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THE DICE POOL

Optional: For a damaging check, if more successes are generated than
needed to trigger the maximum line, inflict +1 damage per extra success,
up to a maximum equal to the character’s training level in the related
action’s skill. For a non-damaging check, the GM may allow an increased
effect based on the total ranks the character has trained in the action’s
associated skill, or an adversary’s Expertise rating.

Assistance
| |
| |
| |

Challenge Levels
Simple
Easy ¢
Average *
Hard L XX 4
Daunting [ XXX
Heroic (XXX X
Opposed Check Difficulty
If the Opposing (Characteristic is:

¢*

(X}

L XX

(XXX J

Other Opposed (Check modifiers:

4 d8 Challenge Dice [

¢ d8Characteristic Dice e
® dioConservative Dice | N
® dioReddessDice REE
W dEspertiseDice | N
® dsFortneDice | |
© déMisfortane Dice I

Success & Failure
Success:

Righteous Success:

Challenge:

Fortune & Misfortune

Bane:

Boon:

Rare Outcomes
Delay:

Exertion:
Chaos Star:

Sigmar’s Comet:

Universal Effects



THE DICE POOL

Banes and Boons Chaos Star and Sigmar’s Comet
(haos Stars
¢
Banes
| |
Boons ¢
| |
| |

Sigmar's (omets

Fortune & Misfortune Dice Situations
Advantages W Disadvantages Inherent D 1fflculty

Further Complications (Optional)
.

¢
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ACTIONS & MANOEUVRES

Actions

Optional: You may use an action before it has fully recharged (except
Active Defences), but add 1  to the dice pool for each recharge token
still on the card. If you are in a different stance to the side currently
recharging, add 1  to your dice pool, then flip the card to match your
current stance.

If the action succeeds, add tokens equal to the normal recharge rating.
If it fails, suffer 1 fatigue (physical characteristic-based action) or 1
stress (mental characteristic-based action).

Manoeuvres

Optional: a character or NPC may perform an additional free manoeuvre
instead of using an action.

Assist: |

Exchange a Talent:

Interact with Environment:
Manage Equipment:

Mount or Dismount From a Horse:

Movement:

Prepare:

Optional: if performed before an action, place one fewer recharge token on
the action if it succeeds.

Use a Skill:

Range

Engaged:

Close:

Medium:
Long:

Extreme:

The Rally Step

u
Adversaries refresh their A/C/E dice.

All participants in the encounter may:

Each character (not henchmen) may choose one action:

Environment



ENCOUNTERS & COMBAT

Initiative

The PC/NPC who has been chosen to take initiative is the
active player and goes through the entire turn sequence:

BEGINNING OF TURN PHASE

ACTION PHASE

1. Select an action card

2. ednnounce target

2 Cjenemte starting dice pool

4 (jJ\J assigns challenge or misfortune dice

¢

5. Roll and evaluate dice pool

Challenges  cancel out successes

Banes  cancel out boons

Optional: if more successes are generated than necessary to trigger the
maximum success line, inflict +1 damage per extra success, up to a
maximum equal to the level of the character’s training in the related
action’s skill.

6. Resolve effects of the action

damage potential

damage reduction

wounds

critical rating

END OF TURN PHASE



MOUNTS & MOUNTED COMBAT

Riding horse 5 2g Common  Swift



WOUNDS & HEALING

With the exception of first aid and immediate care, a character may only benefit from each specific source of healing once per day.

Fatigue & Stress Healing

Immediate Care

Fatigued:
Distressed:
Strained:
Puss Out:
Rest & Recovery
Recovery For every full night’s rest, recover wounds equal to TO.

At the end of an episode or encounter, immediately recover fatigue equal

The character may also attempt a Resilience check
to TO, and stress equal to WP.

Wounds & Critical Wounds

Long—Term Care

Levels of Injury
Oninjured: ]

Lightly Wounded:
¢

(ritically Wounded: )
. Healing Draughts

Knocked Onconscious:

Death:




CONDITIONS & EFFECTS

Conditions & Temporary Effects

Brief effects

Dependent effects

Lingering effects

Corruption

Disease

Recovering from Disease

Fear & Terror
Fear

Terror

Insanity

Permanent Insanity

Recovering from Insanity

Optional: characters may ‘buy off’ insanities by spending non-career
advances equal to the insanity’s severity.



