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REPORTS FROM THE HEART OF CORRUPTION

I Am Not an Adventurer! 6 ]

An argument for having groups of PCs
from related careers. Something we always
thought worked well in WFRP.

"Building a scenario for a group of careers
requires some consideration to make stronger
scenarios.”

Dangerous Ingredients 43 ]

Panic on the streets of Middenheim as
Wizards are targeted for their suspicious
ways. Seems reasonable enough. ?xf:
"Wizards have a lot more freedom to do ill

with their power and may or may not have the
interests of the Empire a heart."

The Collapsing Empire 8 |

A higtory of the infamous Drakwald e eled ]
Emperors and a look at their Empire during ]
areign of 215 years.

"The first millennium Empire had aso grown
complacent since its wedlth, power and culture ~
reached its zenith in the sixth century."

Complex Signalling Machines

The popular signal towers of Death on the
Reik get the full treatment here.
"Subversives captured a signal tower in the
nearby village of Gluckshalt and used it to
send false news of the Emperor’s death."

I Womb of the Gods

An area of WFRP that really should have F
been sorted out before. Just where do the /
gods come from and where do souls go?
"The world of Warhammer is a place full of

creatures. "

Beneath the Surface

Something stirs beneath the everyday calm
of lifein the village of Elbing.

"If you chew an oakleaf from an oak near the
old stone circle with your right molars while
you are saying a prayer to Morr you will be
able to put the living dead to rest! "

Dead Man Walking

"The bats have left the bell tower, the
victims have been bled" . Thoughts on the
Undead. Answers the question "Why don't
they just burn the bodies, then?"

"l believe the logic of much game activity
starts to look shaky."

I Joust for Fun 75

Welcome to the Great Nuln Tournament!  417-=-
Fun for all - whether they below or high

born

"The tournament is open to any man, noble or l
common, who carries their plated armour and i
weapons upon their war-horse." o

Who you gonna call? An in-depth look at
ghosts in WFRP and how to get the best out
of them. No mention of rent-a-ghost
though...

"Hitting ghosts hard and repeatedly with
enchanted objects will get rid of them."

| e Haunting of Westenseite Mine |

Troubled spirits, angry half-Orcs (yes, half- ¥
Orcdl) and a bunch of other nasty folk mean { X
trouble for the PCs. You'd be surprised if it || "3"%‘;«;
didn't really. :;_ # 4 |

"He would not like to see them massacred — Vi
what would be the point?’ R ¢ 3

Saint Olaf"'s Shrine

On the rocky shore of the Sea of Claws
stands the shrine of the Verenan saint and
his holy skull.

"Messner suspects that something lives deeper °
inside the woods."

7w

Zoats

Robin Low's follow-up to the Fimir. A look
at background, culture and intentions of
one of WFRP's most enigmatic and
siddlined races.

"There existed a horrific race of creatures
known as the Tyranids."
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