ddend thejr 
coulltrymen from Norse despuilers hailing from rhe frozen peaks of 

TorSC3, they have beguD to fortify lhe northern shores against atrack. 
So successful have dley been and so quickly has their repuratio!1 for 
vigilance and honour spread that they are positively inundated widl 
fresh-faced recruits looking to give their lives to the service of the sea. 

KNIGHTS 
Clad in turquoise and wbjte-enamdlcd armour, the ons of 
Manann are a common sight in the coastal towns of the nOrthern 
Empire. ihey fight wirh weapons [we to their marine herilagc­
cutlasses and bucklers, cbosen to aHo\\' them to fight freely on the 
rolling deck of a ship. 

W'hen not fighting at 'ea, the Sons of Manann ride great whjre 
horses into battle, said hy many who wirl1c"s their charge to be no 

morral ere. tures, but great elementals of wave and water. Of COtlrSe 
rhjs is untrue, but the 50115 of Manann like to foster the impression 
all the same, Their steeds are trained in the surf alollg the nonhcl'll 
shores. giving them great strength and endurance unmatched by 
the horses of other orders. from horseback, the Sons of MaD ann 
oI~el1 spurn tbe lance, preferring co use wicked tridents inStead in 
honour of rheir patron Cod. 

Grand Admiral HroW HaJfdane 

Hrofil HaLfdane Grand Adm i.ra I of the SODS of Manann, is a 
veritable bear of a man. tanding close to 7 feet tall with flowing 
white hair and a great beard, imo which he has woven a.ll manner 
of sea shells. Halfi::lane is a Norseman who found fame and fortune 
fightiJlg in mercen.try armies throughout the Old World. \,<-'hen 
the hlp he was aboard was Slink by a great stOtm. Halfdane 
prayed to Manann for mercy, and when he was washed up alive 
on rhe nOrthern coast of rhe Empire, he gave thanks ro Man3nn 
by offering his blade to th service 0 the cult. Halfdam is a 
compelling leader, and he ha worked his wa)' through the ranks of 
the order over the past 20 yeats, until reaching hi.~ present posirJon 
,11 its head. 

OrnER ORDERS 
l1lere <lIe countless other orders of remplars, some comprised of 
only two or three knights. whilst others number in their thousands. 
Many smaller, kss famous orders are merely sister orders to the 
larger orders. little more than offshoots with subtly different names 
and heraldry. Some of these sister order have been deliberately 
founded ap;lft from thdr roots, perhaps to cover some duty the 
primary order does not usually perlorm, or to establish a semi­
autonomous chapter in some distant land. Other sister l)fders are 
founded in a less than deliberate manner, perhaps due to some son 

of schism or disagreement in the main ()fder. 

Most templars have ranks in the Knight career or Knight of 
the Inner Circle career, as presented in WFRP page 75. 

In addition. there are several dedicated knightly careers in other 
upplemems. 111e Knights of the Blazing Sun are tle.scribed in 

Sigma/·.r Heirs on page 124, whLle the Knight of th Verdam Field 
can be found Oil page 20 of Terror ill la!abheim. 

NOt every knightly order has a dediG:ued career---as an option, add 

order but in <l career Other than the Knight career (such as one of 
those named above), the following apdons are not available. 

Templar of Manann {Any Order} 

Row, Sail. wim 

Templar of MotT (BJack Guard) 
d', following skills and talenrs to the Knighl career depending on 
which God the order worships. If the character is a member of an 

Academic. Knowledge (Necromancy), Menacing, Perception 
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TempJar of Myrrnidia COrder of the Blazing Sun) 

Common Knowledge (Estalia or Tilea) Si;;Jsoocd Traveller. 
SpecialiST \Veapon Gro~IP (anyone) 

Templar of Myrmidia (Order of the Righteous Spear) 

0ll11110n NlOwledge (EsTalia or Tilea). Specialist Weapon Group 
(allY one). Warrior Born 

TempJar of Sigmar (Any Order) 

Command, IlHimidate, Etiquette 

Templar of Taal & Rhya (Longshanks) 

1\Iembers of rhe Longshanks are rarely members of the Kniglu 
career. insTead favouring thi;; Scout and Targeteer career; tbey gain 
no additional benefit 

Templar of Ulric CAny Order) 

Inti midate. Frenzy. Menacing 

Templar of Verena (Any Order) 

Perception. Secret Language (,Ul)' one}, Speak LlI1guage (all)' one}, 
Strong-Minded 

WARRIOR PRIEsT (ADVANCED) 

\1(lhilst all prieSTS arc exp cted to bear arms in dlt defence of their 
renlple and faith, and 11105T are 'H least proficienr in combat onl~' 

a few march to battle alongsidt: Their templars aDd the Imperial 
attllY. The~ warrior priests bay a threefold responsibility: 
ministering to the faithful amongst Tbe artny, ofFering spirilllal 
nd tactical advice [Q the army's Ie, dership, and smiring the 

unfaithful in battl . When war comes to the temple. a cult's 
warrior priest take harge of its defence, marshallLng the re.<t of 
the c1I1T to repc:l anackers. 'i\faHior pric,lts are usually members 
of holy orders. such as the Sigmarite.s of dle Order of the Silver 
Hammer. Most warrior priests come from the cults of Sigmar. 
UL:ic. and Myrmidia. although OtIler cult. are not without a few 
wken militant brethren. 

- Warrior Preist Advance Scheme­
Main Profile 

A w SB TB M Mag IP FP 

+1 +5 2 

Skills: Academic Knowledge (Strategyrractics), Academic 
Knowledge (Theology), Channelling, Common Knowledge 
(any two), Dodge Blow, Heal, Magical Sense, Ride, 
Secret Language (Battle Tongue), Srk Arcane Language 
(Magick), Speak Language (anyone 

(any two), Meditation or Fast, Hands Specialist Weapon 
Group (Two~handed*) or Strike Mighty Blow 

Trappings: Great Weapon*, Medium Armour (Full Mail 
Armour), Religious Symbol 

Career Enrries: Anointed Priest, Priest 

Career Exits: High Priest, Knight, Witch Hunter 

-Warrior Priests tend to widd weapons sacred to their faith, 
typically a greathammer, greatsword or polearm, Wartior 
Priests of Taal and Rhya may substitute a longbow. 

Note: Followers of Shallya may not become Warrior Priests. 

GRANDMASTER (ADVANCED) 
A gr'Uldrna.ster is a paragon of knightly virtues and the leader of 
one of The knightly order.. A grandmaster i not only one of the 
mOSl fea.rsome warriors in the Old \X/orld. bur also a legendary 
commander and leader of men, TIlere :tre very few grandmasters 
ll1 dl Old World for e\'en amongst rhose dedicared individuals 
who have the skill and strength of mind to become a Knight of 
the Inner Cirde, few have whar ir ta.kes to reach the piJlnacie of 
knjghtbood. t\ grandJll3ster i alw'aYs at rhe forefronr of an army 
when it marc.be.$ to w~r.. leading hi. fellow knights, and often The 
entire ,un'y, into battle. He j, usually amongST the mo:t trusted of 
milirary advisors and generals. and when DOt engaged in warf~re 

is often dlarged with planning for it. A grandmaster of a templar 
order is often a lading persolJJJiry within a religious cult as well. 
commanding total loyalty from its warriors. 

- Grandmaster Advance Scherne­

Main Profile
 

2 +8 

Skill.s: Academic Knowledge (G:nealogylHeraldry or Religion), 
Academic Knowledge (SrrategyfI'actics), Animal 
Training, Charm, Command, Common Knowledge (any 
three), Dodge Blow, Intimidate, Perception, ReadtWrite, 
Ride, Secret Language (Banle Tongue), Secret Signs 
(Templar), Speak Language (Breton, Estalian, Kislevian, 
or Tilean) 

Talents: Fearless, Fleet Footed, Menacing, Seasoned Traveller, 
Specialist Weapon Group (any two), Strong Minded 

Trappings: Magic Weapon, Heavy Armour (Magical Full Plate 
Armour), Religious Relic or Blessing of the Emperor 

Career Entries: Knight of the Inner Circle 

Career Exits: Captain, Champion, Noble Lord, Witch Hunter 
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FAmI­
Ask any templar what wc;;a~ons and :m.nollI I~e pt~fers,. and he will 

no doubt reply rhat JllS fanh \5 hiS shldd, IllS beUef his armour. 

and hi righteousncss his sword. or course, dlat's itl tin conversalion. 

In reality, nOllC but the moSt lanatical would emer battle naked and 

unarmed, and few go to war witb anything less than a ftdl suit of 

plate mail armour, a sJlidd, and a wide array of weapons. 

NEW WEAPONRY 
The tollowing new weapons expand on those presented in WFRP 
and rhe Old World Armoll!)'. 

Comet Flail 

A peculiar, if devastating, we'apollu cd by tbe most funatical members 

of the Knights of the Twin-tailed Otb, the comet flail consist of tWO 

hollow iron balls an.ached by a long chain (Q a heavy srock. much 

Ijke a normal flail. The balls are fllJed witb pitch or oiJ and set alight, 

flame and bmning oil pouring from them through holes in the metal. 

Knights of the 1';vin-tailed Orb charge iruo battle with these B'lils. 

THE SPOILS OF WAR 
Crusades arc ridiculously expensive to finance, for they are 

typically large war, fought 011 foreign soil far from home. A 

cult or order might raise a good deal of the funds thenndves. 
but much of the financial burden is placed on t11e shOltiders 
of the crusadns, and d)ey arc often forced to sell much of 
whar they own to help pay for the crusade. 

It is therefore considered an un ortunate necessity that those J 
who go on crusade are entitled to lhe pails of war. usually 

,unOllllting to whatever rhey Can loot ftOm theit enemies. 
Somerimes til is may be t'lbu]ous amounts of gold, making 

rhe returning crusaders-or their orders ar least-very 
wealrhy indeed. At other time. crusader- are forced to rake 
whatever rreasure they can, as unusua.l or impractical a, thar 

ll1ighr be". whether it is .in the form of sIl'ange foreign beasts. 

unusual weapons, ancient reUcs. or has-rages. 

Crus-aders are often recognisable after their return by tbeir 
expensive choice of clothing and gear or unusu;ll equipment. 
1he Knights Pand1er. f()1' example. famously wear the ·kills of 

exotic big cats slain " ..hiJst in Araby. Other Cnlsaders might 
ride strange animak ueh as camels or lithe t\rabya.n horses 

ral'ely seen in the Empire. Some might rake to Llsing the 

weapons and armour of their enemies, wielding great cimirar 

01' \\fearing anci I1l armour taken from the tombs of Kbemri. 

TIle lavish naTUre o. such practises might seem at odds 
witl1 the austere narW'e of man)' holy orders. but allowing 
knights ro ta.ke spoils of war is borh an incenrive to go to 

crusade, and a srear boost to morale to those who have given 

everyrhing for the opponunity (Q fight for their faith. 

S'\"inging them ;lboUT their heads to give rhemseJvCl rhe. ppearance 

of being surrounded by a pair of f1amin ' comets. In 'lddi(ion to any 
damage caused 3S normal by tbe weapon. when ablaze rhe comet flad 

also cause.s an additional damage 2 bit from the flam ,with a cl1<\nce 

ofsening a target on fire.. A comet flail counts a an experimental 
weapon. but with the following changes: if a 96-98 is roJ.led on the 
;lrrack roll. the flames go Out a.nd the Hail mUst be refi.lkd with oll and 
relit. Jf a 99--00 is roUed the wielder manage.~ to hit himseU~ dealing 

himself a Damage 4 bit and sening himselfon fire. 

Polished Shield 

Templars ofMytmiclia mJJch to war arm.ed with great poUshed bronze 

shields. used to reflect (he glare of rhe sun and give the impr -sian of 
;l fiery horde going to battle. &inged anack.1 made against becuer, of 

tbe sb ield incur a -10% Ba.llistic Skill penalty if the bearer is "ware of 

rhe attack. This penalty increases to -20% in areas of bright sunshine, 

as tbe rcAected light dazzles arrackers. In addirion, caW1Y wielders can 

actively use the shields to reflect sunlight at nearby foes as a half-action, 

daziling and blinding them. 'To do so, they musr make a ChalJenging 

(-10%) Agility Te$t; if successful. all large wirhin a cone template 
originat.i.ng /Tom d1<.' shield-bearer take a -1 O<}'rJ penalty to their 
Weapon Skill. Ballisti Skill, 1I,gj[iC)~ and Perception Tests involving 

sight. alJ for 1 round. The penaltie., to Ballistic Skill tests from this 

crion stack with those caused by th pas ive use ofrJ1e shield. 

HOLY HERALDRY 
1n batde, an army of knights and Cl'lI aders is a brightJy coloured 
sight. each with tabards. armour, and barding of the colours of 

their order. Such heraldry was originally conceived a.s a \Va:' tor a 

commander to tell rhe various comingeuts LindeI' hi. conunand 

apart. allo,ving them to be easily recognisable. IVlanpuch 
colours worn on rhe b:mlefield with pride today were formalised 

during the rusades again t Araby, when a commander might 
have men trom a dozen or more difterem ordel'S fighting tor 

bim" As the knights were victorious. thelr colours and symbols 
became a source of pride and pre$tige. representing everything 

the order stood for. 

Symbols were often highly significant, chosen w remember 

some grear deed or victory (such as the panther of rhe Knighrs 
Panther, proving their courage and resiliellCe) or representative 
of [heir faith and belief (such as the wolf of tbe \X1hite \X'!olves. 

symbolising their loyalty m Ulric}. Some symbols are oat worn 

merely as abstraCt heraldic de..'dgns. bur also prOVide pracric~1 

benefit~ !O the physic.aluniforrn of all order, uch as the mirror 

shields of the Myrmidians or d1e comet Hails used by the 

Knights of the Twin-Tailed Orb. 

A PC belonging to an order is cxpe.cred to wear tbe colours 
and her'lldr}' of his fellow knight,; while on a mi~ljon, and 
as such will be instandy recognisable to anyone widl any 

knowledge of heraldry. 
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TABLE 9-2: MELEE WEAPONS 

ame COSI .Ene Group Damage Qualities AvaiJabllily 

Comer Flail'" 20ge 95 Flail SB+ 1 ExperimcnraJ+" Tmpacr, Tiring Rar 

Shidd of MYnllJdia 20g,e 50 Ocdinary B-1 pedal carte 

+Requires IW~' lund, w wield. >I' ,hi, w<'II'0n cannot be used in conjunction wirh a shield or buckler.•• ee len for more derail.l 

Relic Weapon 

A relic weapon is a holy weapon, having once belonged (Q :l divine 
champion or devoted hero, Somerimes rhese weapon~ dre blessed 
by rhe Gods, coveted for the potent magic omained within rhem, 
whilst others are r~ally quic\: mundane, but are desirable due to 

rheir t~mo\l' herirage. Such is the arne and prestige associared\>"jrh 
a relic weapon rha r the wielder gai ns a + 10% bonus to Charm and 
Command Tesrs made when dealing with worshippers from lhe 
same faith as lhe rdic, regardle s of whether they appreciate lhe 
siguifiC:UJce of the weapon. A rdic weapon may only be a melee 
weapon. <Hld COUlHS as a Best Craftsmanship weapon of its type. 
Such items are never for sale in markets, rhough they are worth ar 
leasr ren rimes the normal price of sucb a weapon. These items are 
gifts from the cult or treasure found or recovered. 

Reliquary Weapon 

A relitjuary we-apon L a ralher gruesomel> holy weapon, 
incorporating a Gody part of a holy warrior or divine champion 
loro its design. Some reliquary weapons mighl Ge quite subrle, 
incorporating a linger bone inro rhe handle, whi],.;t others may 
be rather more blaunt, with the iron-boll11d skulJ of a lon.g­
dead hero forming the hammerhead. 'The wielder gains a +10% 
bouus ro Charm and Command Te ts made when dealjllg,vjrh 
worshipper. of the same fajrh as rhe rdiquary, so long J,S they reali. e 
rhe significance of the weapon. A reliquary weapon may only be a 
melee weapon, and COU/HS as a Good Craftsmans.hip weapon of its 
bask rype. Such irems are never tor .ale in markets. rhough rhey are 
worrh at least five rimes lbe normal price of such a weapon. lbese 
items art: gifts from the cult 01' treasure-s found or recovered. 

NEW ARMOUR AND CLOTHING 
-Ille follOWing new item.\ expand on dlose preselHed in If/FRP and 
the Old ITTrJ/,fd Al'lI1oJU)'. 

Fur Mantle 

Se~'eraJ orders of remplars wear man des of exotic nit over (be LOp 
of tbeir armour, usuaJJy laken as rrophies from lain creatures or 
worn in remembrance of pasr glories. Famous adhere.nrs include 
the Knights Grifton, whose leading membas wear grifton pelrs 
raken in historic huots, tht: Knight., Panrhet. who wear panther 
SkillS to ill,uk their founding in the mountains ofAraby dULing 
the Crusades, and, most brnoillly. the Klliglm of tbe Whlre Wolf 
who wear lhe peltS ofwolves slain by every knight a a mark of 

TABLE 9-3: ADVANCED ARMOUR
 

Armour type Co$t Ene Location(s) 
Cove~ 

AP Awilabllity 

Ll't/rha 

F~rMandtl l(Jgc 

PltJu 

l=uI.l Obsidian "iOOg~ 

Armour 

20 

450 

Bo#. Ht:ad 

All 5 

Average 

Ver}' Rare 

CLOTHING 

Attire 

Heraldic Tabard 

Cost 

5gc 

Ene: 

0 

Availability 

Average 

advantage tOO, such as keeping rhe knight warm in rbe depths of 
wimer. or prorecring vulnerable areas from Jrtack. /\ fur manrle 
(OUIltS a. light armour when worn on its own, bur may be worn 
over (he tOp of maLi or pi are, giving an addition,J 1 AP to the head 
and body (maximum of 5 APs) , -Ille cost ora fur manrJe given in 
ell rable is for rhe fur of a common type of animaL such as a wolf 
or bear. The fur of a rare beast counts as a Gm)d Crafmnaushlp 
irem. and includes furs of tigers, pambers and polar bears. The fur 
of an exotic beast countS as a Besr Craftsmanship item, and might 
include rhe pelr of a griffon or something even mOre exork. 

Heraldic Tabard 

This simple taba.rd or overcoar is decorared in disrinaive colours and 
heraldry ami i. worn over the top of a suiI' of armourto allow the 
wearer to be ea, ill' idemihed on [he fidd of battle. Skilled w,lrriors in 
a Jloble's aIm)' may wear a tabard displaying rheir masrer's heraldry, 
while members of a knightly order may aU wear a common deSign, 

obles or ranki ng offices often display a more ornate v~tsion of their 
p~rsonaJ heraJdic design, to allow them [() remain disti,nct from their 
subordinate. whilst being identifiable a part of rhe same army. Of 
course rhere are ames when an am,)' or an officer does nor "vish to 

be so easily recognised, in which case !he heraldic tabard is simply 
removed and hidden in a bab' A character may make an Academic 
Knowledge (Genealogy/HeraJdry) TeST or a Challenging (-10%) 
COrfu"I!On Knowledge (rdevanr country) Test to identify the beraldry 
of a character wearing a heraldic rabard. although the difficult), of 

passage from squire to templar. Exotic furs have their practical lhi· may increase or decrease depending on the rarily of rhe design. 
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- MIN Of GOD, MIN Of Wa-


The Black Guard of 1\'lorr rake their name from the massive suits 
of plate mail atmour they wear. ornately crafted (rom pieces of 
obsidian. Ob idian armour is bulky, but the sinister appearance it 

The followlng entries are sample charactcrs that take advalHage 
of the rules and information presellled in this chapter. Use thnn 
whenc\'er you need a knightly N PC in a snap. 

Huben, Squire (Human Squire) 

Hubert is a squire in the crvice of the Klligfm Griffon. in training ro 
become a knight himself one day. He is representative of the connde.s, 
YOUIlf; boys iJ1 the s rvice of the tempi'll' orders of the Empire:. 

Skills: Academic Knowledge (Genealogy/Heraldry), Animal eIre. 
Animal Training, Charm, CommOlJ Knowledge (the Empire), 
Dodgt' Blow, Gossip, Ride, Speak Language (Reikspiel) +1OO/'ll 

Talents: Etiquene, Excdlenr Vision. Fleet Footed. Specialist 
Weapol1 Group (Cavalry), Strike Migbty Blow 

Armour (Medium), Mail Shirt, Mail Coif, Leather Jack (Head 2, 

Arms I. Body 3. Legs 0) 
Weapons: Demilance, ,hield, Mace 
Trappings: Horse with Saddle and Harness 

Remer Aldhan, Griffon Knight 
(Human Knight, ex-Squire) 

Reiner Aldhan ha~ been a fully-Hedged member of the Knights 
Griffon for 2 years now, and in that time has fOllgbr aJlmanner 
of horrors on the bartlefields of the Empire during rhe Storm of 
Ch:IOS, He will go far within the order, such is his piery and martial 
prowess, and already has a unit ofknights under his command. 
Aldbart is representative ofthe remplars of Sigmar found wirhin 
holy order. tluoughollt the Empire. 

Skills: Academi Knowledge (Genealogy/HeraJdry), Academic 
Knowledge (Religion), Academic Knowledge (Srrategy/Tactics). 
Animal Care, Animal Training. Charm, Command. Common 

gives it wearer srrikes fear into the h<:ilrt, or all who face them ill 
banle. Obsidian anuour j almost always worn as a full ,uit-the 
disadvantages caused by its bulk mak It lmpractical to use withom 
the advalH'l~e of rhe intimidation (lCtO!'. The wearer of the armour 
gains the dt'ecrs of the Un ettling talent. 

KJ1owledg' (the Empire), Dodge Blow + I0%. Go sip. 
Illlimidate. Perception, Ride +10%, Secret Language (Battle 
Tongue), Spea.k Language (Breton), Speak language (Kislevian), 
Speak Language (Rcikspid) + I0% 

Talents: Etiquen , Hardy, Lighrning Reflexes. Specialist \X!eapon 
Group (Cavalry). Spe iaJi.~t Weapon Group (Flail), Specialist 
Weapon Group (Two-handed). Strike Mighry Blow 

Armour (Hea\'Y): FuJI Plate Armour (H~ad 5, Arm 5, Body 5, 
Leg,15) 

Weapons: Flail, lance, Shield. Sword 
Trappings: Demler with Saddle and H:une.~s, Religious Symbol of 

. igmar 

Otto Vanee, Knight of the Inner Circle (Human 
Knight of the Inner Circle, ex-Knight, ex~Squire) 

Ono Vance is a senior member of the Knights Grifton, commanding 
entire regiments of the order when they march to batde. He is a 
vereran of countless wars and crusades, and bears the scars of lIlil,l1Y 

batrle . He is a r;lcitum comma.nder Jnd ;\ redoubtable warrior. He 
wears the pelt of a griffon a. his badge.of office. 

Skills: Academic Knowledge (Genealogy/Heraldry), Academic 
Knowledge (Religion) ofolO%, Academic Knowledge (Strategy/ 
Tacrics) 10%. Animal eIre, Animal Training + 10%, harm 
ofoIO%, Command ofol0%, Corum n Knowledge (the Empire) 
ofo[O%, Common Knowledge (Kislevite). Common Knowledge 
(Estalia), Dodge Blow +20%, Cossip. Intimidate, Perception 
+ I0%, Read/Write, Ride +20%, Secret L1.nguage (Bartle TongUe) 
+ 10%, Secrer Sign (Templ.Jr), Speak Language (f...;ralianl, Speak 
Language (Kislevi..n) + I0%, .'pe~l.l< Language (ReikspicJ) +10%. 

Talents: Acute He,uing" Etiquette, Lighm.ing Parry. Se;lsoned Traveller, 
Spe-ialist \X/eapon Group (Cavalry), Specialist Weapon Group 
(Fencil1g), Spedal.i5t Weapon Group (Flail), Specialbt Weapoo 
Group (parrying), Specialist Weapon Group (T\vo-handed). StOUl­
he-arred, Stri.ke lvGgbry Blow, Strike to Injure, Strike to tun, Sturdy 

Armour (Heavy): Griifon Fur. 'lande, Best Cr'litsmanship Full 
P!are Armour (Head 5. AIm. ), Body 5. Legs 5) 

Weapons: Grea[ Hammer. Lance, Main Gauche, Rapier, Shield, 
Sword 

Trappings: Demier with Saddle and H:lfness, Religiou Symbol of 
Sigmar 

212
 



---

advenll1re all by it,elf. 