CREATURES & ENEMIES

Damage, Soak and Defence Henchmen
u
Adversary Dice
Nemesis NPCs & Organisations
Nemesis NPCs
u
Optional: additional manoeuvre.
u Nemesis organisation
Optional: adjust stance one space.
|

Group Sheets & Creature Cards

Group sheets

Optional: Each point of fatigue an NPC suffers removes one Aggression
die from it's budget; when this is O, then reduce its Expertise budget. Creature cards

Each point of stress an NPC suffers removes one Cunning die from its
budget; when this is O, then reduce its Expertise budget.
Epic Threat sheets

Other Characteristics

Morale

Actions




CREATURE ABILITIES



Boar

Giant Spider

Giant Wolf

Ungor

Gor

Wargor

Shaman

Marauder

Chaos Spawn

Chaos Warrior

Kbhorne
Chaos Warrior

Chaos Champion

Chaos Knight

CREATURE ACTIONS

Marauder Horseman

Cault Follower
Cult Mutant

Cult Leader

Kbhorne
Pit Fighter Cultist

Pit Fighter Leader

Nrgle
Exalted Champion

Chaos Sorceror

Slannesh
Exalted Champion

Chaos Sorceror

Cultist
(The Aethetes)

Cult Leader
(The Aethetes)

Tzeentch

Chaos Sorceror

Cult Member
(Broken Wheel)

Cult Leader
(Broken W beel)

Imps
Flesh Hounds

Furies

Kbhorne
Bloodletter

Flesh Hound

]uggcrnaut

Nrgle
Beast of Nurgle

Nurgling
Plaguebearer

Slaanesh

Daemonette
Steed of Slaanesh
Seeker of Slaanesh
Fiend of Slaanesh

Masque of Slaanesh

Tzeentch
Fiend, Feathered

Fiend, Coloured

Flamer of Tzeentch

Herald of Tzeentch
Horror of Tzeentch

Screamer of Tzeentch
Disc of Tzeentch

Sorceror, Tzeentch

Kbhorne
Bloodthirster

Daemon Prince

Nrgle
Great Undean One
Daemon Prince

Slannesh
Keeper of Secrets

Daemon Prince

Tzeentch
Lord of Change

Daemon Prince

The Changeling

Kbhorne
Skulltaker

Karanak

Valkia the Bloody



Slaanesh
Prince Sigvald

Nrgle
Dr. Festus

Epidemius

Tzeentch
Bobo

Troll

Giant

Snotling

Goblin

Night Goblin

Night Goblin Shaman

Squig

CREATURE ACTIONS

Clanrat

Gutter Runner

Rat Ogre

Grey Seer

Rat Swarm

Skeleton

Skeleton Hero

Crypt Ghoul

Zombie

Undead Necromancer

Basic
Townsfolk

Noble

Soldier

Expert
Wizard

Priest

Specialist

(Characters
Priest of Sigmar

Estalian Diestro

Hunter

Celestial Wizard




Weapon Characteristics
DR/Damage Rating:
CR/Critical Rating:

Group:

Qualities:
Cost:

Range:
Encumbrance:

Rarity:

Item Qualities
Attuned X: |
Blast:

Defensive:
Entangling:

Fast:
Pierce X:
Reload:

Slow:

Thrown:

Two Handed:

Unreliable X:

Vicious:

Encumbrance

WEAPONS

Selected Weapon Notes

MELEE WEAPONS
Dagger:

Gauntlets:

Halberd:

Improvised:
Lance:

|
Main Gauche:
Morning Star:
RELCH

|
Spear:

RANGED WEAPONS
Hochland Long Rifle:

Improvised Missile:

Javelin:

Lasso:

Longbow:
Net/Bola:

Repeater Crossbow:

Repeater Handgun/Pistol:

Sling:
Staff Sling:

Throwing Dagger/Star:

AMMUNITION

Arrows/Bolts:

ARMOUR & SHIELDS

Buckler:
Round/Kite Shield:



EQUIPMENT LIST

MELEE WEAPONS

Flail 7 3 Flail Slow, Vicious, Two-Handed 90s 6 Rare
Hand Weapon 5 3 Ordinary - 25s 3 Plentiful
Lance 6 2 Cavalry Pierce 1, Special 75s 4 Common
Morning Star 6 3 Flail Slow, Special 60s 4 Rare

o
w
©
=
w

Rapier Fencing Fast 0l Rare

Unarmed 3 4 Unarmed - - - -

RANGED WEAPONS

Crossbow 6 3 Long Reload, Two-Handed Crossbow 60s 4 Common

Pierce 1, Reload, Two-Handed, Unreliable 2 Blackpowder

Improvised 3 4 Close Thrown Thrown - Varies -

Lasso - - Close Entangling Thrown 1s 2 Plentiful

z

|

|
[z}
°
2
3
w

et Entangling Thrown 3s Common

Repeater Crosshx 3 Medium Special, Two-Handed Crossbow 3g 4 Exotic

Repeater Pistol 6 2 Close Pierce 1, Special, Unreliable 1 Blackpowder 12g 3 Exotic

Sling 4 3 Long Special Sling 3b - Plentiful

Staff Sling 5 3 Long Two-Handed Sling 1s 4 Rare

Throwing Dagger/Star 4 4 Close Thrown Thrown 10s 1 Rare
ARMOUR AMMUNITION

Robes 1 0 5s 2 Rare Ball shot and powder (12 shots) 12s 1 Rare
Brigandine 1 1 20s 5 Common Sling Bullets (12) 1s 1 Common
Chainmail 0 3 1g 6 Common MISCELLANEOUS ITEMS
Ulthuan Scale 1 3 6g 5 Exotic

Bindings 2b 10b 10s 1g N/A
Fill Plate 1 5 20g 8 Rare

SHIELDS Climbing Tools N/A 10b 2s 8s N/A

CAmowr  Defence  Soak  Cost Encumbrance Rariy  [JUYEA s 3 NA__NA__NA
Buckler, Spiked 1 0 25s 3 Common Medical Supplies 2b 5b 10s 1g N/A
Tower 2 1 1g 5 Rare Trade Tools N/A 4s 10s 2g 15g



ECONOMY & EQUIPMENT

Friendly 75% 2-3 successes
Outsider 125% 0 successes, no banes
|

Labourer 24s 3g

Skilled Artisan 5s 1g, 25s 15g

Successful Merchant 1g 25g 300g

-
a
]
|

Average x1 as item

Rare Hard (3 $4¢9)

Plentiful Easy (14)



ARCANE MAGIC

Optional: Compare the character’s rank with the spell’s rank

(do not use rank-based difficulty values for opposed checks):

PC two or more ranks higher Simple (04)
PC one rank higher Easy (1 4)

PC equal in rank Average (2 4)
PC one rank lower Difficult (3 ¢)
PC two ranks lower Daunting (4 ¢)
PC three or more ranks lower Cannot attempt

Gaining Power ((Channelling)

Excess Power

Losing Power

Spellcasting

Quickgasting
¢
Reckless (asting

Miscasts

Higher Ranked Spe]ls

Magical Sight

Cantrips

Proscribed Spells

¢



DIVINE MAGIC

Losing Favour

¢
Optional: Compare the character’s rank with the blessing’s rank ¢
(do not use rank-based difficulty values for opposed checks).

PC two or more ranks higher Simple (04)

PC one rank higher Easy (1 4)

PC equal in rank Average (2 4) .