Chapter X: Miracles 

rr 

The Gods of the Old World are real. The sign,1 of rheir power priests can tap such power. nwst have somt' rudimentary ability to call 
are everywhere. from rhe caraclysmic srorms rhat ravage rhe forth d.ivine power in rhe form ofspells and rituals. Some priest$. and 

northern coasts in [be wimer. ro t1 verdant foresrs warched over all wizards. bel ieve these come at leasr ::IS much from the priest as from 
by Taal. King of the Gods. Whilsr rhe Gods' pre ence can be felr the God, aJrhollg,h aU priests bc.lieve a God's intervention is nece~~ary. 

throughour rhe Old \);rorld, they rarely assume a physical fOUll, and 
This chapter conrains expandedlist5 of spelb for all th c' main Gods, 

never intet,1 t witb mortals direcrly. Instead. dley l11:mifest rheir 
<lIang with new Divi ne Lore' for lesser Gods. new Petty and Lesser

wills rhrollgh rhe magicaJ power~ rhO'\' be~to"· and the reJics and 
M<lgic. a selection of DiviJle Rituals, and derails on relics and holy

arrefact that t hey bless. 
artefaCt. However, working lhe will of The Gods can r,lke i[s [011 on 

111cre are rales of great men and women rhat are blessed with rhe Illere mortals. so this ch'lpter also includes expa.oded rules for dle 
power to work miracles on demand, and wdeed, rbese chosen lew Wrath of rhe Gods. marks of the Gaels. and the effectS ofbreakjng 
become rhe objeCIs of great devotion from rhe laity. Although not all (he strictures of your falrh. 

- TIm BooK Of PuYIIS ­
T ome afSalvation presents an arra\' of new Penr Magic pells. GM may require research or a reacl1l'r for ,lIl)' Lesser i'vfagic 

Lesser 1agic pells and Divine lore.. All of the appropriate presenred in rhis book. 
spells from tl,e WFRP l'ulebook are also included. some of which 

When a ci',lracter gains the DiviJle lore TalelH, he must
have been updated. 

choose an appropriate Spell List from rhose available ro his 
To inuoduce rhe new spel1~ ilJl'O your game, use rhe following cult. Each spcJllist contains six spells and rcpre,sents the 
rules: advanced prayers and rit uals raught by one br~iJlch of rhe 

Cult. The SpeU Lisrs are found bter in this chapter beside the 
\X'hen you learn rhe Petty Magic (Divine) Talenr. you gain 

appropriate Divine Lore. 
access to the Perry Magic (Divine) Spell List as found on
 
pages 146-147 of the W'FRP rulebook. You may only ever know one Divine Lore.
 

Some culrs reach extra Petry Magic spells that may be Extra Divine Lore Spells from the same lore rnay be 
purchased for 50 XP eaeb with the xtra Spell Talent Isee purchased for 100 XP each with rhe Extra Spell Talem 
rhe boxed (ext). You mUst have your GM's penni iOIl befor (see rhe boxed text). The Extra pell Talent may only be 
buying an Exrra Spell, purchased with a Gl'vfs permissioo, wila may require rbar 

some form of in-game researcb or reaching be completed
You gain acee s ro Lesser ;v1agic spells by purchasing [he 

first. Finding a source for this can be rhe foclls of ,\11
Le,,,er lagic Talent from any career that includes it. Your 

213 

-----_.------- ­



Chapter X: Miracles 

-DmNIMAmc­
The grinding unpleasantness of life proves that the Gods exisr, 

that they ar fickle, frequendy cruel, ~l11d must be placated 
at all COStS, [vtirades only furrher prove their existence-they are 

the will of the Gods, 10,lIled to cheir t:jVoureel scrvams. Any priest 

might imone a blessulg. rite, or spell in the hope tll;,t the Gaels will 
answer, but ill ptactise. only a few please the God, enough 10 be 
granted tbeir power. Elves might teach OIherwise but frankly who 
would listen to those ,Iuspicious, haughty swine anyhow~ 

ARCANE LANGUAGE (MAGICK) 
.\i\ost priest.'; speak a cult-spedne. ritUalised dialect of Magick 
which the>' use to gram blessing and sometimes even to preach. 
Unlike the lingua praestantifl--the dialeCt of Magick repUtedly 
creaced by Tedis for che alleges of Magic-ule older cult variede' 

are spwwling, massively complex Lmguages, the origins ofwhich 
are not \vell-understood. However, Ihese ancient dialects share 

much vocabulan' and often have identical graJllmatical Slrucrures, 
making them. albeit with a little work. ImuuaHy intelligible. Many 
cult scholar> claim chis is becausc all cult languages arc descended 
from the "Language of d1C Gods,"' taught to Humanity by Verena. 
Other Scholars believe in the "Prime Langlwge Theory." which 
suggests that me Mother of all Llllguage,1 was not spoken by the 

GM NOTE: ARCANE AND DIVINE LORES 
In the rul as written, a character could. with the right 
selection of career. gain access to both an Areane Lore 
Talent and a Divine Lore Talem. Arcane Lore and the Divint: 

are are mutually exclusive; the study, focus, and mindset 

requi red by any Lore Talent is such that you may only use 
one at a time. For example, an Anointed Priest of Morr wbo 

joins th Amethyst Order effeccively abandons his faith in 
hwour of scholarly learning. and thus loses acces to the 
Lore of Morr in favour of the Lore of Death. Conversely. 
an Amethyst Wizard who chooses to be orne a servant of 
Motr would set asicle his academic app roach to worki ng wi th 
magic and embrace his faith-using Div;o Lore rather than 

Arcane Lore. 

Gods. bur by immensely powerful morrals ;dJed the Old Ones. 

Whate~'er the truth, any priest with the Arcane Language (Magick) 
skill can UJlelerstand other cult dialect. of Ivlagick with a sllcces,ful 

Arcane Language (Magick) Test, and may pick apan the meaning 
of collegiate me of the language wich a Challenging (-10%) 
Arcane Language (Magick) Test. 

MAGIC SENSE 
Regardless of whal the Elves may teach, perceiving Divine Magic 

with the lvlagical Sense skill show'\ it ro be vcry different from 
Arcane Magic. \Vhen cming spells. \vizards draw upon the Wind! 
of Magic and channel them inco an effect. lJli can be perceived 
wiUl Magical Sen e a the Row., ()f magic gather, siphon, then 
telease cowards the targer. Divine Ivlagic, on the other hand. varies 
massively in its appearance. omerimes ';} miracle is blinding f()J' 

onlookers with IvfagicaJ Sense. as the appropriate God or perhaps 

one of his serv;lfllS appears to manifest in th local Aethyr; othet 
dmes. the effectS arc barely perceptible. with nothing more than cl 

faine. holy light surrounding tJle chanting prit:S(. 

In bOtll cases, Magical Sense can also detect those who use such 
magic, even when riLey are n t ca ting pells or chanting prayers. 
How rhis is perceived, again, varies. \'(lhert a Sigmarite may 

see ,1 Jade Magister as a creature surrounded by flint tendrils of 

corruption, a ·Ila.Lite may see the wizard a·. an ivy-wreathed man 
with a diff'use green aura. Equaily, when viewing other magic-using 
priest" what is perceived is changeable, ,A, Manann worshipper 
may suddenly appear like the God himself. bearing a rrident in 
his hand and a crown upon his brow. He may drip widl aethyric. 
briny waters. and leave wet footprints wherever he walks. 01' he 
may just have a faint halo of water about his head. The results 

ate rarely can. btem, although the bel ier~ of the cult of the viewer 
seem to inRuence what he sees. In the end, it is lip to the GM to 

describe the rc'ults of Magical Sense as suits his i..Illcrpl'etacion of 
the Warhammer \X/arid. 

A, far as the rules are wllcerned. characters with Magical Sense can 
detect the use, and capability ro use, any Lore talent they knolV 

with a successful Magical Sense Test. For example, a successful 
test allolVS a character with the Divine Lore talent to detect others 

NEW TALENT: ExTRA SPFLL 

De.~cdption: Your great devotion to your God ha granted you the ability to cast a spell not yet on tour Spell Li ts. Extra Spell is unusual 
in that ir is nor one taJent bur many, and each must be acquired individually. Each Exua Spell Talent gives you access to a single ,pell, 

noted in parenthesis, such as Extra Spell (Guiding Dream), for e.xample, TIlls spell must come from your Divine Lore or be a Perry pell 
r:lI.lght by your Culr, so you mUSl have a Divine Lore or be able to cast Petty spe.l1s before you can take this talent. 

STACKING SPEILS 

Multiple castings of any Spell in this book do not offer cumulative bonuses. Thus. intoning two blessings afftrtitude over the same 

character will still only provide a +5% bonus to Toughness and Will Power. 
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Chapter X: Miracles 

with the Divine Lore Talent. or others' use of a Divine Lore. A 
Challenging (-10%) Magic Scnsc Test alJow~ characters ro derecr 
magiG\1 Talenrs rhey do no! possess, and rheir use. Success ill this 

te,r allows the same character to detect those with the Arcane Lore 

or Dark Lore talents, or the use of dlOse talentS. 

PErry MAGIC (DIVINE) SPElLS 
'lhe following blessi ngs are known by priests across the Old World. 

BrWING OF CouRAGE 

Casting Number: 3 
Casting Time: Half acdon 

Duration: ­
Range: 24 yards (12 quare~) 

Ingrcdients: A ruft of dog hair (... 1) 
Description: Your inspir,uiollaJ words pur fire in me hearr of an 

ally. A single frightened or terrified chanterer immediately 

regains his composure and may now acr as normal. 

Br,FSSlNG OF F"""O......T.......... _R......ITUD...-...£'--­

Casting Number: 5 
Casting Time: Hal faction 
Duration: 1 minute (6 rounds) 

Range: Touch (You) 

Ingredients: A piece of !Urrle shell (+ 1) 
Description: YOUJ prayers provide one character with a +5% bOlJUS 

[0 TOllghnes and Wi/I Power. 

BLESSING OF H...EA...I_.INIU.G _ 

Casting Number: :> 
Casting Time: Half action 

Duration: Instant 

Range: Touch (YOli) 

Ingredients: A sprig d holly (+ 1) 
Description: Your prayer heal, 11 injured cbamcrcr of 1 Wound. 

'TIlt: tal'get can only receive die lJI".<.<illg ofhealing once per 
barrie or encounter in whicJl \X/ounds are lost. 

BIFSSING OF M..0.30IGHT _.............. 

Casting Number: () 

Casting Time: Half action 
Duration: ! millute (6 rounds) 
Range: T'ouch (You) 
Ingredjents: An iron nail (+ 1) 

Descrjption: Your prayers provide one character wim a +5% bonus 

to Strengrh and Weapon Skill. 

BI.FSSING OF PR..!oo!O~TE.Io.<lCT~I..!oo!O:&.3N _ 

Castjng Number: 7 

Casting Time: Full action 
Duration: I minute (6 rounds) 

Range: Touch (You) 

Ingredients: A small roken with your deity's symbol (+ 1) 

Description: Your prayers provide the pror.ection of your deity to 

one c.haraClt'L AnyOlle who tries ro atrack the charaCTer must 
make Routine (+10%) Wifl Power Tc,\l. TIlO~e who fail 

must pick anodler target or take a different action. 

BI.FSSING OF SPEED 

Casting Number: 4 
Casting Time: Half action 
Duration: J m.inute (6 rounds) 
Range: TOllch (YOlI) 

Ingredients: A snake scale (+ 1) 

Description: Your prayers provide a sr~h bonus ro Agility '1!1d a ·t I 
bonus to Movement. 

MANANNAN PETTY MAGIC 
'The foilowing prayers are spoken only by lhe euJ! ot Manann. 

BI.FSSING OF MAN..uA......N_NJ.....- _ 

Casting Number: 6 
Casting Time: Half acrion 
Duration: I minute (6 rounds) 
Range: Touch (You) 

Ingredient: A nsh ( 1) 

Descripti.on: Your prayers allow a charae(cr to hold his breath 

\vhen under warer fOT longer [han normal. He can ignore the 

Suffocation rule~ Oil page 136 of W''FRP for the durariol1. It is 

not possible to casl thi spell while your mouth is under w,uer. 



DURATION AND RANGE 

Chapter X: Miracles 

To make findin~ all the information easier in spell 
descriptions, Tome ofSaLt/fllioli adds two eXlI'a line> to the spell 
enrrics-duration and range. 

Duration 

Enuies include all uf the following. 

Instant: This erury indicate tb,lt the spell does not have a 
duration and that its effects are resolved immediately. 

1 hour/minute/round: The spell last. for 1 hour, I minute, 
or 1 round. 

1 minute or triggered: TIle spell lasts for 1 minlJte (6 
rounds) or umU the ir umstance, of the spell's effeCt 
are triggeted, w!Jidlever occurs firSL For e.-arnplc. a spell 
might give yuu the ability to re-roll failed Stl:cugth Test,. 
At any point within {he spell's duration tll,\[ you re-roll a 
Suength Test, rhc spell j discharged. 

See description: The spell has a special duration as described 
in rhe text. 

Time/Magic: The speJJ lasts a number of round$, minute>, or 
hOUL per poim of yOU.f Magic Characteristic. 

Triggered: lbc spell remains in effect ur til a specific 
circumstaoc rrigger it. YOll gain no benefit from ca ring 
such spells mulriple rimes. 

You: 'llie peJl may be cast only on yourself 
Touch: You must touch" targer for the spell to rake etten. 
Touch (You): .-\5 touch. bUt you may also cast the spell on 

yourself. 
Yards (Squares): The spell has a range l1leas\lred in yards. 

Br.FSSING OF THE MAR.......
lNE~,R"--

Ca.~ting Number: 5
 
Casting Time: Half action
 
Duration: I minute (6 rounds)
 
Range: Touch (You)
 
Ingredient: A piece of rope (+ 1)
 

_ 

Description: You.r blessing grams a dlaraCter a +5% honus to Row, 
SaiL aJld wim. 

MORRlAN PETTY MAGIC 
'I11e following prayers are known only by the culr of Morr, 

Br.FSSING OF MoJr.Llo,l"R.u.R _ 

Casting Number: 5
 
Casting Time: Half'lcriol1
 
Duration: 1 minute (6 rounds)
 
Range: Touch (Vou)
 

rugredient: A cather from a raven (+ ] ) 
Desc.ription: Your stirring words inspire a duraner to lll1derstand 

rhe rmly pitiable Slare of rhe Und<;;'ld. 111e c11aracter is 
immune to Fear or Terror caused by rhe Undead. 

BI.FSSING OF P..... _ASSoAoa.AAGF:lIooI.AoL., 

Casting Number: 4
 
Ca.Hing Time: HaJf acrion
 
Duration: 1 minme (6 rouods)
 
Range: Touch (You)
 

Ingredients: A tom burial doth (+ 1)
 
Description: You invoke the blessing of Man to extend [he
 

God's outrage at the presence of Undead. Any weapon the 
characrer wields counrs as magic for dIe purpose' of harming 
Undead opponents until rhe dfeu expires. 

MYRMIDIAN PETTY MAGIC 
1hese blessings are only known and taught by the Cult of Mynn.idia. 

Br.FSSING OF F..lro£UR~Y _ 

Casting Number: 5 
Casting Time: Half action 
Duration: 1 mi illite (6 rounds) or triggered 
Range: Touch (You) 
Ingredients: A polished ball of copper (;.1) 

Description: Your pa sionate prayers fill a single duracter with 
righteous fury, allowing one missed close-combat hir ro be 
re-rolled. 

BLESSING OF M...... ..... _Y..Io3RoJ,JMID,L,,/;IA.LDo..... 

Casting Numben 4 
Casting Time: Half action 

Duration: 1 round 
Range: TOll h (You) 
Ingre.clients: An eagle'.. cye tone (;.1) 

Description: You bless a characrer to have the keen combat insight 
of Myrmidia Herself This allow' [he larg<;t to act fir t next 
round. disregarding nonnal Inid:nh'E:. If twO characters have 
abiLities that allow rhem to acr hI'S!, tht·y act in an order 
determ.ined by rheir nurmal Llitiatiye orders. 

RANALDAN PErry MAGIC 
1l1C fol.\owing prayers arc spoken only by the cult of Raoa!d. 

BI.FSSING OF F..lro£Q~R....... _T.],£UNF.Io..LL<..' 

Casting Number: 5 
Casting Time: Half action 
Duration: 1 minllte (6 rounds) or triggered 
Range: Touch (Yi)ll) 
Ingredients: A die (+ 1) 
Description: Your blessiJlg grants a characrer good luck. alluwing 

him to re-roll his next fajled roll. at a -10%, penalt}" If the 
re-roil succeeds. rhe Test succeeds. 
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BI.FSSING OF R""""A,uN""""A..... _rDIooL..­

Casting Number: 5 
Casting Time: Half action 
Duration: I minuee (6 rounch) 

Range: Touch (You) 
Ingredients: A glove i.n a purse (T I) 
Description: Your prayers hless a characrer with Ranald's Iight­

fingered touch, gnmting a +5% bonus [0 Sleight of Hand 
and Pick Locks. 

SHALLYAN PETTY MAGIC 
Illese prayers afe only intoned by the Cliit of Shallya. 

BI.F,SSlNG OF CALM 

Ca.ning Number: 5 
Casting Time: Half anion 
Duration: L,srant 
Range: Touch 
Ingredients: A Clip of warer ( I) 
Description: Your soorhing prayers help a charaCter overcome 

a terrible evenr. rf the character gained 2n Insanity Point 
within the last minute. he may make :1 \X!illpower Test to 

overcome the mental onslaught and remove the Insanity 

encounter in which In anity Points are gained. 

Br.FSSING OF SHAI.I.YA 

Casting Number: 3 
Casting Time: Full aclion 
Dura(joJ1: In tam 
Range: Touch (You) 
Ingredients: A herbal draught (+ 1) 

Description: \'Vhen rhis prayer is intoned Shall)'a intervenes 
[Q ameliorate the effecrs of a disease. One character may 
immediately make another Toughnes Test to reduce the 
durarion of the disease by 1 day per degree of" success_ -rhis 
prayer may onl)' be used OnCe per inStance of a di ease pel' 
person. 

SIGMARITE PETTY MAGIC 
The Following two prayers are soldv taught by the Cull of SigmaI, 

BU;s,SING OF SIGMAR 

Casting Number: 4 
Casting Time: Halfaction 
Duration: 1 minute (6 rounds) 
Range: Touch (You) 
Ingredients: i\ fragmem of meteoric iron (+ l) 

Description: Sigmar's signature weapon becomes imbued with the 
God's power wid) d1is prayer. You bless a hammer so thar it 
inAicts +] Damage in combat. 

Chapter X: Miracles 

Poin1. B!e.<sing ofcairn may on I" be cast once per battle or 

BI,F5SING OF llNIFlCATION 
Casting Nunlber: 7 
Casting Time: Full action 
Duration: 1 minure (6 rounds) 
Range: 24 yards (12 squ<lr'es) 
Ingredients: Two lodestone_ (+ I) 

Description: Your deVOtional pra 'crs can tir anciem Feeling 
of parriocism and a Sense of fraternity in a single Empire 
Human within range. If dle target ,vishes to aCtively attack 
an Empire Human or Dwarf, either phYsically or verbally, 
a Routine (+10%) Will Power Test must be roll d. Fauure 
cau.se til target to lose his a tions tbi round a b shak_ 
his head in disbelief at what he was ont<:mplarlng. 

TMUTE PETTY MAGIC 
l1le following prayers are spuken ollly by the cult of1aal. 

BLESSING OF THE H.... ERIoJoo-­ll""-'lN·u..T...... _ 

Casting Number: 5 
Casting Time: HalF action 
Doration: 1 minute (G round,) 
Range: TOllch (YOlI) 

Ingredients: An arrow (+ l) 
Description: YOllr blessing grams a charact(;[ a +Y?"o bonus [0 

Follow Ti-ail and Set Trap Tests. 
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Chapter X: Miracles 

BI.FSSING OF T......AAL........... _ 

Casting Number: 6 
Casting Time: Half action 
Duration: 1 minute (6 rounds) or uigoered 
Range: Touch ('t'ou) 
Ingredients: A waterskin (+1) 

Description: Your prayers gmlH a character a + 10% bonus to his 
next Navigation or Outdoor urvivaJ Test, provided it is 
made within the duration. 

ULRICAN PETTY MAGIC 
Some factions of the CLilt of Ulric rearh the foJlowing blessings. 

BI.FSSING OF THE BLOOn"HAND 
Casting Number: 6 
Ca.~cing Time: Half action 
Duration: Set~ description 
Range: Touch (You) 
Ingredients: 111e blood of a violendy-killed wolf (+ 1) 

Description: Your furious prayers incite a berserker r;tgt: in 
another character. One character immediat Iyenrer.s 
frenzy, as detailed (Jt1 page 98 of the WlFRP ru.lebook. 
If the character has the Frenzy TaJcnr, he ~tays frenzied 
until the end of the combat; if not, the Frenzy Lasts for 
one minuee (6 round) or until the end of the cbmbat 
whichever comes firsr. 

Br.FSSING OF U....I.R.....I.....C'-- _ 

Casting Number: G 
Casting Time: Half action 
Duration: 1 minute (6 rounds) 
R.'\Dge: Touch (You) 
Ingredients: A woWs tang (+ 1) 

Description: Your harsh word and roa.(cd prayer bles. a chameter 
with Ulric.'s savagery, adding + 1 to all Critical Hit results. 

VERmAN PETTY MAGIC 
111e follOWing prayers are only spoken by the Cult orVcrena. 

BI.FSSlNG OF VERENA 

Ca~tjJ1g Number: j 

Ca.ning Time: Half action 
Duration: 1 minute (6 rounds) 
Range: 24 yards (12 squares) 
Ingredients: A tlIft of dog hair (+ 1) 
Description: Your prayer leaves a charactet witl1in range keenly 

aware of injustice and tyranny. Whilst under the effects of 
this spell, the character must pass a Routine (+10%) Will 
Power Test ro commit a crime. On a failed test, the target 
does DOt act, as he L suddenly overwhelmed with guilt. 

BIESING OF WISDOM 

Casting Number: (,
 
Casting Time: FuJI action
 
Duration: 1 minure (6 rounds) or triggered
 
Range: Touch (You)
 
Ingredients: An owl-Feather qUill (+1)
 

Description: Your solemn pra;;'cr grams measured wi.sdom to a single
 
character. allowing one fili!ed Intdligencc Tc.\t to be re-rolJed. 

LESSER MAGIC 
-n1e follOWing lesser magic spelLs may be purchased by ill1}' career 
wi(h the Lesser Magic ralem, not JUSt Priests. 

ANATHEMA 

Casting Number: 10 
C;tsting Time: Fu 11 action 
Duration: 1 bour/Magic 
Range: Touch 
Ingredients: A small bell (t 1) 
Description: Your invocarion mark. a (arget, leaving a stain upon 

his oul. Whilst this mark is invisible, other Jiving creamres 
unconsciously deleer it, making [hem feel uncomfortable 
and hostile. 'TIle target takes <l -20C!/o penalty to aU FeUowship 
Tests. Generally, this lesser spell is ca.sl as a symbolic means to 

exile someone from a communitY. h. a resul(, the targer has 
usually done something to warra'l1( rhi rebuke and is-likely to 

already take a penalty to his Fellowship -r; t.s. 

DoRMANCY 

Casting Number: 8 
Casting Time: 2 full actions 
Duration: See description 
Range: Touch 
Ingredients: .An obsidian shard (+ J) 

Description: Your spell suppresses rhe power of a magical iTem, 
making ir brieRy mundane, For this spell to Take effect, you 
mUSt make a separate Challenging (-10%) Channelling 
Skill Test. If the objecr is held by :ll1orher creaTure, yOll musr 
instead make a Hard (-20%) Channelling Skill Test. For 
every degree of success, the item's powers are. suppressed for 
1 round. Varieties of [his spell arc common in rhe Golden 
Order and tbe Vcrenan Cult, rhe better to de-a1 wilh corrupl 
artefacts, and are also kDown b .. a mattering of "'''i?:ard and 
priests outside diOse organisadons, 

GREAT PR._EA.u;ClOo'lHu.lIN~G _ 

Casting Number: 4 
Casting Time: Half action 
Duration: See description 
Range: Touch (You) 
Ingredients: A buU's horn (t 1) 

Description: The targer's voice can be heard clearly up to 500 yards 
away. bur ir is nOt deafening to those standing cia e by. The 
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-DmNILous­

spelllaHs unti] the target StopS peaking: normal pauses 
to draw breath do not end it, b\lt finishing a speech do 
Priests lise this spell £0 preach to large congregadons, while 
wizards use it to communicate Oil the field of banle. 

LINK 

Casting Number: 18 
Casting Time: Full action 
Duration: 1. minute (6 rounds)!Magic 

Range: 12 yards (6 squares) 
Ingredients: A fine" silver cbain (+2) 

De-\cription: 1hi, spell allows you to link yourself [Q another willing 
spellcasrer who hares your Lore and is within range. For the 
durariol1, you gain +1 to all Ca. ling RoUs for each degree of 
su ce~'s scored by linked others on a hanndling Test. The 
linke.d orners must use a "Use a SkjIJ" half action to enact 
rhe Channelling roll, which must be enacted I round before 

the boosted spell is cast 111 is spell is rare, and is only widely 
known by the Order ofLighl and some temples of Ulricans, 

REPEL THE UNCI.EAN 

Ca~tiog Number: 12 

Casting Time: Full ,Ktion 

Duration: I round/Magic 
Range: You 
Ingredients: A sprig of witchbane (+2) 

Description: YOllsurround yourselfwid) a himll1cring barrier of 
blue magical energy. Cre?tures with dlao, mutations who 
attempt 10 anack you in melee must succeed on WillPower 
Tests each round or be unable to attack you, instead choosing 
,mother target or action that round, Even on a success, they 
take a -10% penalty to ",X/eapon SkiJJ Tests agajnst you. 

SANcrUARY 

Casting Num.ber: 1.3 
Casting Time: Full ae.tion 

T Olm, ofSalvatiolJ presCJ1t. expanded ver ion of the. Divine 

Lores for the major Gods, and llew Divine Lares for the 
i\linor Gods. l'he expanded Divine LOtes for (he major Gods all 
include rhree Spell Lim. When a character gain acces to a Divine 
Lore from a major God, he must choose one list. He ha.s ace . to 
all spells on thaI list, but no other~, He may g,tin access 10 spells 
all other lim by caking the EXtr,l Spell Talent. A character rna)' srill 
only ever know one Divine Lore. 111<' labell ing of the Spell Lim 

varie,s from God to God, bur one of [he lists is always identical 
to tbal given in the WFRP core rulebook, 

THE LORE OF GUNNDRED 
Gunndred's holy prayers focus on brutality and intiwidation, rachel' 
than on catrle-cheft specifically. AI his cult is small. there are, as yet, 

few stories about more powerfill miracles, 

Duration: 1 bour/Magic 
Range: See texe 
Ingredients: A lock (+1) 
Description: You C,l11 cast lhis spell on C1 room III which you are 

inside. Anyone trying to enter the room mUSt succeed at ,1 

Routine (+10%) Will Power Test 10 do so, Thi;, does not 
swp people throwing missiles, including large rock and 6~ 

bombs, into rhe building, 0 it i mOSl effective on sll'ong. 
srone rooms. Priests often use il to prOleCl temples. 

STRENGTHENED R.... _FSo.DQ"""L~VEE...W... 

Casting Numher: R 
Casting Time: Hal faction 
Duration: 1 minLlte (6 rounds) or triggered 
Range: Touch (You) 
Ingredients: A lord's symbol (+ I) 
Description: 111<: target gets a + IO'hl bonus to his next Will Power 

Test, 

Yow 
Casting Number: 11 
Casting Time: One minute 
Duradon: See description 
Range: Touch 
Ingredients: A wrinen texr of the vow (+2l 
Description: The t,lJ'get of the spell swear, to carr}" out, or refrain 

from, a cenaln action. He must do so of his own free will, 
although he need not know the spell is being cast. If he 
breaks the vow, he immediately and perm,mendy reduce. 
his TO\lghnes~ Cbaraclerislic by ]d 10, If [he target swears 
10 do something, merely attempring i, nor ('nough: he must 
su .ceed to avoid the penalty. 111e spell remains in efFect until 
the vow is fuJiillcd or broken, and may be dispelled before 
that point, Priestesses of, hallya never learn this spell: it i,1 a 
grave viola.loll of their stricture.>, 

fEARSOME GLARE 
Casting Number: 4 
Casting Time: Full aaion 
Duration: Instant 
Range: 12 )".lrds (6 squares) 
Ingredients: A mask in the form of a skull f:lC(, (+ 1) 
Description: Yml glare her ely at one chat<lC[er and ;1lI01le a prayer, 

"TIle (arget must immedia.tely make a Feat TesL 

],>AINFUL B:.I.CLOloLW~S _ 

Casting Number: 8 
Casting Time: Half actio11 
Duration: 1 minute (6 roundsl/Ma.gic 

Range: You 
Ingredients: A cosh (+ 1) 
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Description: Yom blows are IllLlch more painful l() vour victims. 
TIle do no more Jamag~. but tLte agony is excruciating. 
i\n)'one you hit in combat ~ufFers a -10% penalty to all Tcse. 
made duriJlg the following round, due to the pain. Painfiti 
blow.' 1$ generalh- used 011 helpless victirru;. and does not 

affect Dael lOns or the Undead. 

RUSTLER '5 CLOAK 

Casting Number: 12 
Casting Time: FuU a lion 
Duration: I hour 

Range: 60 yards (30 squares) 
Ingredients: Muffijng clorhs (+2) 
Description: YOllI prayers allow any Concealmem ane! Silent 

Move Tests you make w affect a group traveJling wieh you. 
The group may include both Humans (or similar creamres) 
and large animals. such 3S horses or cattle. Rusr!er's cloak can 
affect lip to to Humans and 20 horse-sized or cattle- iZt:d 
,mimals per poinr ofyour Magic CharacterL tic. maller herd 
animals. like sheep or goats, coum as half an animal for thi 

purpose. 

TERRORISING B:.w:LO!loLW..LL..- _ 

Casting Number: 14 
Casting Time: Half action 

Duration: 1 minmc (6 rounds) 
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Range: You 
Ingredients: A drop of your own fresh blood (+2) 
Des-cription: UPO~l caSting [his opell, an)' living creature you hic 

and 011 whom you inflict at leasr 1 Wound mu r make a 
TerwrTesL 

FEARSOME M..u.IE,.;.JNL.- _ 

Casting Number: 17 
Casting Time: [uU aCtion 
Duration: 1 minute (6 rounds)/Magic 

Range: You 
lngre.dients: 1he body pal'{ of a victim ( 2) 
Description: Your prayers grant .I'OU rhe Frighrening Tl.l elll , 

THREATS OF T....... ~
ERu.Ru.:O!t.LRU-..­

Casting Number: 20 
Casting Time: Half action 
Duration: Install[ 

Range: 48 yards (24 
Jngredienu: /\ \vhip (+2) 
Description: Your prayer 

becom 

quares) 

threaten a group so eth:ctively that the-r 
l)verwhelmed with fear. ~lJld rhey injure themselves 

in their mad :memp[ ro get away. Place the hIgt: template 
anywhere \virhin range. All those affected must nl'1ke a 

Terror Test. If they fail. they take a Damage 4 hit as well as 

suffering the effects ofTenor. 
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EYE F~i!!J.O~FIT..oIo.....-THE LORE OF HANDRICH _ 

Handrich, rhe God of Merchanrs, is well known in the lower merches 

of rhe Reik His Ctll! i. well-organised, and [caches rhe same pmyers and 

ritc< [0 aJl ofhi., priests. 'rhe fdlowing lisr represem:.\ these, bm GMs 

should nOl hesirate 1O add (bdr own crearions 1O expand Or replace tlleJll, 

All ofrhe spells in the Lore of Handrich lise mouey or commodilies 
:IS i!l gredients. 111ese are saui need ro "buy" f-bndric h's bk'"i ngs. 

Handridl i concerned with spreading money. so sa ri6cing usually 
enrails spreading wealrh by giving to [he poor, alrhough handiDg in 

a sacrince to a Handrich temple will uffice. UlliiJudy. Handrich', 

priests do nor need ro have all ingredienr when casting (he spell, 
ju, [ the intent to use ir. 1hus, as each speJl is casr wim the benefit 

of an ingredienr, a deht to Handrich will be creared. Each week 

(or ponion of a week) such a debr is unpaid, the priest gain~ one 
di"favour poim (.1(;(; p~g(; 2.4 I). 

Example: Lindsal'.' Primm o,fHandricIJ casts bought loyall) 
to emure that sorne bribed Rh'I'7'uvndem SlfI)' bribed, and uses 
5 GC as the ill/{''tdiem, As there L,. flO one to give her sacr£ficc 
to Handrich to on the rive!: .,he waits IInti! she arrives ill the 
ncxt town, A thy lahT shl' an·ive.' in Kell1lJe>'bad. andgives the 
ap)'roprirlie sacrifice 10 the pOOle /L tlJ& debt t() her God i'lcn'I1..1&'< 

{ry 10% each week 01' portion Oftl II/uk alld W% 015 CC is 
}0 s, shl' gives 5 GC and }0 s to thl' bl'ggars 011 th( watt/front, 
lvho goggle at th~ enoI1'lHJI.JS!Y g,'II/'YOU,' dOlllllion and !'l'adfir 
tlJ£' IoUl! lavern. boo.,thlg the' !oca! ((Ollomy Ii.'ith their willd/:dl. 

BouGHT L~O......Y....AL......T.......Y~ _
 

Ca.~ting Number: 1G 
Casting Time: Half anion 

Duration: ee description 
Range: 'YOll 

Ingredients: 20% of the transaction (+2) 

Description: YOll pray ro Handrich to bless your (Jansa -rion, 

binding all parties [0 their agreemenrs. To break any de I 

blessed by {>ought LoyrJ/~1', a character I11mt first pass a \\?ill 
Power Te, L Ifhe fai1.s, he must do everyrhing in his power !O 

enmre that he fulfib hi: part of the hargain, Furthermore, if 

a cbaraaer does manage to bteak the deal, be rakes a -10% 
penalry to all Charm, Evaluate, and Haggle Tests unril a 

week "frer [he neXT ivlarktag. 

BuRGHER Am UISITION 

Casting Number: 9 
Casting Time: I 111i1.1l1(e 

Duration' 1 hour!lvlagk 

Range: Yo\'l 

Ingredients: 10% of the value of all transanioJl.' completed, 

minim\.lm 5 gc (+2) 

Description: YOIl plead with your God ro make sure tlnr tllere 
will be a local merchant willing to deal with you. For] hour 

per poim of your IvIagic Characteristic, YOU may add +20o/<l 
to all Gossip Tests used 1O check for Availability ("ee WFRI' 
page 104). 

Casting Number: 12 
Casting Time: Full action 

Duration: 1 minute (6 roulHhl!.Magic 

Range: You 

Ingredients: 5% of ;~Il Evaluated item.\, minimum 3 gc +2) 

Description: You pray to Handrich asking hio aid t() judge the 
wonh of a commodiry. YOll g-.. in 3 bOl1u of +20% to 

Evaluate Te.\ts and double any degrees of success scored. 

GILDED T~OllN:!loLGUE~ _ 

Casting Number: II 
Casting Time: Half action 

Duration: I minute (6 roundsl/lvlagic 

Range: ¥')u 
Ingredients: i 0% of the value of all tramaClioDS completed, 

minimum 10 gc(+2 l 

Description: You mutter prayer to [he Mercham God and every 

transaction seem to go your wa,}'- YQU gain a bonus of +10°,'0 
1:0 Haggle Tests and double any degrees ofsuccess scored. 

TIME IS M~OllNF.......Y.L....- _
 

Casting Number: 19 

Casting Time: Half action 

Duration: See descriptioJl 

Range: llJU 
iJlgredienu: 10% of deb[ (+2) 

Description: You beg Handrich no! r curse you for nor paying 
\lour debt to him. reasoning e1Ul the longer you t::ike to pay. 
tbe gteater the sacrilice he will e,un. ifyou successfully cast 

rJ1is spell, you are given an exua week to pay your debts to 

the Merchant God (u:, to me next Marktag). If you fail, 

your debts are doubled and you ,ue immediately cursed, 

WoRD OF Mo3oIO:.!oo!U:..t..T..LoIH'---- _ 

Casting Number: 10 

Casting Time: 2 full J.niom 

Duration: 10 minutes/Magic 

Range: 24 yards (12 squares) 

Ingredients: 5 gC (-!- 1) 

Description: '{our prayers cause your comperirors and alJies to 

speak well of yOll. All charanel'S within range talk well of 
(heir pas( dealings with yOll, no maner how bad they may 
have been. For the dur-ation of [he spell. you receive + 10% 
on all Fellowship Tests with any who have heard [hese 

positive repons, 

THE LORE OF KHAINE 
The disparate culrs of Khaine, the Lord of Murder, do nor hare 
their lore; indeed, few are evell aware of the existence of orner cult.< 

dedicared ro [heir God, TIle following prayers <He an example of 

what: <1 rypical priest of the Scorpion Prince bas at his disposal. 

However, a, the various, hidden Khaillite cults :lI'e all very differelll, 
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GMs hould feel free to create their own spells or adapt the 
f()lIowing list a suits their c'lmpaigns. 

BLOODY H.AiAND~ _ 

Casting Number: 12 
Casting Time: Half action 
Duration: i minute (6 rOllncls)/Magic 
Range: You 
Ingredie.nts: A vial of a murdered man's blood (+2) 
Description: You chane your dark dedic'ltioll to rhe Scorpion Prince. 

and your hands begin to drip bk)od, marking you as Khaine's 
dl0SCll. Y01U h<lnds drip the hlood of the murdered. splashing 
00 votlr foes ill combat. AllY that wish to chatge you mmt first 
pas; a WiU Power Te.\t. If they tail, they waste tbeir charge action 
this round, ,raring at the blood in horror. Furthermore. rhose 
in combat with y()lI ,ulfer a-10% penalty ro'\Veapon Skill and 
Agility TestS a rhe:-' instincrually try to avoid the terribk idlor. 

DAGGER OF K.[lH.a.AINE~ _ 

Casting Number: 5 
Casting Time: Half aeriou 
Duration: I minute (6 round) 
Range: You 
Ingredient.~: A murdered man's finger (+ 1) 

Description: YOUT prayers imbue yOUT dagger with Khainei; lust for 
blood. YOlU melee weapon. which nlllSt be a dagger, COUntS 
as a magical weapon with the Precise qualiry. 

EnRNAL T.!..!O~RJ.'£MENu;;"u,T.L- _ 

Casting Number: 16 
Casting Time: to minutes 
Duration: Instam 
Range: Touch 
Ingredients: The corpse'$ undamaged heart (+21 
Description: You speak your prayers over the body ()f a recently 

deceased corpse. and laim the soul for Kllaine. The. pirit 
(and corp.se) becomes immune to 0:ecromancy spells and 
will never know Ml)rr's peace as it is sent screaming to the 
lord of Murder's Dark Realm. It is ajd rhose scnt to Khaine 
sometimes return to do the bidding of his prie-sts; if this is 
(rue, it is a very rare event. 

HIDDEN B!.L.oLADa.L.!.IE"-- _ 

Casting Number: 7 
Casting Time: Half aClion 
Duration: Instant 
Range: 'loti 
Ingredients: A crushed {ai I of a scorpion (+ J) 
Description: Y()LI cham prayers in your enemy's fa e. misdirecting 

him (rom the true threat: lhe Hidden Bl'lde. A dagger Hashes 
from an unexpected direction. held by a h'llld and aml that 
appears as one of your OWl). but cannot bc. As a free action, 
make a \X!eapon Skill Test. If yOl.l succeed, yotl deal 5B 
Damage and 3..\ if you had aHacked with a weapon that had 

the Precise Qualin'. 

STING IN THE T.a.AI.u.I.'--- _ 

Casting Number: 9 
Casting Time: Half action 
Duration: 1 rOllnd/lvhgic 
Range: You 
Ingredient.': A vial of scorpion venom (+ Ji 
Descriprion: Your prayers draw the killing power of th scorpion 

to 'lour blade. Your melee weapon, which must be a 
dagger. deals an e: tra I Damage on any successf'ld strike. 
Furthetmore. if a strike inflicts \'Vounds the victim must 
pass a Toughness Test or lose all extra \Xi'ound per poi nt of 
VOLif Magic Chamcteristic. 

THELoRD OF M.l..!lJ~RJ...l.DEu~~ _ 

Ca.~ting Number: 20 
Casting Tjme: FuJI J.CdOIl 

Duration: 1 round/Magic 
Range: You 
Ingredients: The blood of any creature with an Attacks 

Characteri tic of 5 (+2) 

Description: You chant your prayer and arc filled with the killing 
power of Kllaine. You gain 1 to your j\rracks Ch,uacteristic 
per pOUlt ofyour Magic Characreristic, and you all rake 
tbe swift attack action as a half action. The extra attacks may 
only be used in combindriol1 with a dagger. You can still only 
take One i!l[ack action per round. 
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however, protecred from falling overboard, or through holes 
spel1 expires.in the hull, 
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THE LORE OF MANANN 
Manann is the fickle God of the S"",s, and his moods range from 
violent ourbmsrs to strange acts of benevolence. \X/hen a priest 
requesto the aid of his God, he never knows exactly how his patron 
will reacr. \X/hen angry. Manann punishes his Priesrs with jolrs of 

painful 'lJbdt harlnk,s electricity, but when benevolent, he fills 
them wid1 the soodling calm of a gclltle pring rain. 'The spell list 
of Man.ann reflect me two sideo of the God: tbe benefactor and dle 

violem God of storms, As lhe lord of Journeys lisr combines lhe 
two aspecr.'> il iI lhe Ina I popular, 

BECALM 
Casting Number: 16 
Casting Time: Full anion 
Duration:: 1 hour/Magic 
Range: 9G yards (48 squares) 
Ingredients: A dagger carved of whalebone (+2) 

Description: Y')ll steal the wind out of [he sails of one ship wilhin 

range. The ~hip is compktely becalmed anclunless it has oar, 
it remains dead in rhe water. Should rhi\ opell be cast in the 
mirut of a Storm, it create. JD area of calm arou nd the sh.i p 
and to 100 yards beyond. '111e walers are smooth and the air 
is still, whitsl tbe gales, In hing rains, and towering crem rage 
around lbe ship. BecilLm is centred on the ship, so if propelled 
by means olhe.r dUD wind, ,he area of Clim move with i!. 

Bx.FSSEJ) VoYAGE 
Casting Number: 5 
Casting Time: I minute 
Duration: See description 
Range: You 
Ingredients: A bortle of wine ( 1) 

Description: You pray for lvlanann's bles ings at the beginning 
of a sea voyage. A.II' Navigation Te"ts made on the VOj'age 
gain a + 10% bonus as long as you remain ooboard, For tbe 
purposes of voyage. rhis >pell !a.srs llntil the ship next docks 
at a pon, 

fumING OF THE ALBATROSS 

Casling Number: 20 
Casting Time: 1 minure 
Duration: See description 
Range,: See leXI 
Ingredients: .A bottle of wi Ile ='Ind a fish (+2) 

Description: You pray to Ivlanann \vhilst standing 011 the deck of 

a ship tb,H is aAoal. allhough ir may be in harbour Upon 
compledllg tbe invocadon, all albatross descends (rom lhe 
heflvens and follows lbe Sllip no mailer wbere it goes. 111e 
albarross wailS up ro 1 hour for the ship to sail. a~ld mer 
that, .it stays with the sh..i.p until killed, or the ship makes 
pan, As long as [he alba[ross is pre-seIH. the ship CallJl0t si 11k, 
no maner how much damage ir rakes, '111e crew are nor, 

TABLE 10-1: THE LORE OF MANANN 

Lord ofJoumeys Lord of lortnll Lord of Bounty 

Becalm Becalm Blessed Voyage 

Blessed Voyage Curse oim Blessing of the 
Albacro A1barross 

Breathe Water Oro, ned Man'~ Brt"athe Water 
Face 

Cut of tHe RirTld~ Fair Wind 
A1bjltl'os~ 

Water BL t Sea. Legs Fisherman's Eye 

Waterw.tlk. Wat Blast Waterwafk 

BREATHE WATER 
Casting Number: 7 
Casling Time: Full action 
Duration: I hour 
Range: Touc:h (You) 
Ingredients: A liw fish (+ I) 

Description: Your touch a.nd the power of Manann confer the 
abiliry to bre,uhe water as if it wne air. 

CURSE OF THE ALBATROSS 
Casting Number: 1') 

Casting Time: Full anion 
Duration: 1 rnllHJle (6 rounds) 
Range: 48 yards (24 squares) 
Ingredients: A.n albaHOSS feather (+2) 

Description: The wram of rhe God of the Seas is nothing to triHe 
wirh, )'ou call dowll doom on enemie..s of Mananll within 
range. U,e the large rernpbre, -lhose affected nv the Curse 
of the Albfltross bave d1e Crirical Value of :wy Critical Hits 
suffered increased by 2. 

DRoWNED MAN's F..l.IoACElI.o!6.L... ~ 

Casting Number: 8 
Casting Time: Half action 
Duration: 1 round/Magic 
Range: 36 yards (18 squares) 
Ingredients:.A cup of salt water (+ 1) 

Description: You cham yOLlt ptayer at one haracrer wjlhiJl 
range. Hi. lungs immediately Gil with saIl warer, making 

it impossible for him to speak, and other actions far mo;e 
difficult. \\fhjlst the water remains in his lungs, he takes 
,,-10% penalty to all test.. Each roumL the ;arget may 
spend a half action ro make a Tough ness Tesr ro cough 
up the water, thereby ending the spell, ]f the target doe, 

not succeed on a Toughnes Test wh ilst under the effect of 
Drown d !vfan' Face, he lflke a Damage 2 hit when the 

. 
~-------



Casting Number: I (, 

Chapter X: Miracles 

Casting Time: Full action 

Du.ration: 1 hour 

Range: See text 

Ingredients: A bellows ( 2) 
Description: Manann blesses the ship you are on with fair wind. 

11,e wind blow, from the ideal quarrer for tbe ship to make 
its de tination. and strong enough to move the ship at its 

maximum safe speed. This spell works ven if you do nOl 

know the way to yOUl' destination. as long as the destination 

is somewhere you have bee.n before. If you have nor been 

rJ,ere. you (llLlst speci~' the. direction in which yOll want to 

go. TIle ship must be guided arOlllld ha-zards normally. bur 
tbe wind give ail such testS a .,.10% bonul. 

FISHERMAN'S Eu........., _
YF

Casting Number: \.l 

Casting Time: HaIr '1Ct ion 
Duration: Install( 

Range: You 
Ingredients: A small fishing line (+ 1) 
Description: Fishrnnall:' f)'f' fills :ou with an unc,mny se.nse of 

where you might find a desired cre-.mlre in the sea. Upon 

castillg [he spell. name ,m ordinary creature. YOli know the 

best place within your urrent field of vision to work on the 

,vater. If t1 hing. this is where you should mop the ne.! or 
Ii..ne; if diving for shdlfish, il is where ou should dlve. 

Rnd'...ID.....E5 _ 

Casting Number: 5 
Ca.~ting Time: Full action 

Duration: 1 hour 

Range: See text 
Ingredients: A handful of salt (+ 1) 

Description: You can chane this prayer at on boar or ship that you 
call se ,All Sailor Row T",srs to control that vessel are at a 

-10% penalty. 

TABLE 10--2: THE loRE OF MORR 
As rhe God of the Dead and of Dreams. Mon grants his priesrs 

guidance and aid i..n dealing with tbe restless dead, By tradirion, (he 
wisdom he gr:lIl t$ as God of Dreams is associated wi th Darkness. 
al}d his aid again. I tJ,e Undead with Daylight. while tho,ewho 
choose to balance [he twO are associated with TWilight. TIle Morr in 

Darkness list is generally taken only b:' augut., \V'hile rJlose priestl)' 

members of the Black Guard blessed with the abilitv to work 

miracle.s h. ve the Mort in Daylight list. 

Almost all Priests of Mort learn the prayer, illld rituals to put a 
corpse to rCSt (Eul?ial Rest), aJ1d many also mdv the rituals to 
bring aboul propheric dreams (Guiding Dream). As these are so 
broadly known. the GM should allow access 10 these spells with the 

Extra Spell Talem without roo much difficulry. 

Casting Number: \4 
Ca.ning Time: Full action 

Duration: 1 minute (6 round ')/Magic 
Range: You 
Ingredients: ~'l", dried waler beede (+2) 
Description: You can walk on water. You can also walk over marsh 

and swampland as ifit wer f·irm ground. 

StrCJlgth Test or be knocked to [he ground. w'ucr blttsf also 

extinguishes ~lll fue~ in a 4-yard radius. Since this i., water 

borrowed from rhe seas. many castings also produce a fait bit 

of sand, fish and crustaceans, which are quite surprised by 

their unfortunate_ turn of fat~. 