PC one rank lower Hard (3 4) Invocatxon

PC two ranks lower Daunting (4 )

PC three or more ranks lower Cannot attempt

Gaining Favour ((urrying Favour)

Excess Favour In Qre at Need
A ¢
Higher Ranked Blessings

WITCHCRAFT

SEVERE INJURY



TALENTS

Adaptable [ ]
Aethyric Attunement

Aethyric Conduit

Air of Authority |
Civil Tongue
Clear Minded

Clever

Clever and Determined

Contemplative

Cool as Ice

Creative Thinking

Deductive Reasoning

Determined

Devious
Embrace the Maelstrom

Fervant Belief |

Foresight

Genius
Get It Right

| Seem to Recall... |

I've Seen Worse... |

Instinctive u

Jack of All Trades |

Keen Eyes |

Measure Twice, Cut Once

Quick Wits
Resolute
Righteous Servant
Serene

Shadow Stalker |

Sharp Wits

Skeptical

Skygazer |
Smarter Than He Looks

Spirited

Stable

Steadfast

Suffused With Power |

Unshakeable

Well-Read |

Ambitious ¢
Ascetic Upbringing | |
Better Lucky Than Good
am
|
Celebrity
Charismatic

Chosen by Fortune

Confident

Connected |



Daredevil

Erratic

Fast-Talker |

Favoured by Fortune
|

Fearless |

Fights With Flair

Foul-Mouthed

Great Sense of Humour

Gregarious |

| Know a Guy...

Icy Stare

Impulsive [ ] |

Infamous

Influential |

Intimidating Presence

Legendary

Magical Empathy u

More Money Than Sense

Notorious |
Outgoing

Pious |

Power of Faith

Protective u

Reliable

Resourceful |

TALENTS

Shady ]

Shameless
Silver Tongue
Social Butterfly

Stalwart
Stiff Upper Lip

Strong Willed

Stubborn As a Dwarf

Supreme Confidence

University Education

Unflappable

Unflinching | |

Voice of Reason
Wealthy | |

Weatherbeaten

Well-Travelled |

Armoured in Speed

Catlike Reflexes |

Cavalry Specialist |

Charge



Combat Alertness

Combat Prescience

Coordinated Efforts

Diestro Training

Exceptional Training

Exploit a Weakness |

Find the Rhythm

Flanking Manoeuvre
|

Footwork

Girding Oneself

I’ll Sleep When I'm Dead
Inexhaustible
Juggernaut
Lead By Example
Lead From the Front
|

Made of Iron

Might Makes Right

Nimble

Oh No You Don't

Outdoorsman

Push It 'Til You Drop

Relentless Approach

Relentless Pursuit

TALENTS

Robust

Roll With It
Shield Wall

Skilled Champion

Strength in Numbers
| |

The Bigger They Are

Timely Surge | |

Tireless
Tough as Nails

Twist the Knife
Untouchable
Up Close and Personal

Vigilant |

Weapon Expert

Bite and Shake

Good Dog

Harrier

Man’s Best Friend

Nip at the Heels

Warning Bark |



SPECIALITIES

AMBER ORDER Ghur, Lore of Beasts
AMBER ORDER Ghur, Shaman

AMETHYST ORDER Shyish, Lore of Death

AMETHYST ORDER Shyish, Spiriter

BRIGHT ORDER Agshy, Lore of Fire
BRIGHT ORDER Agshy, Pyromancer
CELESTIAL ORDER Azyr, Lore of the Heavens

CELESTIAL ORDER Azyr, Astromancer

GOLD ORDER Chamon, Lore of Metal
GOLD ORDER Chamon, Alchemist
GREY ORDER Ulgu, Lore of Shadows
GREY ORDER Ulgu, lllusionist

JADE ORDER Ghyran, Lore of Life

JADE ORDER Ghyran, Elementalist

LIGHT ORDER Hysh, Lore of Light

LIGHT ORDER Hysh, Hierophant

DARK MAGIC

WITCHCRAFT
|

MANAAN, God of the Seas |

MANAAN, King of the Seas

MORR, God of Dreams & Death

MORR, The Reaper

MYRMIDIA, Goddess of Warfare

MYRMIDIA, Strength of the Eagle

RANALD, God of Luck & Trickery

RANALD, The Trickster

SHALLYA, Goddess of Healing & Mercy

SHALLYA, Mother of Healing

SIGMAR, God of the Empire

SIGMAR, The Heldenhammer

TAAL, God of Nature & Wild Places |

TAAL, The All-Father

ULRIC, God of Battle, Wolves, & Winter

ULRIC, The White Wolf

VERENA, Goddess of Learning & Justice
|

VERENA, Scales of Justice



SPECIALITIES

KNIGHTS GRIFFON
KNIGHTS OF THE BLAZING SUN

KNIGHTS OF WHITE WOLF

KNIGHTS PANTHER
L] |

ORDER OF THE FIERY HEART

REIKSGUARD

Exo-Frame
Hypodermic Injector
Loudener

Optical Lens

Piston Assist

Scope




Aura of Faith (D)