WATERWALK 

THE LORE OF MORR 

Morr in Twil!sht 

Destroy Undead 

Dream Messa e 

Preserve Corpse 

Si of the ~ven 

leep of Death 

MOI'f! in Darkness Mo.... ilJ Da ight 
Dooming Destroy Undead 

Dream , 1essage Eternal Rest 

Glimp. e Ahead Preserve Corpse 

Guiding Dte3m Sign of th RlIven 

Speech of MOlT leep of Dearh 

Threshold LineVisipn of MortVision of Morr 
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SuLE,....Gs""---- _ 

Casting Number: 12 

Casting Time: Half action 
Duration: 1 minute (6 roundslnvlagic 

Range: 36 ards (18 squares) 

Ingredients: A splinter of wood from a wrecked hip ( 2) 
Description: You r prayer curses a character to feel as if he is 

standing upon me deck of a SLOWHO sed ship. The targer 
musr make n Agility Test every round to remain Tanding, If 

h~ falls, it takes him a halF action and a successful Agility Test 

to stand up again. If such tests an' nece sary anyway, the spell 

imposes:l -30% penalty to the'e tests, which is cumulative 

with any pen;llries already in effect. 

WATER B_LN....SLolT"-- _ 

Casting Number: 10 
Casting Time: Half action 
Duration: Instan[ 

Range: 36 yards (18 squares) 

Ingredients: A vial of seawater (+ I) 

Description: You ullieash a powerful correm of seawater from your 
outstretched hands. This is a magic mis.dle with Damage 
4. T11e larg~t of a 1/)([ur blmf must make a llccessful 
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1)FsrnOY UNDEAD 

Casting Number: 13 
Casting Time: Half action 
Duration: Instant 
Range: Touch 
Ingredients: A wooden stake (+2") 
Description: You call~e a Damage 8 hit on an opponem wirh dIe 

Undead Talenr. 

DooMING 

Casting Number: 12 
Casting Time: 1 minute 
Duration: Tn tant 
Range: You 
Ingredients: j\ h'l[r, J1<lil paring, and drop of blood from the 

target (+2) 

Description: !vlorr gr,lllls you a vision of one impormnt Fact 
abour a charllcter' future, 'TI1is i most often his manner 

of death, but not always. lJle fact is always isolated: you 
might thar learn someone will be killed by Orcs. but not 
wh<;:re or when. If rhi spell i' cast on a pbyer character. 
rhe GM should use the revealed facr 10 advance rhe 
current adventuf<:. Dooming Olay only be casr once per 
ch.uacter. 1be GM is the final arbiter on rhe qualitv of the 
information learned, 

DREAM MEss''''''''AGE,........ _
 

Casting Number: 10 
Ca.Hing Time: 1 minLfle 
Duration: 30 seconds 
Range: 'ee rext 
Ingredients: A piece ofwool (+ 1) 

Description: You appear ill dole dreams of one charaCter and 
deliver a message 110 longer than 30 second long. 'lhe 
receiver must be sonleone you have met personaLly, Ll1U t 
speak, common language, and ITlUSt be asleep when rh~ 

·pell is caSL 

ETERNAl. R.....F_S....T _ 

Casting Number: 1G 
Casting Time: 10 minUfe-s 
Duration: Iastant 
Range: Touch 
Ingredi.ents: A take made of fragralJ( wood ( 2) 

Description: YOLI cham a solemn prayer over a corp e. ensuring 
that the soul is sent to IVlorr's Realm. lhis make tbe corpse 
permanently im mllJ1e te 1 e(romancy spells. If the target is 
Undead, it mlU make a Will Power Te-st or be inStantly and 
lItterly d ·trayed. If the target has llO \'\.'il1 Power, it gets 110 

test to avoid destruction. 1h... priesl mUSt tollch the target 
throughout the C3sdng. lhis rilllal i cllanred over many 
corpses in rhe Old World, but only those with rhe Divine 
Lore talent actually empower it. 

GUMPSEAHEAD 
Casting Number: S 

Ca.~ting Time: l"hlf aClion 
Duration: 24 hours or triggered 
Range: You 
Ingredients: A small mirror (+2) 
Description: Upon casting glimpse ahe;ld, you gain ,1 lldden 

powerful insighl abour some future evellt. rhough the 
circum,rances of Ibis evellt are llot immediately known to 

you. You gain a +10% bonus to any single test made wirhin 
24 hOllfs, You need nOt declare u:;e (If thL bonus before you 
roll. You Illayonly be under the 'eet, of one glimpse (Ihrtld 
spell dt d time. IfYOli use this spell more than once in a 24 
hour period, you must make a \ViJI Power Test each time 
afier the firsr or gain 1 In anit)' Point. 

GuIDING D......R.....EA.....M~ _ 

Casting Number: 1'5 
Casting Time: 1 minute 
Durat.ion: InstJ.1H 
Range: You 
Ingredients: A stick of ilKcnse (+2) 
Description: You receive a dream concerning a particular course 

of action I\torr wishes you to undertake.. The dream is 
'1.lways clear. but nn'er complete. It never explains why MOTI 

Wallts yOli to do somethiug. The vision generally shows YOll 

performing a particular action, in a particular place, at a 
partic.ular lime. and y()ll somehow know the name of th.e 
place, and where jt is, and exactly ,vhar dare is meant. even 
if those would nor be obvious from the things seen in the 
dream. You have no comrol over the contents of the dream, 
a 1d there is no glla-ramee that you will survive to curl' Out 

rhe actions you see. 
Repeated casting almost Jlways yield the same dream, 

at least until the priest has done what was required, or the 
time during which he was supposed [0 ped()r01 the deed has 
passed, "ailing to follow such a dream counts 31 violating the 
stricnlre of the cult: if )'01.1 have prayed for a.n illuminating 
dream, you should follow it. 

PRESERVE CoRPSE 
Casting Number: 5 
Casting Time: I minute 
Duration: 24 hours 
Range: Touc.h 
Ingredients: A piece of fresh. fmit (+ 1) 

Descript.ion: You temporarily stop the decomposition ofone. corpse, 
keeping it perfectly preserved. \VhUst this spell is in effect. the 
corps cannot be re-animated by Necromancy spells. 

SIGN OF THE R..... _AVE..L.IoooIN~ 

Casting Number: 9 
Casting Time: Half action 
Duration: I round/Magic 

225
 



Range: 12 yards (6 squares) 
Ingredient~: iI. raven's feather (+ 1) 
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Description: You summon a ghosdy raveJ] (tbe symbol 01 Morr) 
that cam rhe shJdow of death over the 6eJd, You and all 
your aLil wirhin range at the time of tbe casting add + J to 

all your damage rolls for a number of rounds equal to YOllr 

Magic Characteristic. 

Sr.EEP OF DEA......H'--­T....... _ 

Casting Number: 20 
Casting Time: Full action 
Duration: See de.5criptioll 
Range: 24 yard~ (12 sqmres) 

Ingredients: A small silvet scythe (+2) 
Description: Your prayer. cause a group of enemies within rattge 

to slumber like the dead, Use the large template. 'nl0se 
,1Weeted fall asleep f<)r Id I0 rounds unless a successful Will 
Power 1":1 is made, Sleeplng characters are considered to be 
helples . This prayer is often chamed to calm the bereaved, 

particuJarly the noisy ones, 

SPEECH OF M,!o,lQnRnR _ 

Casting Number: 20 
Casting Time: 1 minute 
Puration: 'ee description 
Range: See text 

Ingredients: A large mirror (+2) 
Description: The spirtt of a dead Human appears befote you, 

and a.mwen a number of questions equJ.! to your Magic 
Characteristic. You must have the body or a portion of the 
body the spirit once possessed, The spirlt cannot lie a.nd 
111 USt answer, bm it can choose h.ow much in formation to 

give. The spirit is limited to information it knew in life. 

If asked something it does not know the answer to. it ays 

nothing, and tbe question coums against those you may ask. 
Since the spirit is released from the realm of the dead with 
Mon's permission. any corpse may only be targeted by this 
spell. regardless of the caster, once; whether the first casting 
lIcceeds or f.'tils, subsequent castings upon the same corpse 

autOmatically invoke the \'('rath of the Gods. 
You musr ask all of your questions within a number of 

minute equal to 'our Magic Characteristic. Once th.is rLmc 
expires. the spirit (erums ro the realm of the dead. 

THRFSHOI.D L...... ----,-__INE:LI.o....­

Casting Number: 11 
Casting Time: Full action
 

Duration: See description
 

Range: See text
 
Ingredients: A piece of charcoal (+2)
 
Description: You draw up to an S-yard long line on the ground 

while chanting to lvlorr. Any Undead creature must make a 
successful \X!ilJ Power Test to cross ir; Undead withom \X!ilJ 
Power automatically fail. The line retains its povver umd 

around the ends so the line is llormaJJy drawn as a ring or 

acros a doorway. 

VISION OF MoJio.jO:.uR~R _ 

Casting Number: 15 
Casting Time: 1 millllle 
Duration: Jnstant 

Range: You 
Ingredients: A mushroom harvested from a grave (+2) 
Descdption: You pray to Morr and ask for a vision rdarin" to 

a problem you are currently experiencing. Ihe GM must 
secredy make a Fellowship 'Test on your behalf. ]f successful. 

vou receive a vi. ion that relates to your problem. and 

may offer clues to help you resolve it. If t11e rest is failed. 
you receive a bizarre vision that seems like it might have 
meaning, but is really jnsr a confusing mess. 

THE LORE OF MYRMIDIA 
111 Tilea anJ Estalia, the many orders of the Myrmid.iaJ] 'ult 

practise an array of different prayers, rituals. and rite that refleCt 
the m,\lly aspect of the Goddes . In rhe Empire. where the Cult 
has less influence. prayers tied {() Myrmidia's asS'JCiation widl lhe 
3rt of war are mosr common. 

Th.e Order of the Eagle pracrises 3n assonmenr of prayers. with tWO 
primary camps found in the Empire. Some warrior pde ts perform 
t3etieal rol . Jeadi.ng units of men according to the dictates of 

their leaders. and Jearn prayers that aid them to do this (M}'rmidia 
the Captain). Others prefer to suPPOrt (he generJ.!s Jirecdy. and 
memorise rites 1110re appropriate for this role (Myrmidia th(· 
Commander). In the Empire, onl)' rhe Order of Furv goes beyond 
these prayers. preferring rites that demonstrate tbeir unique view of 
the world (Myrmidia the \Xlrathful). 

BLAZING SIJN 
Casting Number: 20 
Casting Time: Half action 
Duration: Instant 
Range: YOH (large template) 
Ingredients: .A page mentioning F~lry from the Bellona AfJ'I'1nidia 

(+2) 

Description: Myrmid.ia answers your prayers with blind.ing 
flames of retribution. Centre (he large template on yourself 
Those affected (friend and foe. though you yourself are 
nm affc<::tcd) take a Damage 3 hit that ignores armOllr, 
and til )' must pass a \V'il! Power Test or be: SllIJ:lJled next 
rOlUld as they stagger:. halt:blind and beating at their atlanle 

accoutrements. 