Blinded (L)
Cowed (B)

Daemonic Possession (B)

Damaged (D)

Demoralised (L)

'Ed 'Urtz (L)

Energised (B)

Entangled (L)

Exposed (B)

Filthy (D)

Freezing (B)

Frenzied (B)

Frightened (L)

1l-Fortuned (B)
Inspired (L)
Intoxicated (L)

Invigorated (L)

Nurgle’s Rot (D)

Overwhelmed (B) ¢

Perplexed (B) ¢

Petrified (B)

Queasy (D)

Rattled (B)

Scorched (L)

CONDITIONS

Shock (L)

Sluggish (B)

Staggered (B)

Thunderstruck (L)

Traumatised (L) ¢

Under the Weather (L)

Weakened (B)



City, Town & Village

Audience Chamber
|

Back Alley
Ballroom

Barge, Burning

Bridge, Dwarf

Bridge, Narrow

Building, Burning

City, Burning

City, Gates

Clock Tower

Entrance, Fortified

Festival Grounds |

Forge

Height, Precarious

Hospice of Shallya

Inn, Small Town

LOCATIONS

Inn, Room

Laboratory, Magic
|

Manor, Run-Down
Mansion, Noble’s
Marketstrasse

Maze, Hedge

Passageway, Secret
Settlement, Rural
Sewers, Broad

Sewers, Entrance

Shoppe, Scribe’s
|

Sluice Drain

Street, Busy

Tavern, Homely

Tavern, Rowdy

Temple, Grand

Temple Hospice



Temple of Manaan

Temple of Sigmar

Temple of Ulric

Tower, Magnus'’s

¢

Tower, Wizard’s

Town, Mining

Treasure Vault

Wharf District

Wilderness

Beastman Herdstone Clearing

Cave, Mysterious

Cliff, Steep

Forest Glade

Fungus Patch

Height, Precarious

¢

Lava Flow

Mist, Eerie

LOCATIONS

Quickmire

River, Deep

L] River, Underground

Rocky Outcrop

Tree, Hag

Vortex, Magical

Items

Cart

Swamp, Desolate

Warpstone Crater

Boat, Weathered

ue



Coach

Skiff, Dark EIf

Wagon, Merchant's ¢

Rural

Bandit Camp

Bridge, Narrow

Dwarf Hold, Abandoned

Farm, Isolated

Mine, Abandoned

River Ferry Station

Road, Old Dirt

Toll House |

Watchtower, Crumbling

Cemetaries, Ruins, Shrines, Monuments
Cairn, Wood EIf

LOCATIONS

Cemetary, Abandoned

Family Crypt

Hero’s Memorial

Mausoleum

Monument, Ancestor

Morr’s Garden

Ruins, Crumbling
Ruins, Cursed

Shrine, Ancient EIf

Shrine, Dilapidated

Shrine, Hidden

Special

Realm of Khorne

Realm of Nurgle

Realm of Slaanesh

Realm of Tzeentch

¢

¢



EXPERIENCE

10-19

30-39

u
| | u
» N
u

Strict: each rank is restricted to characters of at least that rank
Relaxed: only the elite and heroic careers are restricted by rank.

Basic careers are available to characters Rank 1 and above
Intermediate careers become available at Rank 2.
Advanced careers become available at Rank 3.

Elite careers become available at Rank 4

Heroic careers become available at Rank 5.



CHARACTER CREATION



CHARACTER CREATION

|
1 Poor 2 1 2
3 Affluent 4 3 4
|

Toughness (TO) 2 3 2 2 2 3
Intelligence (INT) 2 2 3 2 2 1
Fellowship (FEL) 2 2 2 2 3 1



CHARACTER CREATION

CHARACTERISTICS