CoMMAND THE LB~GIu.OwNL- _ 

Casting Number: 6 
Casting Time: Half action 
Duration: 1 round 

Range: See rext sUlUise, and each Undead creature only gets one attempt 
to cross il. If the: line i not a closed loop, Undead may go 

~~~ 
Ingredients: ,'\n eagle's beak (;. ] ) 
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Description: You pray ro Myrmidia co lend her strength to your 
words. and, hour out your orders. UIlli! the end of the 
round. an}' one target you can see hears YOllr command. no 
matter how far away he is, Furthermore, you gain a +10% 
bonus to any Command Test taken to iufluence rhe target 
this round. 

DISMAY F......F _O..... ~ 

Casting Number: 1G 
Casting Time: Half action 
Duration: 1 round/Magic 
Range: Yon 
Ingredients: A beaten-copper mask (+2) 

Description: You take on the wrathful aspect ofJ\/lyrmidia. Any 
eppenen t srruck by you in melee must make a Terror ·lest. A 
test must be made for each .successful arrack. ThQse wlw faj] 
become Terrified. 

EAGLE's VISION 

Casting Number: 13 
Casting Time: 2 full actions 
Duration: I minute (6 rounds) 
.Range: You 
Ingredients: A golJ-rim med lens (+2) 
Description: Answering your prayers Myrmidia scuds you visions 

of a nearby barrie as ifyou were an eagle flying high above 
it. You can "iew ally pre-specified batrle within your Magic 
Characteristic in leagues (a league is 3 miles). You see all 
of the primary actions aDd movements of the panidpams. 
thus gaining + \ 0% to any Academic Knowledge (Strategy! 
Tactics) Tests concerning that battle. and count aU allied 
regiment and unit leaders as being within your line-of-sighr. 
Whilst under the effects of eagles vision. you COUll( as being 
unaware in combat, granting opponents a +30% bonus to 
Weapon Skill Tests made to hit you. As well, you can only 
take caSt acdons. 

FURY'S CALL 

Casting Number: 15 
Duration: 1 round/Magic 
Range' 24 yards (12 squares) 
Casting Time: Full action 
Ingredients: A broken spear-lip (+2) 
Description: Your passionate prayers instil your allies wieh a 

fervell( hatred of thei r enemies. All allies within range mar 
re-roll their nrst missed artack each round. 

mSPffiED L.....FA...... .....IP _D,a,FoOAJJ''''''''.ISH .....

Casting Number: 7 

Casting Time: Full action 
Duration: 1 minute (6 rounds)/Iv'lagic 
Range: You and 12 yards (6 square) 
Ingredients: A baron (+l) 

Description: You take on an aura of authodry, your prayers 
inspiring allies with raid) in your abilities. You gain a +20% 

Chapter X: Miracles 

bonus to all Command and Academic Knowledge (Strategy! 
Tactics) Test. Furthermore, any allies wirhin range can re­
roll any failed Fear or Terror Tests they are required to take 
during the spell's duration, 

QuICK STRIKE 

Casting Number: 14 
Casting Time: Full action 
Duration: 1 minllte (6 rounds) 
Range: You 
Ingredients: A charm engraved "rirh a lighming bolt (+2) 

TABLE 10-3: THE loRE OF MYRMIDlA 
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nearest enemy in melee combat, all attacks must be all out 

Description: Infused wid, r"fyrrnidia's power, you gain +1 co your 
Attacks Char<lcterisric and you can take the swift attack 
aClion as a half action. You can srill only take one attack 

action per round. 

SHIElD OF MYR~~MwIDoLII..uA _ 

Casting Number: 20 
Casting Time: 1 ful1 action and 1 half actlon 
Duration: 1 minure «() round,) 

Range: 24 yards (12 square,s) 

Ingrediems: A shield (+2) 

Description: You bkss yOLlf allies with Myrmidia',s protection. All 

allies within range gain + 1 Armour POllll OD all locations, up 

to a maxitl1un1 of 5 AI's. 

SHIEI.DMAIDEN'S D...... O...... _EYL,;30""'TL"II.....N 

Casting Number: 17 
Casting Time: Full action 

Duration: 1 roundJMagic 

Range: 36 yards (18 squares) 

Ingredients: An eagle standard (+2) 
Description: Your chanted prayers fill Myrmidia's chjJdren wirh 

the;; devotion of her brnvest Shieldmaidens. All MyrmiJians, 
Tileam, and EstaUans within range gain the Fearless Talent. 

SKILL OF CoMBAT 

Casting Number: 10 

Casting Time: Full action 
Duration: 1 roundfl"fagk 
Range: 24 yards 02 squares) 
Ingredients: A bundle of sticks (+ 1) 
Description: You instil your allies with tbe skill of Myrrnidia. All 

allies within range gain a +10% bonus to their Weapon Skill. 

SPEAR OF M...... IDo!.IojIAI..L.­YR~M....... _ 

Casting Number: 5 
Casting Time: Half action 
Duration: 1 minute (6 rounds) 

Range: You 

Ingredients: A whetstone (+ I) 
Description: Your weapon, which must be a spear, becomes 

imbued with Myrrnidia's power. The spear counts as a 

magical weapon and has the Armour Piercing Quality. 

VENGEFUL WRATH 

Casting Number: 7 
Casting Time: Full acrion 
Duration: I rninure (6 J'ounds)/Magic 

Range: You 
Ingredients: The blood of a wronged woman (+ I) 

Description: Your prayers fiJI YO~l with uobtidled fury and hatred. 

You may re-roll e'lch failed Weapon Skill or Ballistic SkiJJ Test 

once. \\?hiJst vengeful Wrl1r!J is in effect, you muSt attack the. 

or rerreat. 

attack:. charge attacks, or swilt attacks. and you may not Hec 

THE LORE OF RANALD' 
Ranald represenrs a v,lriely ofinteresls, both positive and negative. 

\Vhi!st reviled as rhe God of Thieves, be is also prayed to a.s rhe 

God of Good Fonune. But Ranald un be a fickle patron. His 
priests know enough not to entreat their God roo much. let 
Ranald's blesslng5 dry up. A . udden downturn ill rhe prie~t·.\ 

fortune.. cal:t bc dlC price of over-reliance on Ranald's allentions. 

Aside fro!11 rJ1C rypiGl1 thieves that venerate him, Ranald is also tbe 

patron of TTlcrch:ants and the God who shelters and s\)pporr~ rJlose 

who fight fel[ freedom. 

BAMBOOZLE 

Casting Number: 14 
Casting Time: Full ac.lion 

Duration: 1 round 

Range: 24 yards (12 sClliares) 

Ingredients: A piece of wool (+2) 

Description: YOll fool one man-shaped crealure (Human, Elf. Ore, 
Beastman, ,>te.) within ra.nge into doing your bidding unles 
it makes a successful \'{liJl Power lest. On itS next turn, you 

may decide what actions yOll want the character to take and 

it will do ,15 'you say. the affected crea!l1re docs whatever 

you say sbort of actively harming itself. You could, however, 

instruct rhe creature to do something foolish thal might 

resulr in irs harm. Bmnboozu doe not work on Daemons oj' 

the Undead. 

BARGAIN H.>.<.UN~T _......ER~ 

Casting Number: 10 
Casting Time: 1 minute 

Duration: Insrant 

Range: You 
Ingredients: A coin (+ 1) 

Description: Ranald guides yOll to the cheapt t source for a 
parricuLu kind of good. When intoning rJli .. prayer, you 

decide rhe geographical area.. rype and quantiry of good, 

and its quality. If such goods are unavailable, you leal'll that. 
Uilless there are unusual circumstances, the cheap source is 

90°/0 of the nmmaJ price, but for Rare or Very Rare good,~ 

this spell might I d you to dle olllv sour e, who can charge 

wh<ltever he likes. 

BoUNTIFUL F.....RT _O...........UNE~IoI..--

Casting Number: 20 
Casting Time: Full action 

Duration: 1 minute (6 rounds) or triggered 
Range: 24 )'ards (12 squares) 
Ingredients: A pair of silvered knucklebones (+2) 

De..scription: As good/online but it affect~ you and all your allies 
wirhin range ,l[ [he time of casting. Each indjvidualmay 

discharge the spell on a differelH Skill or Characteristic test, 
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EYE OF R.....A~N~A[......D.L.-- _ 

Casting Number: 12 
Casting Time: Full action 
Duration: I minute (6 roul1ds)/Magic 
Range: You 
Ingredients: A small pair of scales (+2) 

Description: Ranald blesses you with a fine eye for rhe value of 
~~ngs. You gain a +20% bonus co EV3J~t3te and Haggle 
Iests. 

GooD FORUJNE 

Casting Number: 7
 
Caning Time: Full acrion
 
Duration: 1 millLltC (6 rounds) 01' lJ'iggered
 
Range: Touch (You)
 
Ingredients: A rabbit's foot (+ 1)
 
Description: You gilt one character with the luck of Ranald.
 

During that time.. the. subje.ct of the spdl can reverse 

the order of the percentile dke on anyone SkiU or 
Characteristic Te t, ,A. ConceaJment Test of 82%. t()[ 

example. could be made into a 28°/0 jllste. d. A ch3raCtcr 
can only benefit from one goodffn'run/' spell at a time. 

PERFECT E...........P_AT H"-'Io
M ........... Y
 

Casting Number: 20 
Casting Time: Half acrion 
Duration: 1 minute (6 rOllnds)/Magi 
Range: You 
Ingredients: A mirror (+2) 

_ 

Description: You perfectly understand me person to whom YOU 

are speakiItg. This overcomes any language barriers, b~t 
also means you know whar he really think~, as well as what 
he actually says. '111is gives a lllcrchafH an overwhdmillO'

" advantage in negotiations; you get a +50% bonus to 

Haggle TeSt> with rhi person. It is .11.10 very Ilseful for 
interrogation. btl! priests of Ranald tend t~ be less 
interested in th,H sorr of thing; in f..'let, eh,,\, are less likely t, 
usc rhe . pell for such a purpose lesr someo;lc get the ide; to 
usc a similar spell on rhe.m! 

roaR MAN'S FolI.oA:ACE~. 

Casting Number: I G 
Casting Time: Full action 
Duration: 1 hourfMagic 
Range: 12 yards (6 squares) 

_ 

Ingredients: A box with a false bottom (+2) 

Description: An}' valllables you or your allies cany become 
impOSSible to find by all)' sea~ch that is agai;lSt your will or 
withom your knowledge; even if a bag full of gold coins is 
turned inside-out. rhe inspectors find only a few crumbs 
and half a biscuit, or similar worthless items. Priests believe 
Ranald ke.eps the valuables for you for the duration, and 
teach that the Trickster God may nor oive back items that• tl 

he likes overmuch. 
Open can override a magic lock witb an additionaJ successful 
Channelling Tes!. 

TABLE 10-4: 

THE LORE OF RANALD 

Ranald the Rogue Ranald the Dealer RanaJd the 
Liberator 

Bamboozle Bamboo'Lie Bountjful Fortune 

Bountiful Portune Barl£J..in Humer Good Fortune 

Good Fortune Eye of Ranald Open 

Open Good Fortulle Poor Man' Face 

Stealth of Fu1nald P.:rfect Empathy Stealth ot Ranald 

Trap.seD e RumQur of Boun~y, UnrelPlllJ1bered 
Rumour ofDearth Face 

RUMOUR OF BoUNTY, 
-----.RuMOUR OF DEAR................TH _ 

Casting Number: 16 
Casting Time: I minute 
Duration: I minlHe (6 rounds)/Magic 
Range: You 
lngredieots: A printed broadsheet (+2) 

Description: You beseech RanalJ to manipulate the prices of a 

particular obieer or commodity in a settlement. Rumour of 
bOUI/f)', mmour ofdem',h instils a va 'lie sense in the local 
rhar something is about to become more omnJon. redUCing 
the prices, or that something is about to become more scar~e, 
increasing rbe prices. Choose which i true upon casting this 
spell. Ifyou choose to tn, h something more common, the 

price.'> on one specific type of object or good drop by t0%: 
of more scarce, the prices increase by 10%. 1l1is ,pell extellds 
only to transactions between you and anOther t,uget, and 
only so long as you are negotiating a price. All bows (and by 
CAtensioll, arro\vs) might be made cbeaper by this ,pdl, bur 
nor all ranged weapons; likewise, all bread 'and grains might 
be made more expensive, hm IlOt all foodslUffs in genera!. 

AI an unexpeered consequence of this spell. rhe 1"\1 mours 
tend to remain in the minds of dIOse afrected and excessive 
use of rhis spell has been known to cause riots-especiaJJy 
when word spreads of food shortages. 

Ow 
Casting Number: 9 
Casting Time: Half action 
Duration: 1 minUte (6 rounds) 
Range: 2 yards (I square) 
Ingredients: i\ key (+ I ) 

Description: You cause allY one lock. bolr, or larch to uulock, 
unbolt. or lift. The object cannot be forced shut in that 
time (though you. as the ~ter. may shut ir ifYQlI wish). 
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_ THE LORE OF SHALLYA 
Casting Number: 5 
Casting Time: Full action 
Duration: 1 minute (6 tOunds)/Magic 

Range: YC>Ll 

Ingredients: A tuft of cat fur (+ I) 
De..~cription: Ranald blesses you with incredible steaJth. YOLl gain a 

+20% bonus to Concealment and Silell[ Move Tests. Should 

YOIJ run across a magic alarm during this time. you can 
i})'pass it with a successful .hanndling Test. 

l),APSENSE 

Ca.ning Number: 16 
Casring Time: 2 full actions 

Duration: Instant 
Range: 12 yards (6 quarcs) 

Ingredients: The eyes of a hawk (+2) 

Description: Your prayers alJow you to magically "ense aJltraps 

within range. Trap-'t:7w' does not di arm these traps. it only 

alerts yOll (O their presence and location. 

UNREMEMBERED F.a:ACE~, _ 

Casting Number: 14 
Casting Time: Half actioll 

Duration: 1 hour/Magic 

Range: You 

Ingredients: A ma.~k \+2) 
Description: Upon intoning your prayers you make it harder 

for people to recall details about you, .A.ny crearure you 
encounter must succeed on a Will Power Tesr or only be 

able to recall two faas aboUT your appearance. Thes\:: mus[ 

be accurate, bur vou can choose what they are. Most usee of 
this spell wear a Aamboyant and distinctive ha[ a.nd cloak. or 

something similar, which can easily be removed and hidden. 

This allows a prtesr of Ranald to gain a reputation without 
risking his identity. 

TABLE 10-5: THE LoRE OF SHALLYA 

ShaUya haUra Enduring ShaUya Restoring 
Conttornplative 

Cure Disease Compa,sionate Cure Diseas 
Mind 

Cure Insanir}' Mat!Y.! Cure lnsanil)' 

Cure Poison PurifY Cure Poison 

Cure Wounds Sha1lya's End~ncc: Cure Wounds 

ManyI' Vestment of Purity Delay AtfIiction 

PurifY WithStand Di ColdenTea~ 

11-1<: spc-lls granted by Shall}'a faJI ilJto two main groups: those that 

allow her servan ts to hea I rhe rroubles of d1e world, and rhose that 

..[Jow chern w endure rhose troubles to bring relief to the suffering. 

j'\!; bmb of these aspens are equaIly important to Shallyans, aU the 

holy prayer are widely known, and use of the Extra peB talene is 
cornman for [hose priestesses blessed by the (,-oddess. \":7andering 
Shallvan normaIlv take tbe Contemplative or Enduring spell 
IiS[, ~hile those ",:ho remain at a jnglc temple typicall)' cboose 

Contemplative or Resroring, 

CoMPASSIONATE M..I.Io:IND~ _ 

Casting. umber: 12 
Casting Time: Full actioll 
Duration: I hour/Magic 

Range: Touch (You) 

Ingredients: A blindfold (+2) . . 

Description: Your reas tHing prayers resolve a ChaI<lCler'-s lllJl1d to 

facing dlC horrors of the world, Any time rhe target makes 
a \'(:.'ill Power Test dutiJlg the duration to ,)Void gaining an 

Insanity Point, the targer gairu a + 10% bonu,. 

CuRE D.l.WIS~EAS~E _ 

Casting Number: 11 

Casting Time: J fuH action and 1 half action 

Duration: Instam 
Range: Touch (You) 
Ingredients: A pouliice ( 21 
Description: Your prayers heal a cbaracrer suffering from the, . 

effects of a disease. The djsease Ls removed from the subject s 
s stem, and all effects are nullified. C/lr{' dise,tie can do 

r~odling for dlOse already dead by disease: for them. it is 
roo late, You may only cast this spell once per instance of a 
djsease afflicting ;t target. 

CuRE INSANITY 

Casting Number: 20 
Ca.~ting Time: 1 hour 

Duration: Instam 

Range: Touch 
Ingredients: A blessed water sprinkJer (+2) 
Description: Your prayer heal an insane cbaracter. One insanity is 

cured and, J1 cffecr:s are nullified, Cure in;a71it)' may onl)' be 

attempted once per instance of an insanity afflicting a target. 

CuRE P~OJoJISO~aN _ 

Casting Number: 4
 
Casting Time: Half action
 
Duration: Instam
 
Range: Touch (You)
 

Ingredients: A snake's fang (+ 1)
 
Description: )'OUI' prayefs heal a ch"l'aeter su.ffering from the . ,
 

effects of a poison, The poison is removed &om the subjects 
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De~cription: You creare a sympathetic connecrion between you 
and one charJ.eter of your choice wirhin range. Any damage 
done to the chosen cha rJeter is in fljcted on you iJ1Stead. 

Casting Number: 16 
Casting Time: Half aerion 
Duration: Instant 

Range: 48 yarru (24 squares) 

Ingredients: A burning torch (+1) 
De-scription: NLJrgle, the Chao God of Disease 'lnd Decay. is 

abho1Telll to Shall)'a, This spell allows you to targer Jny 

one [)~lemon or follower of Nurgle within range and 
overwhelm him wjth the pmif)'ing power of Shallya. -nlis 

i an anathema ro the selvants of the Plague Lord. 1he 
tJrget of pu"iJj' io es Id 10 Wounds, regardless ofToughne.ss 

Bonus or armour, and must Qlake a sllccessful WiJJ Power 
Test or b~ stunned for I rOul1d. 

PuRIFY 

_ .I \Y AFFLICTION 

.~ and all effects are nullified. (1m' poison can do 
. g for those a.lready dead by poison; for rhem, it is too 

• :and it can only be altempted once per poison. 

OPTIONAL RULE: RFsTRIcrED HFAuNG 

:\umber: 14 
Ttmc:: Half action 

-on; 1 minure (6 roultds) 

_04 yards (12 squares) 
-ents: A lock ofhair from the targer of the spdl (+2) 

'l£ -pelJs can diminish d,e grim ~Ild perilolls narure of the game if they are overused. A gaming group (hat has lost its fear 
bat because it boasts a prlesr of Sigmar or Shallya among its l1umber i,1 missing Oll( ()11 (he feel of 'J;7FRP. The following 
;u rules pr{lVide all alternative for Gl\t who wish to Umit the effectiveness of healing spells in rheir games. 

t; -pells only heall 'iX'ound to heavily wounded d,ameters, no marter how many Wounds the spdl would norndl)! heal. In 
n. .J heavily wOlUJc!ed chancrer may only gain (he benefit from Ot,C Healinglpdl per day. 110 m~[[er how many are casr upon him. 

.: • A.E WOUNDS 

;OLDEN ThA-....R.....S'-­ _ 

e.ARTYR 

• "umber: 18 
rtroe: Half action 

'""'..-......-..-.lnsranr 

Touch 
'eIllS: l\ rear (+2) 

- cion: Your blessing heals any Critical Effe.ct other dlan a 4. 
or 10. as long as jr is cast within r\vo rounds of the Crjrical 

-~ This pell does not raise the dead, and mu.SI be cast 

~ore a character dies. Insaniry poinrs are gained as normal 
: r anY h ,1,led Ctirical Hits, 

ber: 6 
• ".,....".,. nme: Halfani n 

0;:=::IliDn:: [nsran t 

,.. ch (You) 

r-'!"I.'Il!i-I5\ts: A leedl ( 1) 

~sa:i-~ti·oo: Your prnyers he;tl an injured character ofa number of" 
...:nds equal to 1d I0 plus your Magic ·h'HacreriSlic. 

....,.,="'.... "wnber: I" 
__-...Ttme: Halfaction 
v;,;::;z.,jQU: . ciayIMagic 

--meh (You) 
~'""",cu' ~u: A silver heart (;--.. ) 
......_ .....000: You plead to Shallya f(ll' mercy, to srave oil the 

uble suffering for a time. You may rouch a creature and 
rarily neunalise rhe effects of disease, insaniry, poison. 

lIDUar effeCts for (he durarion. Once thi' ~pell wears off. 

targer suffers the nOfmal effects of the affiiction. A target 
-' be a recipient of dtldy afflict!,)/) iu t ODce pef affljcrioo. 
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_ THE LORE OF SIGMAR 
Casting Number: 8 

Casting Time: Half action 

Duration: Iminutc (6 rounds) 

Range: Touch (Ynu) 

lngredienu: A bandage (+ 1) 
Description: You invoke the power of hallva ro temporarily hoos! 

a target's vitaliry. A 'ing1c crealUre yOll touch increases his 
Toughness Characteristic b ' 10%. which a.lso increases hi" 

Toughne>s Bonm by +1. 

VESTMENT OF Pu..D.R..LIITLYL......- ~__ 

Casting Number: _0 
Casting Time: Full action 
Duration: 1 minute (6 roundsl/Magic (see descl'iprion) 

Range: YOLl 

Ingrediel)u: white robe (+2) 

Description: Your pra;;'ers make rou immune to all poi ons and 

diseases. mundane or magical, for the duration of the spell 

or until YOll take violent action against anyone. In addition. 

whilst under the eifects of this spell. Daemons or followers of 
the Plague Lord musr pass a Hard (-20%) Willpower Test 
[0 target you with melee macks or magic. If they fail. their 

action i. wasted for the round as they shrivel before They 

Ulwielding purity of Shallya. 

WITHSTAND D..Lo.;lIS!.&;;oF.AS~E _ 

Casting Number: 4 
Casting Time: 1 minute 
Duration: 1 hour/Magic 
Range: Toudl (You) 

Ingredients: A draught of pure water (+ 1) 

Description: Your prayers lend sm'ngtb to the target's natural 

resistances. Anr rime the target makes a Toughnes. Test 

during l.he duration to resi "t a disea e. the t<Hget gains a 
... 10% bonus. 

r 10-6: THE LORE OF SIGMAR
 

Sou/fire 

______--:lo. :..:... 

Word of 
Damnation___~=-__~--;::--~........lJ ­ _ 

Vanqu' h 

Each of Sigmar's primary orders give.s importance te) different ~ 

prayers. 111c orders of the Anvil and Torch. th largest orders 01 

rhe Cult. practise defensive tjte,~. focu ing upon Ca{edlisrus that 

protect the body and mind from harm or inAuence ( igmar the 

Anvil), 1l1e Si1;er Hammers foUow some of this docrrine. hut also 

teach prayers to smite iO'mar's enemic.s, knowing thm tbe besT 
ddence can often be ()ffence (SigmaJ' the Hammer). l.asrly, while 

the Clean, ing FJanles believe they must rake SigmaI' s purifying 

fires to their enemies, rhey also teach w,uding prayers, designed to 

prorect the Oru\:)' J()JD (be Foul corruptions 01' the Ruinous PoweL 

(SigmaI' the Purifier). The other Order of Sigmar use I'ariatiom 

upon rhese tnemes. with most preferring defensive prayers over tbe 

o tTensive. 

ARMOUR OF RIGHTEOUSNFSS 

Casting Number: (i 

Casting Time: Full action 

Duration: 1 minute (6 rounds) 

Range~ Vou 
Ingredients: A . m,tll iron ring (+ 1) 

Description: A nimbus of power prote IS you from harm. You gain 
+ 1 ArmoUI Point 011 aU locations. rhough the maximum of 5 
AI's still applies. 

BEACON OF CoIJRAGE 

C.a.~ting Number: 14 
Casting Time: Half action 
Duration: Instant 

Range: See text 
Ingredienu: A prism (+21 

Description: "nle power and majcsry of SigmaI' fills you, makin" 

yOll shine OUt like a beacon in the night, lillv frightened or 

terrified allv that can see vou is inspired by 'our [aid) and 

braver>'. u~h characreL tmmediate!y recover and can act 
normall)' Oil heir turns. 

DENY THE H..r..ER~Et:..JTl...l!IC~ _ 

Casting Number: 8 

Casting Time: Half action 
Duration: 1 minute (6 round )/I\'hgic 
Range: Touch 
Ingredients: A small. silver hammer (+ 1) 
Description: You pray owr all inanimate object. such a.~ a door 

or w,tll, and greatly srrengthen it. The bjee{ doubles its 

Toughne.ss Bonus for the duration, 

CoMET OF SIGMAR 

Casting Number: 16 
Casting Time: Half action 
Duration: Instant 

Range: 24 yards (12 squarts) 

Ingredients: A goldenarrowhead (...2) 

Sigmar the Anvil 

Armour of
 

Righ teousness
 

BeaCQn ofCall e
 

Deny the Heretic
 

Hell1il~g Hand
 

Hearrofthe
 
Gryphon
 

Sigmartbe 
Hammer
 

Armour of
 
Right.eousness
 

Beacon of Cou e
 

Comet of Sigmar
 

Hammer ofSigmar
 
Healing Hand
 

Sigmar the Purl6er 

Comer of Sigmar 

Hammer of. igmar
 

Hee.d N()r rhe
 

Witch
 

ImmaC\llale rJesh 

Soulfire 

"-----. 
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Description: You throw a fiery missile d\at r'1ke,1 rhe form of 
Sigmar's famed rwill-cailed comer. 'nle miniatllre comet 
srreaks rowards all opponent of your choice withi n range. A 
comd ofSigmrtl" is ,I magic missile with Damage 6, • 

HAMMER OF SIGMAR 

Casting Number: 5 
Casting Time: I-blfacrion 
Duration: 1 n illll{C (6 rounds) 

Range: Yon 
Ingredients: A ch,um engraved with the symbol of Sigmar (.,.1) 
Description: Yonr hammer is imbued with igmar's power. Your 

hand weapon, whi<.:b nHI:[ be a h.al.mner, counts as a magical 

weapon with the Impact 'Judlit),. 

HEALING H..... _AN"-20DIo<.....­

Casting Number: 12
 
Casting Time: I full action and 1 half ,'ction
 

Duration: In rant
 

Range: Touch (YOll)
 

lngredients: A leather glove (,2)
 
Description: Yow' touch heals an injured char;K1Lr of I d 10 Wounds.
 

HEART OF THE GRYPHON 

Casting Number: 14 
Casting Time: Full action 

Duration: I minute (6 rounds) 

Range: 24 )'ards (I2 sqnarcs) 
Ingredients: A gold-hlign:e griffon feather l+2) 
Description: Yonr srrident prayers embolden Sigmar's chosen 

fiillng rhem with courage and determimtion. iVI citizens of 

we Empi rc and Dwarf allies within range gain the Fearless 

Talent. 

HEm.NOT THE WITCH 
Casting Number: 15 
Casting Time: Full actjon 

Duration: 1 minute (6 rounds) 

Range: You 
Ingredients: A blessed parchmelH marked with the prayer (+2) 

Description: Your prayer beseech Sigmar ro pro[(~Cl you from his 

dire t enemies. You gain +20% ro all Will Power Te.SlS to 

resist magic from the Dark Lore talent. If such a spell offer 
no \'Vill Power Te.')t to resiSt it. you nla' still allempt a Hard 
(-20%) Will Power Test to avoid the spell. 

IMMACllI.ATE F......... _LESu...lH"'--­

Casting Number: 12 
Casting Time: Full action 
Dur-ation: I minure (6 rounds) 

Range: You 
IJlgredients: A dove s v.:ing (+2) 

Description: Denying the power of Chaos with fiery passion, you 

implore Sigrn;lr to protect you from rhe Rninous Power' 

Chapter X: Miracles 

perveningwa ,You gain the Resisrance to Chaos Talent. 
While irnmtU:uLateflesh is in effect, you may nor aSlspdls of 
any type. 

SoULEIRE 

Casting Number: 20 
Casting Time.: Ha.lf action 

Duration: Tnstant 
Range: You (large template) 
Ingredients: A golden amulet engraved with the '0111et of Sigma!' 

(+2) 

Description: The puriJYing flames of Sigmar surround YOli. as 

his wrath rnanlfe tS 011 earth, enrre the Ja 'ge [emplace 011 

yourself. -nlOse affected take a Damage 3 hit. Undead and 

Daemon have it war e. suffering a Damage 'j hit. Armou 
offer' no prorection against SOli/fire. 

VANOlJISH... 

Casting Number: 16 
Casting Time: FuU action 

Duration: i minute (6 rOllr1ds) 

Range: 12 yard~ (6 squar ) 
lngredjent~: A miniawre hammer-wrought from bron~ (+2) 
Description: Your mgent prayers cause your allie to redouble rheir 

effons to d troy Sigmar' foc All allies within range m.av 

add + I to ,heir Attacks Characteristic when acing Chaos. 

Undead, or Greenskins. 
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WORn OF D.. T..uIO"""No1....­
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average animal is Iirnired, at best. 

A..u,Mt.L:NwA..... _ 

Casting Number: 13
 
Casting Time: 1 full action and 1 half :IClion
 
Duration: 1 minLlte (6 rounds)
 

Range: 12 Y'~trds (6 squares)
 
Ingredients: A mi rror (+1)
 
Description: Your righteous praye fills a heretic with hopelessn "5
 

as he i. faced with the prospect ofhh own damnation. The 
heretic (as defined by the GM, but shouJd Lnclude Chao 
Cultists, Necromancers, Witches, traitors co the Empire, and 
other· who are focs by nature of their ilnivirie.\, Caret:ts. and 
Gods rather rhan by nature of their race) takes a -20% penalty 
ro all Will Power Test, to resist any spell from any Divine Lore 
and agaiIl.\t uses of rile lmimidatjon and "limure skills. 

THE LORE OF 

TAAL AND RHYA 
The sacred prayers ofTaal and Rhya are passed down from one 
generation of priests [() the next, Becau e of this. rJle tites knovill 
by each cultist can \-,uy Widely. Also. ,IS 131": seasons have inexorably 
passed, the inHuence of Rhya upon the cult ha waned, and that 
ofTaal bas waxed. so mall)' of the rite. once amibured to Rhya are 
now parr ofTaal ~ domain. 

Therefore. many cultists learn prayers (hat focus on Ta'll' co lurol 
of wild crea!llres (Taat King of Beast.,) or over tl<lture as a whole 
(Taal, King of 'ature), However. rhe most commonly practised 
rires are srill those that baJance the two. ,wd maintain that Rhya is 
importanrro the culr (Ta;ll and Rhya) , 

BEAR '5 PA.....W.LL.- _ 

Casting Number: 15
 
Casting Time: Full action
 
Duration: 1 minute (6 rounds)
 
Range: Touch (You)
 
Ingredients: TIle claw of a bear (+2)
 
Description: Your rouch inlbues a character with the strength of 3.
 

bear. The target of beal'~ paw receives a +20% bonus (0 hi~ 

Suen~h Characteristic. 

BEAs=rrnIFND 
Casting Number: 4 
Casting Time: 1 full action and I half action 
Duration: 10 minutes 
Range: 12 yards (6 squares) 
Ingredients: TIle tongue of a beast (+ 1) 

Description: With Taal's aid you are able 1'0 converse with a single 
anim. J within range. You gain a +20% bonus on ChamJ 
Animal Tests involving rhis creature. Animals are not used 
to conversing with man-things, so rhey sometimes have 
trouble arricularing ideas. TIle GM should decide how much 
th animal knows, rememberLng that the worldview of the 

LORn OF THE WHIP 

Casting Number: 15 
Casting Time: Half acrion 
Duration: I round 
Range: 36 yards (18 squares) 
Ingredients: A jawbone of the beasr to be commanded ( 2) 
Description: You command ,J bcasr with the authoriry "bal, and it 

complies, Choose one animal within range. You may control 
its next action, Taal will not allow you to abuse his subject , 
so you cannot command an animal to do anything vbviousl}' 
suicidal. such as attacking a creature ignificantly bigger than 
hsdf or jumping over a cliff ed"e. 

Ox's H..... _EAwR~TL..-

Casting Number: 14 
Casting Time: }ull action 
Duration: 1 minute (6 l'oundslfMagic 
Range: Touch (You) 
Ingredients: A square of ox-hide (+ 2) 
Description: Your praye.rs imbue a character with tlle C0115tirurion 

of an ox. 111e target of ox:' heart can re-roll one f:1iled 
Toughne.ss Test every round. 

RIVER '5 B:wILFI.6OSS!lo!lINu..D.IGL- _ 

Casting Number: J0 
C.-asting Time: 2 full actions 
Duration: 10 minutes/Magic 
Range: You 
Ingredients: A live fish (+ j) 

De.~cription: You call on Taal. Lord of the River5. ro grant you 
pa.ssage through his domain. You call ignore the debilitating 
effect ofwearing rrappin~ while swLIl111Jing in a river (within 
reason. as dictated by the GM). FllfthetJl1ore. you gain a +20% 

nonus to SwLm Tests, and instead of halving your Movement 
Characteristic to determine your swimming spe d, you divide 
your current Strength Characteristic by 10. rouniling IIp. For 
example. if you have a total Smmgdl Characteristic of 52%, 
your swinuning Movemenr Ivould be 6. 

RHYA'S CoMFORT 
Casting Number: 18 

Casting Time: 1 minur..:
 
Duration: In ram
 
Range: You (large template)
 
Ingredients: A cup of fresh milk ( 2)
 
Description: You ask the Mmher roddess to provide succour 

for her children. Ccmre the large template on YOll. Those 
affected are refreshed as if they jmt had" full nighr's sleep 
and received three day'sworrh of natural healing. 

SNARLING R..uA~GF"",, _ 

Casting Number: 10 
Casting Time: Fu lJ action 
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Duration: 1 minulc (6 rounds) 
Range: You 
Ingredients: A large predator' 100[h (+ 1) 
Description: You growl wild prayers m Tldl. and they fill yOll wirh 

wUd rage. You gain the Frightening lalem, inunediately 
fremy as jf you had just used the Frenzy Tale.m. and increase 

your Arracks Characteristic by +1. 

STAG'S LEA.........P _ 

Casting Number: 6 
Casting Time: Half action 

Duration: I minme (6 rounds)!J"ragic 
Range: You 
Ingredients: A tuft of stag hair ( 1) 
Description: You are imbued with the power of a wild stag. Increa.e 

Y0ll! Movement Chal'<1cteri~tic h)' 1. Whilst under Ihe effecls 
of Ihis spell, you may make a charge as a half action. 

TAAL's F.3o£UR~Y _ 

Casting Number: 26 

Casting Time: Full action 
Duration: lnst;ull 
Range: .36 yards (18 squa res) 
Ingredients: 'nl, homs ofa,reat Stag (+3) 

Description: You pray (0 rhe King of tbe Gods to unleash his fury. 
One charaCter within range suffers IdlO Damage 4 hits. 

TaaL:,flilJ manifests llccordlns to the surroundings, bur is 

most commonly lightning from the sky. Ihe earth opening, 

river waters rising. or tJl<: forests themselves coming to life. 
'Ihis spdl i a magi,- mis.'!l". 

TANGI.EFOOT 
Casting Number: 8 
Casting Time: Full aClion 
Duration: I minute (6 rounds) 
Range: 48 yards (24 square$) 
Ingredients: /\ cu[ring of vines (+ 1) 

Description: You Sllmmon up wngli ng vines anywhere "''-ithin range 
ro bind ,Inc! binder your opponent.<;. Use the large tempbte. 

Those afh~cled cannot move at all unless they make a successful 
S rengrh lest. and evCD then (heir Movement Characteristic L\ 

halved (rounded down) whilst ill the area ofeffect. This spell 
may only be used in ,lreas widl roots or natural vegetation. 

I'HuNnERCLAP 
Casting Number: 12 
Casting Time: Full action 

Duration: Instant 

Range: 48 yards (24 squares) 
Ingredients: i\ small gong (+ 2) 
Description: You cause a cacophonolls clap of thunder to ped 

(Jut anywhere withi 11 range. Use the larg<: temphuc:. 1hose 

affected musr make a llccessful Toughness Test or be 
Stunned llllliJ your next turn. The thunderclap is so loud that 

it can be heard up co a mile a'>vay. 

TABLE 10/: 

PRAYER LISTS OF TML AND RHYA 

TulandRhya Tw. King of 

Rcastfriend 

Nu~ 

Bear's Paw River' Blessing 

Beastfriend aCTed Glad (a 
Rbya' Comfon) 

Lord of the Wild Rhya's Comforr Taal's l<ury 

Ox' Beare Stag' Leap TanglefQ<l{ 

narling Rage Tanglefoot Thunderclap 

tag'Leap Thunde.rdal> W1ld ind 

Wu.nWIND 
Casting Number: 19
 
Casting Time: Half actioo
 
Duration: I mil\lltC ((, rounds)
 
Range: You (huge te.mplare)
 

Ingredients: A handful of aUlumn leaves (+2)
 

Description: You call to the King of the Guds, and he answers with
 

wild ferocity. Cenrre tbe large template on yourself TIlose 
affected (nor including you) are buf}elea wirh r,lging, swirling 

winds, a.nd suffer ,1 -20% penalry to their Weapon Skill and 
Agiliry Characterislics. At the beginning of each round, aU 
rhose affected must pas. a Toughness Test or he stllIlned. 10 

ranged weapons can be lIsed by you or character. affected 

by the spell. nor can an: of you he the target of non-magical 
missile att;t k.. excluding guupowder and artillery weapons. 

THE LORE OF ULRIC 
The cult of Ulric practises ditferenr rites according to where the 

warrior prieSt is from. In rhe northern reaches of the Empire, 
most Ulrican temples teaell prayers that focus upon dleir deity's 

winter aspe tS (1..Jlric. Snow King). Farther oudl. including mosr 
of Middenland. the temples still practise ritllals revolving around 

winter, but they also learn prayers. poken during war (Ulric, White 

Wolf). Lastly. some far-flung temple, includLng many ideologically 
on rhe fringes of the Cult. focus solely on Ulric'$ wild parronage of 

wal'. and include some of the cult's mOSI fearsome warriors (Ulric 

Blood-Hand). 

BArTU F.lo.o:.URoIoJIo.Y...lo....- _ 

Casting Number: 7 
Casting Time: Full aeti<'JIl 
Duration: I Ininute (6 rOlltldsJ/Magic 
Range: You 
Ingr-edients: A smear of fi-esh blood (+)) 

Description: Ulric's spirit fills you and yOUl bloodlust is unleashed. 

You gain a + 1 bOllllS to your Attacks Characreristic. WhilSt 
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batt/fj71//, is in eB:'xr. you must attack the nearest enerny 
in melee combat, all attacks must be all our attack". charge 

Chapter X: Miracles 

Fros(s Bite Battle Fur)' Rude Fur)' 

Hean of rhe Wolf Heart of t:h<: Wolf Crush the Weak 
Hoarfrost'1hews Howl of rhe Wolf Howl of the 'X'olf 

Ice Srorm lee Storm Ulric's Gift 

The Snow King's Ulric' GiFr Unbridled Rage 

Decree 

\Vinter's Chill W'mter"s CbllL Wild Pa<;k 

Range: 24 yard (J 2 squares) 
lngredients: A wolf' hearr (+2) 
Description: Your allies are ill 'pired with rhe manialspitit of 

Ulric. Any allies ",,"irhin range auwmatiGuJy pass all)' Fear or 
Terror Tes-es they arc required [() make and becom immune 
to rhe effect, of the Imimid:lte skill 'lfld rhe nseuling 

talent. 

HOARFROST THE.r....u.o..JWl.1JSloL..-­ _ 

Casting Number: 13 
Casting Time: 2 full actions 
Duration: 1 day/Magic 

Range: You 
Ingredients: A handful of wolf fat (+2) 
Description: Your pmyers send ripples of chill through your body, 

and frost forms on yOUt fle,h. You ate immune wexposure 

caused by freezing conditions. This spelJ may onJy be 
anempred once per day, 

HOWL OF THE WOI:E 

Casting Number: 11 

Casting Time: Half acrion 

Duration: 1 round 

Range: 24 yards (12 squares) 
Ingredients: A wolf's tongue ( ... 2) 
Description: You ho;vllike one. of Vwc' wolves and instil your 

:lUies with a lUst for b~ltle. Lmil )'our nen turn, all)' allies 
within ,;\nge can ;lll,lCk twice during a charge arrack acrion, 

regardless of tbeiT Atr;1cks Characteristic. A charge normally 

allows only (me attack. 

ICE STORM 

Casting Number: 20 
Ca.5ting Time: Half acrion 

Duration: Insranr 

Range: 48 yards (24 squares) 

attacks, or ~wift attack, and you may not flee or retreat, 

CRUSH THE WEAK 
Casting Number: 10 
Casting Time: Half acdon 
Duralion: I minutc (G rounds) 
Range: You 
Ingredients: i\ broken wolf claw (+ 1) 

Description: Reciting the vitdolic prayer 1111' yOll with Uric's 

,~corn ~()r rhe weak and cowardly. Once per round> yOLl lllay 

re-roll onc misscd arrack against a singl target. 

TABLE r0-8: PRAYER LISTS OF ULRIC 

Ulric DOW King Ulric, Whit Wolf Ulrl Blood·Hand 

FROST'S B.u.IT ...... _......F, 

Casting. umber: 9 
Casting Timc: Half acrion 

Duration: instam 

Range: 24 yards (12 squares) 

Ingredients: A frozen b~l.1J of blood (+ 1) 
Description: You pray to Ulric to freeze your enemy's body and 

blood. One opponenr wirhin range lose. 1J 10 Wounds, 
ignoring armour and Toughne,ss 130nu , Furthermore, rhe 

target rnue pas. '11oughJleSsTest or he unable [0 take any 
actions next rum (rhough he m,ly srill take ddemivt action, 
Dodge. and the like), 

HEART OF THE WOU 

Casting Number: J8 
Casting Timc,: 1 full action and 1 half aerion 
Duration: I minute (6 rOLlnds) 
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WINTER's CHII.I.
Ingred.ients: An icicle (+2) 
DCKription: YO(I summon up a fierce storm of lashing ice 

anywhere within range to decimate your foes. Use the 
large template, Anyolle afle n:tl takes a Damage 5 bit and 
mllSt make a successful \XtiU Power Test or he stunned for 
1 round. 

Caning Number: 15 
Casting Time: I full action and] half acrion 

Duration: I hour 

Range: Touch 
Ingredients: An axe (+2) 

Description! Your [Ouch and blessing awakens the slumbering 
berserker in one ally. ll1e rarget of tbis spell counts as having 
the Frenzy talent. Unwilling targets are emilled to a Will 
Power Te,sr to resist this spelL 

lhmRIDI.ED R.o.&AGE _ 

Casting Number: 21 

Casting Time: 1 full action and 1 half action 
Duration: 1 minute (6 roundsi 
Range: .36 yards (18 squ:lres) 

Ingredients: A dead wolf-cub's paw (+.3) 
Description: YOLl roar dedications to rhe Cod of\'(7ar, and those 

already under his sway respond, All allies widlin range who 

are frenzying gail! +1 to rheir .Arrack Characteris ric., and olliv 
use a half action to enact a swift attack. ll1ey still mav only' 

rake one attack action in a round. 

THE SNow KING's DoWlECR""""'-3rooIE...... _E 

Casting Number: 21 

Casting Time: 2 full actions and 1 half acrion 

Duration: 1 round/Magic 
Range: 12 yards (6 squares) 

Ingredients: t\ best cr;lftsmanship ;Lxe (+ 3) 
Description: Vlric's harr<:d f r the weak. the cowardlv. and 

(he disbonourabJe drips from th~ scornful words of your 
bellowed prayer. Silvery. freez.ing fire erupts abom one 
targer within range, and causes one Damage 8 hir per 
round. However, devour Ulricans, or any that arc brave and 

honourable (a.s dictated by the GM), are immune to the 

spell. aml the Hames C:luse no damage aga.inST rhem. Armour 
offers no protection ag,\inst (he Snoll' Killg" dern:e. 

Wan P.u:AC~KI.lo....- _ 

Casting Number: lJ 
Casting Time: Full action 

Duration: 1 minute (6 rounds) 
Range: 24 yard.\ (12 quares) 

Ingredients: A small horn carved of wolf bone (+2) 
Description: You howl forth your angry prayer~ to Ulric. and your 

aBies bl'isde wid) barely restrained violence. /\11 allie within 

rang': gain the Unsetrling Talem, 

Casting Number: 5 

Casting Time: Half:1 rion 
Duration: 1 minute (6 rounds) 
Range: You 

Ingredients: A tuft ot wolf lilt (-+ 1) 
Description: You radiate a coldness rhat chills to the bone, /ulYone 

anacking you in melee omb"t, ufters a -I O"l'o penalty te; 
their \'(Ieapon kill. "[hi, spell do' not afFect Undead or 
creature.> that Jr~ immune to lor thrive on) cold. 

THE LORE OF VERENA 
Verenans h,lVe. no fixed prayers or rimaJs that the mit as a wbole 
formally practises. [nstead. each temple ~eem to support its own 

Uttiqlie nlixrure of rites. as diaated by the toc:l1 traditions ami great 

minds that have created th 111, 

However. in general. there are three broad camps il1!Q which 

e"c.h of rhe temples fall. Firstly. and controversially, some temples 
teach that JUStice .hould be the cult's primary pur ·uit. nor dle 
vagaries of duc ptOC~ss and law: all that matcers is what is right. 
1I0t what is ntH" arily legal (Verena the Jusrl. tvlost temples 
agree that justice nccds to be sough£. but prder to follow Empire 
law. and teach prayers and rites that also support thdr priest's 

invesrigation.s inm iniustice (Verena (he Judge!. Howevet. rhe 

ma.iority of the cult's prie t. follow a morc b,llanced approach. 
and teach dtuals that not only allow the priesthood to uncover 

injustice. but al 0 show that Verena is a Goddess of wisdom :and 
intelligence (Verena the Wise). 

As VERENA IS MY WITNESS 

Casting Number: 14 

Ca.~ting Time: Free action (bur you still count as having used a 

"cast" action th:.u round) 
Duration: I round/Magic 

Range: YOll 

Ingredients: A holy symbol o(Veren:l (+2) 

Description: ,-imply by starting" enrence widl "I Verena i 
my witness," tbe tHlth ofyour w rds becomes evident to 

all Ii tener" As long as .1'0\1 ar' peaking nothi!1~' bll! rhe 
tnltll you gain ,1 + I0% bonus to your Charm Tests. and 
ca.n double the normal amount ofpeople affected (after any 
appropriate t;)It:IH are taken into accQuntL 

EAVESDROP 

Casting Number: 15 

Casting Time: l minute 
Duration: J minute (6 rOllnds)/Iv13gic 
Range: You 
Ingredients: A listening horn (+2) 
Description: You can listen to whal b happening in any area that 

you can ce, no matter the distance. YOll hear things as if you 
wcr> smnding righr there. 
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OWL'S WISDOM 
Casting Number: 17 
Casting Time: I minute 

Duration: I minut~ (6 roumis)/Magic (. ee descriprion) 
Range: You 

Ingredients: An owl's skull (+ 1) 

De~cription: Your prayers Aood your mind wirh rhe wisdom of 
)'our Goddes". Double an)' degree of$uccess scored wid1 
any Imelligence Tests. FUl'lher. you an re-roll one hiled 
Intelligence Test. bur doing thi' immediately ends the spell. 

].>RESERVE THE B........ .... _AI.A_N~CE'--­

Casting umber: 13 
Casting Time: Full action 
Duration: 1 minute (6 rounds) or triggered 
Range: You 
Ingredients: A silver pair of scales (+2) 

Description: Your prayers beg Verena to mete our justice to 

tbose that wrong her ervanr. Any crime commined againsr 
you during the duration. or within I minute previous to 
the casting, is immediately returned upon the criminal. 
If a thief stole your purse, the thief's purse would fall to 
rbe ground. Or, if a thug punched you in the cheSt for a 
Damage 4 hit, then the lllUg would immediately suffer 
a Damage 4 bir to his chesc. Of course, any crime you 

commit will be teturned upon you in turn. 

REPROBATE'S SENTENCE 

Caning Number: 17 
Casting Time: 1 minute 
Duration: 1 day/Magic (sec description) 

Range: Touch 

Ingredients: A drop of blood from rhe criminal". victi.m (+2) 

Description: You ritualistically accuse a ch racrer of a crime 
and. if the accused is guilty. he sufFers dire consequences 
until he co nfe~ses. 111 e targer of the spell m liSt hear the 

entire l-mLnute prayer. If he does so. and he is guilty of rhe 
crime you specify. the spell takes effect. From that paine 
onwards. the character must pass a Toughness Tesr each 

hour. If he fails, he vomitS until rhere j n thing left in 
his stomadl, sickened to his core by the depth of his own 
guilr (for th" next hour. he _uffers a-I 0% penalty to all of 
the Characteristics on hi Main Profllei. Thi spell b,StS for 
the listed dur:ltion. or umit rhe character confesses to the 
appropriate authoriries. 

RETRIBUTION 

Casting Number: 14 
Casting Time: FuJJ action 
Duration: 1 minute (6 rounds)/Magi 
Range: 24 yards (12 squares) 
IngredientS: A drop of blood from the criminal's victim (+1) 

Description: You chant the "Prayer of Retribution:' and rhe 

guilty are justly punished by the wralh ofVerena. One 



cOllnt; quesrion~ must be substantially dijferent). 
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larget within range that you know to be guilry of a crime 
must pass a Hard (-20%) Will Power Test or suffer 
debilitatiJlg p3ins. 1111:- crimina] may now only u-\e half an 
action each round. 

SHACKLES OF VERENA 

Casting Number: 6
 
Casting Time: Half acrion
 
Duration: 1 minure (6 rounds)
 
Range: 12 yards (6 squares)
 
Ingredients: A pair of iron shackles (+ 1)
 
De.scription: You immobilise a cbaracter with invisible shackles
 

of magical power. Unless me target makes a successful 

Will Power Test. he is rendered helpless, The target can do 

nothing on his turn except try to break the shackle.~. Thls is 
an Opposed Test tLsjng his rrength Characteristic against 
your Channelling Skill. 

SWORD OFJ..s..!U~ST.....Iu....C!.oL.o.E _ 

Casting Number: 10 
Casting Time: H,] If JCt ion 
Duration: I minute (6 rounds) 
Range: You 
Ingredients: ch aWl engraved wi rh a set of scales (+ 1) 
Description: When all other options have t:liled, your prayers 

empower your weapon, which must be a sword. as an 

instrument for Verena's justice. h counts as a magical 
weapon with the Precise quality. Additionally. it grants yOLl 

a +10% bonus to \'i?eapon Skill when attacking Ihose you 
know to b~ guilry of a crime. 

THE...BUND MA...... _IDa.E.uN 

Casting Number: 16 
CAlSting Time: Half action 
Duration: 1 round/Magic 
Range: You 
Ingredients: A silk blludfold (+ I) (which must be worn) 
Description: Your pray<:rs alia"" you to ,ee the tnlth. even when 

it is blinded from yOll. You know when those talking to 

you Jfe lying if yOLl pass an Intell igmce Tesl (which -the 

Gi\1 may wi$h ro rake on your behalf). Futtht:rmore, a 
successful Perception Test allows you to pierct: any illusions 
and disguises, as well as to SPO! hiding charaCters or objectS 
within your UJ1~-of-sighL When llsing tf. e blind maidm. 
you can also sec [hough a worn blindfold as if it were not 
there. 

I:HEJ.>AST R..... I.FioW.ID""__EVE~:;......

Ca.~ting Number: 8 
Casting Time: I rnin\lt~ 

Duration: Instant 
Range: You 
Ingredients: An owl's eyes (+ 1) 

Description: You can tollch one item Jnd learn rhe three most 

important things abOut its pa.St (a. decided by the GM). 

_ 

TABLE 10-9: PRAYER LISTS OF VERENA 

Verena the Just Verena theJudge Verc!na the W"c 

Preserve the Balance Eavesdrop As Verena is my 
Witness 

Reprobate's Shackles ofVerena Eavesdrop 
Sentence 

Retribution Sword of Justice Owl's Wisdom
 

hackles ofVerena The Past Revealed. The Blind Malden
 

Sword ofJustice Trial by Fire The Past Revealed
 

Trial by Fire Words ofTruth Words ofTrtuh
 ) 
This speIJ rypkaIJy reveals who made it, importanr previous 
owners, or famous incidents involving the item. ]he P(tsl 

"euea!ed can only be cast on an item oncc. 

TRIAL BY F..... _IRJt.IoE"-­

Casting Number: 18 
Casting Time: 1 minute 
Duration: See description 
Range: 12 yards (6 squares) 

Ingredients: 1\ fire opal worth at least 50 gr ( L) 

Description: You subject one character to the llitimate test of 
guilt or innocence. You accuse one character wi t!l.i n range 
of a grave injustice. and that ch'U:l.cter is immediatd~' 

t:nguifed ill divine flames. if the rarget is innocent of the 
charge, the flames infliCt no damage and dissipate after 1 

round. If the targer is guilty. he suffers one Damage 8 hit 

per round for a number of rounds equal to your Magic 
Characterisric. The fire rules from page 156 of WFRP apply. 
TIlis miracle is not lightly used. Verenans using chis spell in 
a foolish or profligate manner are sevt:rely "corrected" hy 
cult superiors. 

WORDS OF T-....R ......Hi.4­.....U""'-T _ 

Casting Number: 13 
Casting Time: 2 full aclions 
Duration: Instam 
Range: See text 
Ingredients: A mirror (+2) 

Description: You may ask a character one qu~stion (which he 
mUSI be able to hear and understand). Unless he makes a 
successful \X'ill Power Test. he must answcr d)(~ question 
trurhfuJly, Note that a character So compeJled will answer 
with what be believes to be uue. whcther or not it actually 
is rrue. 'lbe GM should make the WiJJ Power Tesl in secret. 
If d1e target makes his test, he can answer as he pleases (or 
not at all), t\ character can on I)' be asked the ,arne quesrion 
with this spell once (and tewording. and mild variants 
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drinking. gambU ng Dr fighting. Dee the wt'ekJy 
purificarion is fin!. h~d. you lllust contemplate your ulr'bRITUAL MAGIC 

Rinwl is an important parr of cuJt life; however. SUJ'pri ingly few 
of rhe culc rilU~Js actually do anyrhing miraculous. 

It is believed by some magisterial commentJ.lOr that all the 
rituals practised by the culu; once hetd great power. but repeated 
errors in transcription of holy texTS have weakened most to the 
point of being lIseless. The cult disagree. and belic\T d1 ir riruals 
hold power and impon:Jt1ce far beyond simple pageal1rry. and 
rb~r observers like (he Imperial Colleges of IVl::tgic simply do nor 
understand their older uaditiollS. 

Whatever the truth, variations of rhe following two riruals are 
known by all the cult" ami many more than these still exi ( iJl 
long-iorgoncn religious tome.... cross the Empire. 

CAu, DIYINE SERYANT 

Type: Divine 
Arcane Language: J'vfagick 
Magic: 3 
XI): 300 

Ingct:dienm A quart of blessed liquid (different cLilts prefer 
diiterent liquid. including fre$h Water, brille. animal 
blood. and beer) and 3 boll' symbol of your culr. 

Conditions: You must purify your body for ~ fuJi week before 
rhe ritual. How this i- done varie.l. according to the cult 
Jnd may include ellusion, fasting. bathing. flageiLnion. 

holy texc for tVvO days bef()re marking Ollt your God's hoIr 
symbol 011 an appropriat urface with Ill\: blessed liquid. 
and begin tbe ritual. 

Consequences: U' [he casting fails. you have displeased your God 
with your arrogaJJCt. and you must immedLueJy roll 011 

Table 10-1 I: Vengeance of God. 
Casting Number: 26: rhe clsting number should be modified hI' 

-1 if the ritual i~ conducted on a holy day of [he cult, and a 
further -1 if conducted on appropriate holy ground. 

Casting Time: 1d 10+4 hours 
Description: 111e rilual call a servant of your deity frOll! your 

God s realm. which appear~ \vithiJl 12 vards (6 squares). 
No t,vO Divine Servant';. react rhe ame. but very few 
would coIJlcmplate killing a prie. [ of their God (ahhough 
some may be particularly terrifying. such as Ulric~s \Vhite 
"'\\'olves), You have ab.solutcly no COlltrol over the Divine 
ServaIH. so you bad beHer have a ven' good reason to be 
SUllllllOl1hlg it, or i[ is likely to bring down the Wrath of 
God. or, if parricularly annoyed, the Vengeance of God. 

Divine Servanrs that can b caJJed wirh this ritual 
include creallires holy ro your God (Portal Rav..:n for 
MOrt, or lhe Horned St;lg or Taal). cultists of especial 
importance (Caccino for Verena, or Pergunda for Shallya). 
mythicaJ entiries tied to the God ('["riron for Manann, or 
Periphat;\ for M 'Imidia). or something a bit more odd (:t 

[\\'in-tailed comet descending irolll the sky for Sigmar, or a 
small ca['s paw for Ranald). 

Each variation of thi riwal S1lmlllons a specific Divine 
en'ant. and is normaJly recorded in a single holy tOme 

carefully guan!ecl by the Cult. Few ever arcempt these 
riwals, as they are seen as a.J1 imposirion Lipan dldr God. 
and tho e who do try either fail or are never seen again. 
Indeed. some clI!rists do not even believe such rituals work. 
rhinki.llg [be existence of such otherworldly entitie to be 
rlO[hing more than Emciful myth. 

CONSECRATE 

Type: Divine 
Arcane Language: Magick 
Magic: 1 (shrine), 2 (temple/monastery). 3 (high temple) 
XP: 100 (Shrille), 200 (temple/monastery), 300 (high temple) 
Ingredients: Blessed liquid (different cults pn:f"'r differem liquids. 

including fr'" h water. brine. oil. animal blood, ami beer). 
a holy ')'rnbol of your cult. a sacrifice (again, varying 
according to the cult. including blood, animal, money. 
and even rime in the form of the priesr promising ro tend 
the new holy site). and all <lppropriate 5jte (newly-huilt 
shrine, temple, erc.). Beyond rbis. rhe .size: of the sire to 

be blessed, and rhe. cult in quesrion. Will dictar", what is 
required. Blessing a sbdne only requi rl;;l whal has been 
memioned. Blessing a high te.mpk requires Illuch more, 
including ,1 host of religiOUS [ools and at least one holy 
anefacr of major irnporran e to the cult. 

Conditions: :'\11 priests involved \vith the rimal must purify their 
bodies for a full dav ' hrine) or up to a week (high temple) 
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OPTION: DISFAVOUR AND LAy PR1EsTS 

Non-spel1casring priests may also develop a Disfavour Pool. At rhe GM's OptiOD, he may remove one Disfavour Point to impose 
a -10% penaley on any single test made by the character. 111is only applies to prle tS who have Fate Points. Othets are nor 

significant enough to warrant such attention, 

beforehand. How this lS done varies according to thc cult 
in question, and may include sedusion, fasting, bathing, 
f1agellatlon, drinking. gambling, at even fighting. Beyond 
rhis. cOIlsccratjng a shrine has no furthcr conditions. but 
larger holy site" may need choirs of cantors, censer bearers, 

or similar. as dictated by the GM. 
Consequences: If (he casting fails, the site is nOt properly 

consecrated, although it will appear as if it is to those 
with the Magical Sense SkilL 111is can have \Yide,ranging 
co llSequences. 

Casting Number: 10 (shrine) 18 (temple/monastery), 26 (high 
temple); the casting number should be modified by -1 if 
held on a holy day of the cult, and a further -1 if the site 
is especially appropriate or grand, according (0 the cult's 

tastes. 
Casting Time: I hour (shrine), up to a day (tcmple/monastery), 

at least .3 days (high temple) 

From those to whom much is given, much is expected. The 
Gods apply this rule to their priests, and panicularly to tho-(; 

whum they bless with miracles. The Gods expect exemplary 
.\etvic<:, and exemplary penance for any lapses; if they do not 
receive it, they may visit their wrath on the sin.ners. Those who 
work miracles may suffer this wrath in retribution for ,im only a 

God could notice. 

DISFAVOUR AND 
RETRIBUTION 

It makes sense fur priests to ufFer more from the wrath of the 

Gods if they violate dleir miaures, The follOWing rule are 

optional, as they require some extra bookkeeping, bur they do 
mean that impious priests are far more likely ro have problems. 

GROWING THE DISFAVOUR POOL 

"Whenever a priest breaks one of his God's strictures in a 

significant way, add I point to a pool of points called the 
Disfavour Pool. .. ignificant" is up to the judgement of the Givf, 
who need nor tell that player that a violation was Significant. nor 
how many points there are in the character's Disfavour Pool. 

If a priest is played as not particularly pious for a whole gaming 
session. add I poim to the Disf.wour Pool at the end. 'This means 
that although he committed 110 major violations of the strictures, 
he did commit millor ones, and didn't appeiH parTicularly guUt-

Description: lllis is the most commonly known of all divine 
rituals, and is us",d by all cults whenever ne\v holy ite is 
established for their diet)'. If slIcces,fuJ, prie ts of the God 
gain + 1 to Casting Rolls per poiD! of Magic Ch,lr3w:ristic 
needed for the ritual when withi n the hal)' site, or within 
cwo yards (j square) of a shrin . Furthermore, your (;M 

may decree that holy ground ha._ impueat!ons to certain 

Daemonic or Undead creatures. Examples of how this 
may be applied can be found in rhe Nig/;t~r Dark A1asters 
supplemenr. 

Unfonunately. many of the temples of the Old World 
were cQ1lSecrated by priests without the Divine Lore talent. 

As a consequence. they arc not properly consecrated. 
However, over time, even a botched con.ecrarion can 

eventually be corrected by the trudging feet of (h faithful. 
As the years !Urn to decades, almOSt all cult sites gain a 
measure of holiness_ 

-

ridden over them; alternarively, be may have largely neglected his 
God' aims in favour of those of tbe pany. 

USING THE DISFAVOUR POOL 

Wnenever a character with a Disfavour Pool casts a spell. roll a 

number of dice equal to the number of points in the Pool. TI1ese 
dice do not add ro the iv[agic Chatacteristic dice for the purposes 

of bealing the Casting Number, bur they do count for the 
purposes of rolling doubles. 

Example: A c!Jameter with fI, ,Ullgic Chm~ICteriJtJ'c 0/2 
a/l(j a Disfiwortr Pooi of I "oiis II;) ,md d I for his lvfagic 
Cham£'teristic dice. lind the C,\1 '-o/Lr II 9 or/ the Di,!wour 
Pool die. 7hf cilsting tOial i.' f 0, but rig chartu[{'r (1)IIniS liS 

rolling dOlibleJ, and ,J.,w ru/fir, [he wrath ~rlht' Gods. 

After rolling the dice f[Om the Disfavour Puol. reduce the 
Disfavour Pool by ont:o A priest who can IlccessfulJy invoke 
miracles has dead)' not oifended his God that much. 

PENANCE 

Priests may reset their Disf,lvour Pools to zero by performing 
spectacular acts of penance. A qualifying act musr be roleplayed, 
be an important part of a gaming ession, and not interfere wirh 
the orher play r" enjoyment of the adventure. '[1)(> priest must 
deliberately attempt to do penance, al1d must act appropriately 
to hi> God. All this is a matter of GM .;udgement, but if ,he 
roleplaying entertained everyone. the Glv[ should be generous. 

. 
..-. .--------­



THE WRATH OF THE GODS 

This seaion reprints and sJighdy expands the Wrath of 
the Gods cable from WFRP, u tomising one entry for 
each of the major Gods. For minor God . you can use the 
basic version. 

TABLE 10-10:
 

WHAT WIIL You SACRlFICE
 

Repeatedly channelling the power of tht: God can have ,1 

lasting effect upon a prie r. But the channeling of divine 
energy can be an unpredictable tlting. lhese et1ecls---calJed Divine 
Mark!, or rhe Marks of the Gods-always bring the priest closer to 
her deity. bur nor always in a positive or beneficial fasmon. 

These Matks can have a concrete effect on a character who is closely 
aligned with the gods. The following pages provide a rable for each of 
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THE VENGEANCE OF THE GODS 

Priests with a high Disfavour Pool may roll quadruples or 

----.,,- ------ ­ ----~---------,'----

bigher when checldng for the Wrarb of the Gods. If they do, 
roll au this table instead. 

TABLE 10-11: VENGEANCE OF THE GODS 

RoD Vengance 

FOR THIS BooN?
 
God
 Sacrifice
 

Maoann:
 You vomit up salt water. and fed as though
 
yOll are-alrnost drowned. Take Id \0 Wounds.
 
regardless-ofToughness or A.rmour.
 

Mom
 All wamuh a.nd vigour leach from your body.
 
Take a -20% penalty to all aalons (or the next
 
I minute.
 

Myrwidia:
 You automatically fail your next Dodge or
 
Parry Test.
 

RanalcI:
 You must re-roll your next three successful
 
Tests. If the ~econd roJl f.ill,. you fall the Test.
 
If the re-roll succeed •you succeed and need
 
not roll '11.
 

Shallya:
 The next lime one ofyour allies suffers an Injury.
 
you suffer exactly the same injury. This may
 
mean taking Wounds, or taking a Critical Hit.
 

ignuar:
 A brand in th shape I>f a tvIin-ra,iled comet
 
ppearsoll your forehead, InHicdng IdlO
 

Wounds ign.orlng Toughn Bonus or
 
armour.
 

Taa1:
 Your mind becomes that of a beast for three
 
rounds. 'tou Ret; mosr situ;ldoJlS, but fight if
 
cornered.
 

Ulric:
 Your bod)' i$TilJ:n:d with fro~L Tak IdlO
 
WoUIlds, r~ ofTou hn s or Arml)u",
 

Verena:
 You are robbed of your knowledge. You
 

automatically fail any Academic Knowledge
 
Tesrs you make in the next 1 hour.
 

01-15 Behold Your Wickedness!: YOli uffer visions of
 
your fallure , whicll seem to rake aD eterniry bur are
 
over in an inStant. Gain 1dIU Insanity Points: if you
 

become insane. you gain Heart of Despair.
 

16-30	 I.iuh the Flesh to Purge the Soul: Yeu take 2d10 
WQunds, igt)orlngToughnes Bonus (lr Anno\lr. 

31-45	 You Shall Not Abuse My Mercy: Your t-.lagic 
Characterlsti is reduced ro zero, and increases by 
one every tjme :>'OU do penaJ1Ce (as if attempting 
to teduce your Disfavour Pool [Q zero), limn it 
rerums to its original value. If you have no Magic 
Ch-aracte.risdc, the arne happen. to your daily 
allowance of Formne PointS. 

46-60	 Thou Art Accursed IUld OUtcalt; You an:: cast our 
from th cult, and this is l1larked on your '0\11. Yo~ 

take a -.30% penalty to all social inc r.lctions'With 
followers ofyour God until you da penanre. 

Rely Not On These Vanities: All your goods and 
equipment are stripped from you, leaving YOll in a 
tunic. Any non-magical equipment you were carrying 
is galle forever: magical equipment is mysteriously 
returned ifyou do penance. (GM's option: nOI1­

magical bur important items may also be returned 
after penance.) 

76-90	 Called to AccoUDt: ou are summoned before your 
God to face judgement. Unless you have a fl;lte Point 
[Q spend. it is time to roll up a new character. If you 
ao hav a Fate Point. your God retutns YOll to th 
world alter Iell 0 rounds. 

91-00	 Daemonic Visitation: Roll on the Catastrophic 

Chaos Manifestation Table instead using the mble 
in WPRP. 

L __~ ~	 ... 

-
the major organised cults of the Empire. Whenever a priest rolls nvo 
or more 1s on his casting roll. his character must pass a Willpower Test 
or roil on rJ,e appropriate lv'lark of rhe Goels table. If a player rolls a 
mark his character has alt-eady developed, dlC result should be re-rolled. 

-nlC provided lisrs are far from exhaustive, and GMs are encouraged 
to create their own tables for other deitie , or ro expand the ones 
. tready detailed. 
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Chapter X: Miracles 

TABLE 10-12: MARKs OF MANANN 

RcrU Result
 

01-10 Fishy: You are infused widl the odOlm of the sea. Permanently reduce your feUowship Characteristic by 50/0.
 

ll-ZO PeJag!c Yearni~ You Ion for the o~n seas. When not on. orstUtounded b thee S¢a, our Will Power i reduced by 5%.


21-30 Seaweed Growth: Holy seaweed thrives somewhere on your body. At the GM's discretion, this may apply a -100,'0 penalty 1O
 

Fellow hlp Tests in some social situations. 

3J-40 nclatl You ar bound to the changing tides. During low tide, you reduce your Wounds Characteristic by 2 and your 
Toughness Characteristic by S%. Ar high ride, incr= your Wounds Characteristi by 2 and your Toughness Characteristic 
by 5%. All other times, and when far from sea, your Characters are Un'changed. 

41-50 Manann's Mien: You grow taUer. you hair darkens. and you develop a briny mel!. You grow larger, increasing your height by 
1dI0/2 inche. and adding 2d I0 pound to your weight. As well, permanently increase your Strength Characteristic by 5%. 

51-60 Piscinc Charisma: You become intensely attr.active to fish of all kinds. They greet you in open-mouthed wOl1d~ and shoal 
around you in docile masses when you.~re in the: watet. For (hi reason, a1barro and other ~irds like you. Add +20% to 
Charm Animal Tests made to interaCt with ~a birds. 

61-70 Rip Tides: Large bodies of water twbt and churn in your presence. All SWim Test made b others within 4 yards (2 squares) 
of you take a -20% pemIt}', and a -10% penalty if between 4 and i2 yards (5-6 squares).----- ­

71-80 WcbbedJ Your toes and fingers become webbed.. Gain a +20% bonus to wim Tests, 

8 J -90 One With the Sea: Manan n reveals the secret. of hi' realm. You cannol drown in seawater; any dme you would drown, you 
are iJ1Ste~ld reduced to 0 wounds and are Helpless. and eimer float to the surface or wash up on a shore. You also add + 10% 
bonu [0 all Sail. Row, and Navigation Tests "'hilst at sea. 

91-100 Marked by MllJlllM: A Trident. ('..rown. Wave, or Alban mark appears somewhere on your body (GM' choice). You gain 
+10% bonus to Channelling Tc St8 when uslng the Lore of Manann. and"" 10% bonus to Fellowship Tests when deaJing with 
other Manannl if mey can see ch.e mark. 

TABLE 10-13: MARKs OF MORR 

Roll R,csult 

0)-10 Enervated: 'I'our muscles weaken. Permanently reduce your Strength Characteristic by 5%. 

11-20 Distracted by Death: Your preoccupation with morbid subjects mak orhe~ tiIlcomfumble around you. When interacting 
With individuals who are not priests ill the cult of Morr, you tlke a -10% Fellowship Tests. 

21-30 Disturbing Visions: You are plagued by disconnected visions that you kllOw to be portentous. but cannot undcrswnd. You 
rake a-I 0% penalty to Perceprion Tests. Once per day. you may gain a + 10% bonus to any single test. 

31-40 kdetatl Your face and scalp draw tightly to your skull. You r.ake1l-1 0% penalty to Charm TestIl, but gain a 10% bOntUllO 

Intimidate: Taits. 

41-50 Morr's Mien: You grow raller. your hair darkens. and rour kin pales, becoming cool 10 the lOuch. You grow larger, gaining 
IdlO/2 inches in height. As weU, increase your Will Power Characteristic by 5%, 

51-60 Flock otRaftn: Wherever vou go. there alway seem tQ be ravens presenL Und r most circumstances. th appea.t in places 
wh rt one might peet them. Whilst mdoon, you them th(ough Windows, and underground, you may filVCn cave: 
paintings with di turblng regularity. You gain a +20% bon to Charm Animal Tdts made when interacting with ravens.----' 

61-70 Dead Eyes: A Single glance causes others to fundl. Gain the Unsettling Talent. 

71-80 Mom Servantl entient Undead hy from your prcsc:nce. Any crearum wim the Undead Talent anaa Willpower anribur 
must make a Will Power TC$t or suffer from Fear. This ignores the Undead talents normal exeJ1letion Co Fear. 

--~-~----.... 

81-90 Enlightened: You have ga~ed beyond the Ponal and no longer fear death. Gain the Fearless Talent.-------- ­91-100 Marked by Mom A Rose. Portal or RlIven mark al'eears somewhere on your body (GM's cbolce), YOIl gain a "" 10% bt>nu 
to Channelling Tesls when \ISing the Lore QfMorr. and a "" 10% bonus 10 Fellowship Tests when dealing with other Morrians 
if thtry' can see the mark. 

....._-- ~~~-------:::-~~--~------------~~~~~--~ 
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Chapter X: Miracles 

TABLE 10-14: MARKs OF MYRMIDIA 

RoU 

01--10	 Vengeful: YOli become deeply vengeful, which blinds your reason. Permanencly reduce your Inrelligence Characteristic by 5%. 

11-20 Rites ofWar: You feel obliged ro recite term fif war b fore any baui ,an act that takl!S a Full Action. Until you complete
 
this honourable rite in a combat, you take a -5% pena1qr toWeapon Skill Tests.
 

21-30 Calculating: You coldlyweigh the stre.nglh and weaknesses of aU yOll meet. YOli take a -10% penalty to Fellow hip Tc~ts
 

made to deal with those who you meet fot the fitst time.
 

:31-40	 Righteous Furp You punish the wicked, for you ar hooour;lble and true. When fighting an opponent who has harmed you 
IIr 0111: of your aI.Iiesl you take a -10% penalty to Intelligence Tem, but gain +IOP/o bonus to both tlength and Will Power 
Tem for the! dur:nion of the encounter. 

41-50 Myrmidia's Mien: Your skin darkens to a deep tan rhat glint coppery in the light. You grow larger, gaining IdlO/5 inches in 
heighr. You also gain a + 10% bonus to Command Tests. 

51-60 Eagle Friend: Eagles like you. You gain a 200/0 bonus to Charm Anlmalli ts made when interacting with eagles. 

61-70	 EagleEye.~: Your irises darken and your eyes become excl::prionally sharp. You gain a +20% bonu~ to Perceprion Tesrs
 
involving sight.
 

71-80 Fanatical Love: 1.0 combat, you may elect one ally ~ a free timon. Thil,t a1ly must have a religio\ls symbol of Myrmidia in
 
plain view. For that wlJnd, the ally gajns a +10% bonu.~ to all Will PowerTest.
 

81-90 War-honed: Myrmidia reveal.1 rhe secret of facing war wirh courage and honour. Y(JU gain rhe SmUt-bearted Talenr.
 

91-100	 Marked by Myrmidia: A Shidd and Spar mark appears omewhere on your body (GM's choice). You galn a +10% bonus 
to ChannellingTests when using the Lore of Myrmidia, and a"100/0 bonus ro Fdl~hip TeStS when dealing with other 
Myrmldians it' they can see the mark. 

TABLE 10-15: MARKs OF RANAlli 
RoU 

01-10	 Weak Willed: You become a slave m your passions. Permanemly reduce yOllr Will Power Characteristic by Id I 0%. 

11-20	 Liar. You are loathe to tell the truth. Gain a +10% bonus to BlatherTests. 

21-30	 Knavish: YOli exhibit all rhe untrusrworthy characteristics wal nobles and priests find repugnant. You take a-l0% penalty to 

aU Fellowship Te r when inreracting with these individuals. 

31-...,40	 Lithe; You become more wiry and nimble. Increase your Agility Ch3f'aeteristic by 1d I0%. but ~duce your Toughness by [be 
same amount. In addition. you 10 e .2dlO pounds. 

41-50	 RanaJd's Mien: You become leaner. YOUt hait and skin darken, and you a.lways seem fa smjle mischievously. Lose 2d 10
 
pounds, bm permanently increase your Fellowship Characteristic by Id10%.
 

51-60	 Cat Friendt Wh~Jever you go you eem to attract qts. Moments after entering 11 community, at least one ~[ finds you. 
Eacl1 day you remain in the same community, (ldlO/l)-l more cats show up. These catS do not fight on your behalf. but are 
friendJy to you, giving you a ..20% bonus [0 Charm Animal Tests involving these-animaJs. hauld you lea the community, 
the call; do not, generally. tollow, 

61-70	 Forgettable: People who do not know )'0 I find it hard to remember anything more than your disalcming smile and flashing
 
eyes. Those who imeracr with yOtl closely for. everal hours musr pass an Intelligence Tesr ro recall further details.
 

71-8Q	 Ranald' Luck: Whenever you U$e a Fomme! Poin~. roll a d 1o. If you roll 8. 9 or 10. the P()rtUDe Pomt worb 'lIS normal. but 
isn't spent, 

81-90	 Irreverent: Ranald reveals to you the great joke of life. Whenever you are iJ1Auenced by Fear, Terror, Intimidate, or the
 
Unsettling talent. and you fail a Willpower Test, you Immediately burst into firs of uncomrollable Iaugher. and ignore
 
th" effect. However, whilst laughing (which last fat 1d 10 rounds). you take a _1 0% penalty to all tests and reduce your
 
Movement Characterisric by 1.
 

91-100 Madted by RanalcIl A cross lIlark appears somewhere on your body (GM' choice), You gain a +1()Clio bonus to ChatlOdlingTdfI; 
when using the Lore of Rllhald, WI a 1- 1()% bonus to FdIQwship TestS when dbillo.g with odJ~ 1,UnaI~ if they can see the mark. 
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TABLE 10-16: MARKs OF SHAIl..YA 

Roll 

01-10 

Rault 

Pacifist: You fi
CharacteriSlic 

nd it vety h
by 5%. 

ard 10 even think of slriking another. Permanently reduce your Weapon Skill and Ballisric Skill 

11-Z0 Bleeding Hearn Whenever you are In the: vicinity ofa creature that is uffering, you take a -1 OIlA! penalty to all Will Pom:r 
Tests. Should you leave the- suffering individual untended, the penalty inl;rea$l:$ to -20% and it remains £Or 24 hour. 

21-30 Fear of the Fly urd; Insect'S and other agents of decay make you deeply uncomFortable;. While in the presence of a swarm of 
flies, maggots roaches, or similar criHers, you take" -10% penal!)' to :lll \X'ill Power Tests, 

31-40	 UnwonhinCS5: You a1wa feel you have som~ow failed. those around yOll, especially ifyou couId not he~ their wounds or save 
their lives. You ~e a-I0% pen:tIty to Fellowship Tests made co interact with orh~rs becluse ofyour ronstant self-deprecltlng wa~. 

41-50	 Shallya's Mien: Your hair lightens. your eyes flow with holy tear and your filce appear innocent. Henceforth. you lake 
a-10% penalty on Perception and. ear h TeslS, bur you permanently increase your Fellow hip Characteristic by 5%. In 
addition. whenever you make a Heal Test. you repair 1 extra Wound. 

51-(jO	 Peaceful Demeanour. You exud peace lUld uanquilliry. Ordinary animals wilJ never attack you unless }'OU fim attaek them. 

61-70	 Healing Han<b: Your hands are cool and soothing t\J tl:1L' lUlH.:h. 'Whcoevcr you make a Heal'lest. yOll repair an additional 2 Wounds. 

71---80	 Tranquil Aura: Your pr.esence caJ.ms aggrllssive tenden~es. All crearutes within 4 yards (2 quare$) rake a -10% penalry to 
We;apon Skill and Ballistic Skill Tests. This aura d.OltS not work on Daemons or Undead. 

81-90	 Emboldened: You fundamentally undersland ShalJya's Mercy, and would martyr yourself ramer than ret[e11t from your duties. So 
long as there ,ue allies or innocents to help and protect. you may act normally when uffering from Fear or Terror, so long as your 
actions include healing those in need, warding rheir bodies from blows (but nor anacking), helping them reach safety, and the like. 

91-100	 Marked by hallya: A Dove. He-.trr, or Drop of Blood mark appear somewhere on your body tGM's choiee). Y!>u gain a 
i' 10% bonus to Channdling lests when using the Lore of ShaUya, and a +10% bonus on Fellowship Test when dealing with 
other Shallyan if they cah ee me mark. 

--~~ 

TABLE 10-17: MARKs OF SIGMAR 

RoU Result 

01-10 Stubborn: You single-mindedJy pursue Sigmar's cause. no maHer the consequences. Permane.mly reduce your Intelligence 
CharaCteristic by 5%. 

11-20 Hammer Bearer: When wielding a Ii:i1nmer Hind Wllapon or Great Weapol), you dl.:al. +1 damage. Ho ever, you me a 
-10% penalty to aU 8allistic kill Tests. 

21-30 Suspicious: Anyone may be a servant of tne Dark Powers. You rake a -10% penalty to all Fellowship Tests the first time you 
meet an individual. 

31-40 Grudge Bearer. You really bear grudgc$. When fighting an oPpol1efltwho has banned you or onc: ofyour alii I )'au take a-IO% 
penalty to Intelligence TestS, but gain +10% bonus to both trength and Will PowerTesrs mr the duration of the encounter. 

41-50 Sigmars Mien: Your hair lighrens, body bulb our and your eyes men blue. You permanently gain Id 10/2 inches in heighr, 
+ 2d 10 pounds in weighr, and increase your Toughness Characteristic by 5%. 

~ 1-60 Dal4'tmgr (DwarfFrieod): Your manner reminds Dwarfs of their ancient promis to igmac. Yoll gain a t 10% bonus to all 
FeUowship l'esrs made when imera.dins with Dwarfs. 

61-70 Greenskin Animosity: The thought of Greenskins fills you wid) righteous anger. Gain the Grudge-born Fury Talent. 

71-80	 Symboi ofUnity: YQU pres~nce in pires oth tS with nationalistic pride. lhe first ome during an enCO\lnter that a clrizen 
of the Empire. that is within Ii yards (,3 qUlilres) makes a WtaJX>n kill or Bal1istic kJU Test ag;tinsr another citizen of the 
Empire, he takes a -10% penalty. 

81-90	 Enlightened: Sigmar fills yO\! with Ills divine purpose. When combating Gteellskins or servants of Chaos. you automatically 
pass aD Willpower Tests. 

91-100	 Marked by Sigman A C~ni~t or Hammer mark llppea~ Cl1TlCVfher~ on ou~ body (GM' hoke). You gain 3 +10% bonus 
to Chaqndlirtg Tests when using the Lore ofSigmac. and a +I0% wnw t6 ~ell.owsbipTeStS when dealing with otner 
Sigmant if they can ee the mark. 

24.5
 

~ 

.~ -----------~-------------------------- ­



Chapter X: Miracles
 

TABLE 10-18: MARKs OF TAAL AND RHYA
 

RoU Result 

01-10 Wild Mind: Your thoughts are preoccupied with the passing seasom and baser needs. Permanently r duce your Intelligence 
Characteristic by -5%. 

11-20 Utile Frieocls: mall animals; such as rodents and little birds. a~ aruacred 10 you. They can be highly lnconvenient, as thl:)' 
nibble <:vcrytbing -and leave droppings everywhere. You take a -1 0% penalty to FellOWShip Tests in social ituations wbe~ 

such creatures are lnappropriatC. 

21-30 Plant Growth: Holy plant life thrives somewhete on your body. At the CM's discretion. t.hi· may apply a -10% penalt}' to 

Fellowship 1ests in some social situations. 

31-4Q ScuoDJllc You arc bound to the pas. iog SC3liOns. DurIng the winte!. you reduce your Wounds Characteristic by 2 and your 
Movement CharaCteriStic by 1. In the autumn, you ~duc;e your Wounds Characteristic by 1. In the spring. you increase 
your Woun~ Cha.racter/stic by 1. In the ummer. you increase your Wouods Characteristic by 2 and your Movement 
Characteristic by I.----_._­

41-50	 Taal or Rhya's Mien: You have an equal chance ofassuming the likeness ofTaal or Rhya. IfTaal. you grow tall, strong, with 
shaggy hair. If Rhya, you become more curvaceous, with long flaxen hair and apl'ealing features. In either case, grow + Id5 
inches taller and 2d10 pounds heavjer. IJl addition permanently increase your Fellowship Characrerisric by 5%. 

51-60	 AnimaJ Friend: Animals ~ you as one of their ()Wn, and never attadt you ~ if you atrack them 6rst. Unusual or 
conuolled anImals must ass a haIlenging (-10%) Wdl Po'WerTC$t EO atrack you. 

(il-70	 Enlivened Flora: Whenever you remain in a natural setting for mor than 1 round. all Ii ing plants within 4 yards (2 
squares) grow healthy and IlL~h. Whilst you are unaffectc.:d by this verdant growth, the area COUntS;ll; difficult terrain 
aFrerwards, halving movemen through it. 

71-80	 Tranquil Fauna: Animals are calmed by your pre n . You gain a +10% bonu tQ Artimal Care and Animal Training Tes 

81-90	 Beast Senses: Taal or Rhya reveals the world around you G.S they see It. Gain the r een Senses Talent. 

91-100	 Marbd by Tu1 or Rbya: An Ander. A:x.e. CQiI oflite, Sheaf. or 8Qwand Arrow mark appean somewhere on your bQdy
 
(GM' choler). You gain a 1"10% bQnus to Cb;\nlldling Tests when using the Lore ofTaal and Rhya. :lOd a +10% bonus to
 
Fellowship Tcsps when dc:a1lng with Other Taalir O! RhY'JIlS if they can see the mark.
 '----- ,..,....--,.......,-------:--"':-' 

TABLE 10-19: MARKs OF ULRIC 

~u Result 

01-10 Berserken Eaduound in combat, you must pass a wm PowerTCSt or lrrunediately enter a Frenzy as 1£you had the frenzy Talent. 

11-20 Claws: You grow wickedly sharp claws. Pc!rmanendy reduce your Balli ic Skill Characteristic by -5%. Gain the Natural 
W('apons'Thlene. 

21-30 Wolf's Eyes: You gain the clear. blue eyes of a \'(limer Wolf. You gain the i ight Vision Talent, but can now only sec in black 
and ~ rute. 

1,...4() redator: Tho around you become uncomfortable, instincruallyaware that a killer is in their midst. You talc, a-l0% 
penalty to Cha.nn Tests, but gain a +I0% bonus on Intimidate Tes~. 

41-50 Ulric's Mien: Your hair darkens, your body bulk:, and your skin pales, becoming icy-cold. 'tou grow Id10/2 inches taller and 
2d I0 pounds heavier. [n addition, permanendy increase your Strength Characreristic by 5%. 

51-60 Wolf Fricadt You :lttraet a wolf<;ompanlon. This creature' loyal and fighrs on your behalf. bould you treat tbe wolfpoorly, 
i abandon you. You c;;lJl gain this mark rouldple tim . Efleh time, you IP1n an additional wol£ 

61-70 Pack Leader: YOll gain a measure of Ulric's undeniable aUthority. You gain a t I0% bonus [0 all Command TestS. 

71-80 One with the WUch Ulric reveals the world around you as he sees it. You gain a +10°,1) bonus to all Outdoor urvi at T$$. 

Rl-90 Ulric's Servanl: Touched by Ulric, you no longer suffer the harmful effecr~ of coId-except when it's triggered by a \'({rath of 
God. 

91-100 
'Ii ts when whIg the Lote of Ulric. ~ 

the marlc. 

Marked by Ulric A Wolf mark appears somewhere on your body (GM' choice). You gain a +10% bonus to Channelling 
a + l~AJ bonus to Fellowsrnp Tests when dealing with other Ulricans if they can 
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RoD 
01-10 

11-20 

21-30 

31--40 

4.1-50 

51-60 

61-70 

71-80 

81-90 

91-100 

TABLE 10-20: MARKs OF VERENA 

Iblsult 

Savant: Your Wlchecked imelJenual superiority makes i, difficult for you ro connect with od1ers. Permanendy reduce your 

Fellowship Characteristic by ­ -%,---,-----­
Daemon's Advocate: You can't hdp expressing alternariv s~ces. Ifyou allow an opinion or argumC'J1t (0 be cued withoUt 
rounrerih ir and balancing marren, take it -10% eoalq- [0 all Will Power Tesrs for 14 hours. 

Just Heart: Whenever you see injuslice, you must speak our-against i, unless you pass 11 Challenging (-10%) \'(,'ill Power Test. 

Piercing Gaz« Your all-seeing eyes bore inco everything around you, You gain a + I0% bonus to all Perception Tests relying on 
si hr. but take:I -10% eena!ry on Clutnn-....l.-es..rs;,:...~ _ 

Verena's Mien: Your back straightens. eyes dear and vom face gains a dignified appea.rance. l()U gmw Id 10/2 inche~ taller. ]n 

addirion, permanemly increase youl Intelligence CharacteriSti by 59/0, 

Owl Friend: Owl like VOll. You 8ain a +20% bonu.~ on Chatm Animal Tests made ainst owls. 

EidedcRccall: With;l successfullnrdllgenceTesr, you can perfectly recall any ,ext YOU have read. You also gain a +'20% 

bonus w all 0 her test inYQIYing memory. 

Voice ofWisdoml Your voice carries the wisdom of Verena Herself. Double the number of peo\>Je you can affect with a 
Charm TC5C. 

Enlightened: Verena grams you a small portion of her wisdom. You gain a -.-10% bonu to all Academic Knowledge Tests 
that yOll have seleCted as skills, As well, you may attemp, Academic Knowledge Tes,s outside of your fields of stUdy, albeit at a 

-10% penalty. 

Marked by Verena: An Owl, Scales. or 'word mark appears omewherc on your bod)' (GA.{'s choice). You gain it +10% bonu.~ 

to dwmdling Tests when llsin~th Lore ofVerena. and 2 +J 0% bonus to Pellowship li {$ when dealing with orner Ven:nans 
if rher can $CC the mar.!!.. 

Some object in th.e Warhamiller \'\7orld carry dlt' blessings of rhe 
Gods, bearing a tragmem of (heir power among ,he struggks 

of mortals. These items may take any form, and have almost any 

power; but tho e recognised by thc cults are among the holiest 

obiects in the Old World. 

Genuine relics are extremely rare: Jl10St temples do [lOt possess one. 
Any shrine rhar gains possession of one quickly becomes a large 
temple. ::\s priests gather at the holy Spot, Relic and holy artefacts 
an: rardy sold. although they are very occasionally given into the 
care of a powerful nobleJ who ackllowledges (he favour of the God 
wi,h extensive gifts ofJand and money to the temple. Most pries, 

have never so much as seen a genuine relk. much less hand.led one. 

On rhe other hand, fake relics are everywhere, There is a whole sub­
culture of wnmen devoted to creating and seJJing rhem, mainly to 

gullible peasams for a few clanks a rime. Other con men go for [he 
big score. crearing a somew]1at plausible siw-ation around a fake 
relic and xtracring largc ~lJnounrs of money from a wealrhy noble. 
A few even try to con priest. and some of (hese succeed, 0 rha, 
some of the "genuine" relics recognised by thc ctllts are, in fact, 
fakes. Some w,iz<Uds suspect rh~H mOst genuine relies arc false, or 
that their supposed power i-at leaS( exaggerated. 

The origins of genuine relics are simple: the God chooses to bless 

an iwn with some /Taction of his power. b'erything else about ,he 

ptOccss is completely obscure. No oue knows why the lOds bless the 

items ,hey do, why they choo e rhose powers, and why ,hey do not 

provide more obviolls evidence as to which relics are genuine. Most 
prio't'> beli vt thaI eve.n asking these questions is a 'jgn of impiery. 

One thing is dear. howevt·r. Genuine relics and holy artefacts are nOI 
created by [he efforts of priests. not even by lhe efforts of those who are 
blessed Wilh m.iracuJous powers. Some rdic; do appC<l' amidSI strong 
efforts Of sa(fi5cc~ by priests 01' devout laymen, but never due to any 
kind of imention by the morrals to summon the miraculous power. 

BLESSED ITEMS 
1he Old World is full ofgreedy nadel'S h.awking charm~ claimed w 
be blessed by (he Gods. Mos( cui,s frown upon selling such artefacts, 
probably because many exc11ang' blessings for donations rhemselve , 
clnd some even build roadside shrincs solely for this purpo e. 

lndeed. there are many well-known examples of this .in ,he Empire. 
In Tilabheim there i Reliquary Row, a stall-lined thoroughfare 
where almost every k!lown cult has a pitch, And Altdorf has the 

ironically-named Echt Srrasse, which is piled high with gaudy 
shrine-sralls dedicated to all manner of deities. In aJithese places 
and more, grubby priem seU blessings. charms, and relics of all 
kinds for coin. Of course. mosr of rhese do nothing more than salve 
the superstitious mind. 

However, ocCasiolJally, they really do work. 

247
 

----=--------------------------------------------------- ­



Chapter X: Miracles 

OPTIONAL RULE: CHARMS AND AMULETS
 

All manner of charms and amult:ts arl: sold in the noisy markets of the Empire, all supposedly ble sed by one od or another. Although 
mosr are fakes, belief is a powerful thing. and Empire folk cenainly believe in their superstition. 

-Ihe following table provides some common charms and amulets teJUnd in the Empire. Each lists a blessing that the charm is believed to 

provide. 11 e blessing has a SOlo chance of activating if the charm is worn and an appropriate situation arises. A test to check for a blessing 
may only be anempted once per day per charm. Only one charm n1-.ly influence an appropriate siruation (i.e., bonu es from multiple 
charms do not rack) although many charms may he worn to increa.st"" the chance that a blessing activates. 

Elves and Dwarfs do not believe in sucb 5uperstitious nonsense, and gain no benefir fJorn wearing Human charms and amulets. Halilings 
believe in them, and ofren wear rhem, hur the charms do nothing [or them. 

GM5 should feel free to populate their markets with charms of their own devising. The foliOlving table only lists me most collllllorily 
found example,. 

TABLE 10-21: CoMMON CHARMS AND AMULETS 

God 
Khlline 

Morr 

Myrmidia
 

Rhya
 

Ranald 

Iric 

Verena. 

Charm Cost Ene Availability 

Black Tooth J gc Very Rare 

acred Fish 12s 5 Rare 

Crab Leg :s; Average 

Bone Charm 5gt' Ave c: 

Merciful Pillow 1 gf Scarc 

Blessed Weld 35g( 55 Very Rare 

Sprig of MisrJetoe 12 J Rare 

BIClliag
 
+1 Critical Value
 

1()% to av' cion 11 ~5 at sell

;,;.;..,;.""'-----' 

+JO% to resist disease
 

...10% to rear and Thrror Tests
 
Automatically die from blood loss
 

+10% to Par Tests
---.,.,.....- ­
t-lO% to Charm Tests 

-----~ 
Dice Talisman 25 t Scarce +I0% to Gamble Test$ 

Dril1king Rag 7p Scarce + 10% to Con5um AkohoJ 1e ts 
--~--

Seal of D\.'VotiQn l5 Avera +1 AP on [he WOrD location (max 5 AP) 

Prayer Pa,chmenr JO K' Average .,.10% to Toughnes- Tests to resist diseases 

Carved Hom 5:. ; CU'CC +10% to Outdoor' 'prvival Tests 

Wolf-Head Charm 10 gc Average +I. Damage in Close Combat 
--".,.---., 

Owl Anmlet 25gt' Scarce __,...-__ '1'10% to Perception To t~ 

THE BLESSING 

Any unscTUpulolls priest can make good money blessing items. 
However. only those with the Divine Lore ta!ern can reliably imbue 
their blessings with power. 

To bles an item, a priest inrones sacred prayers over the objeCt 
tQ be blessed and ,lllempts a Channelling Te.sL During comhat 
rounds. Ihis takes a full action with the "Use a Skill" action. Success 
means that the item is blessed for 1 week per degree of succe s 
scored. If the Test succeeds with no degrees of success. the item will 
only be blessed tOr a day. 

Priests need to be careful with their blessings. as no God likes to 

be taken for granted. If a priest tries 10 Bless an item that he has 
already anernpred ro bless before, and fails his Channelling Test. he 
must roll on Table 7-3: Wrath of God l.lJ WFRP, page 144. 

A blessed object is no different (rom ;1 lmmdane objecr in terms 

of its effectiveness unless the priest achieved rwo or more degrees 

of success. Should this be the casc, rhe object bestows a +5% 
bonus to relared rests for the duration. Even blessed items that are 
1101 so empowered may have special effecrs agaillSt some of the 
darker inhahitants of the Old World (such as Y.1mpires: for more 
information on rhis, refer to Night's Dark /vfll.'ters). Finally, the 
object counrs as a magical weapon if used in combat. 

BLESSING PEoPLE 

Old \V'orlders are a superslitio1l5 lot, and most are keen co ease their 
wretched lives in aJ1Y way they can. 111us, they rurn co the cults (() 
bless their everyday activities. Priests ofrel) supply these ble5sings 

for coin; however, unless a Pett)' Magic (Divine) spell is used, such 
a hlessing provides no game mechanics beneEt. 

Of course. GMs should feel free to ignore this as suits tbeir 
campaigns. After all. there may be a grear deal of difference 
between receiving a rushed blessing from a lowly friar on the road 

to Carroburg. and Jlaving the Grand -nleogonist of Sigrnar ble s 

your deeds in the High Temple of AJtdorf 
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Academic Knowledge: Hiswry (Challenging). Theology all his wealth JUSt outside we harbour ofl:Anguille, 
(Challenging) everyone expected him to (\lrse the God. Instead he 

Powers: Th community ofwarriors that claims pawned or sold his few remaining possessions ro 
ownership of Ibis relic oains a + 10% bonus equip a fishing hoat, and offered the net- to me 
to Weapon Skill and Ballistic Skill God. On his first trip, he drew his own ship 
Tests. up in the nets, restoring his wealth. He 

History: The Ander of the Blue Stag is gave the nets to tbe remple. bur rumours 

IDENTIFYING HOLY REucs 
Determining a real relic from a falee can be achieved by any 
character with the Magical Sense skill. A succes~ful test (secretly 
rolled by rile GM) determines whether a relic i. really "holy" or 
not. Failure provides rbe character wirh no inf-Ormation. Three 
or more degrees of failure may provide incorrect information, as 
decided by rhe' GM, 

l3eing .ure; of the holiness ofa rdic does not reveal wh;lt it is, or what 
it is helieved it can do. A.ny characrer with Academic Knowledge 
(1heology) or Academic Knowledge (Hisrory) may anempr a tesr 
to detemline dle capabilities alld history of a relic. The Difficulry 
for dlis is provided in the relic' descripdon. The more degree of 
sueee,,\ secnred, me more accurate this int()rmation should be. Failure 
provides the character with nodling. Three' or more degree. of faiJure 
may: at me CM's whim, provide talse illformation. 

REucs AND ARTEFACTS 
The following is a small saDlple of the holy relics and anefam that 
can be found in the Empire and beyond. This list is designed [0 

provide rhe GM \vith inspiration for crearing his own, unique relics. 
nor 10 be viewed as ~ ompiere listing of all possibilities, Like all 
irems of magical power in the Old World, real examples of holy relics 
and artefacts are very rarely found in the hand of common fOlk. 
most of whom are unlikely to ever sec one, ler alone own one. 

ANTLER OF THE BLUE STAG 

an ancient relic thar is said to be a 
fragment of the first animal slain by mortals. It's said that 
Taal granted this ,mirnal to [he firSt men as a sign of hi 
blessing and protection. The Ander (or facsimiles of it) has 
changed ha.nds many times over the centuries. manile.sting 

in One village only to vanish once again once a threat has 
passed. It has never appeared in a city, excepr for one event: 

Relic or Artefact Name 

Rmcs AND ARTEFACt'S 
Relics and Artefaers are described in me foHowing format: 

Academic KnowJedge: The Academic Knowledge and Test 
difficulty required to know general information abom 
the relic, or identify it iffollnd. 

Powers: What tbe holy henj can do. 
History: The srot ' of the relk or artefact. 

50nll: claim that it was carried by Valten during the siege of 
Middenheim. 

BLACK POMANDER 

Academic Knowledge: Hi tory (Challenging), Necromancy 
(Romine), Theology (Hard) 

Powers: When \Yom about the neck. this ball of aromatic black 
rose pctals issues ~ pleasant aroma that Undead find 
repeJlenr. All crearures wjth lhe Undead TaleO[ tbat ;mack 
[he wearer take a -20% pemlt)' on Weap0n Skill Tests. 

History: The Black P()Inander \Va" assembled during the Wars of 
we Vampire COUntS, nearly five centuries ago. Fashioned by 
a devour priest of MOff, who believed the world was doomed 
and that Morr himself had aballdoned mortals, he imbued 
the item wim his prayers, all of his tairh. and some say his 
very essenc\: to create a tool of worth to those who would 
resist the Undead enemy. '[his sacred relic is interred in a 
secret vault in THea, where it is occasionally loaned Ollt to 

alli s of the cult to aid in the ongoing struggles against their 
cJ.lOsen foes. 

THE BoUNTIFUL NET 

Academic Knowledge: History (Hard). 'rheology (Average) 
Powers: 1he lIser can draw in nd lift rhe net, whatever it contains. 

This is always hard work. bur is possible, whewer the net 
contains one fish or gold weighing many tons, 

History: "[heurmar of L'AnguiJle was a rich merchanr and devour 
worshipper ofManann, who made offerings to t.he God 
btfol" and after every voyage. \X'hen his ship sank wirh 

say th;lt t bey have since been lost. 

EAGLE BANNER 
Academic Knowledge: History (Challenging), Srratt:gyiTactics 

(Challenging) 
Powers: All allies ro the banner wielder who are within line ofsight 

gain a + I0% bonus to Fear and 'ferror Test. In addition, 
as a full action, the wielder of dle Eagle Banner n~a)' make 
an ACldemic Knowledge (Strategy/Tactics) Test to bestow a 
+ 10% honus to one ally's Weapon kill Tests for 1 round. 

History: Nearly four centuries ago, a Tilean (or Escallian) 
commander named Lisabetta held an OlitpOst on tbe edge 
of the Border Princes against an Orc horde for 22 days. 
Supported by JUSI 15 soldiers, they achieved t.h impossible. 
Legend hold rhat LL~abetta IVas a devour follower of 
Myrmidia and tbat, th.rough her prayers. the banner she 
carried filled her allies with hope. 'The tragedy of this tale is 
lhat although they managed to roUt the Orc enemies. they 
all later LlcCllmbed to the plague mat had bloomed amongst 
the corpse 
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of their dead. 
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.,; 
TABLE 10-22: REucs AND ARTEFACTS 

arne Ene: Group D~ Location Covered AP 

Ander of rhe Blue Srag 

Black Pomander I 

The Bounriful ~et 100 

Ea eBanner 50 
Grease of Cae-dno (J jar) 5 

lheGrievCl 9 Ordinary Ii Fast, Precise 

JadeAmuler 

in Brnst late 45 Body ;2 

The Pauper's Box ') 

RanaJd'~ Coin 

Red Bandages 1 

White Wolf Cloak 80 Body 

become a +4. Even ifa victim should suffer no critical from 
GREASE OF CACCINO a wound. he still suffers a + J Critical Hit. 

History: "nle Grieve has been secured widlin the deepe-S'[
Academic Knowledge: History (Hard) Theology 

vaults of the Imperial Capital on many occasion, but,
(Romine) 

somehow, the dagger always escapes. Its long, traight
Powers: Books rubbeclwith rhe grease become 

blade bears runes of uncertain origin. Some claim they
waterproof and imperviou' w decay. 

are a lost vatiant of Arcane Eltharin. Odler believe .
History: Deep below the Temple o(Verena, hidden 

lnat tbe rUJleS are [hose of the Dark Gods of the Strigos
in the. Folds of rhe lrrana lvlountains of northern 

Empire, ;'l long-dead and cursed civilisation from far to
-nIea, lies a corpse. According to the temple 

the sou {h. No matter the truth, the dirk has surfaced again 
record", il has lai n there tbr almost 900 yeMS. 

and again throughout history. and is always associated 
unchanging and u nspoilt by the ravage., of 

with murder. dearh, and ins~nity. Some claim dlat
rime. The local priest guard it carefully, for 

Emperor Mandred Rar.'layer W,ls assassiMted by it. Others
they hdieve it once housed the soul of the 

m.an who fouuded the temple. Caccino the 

Wise. Ouce a yeaJ', the temple's high priest conducts 
a three-day ceremony that culminate_ in th "Sacred 

Scraping," during which the corpse is scraped from head 
lO roe with a blessed blade. 

whisper that the mad Elector Coum, Aldebrand Ludenhot: 

cherished it. S()me suggeSt that a Merchall! Prince of Lothern 

was driven insane JUSt by the Sight of it. Most disturbingly, 
morc' than one secret Cult of the God ofMurder 
unswervingly believes it to be tbe blade used by Khaine (() 

strike down Mon. and will do an)'thing to secure it. 
After several houL'. the high 

priest will have gathered ahoUl 

;a jar's wordl of "Holy Grease." a 

yellowish subStance ~'ith the texture 

JADE AMULET 

Academic Knowledge: Hi tory (Routine), 'Theology (Routine) 
of jelly. This grease has tremendous Powers: Ignore the firsr poinr of damage from any hit. 
preservative properties, although it only History: Many favoured priem of the Orde~ of the Silver 
seems to work on books, parchments. ~ H,lIlunn in (he Sigmarite cult bear Jade Amulets. 
and similar repositorie_, of knowledge,
 

Jars of lhc stuff are worth incredible amounts on oold ill
 

the black markets of tbe Old \X1orld. although alIl~Ost all
 

ex-ample are fakes.
 

THE GRIEVE 

Academic Knowledge: History (Challenging), Theology (Ha.rd) 

Powers: A target wounded by this dagger must pass a Challenging 

(-10%) Toughness Test or take a Critical Hit one step worse 

~';)." Mos{ are anCIent. and have been passed from 
*, priest ro priest for centuries. It is believed 

dut Jade Amulets contain fragmems 

of the Jade GrifTon, an arlefacc of 

extretne power and importance 
to the Sigmarite cult, Iheyare 

_ typi ally carved iow rile shape 
at twin-railed cometS or a griffon claws, and some are 

permanently anached to intricately carved breastplates. Jade 

Amulets are occasionally pre,o;enred by the grand theogonist
than norma.l tor that wound, For example: a +3 Critical Hit 
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as a reward fo great services to me Empire and the luck, but C\'ervone around hilll seems to suffer. Those who 
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Cult of SigmaI', don't rid themselves of this strange item eventually fiJ)J 
themselves murdeted by those around them-an act 
that perhap' signJls the end of Ranaid's favour.THE PAUPER'S Box 

Academic Knowledge: History (Average), Theology RID BANDAGES 
(Hard) 

(lowers: Any business deal overseen by the Pauper's Box Academic Knowledge: History (Easy), 'lhe()!ogy 

(;n:ntually tails. (Very Easy) 

History: Handhardt Shillersteill of Carroburg W,IS Powers: The bandaged character immediately heals all 

once the cit >\ most. uccessful businessman. His lost Wound;. A Red Bandage can onJy be used once, 

tfad -concerns spanned from Marienburg, acros History: Red bandages art sacred wrappings taken 

tbe Reikland, and deep into I3reconnia, He was from those who have miraculously overcome their 

unimaginably rich, courted by the nobiliry jl1juries. As such, they are filthy, tained with the 

,llld loved by his employees. However, it was blood, din, and sweat of previous victims. Most large 

all to come to an end. On hi 50th birdlday, tempb of Shallya have at least one such b:mdage 
that they claim is genuine, bur Red Bandages arth.e bosted a great festival celebrating his life 

and fortum: in Nuln, the capital of the Empire 
at tht: lime. When asked about the secret to his success, he 
replied with il. wink: "Why, my wit, my inrelligence, and, 
of course, my charm! [ would outwit old Handrich Himself 

if given half a chance." The next day, his servants found 
him g:reatly changed. His eyes were Unsure, his hair whit, 
his jaw sl<lck. Although he n.ever talked of wh,u happened, 
rumOUl-S spread rhat H<lndrich had indeed given Schillerstein 
chance to outwit him, and Schiller,min had failed. 'Ihe 

once-successful mercham died a pauper ten years later-an 
unrecognisable madman, street-preaching ag<linst the d<lngers 

of a loose tongue. Pauper's Boxe, are said to conrain some 
of Shillemein's bones which are believed carry rbe curse 
of Handrich to thi, da)'. It is rumoured that a Pauper's Box 
can never be given to the unwilling, and thar rh;:y always 
return unharmed to their true owners. 

di re news, .immediately set off from h is new no marter what extremes are taken to 
temple on the FauscbJag ulsearcb of rhe chief. discard them. Craft)' merchanr.s often 
After a week's hard travel tl1rough driVing 'winds 

try to sell suspected Pauper's Boxes to 
and stinging snow, it is said he was set upon bytheir rivals, passing them off as relics of 
a giant White \X1olf, lts eyes wiJd with hunger. a more beneficial kind; however, they 
Wulcan took lhis as a sign from Ulric, and have to be careful, because if the Box is 
alrhough a very old man. proved his worrh b~>physically present at such a sale. it is sure 
slaying the beasl with his bare hands. strangling 

to fail. 
the life from the giant's neck as it frantically 
snapped for h is throat. Soon after, he strodeRANALD'S CoIN 
into the camp of tbe dying tribal chief, dragging 

Academic Knowledge: History (Hard), the dead wolfby it tail. He immediately Iii 
Theology (Hard) open its belly and wrapped rhe >reaming, hot 

Power~: \Vhilsr RanaJd'.1 Coin is in a character', pelr about the dying Elector, claiming to the 

possession, he always has at leasr I gathered onlookers t.hat tbe Whit.e Wolf a g.i(t. 
Fortune Poim. However, all other from lric, was sure to preserve the chief's 

individuals within 16 yards (8 squares) fading life. True to that word, the fever soon 

have one less Fortune Poim and take broke, and the chief was soon well enough to 

a -10% penalty to all tests. The Coin 
vanishes after the character uses Id 10 
Fortune Points, and with it goes 1 permanent Fate Point_ 

History: Ranald's Coin is a curiOliS golden disk stamped on both 
sides with the face ofa laughing youth, It has appeared many 
times over the centuries, and almost always with disasuolls 

consequences. Onct: gained, the person has unbelievable 

possibly the llloSt COllln only laked relics in the 
Empire. ·n1C worst are dlOse reclaimed from plague victims. 

WHITE WOU CLOAK 

Academic Knowledge: HJstory (Average), Theology (Hard) 
Powers: The wearer is immune to the neg~ltive effecrs of cold, This 

includes exposure to low remperatures and damage from 
cold-based spells and attacks. 

History: lne very firSt WhireWolf Cloak is aid ro have been 
created by At-Ulric Wulcan almost 2 500 years ago. 'The then 

chief of the Teurogen. had been struck low in the northern 

wilds, where he had been leading a defence against Goblins 
frorn the Silver Hills. He '\\-'as weakening quickly, and the 
bitlerly cold condirions of tht: late-autlHl 11 nighl were 

making him wor e. Wu!c.an. upon hearing the 

travel home, Since then. tradition has demanded 
that all newly appointed Ar-Ulrics should seek 

OUt White \~'olves in the forest.s of Middenland. there to 

wresde llric's messengers and secure t.heir warmth against 
lhe winter, or die in the attempt. In tht: laSt tWO centuries, 
only the current At-Ulric, Emil Valgeir, has succeeded in 

finding such a wolf. 
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