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'New To WFRP?

 For new player-s looking to get into
- WFRP or
J 1nnovat1ve'&ésﬂgn and mechanics,
- the WFRP Cpre Set s the perfect
: entriz pouif Fi

: ‘ Th,e.WaFRP Core Set includes the
 main Warhammer Fantasy Roleplay
- rulebook, books dedicated to magic

~ Also included are more than 350 cards covering actions,
- wounds, insanity, miscasts, talents, special ib'llltles, 36

~ can focus on playing the game and exploring the Warham-
- mer Fantasy setting in a whole new way.

A BrIGHT FUTURE FOR THE GRIM DARKNESS

Before we take a look ahead at the exciting future in store for
Warhammer Fantasy Roleplay (“WFRP”), we’d like for you to
take a moment to look at this edition’s successful present. It’s

" been great to see the reception WFRP has received since its
+ launch in the fall 0of 2009. The responses to our design phi-

losophy and high quality production have been very encour-
aging, and we’ve already had to order additional printings of
several WERP releases.

We really enjoy reading session reports and comments from
players discussing the campaigns and adventures their char-
acters have undertaken. It’s great to see how excited players
become when interpreting their dice pools, even narrating
their own failures and fumbles. We love the vivid descriptions
a GM provides about a scene as he slowly pushes fortune and
misfortune dice forward to reinforce the tangible effects the
story has on gameplay. Most encouraging have been the many

. stories describing how the WFRP system made it easier for

someone to get back into the roleplaying hobby, or easier to
introduce roleplaying games to new players.

Since its release, the fan community across the internet has
been vocal. Players are excited to see new content, new rules,
and to pick each others’ brains for ideas and suggestions on
running a campaign or tweaking a house rule. There’s also
been alot of great feedback and constructive criticism from
the community on ways the game can be improved and made
more accessible.

lzqurldus aboutits

.1:.

and religion in the setting, and the
Tome of Adventure for Game Mas-
ters, complete with an introductory adventure.

custom dice, and dozens of standups and components to
make managing the game easier, so players and GM alike

As you read over this release schedule, you’ll see that WERP
has alot of new products lined up. We think you’ll love what’s
coming. Of special interest are the three hardcover Guide
Books that will release before the end of the year. We're very
excited about placing The Creature Guide, the WERP Player’s
Guide, and the WERP Game Master’s Guide into the hands of
WERP players.

These diligently crafted books are destined to be indispens-
able tools for both new and existing players as they include
comprehensive gameplay examples coaching players in taking
full advantage of WFRP’s novel game system, useful tips, im-
proved rules organization, improved methods for using and
tracking monsters and encounters, as well as complete refer-
ence tables of careers, spells, actions, blessing, and options
from all WERP 3rd edition releases up through the soon to be
released Signs of Faith.

In response to fan feedback and requests, the Guide Books
will also provide players with the option to play WERP either
with or without components! By providing all the guidelines
and rules needed to play using just the books and the custom
dice, players that wish to engage in a more traditional role-
playing experience will have the ability to do so.

While the WFRP Core Set remains the ideal entry point (and
perhaps the best value in gaming today) for new groups to

get started with WFRP, many existing groups have contacted
FFG requesting more efficient ways of adding new players to
their already-active group, providing these new players with
the necessary components to fully realize their character.

To this end, FFG will be shipping three new products, each
being a companion product to the three Guide Books men-
tioned above. These products give players and GM’s access

to additional core tools such as action cards, career sheets,
character standups, and creature cards. The Player’s Vault, the
Game Master’s Vault, and the Creature Vault will be available
around the same time as the Guide Books.

Asyouread the following pages and learn more about the
upcoming products, I hope you're as excited as we are about
the future for Warhammer Fantasy Roleplay.

For Sigmar!




ey Vs . This booklet is an overview of the Warhammer Fantasy :
4 /"8 Roleplay release schedule for Summer 2010 to Summer 2011. 5/ 7
@ &g Inside, you will find a brief correspondence between Hilde
i 2N Krimer, a gifted Celestial Wizard, and G_erai‘d Dahlmer, a de-

. vout Priest of Morr. Through their correspondence, these two discuss their * i
. visions of the future. For more information about upcoming Warhammer. - -~ '

Fantasy Roleplay releésés, visit us online at WWW;FanfasyFlightGaliiés.cdm':: ]
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e None of his outside

v, iy M aays, and those within tf,

een Em)wn . Cfe to comment on the Sttuation He has
isappear c[um’n(g his cyyprenticesﬁgv, but he

is not a man to sf; h ’
: ght on his yes onsibili
Wizard. Sometﬁin(g foul is cy%otjj e

This comes at the worst qf /

On matters of poy
of portents and omens can be invalyapf (When

his viddles de ’
gatﬁen’ng 6(;01’;2 nj equate[y déczjaﬁered) cﬁm’ng times of

And doom i indeed

i ondence has reveg;létfﬁigig’?ﬂ Tecent[y C[iSCOWV%[ cor-
at. Fortunately, tf
y Lne WOT’C[S' con-

tained within these 3
pages are slightly [zss 5f;
those (f Herr Kﬁtgge ’Sj[yet Sﬁagcf()chf etsze; ?’Z(:flvc‘z/j;{ tﬂﬁ{:;c[

the pages 10
Pages yourselves, an Prepare ﬁ)r what is to come




FHerr Dahlmer,

1 sorite_you in regards to the absence of our shadoyy compatriot, Gavius Klug-
ge. It has been several days since I last met with hing, and I canriot shake the
_feeling that his last words to me hold some profound ridd/e thd’t lude;" the truth
of his disappearance. Regardless, 1 would like to share ngy feelings with_you,
and perhaps to gether we can shed light on the darkness ahead.

The Creature Guide
Available Fall 2010
$29.95 MSRP

The Old World is brimming with all manner of
adversaries, be they human, greenskin, forest
spirit, or otherwise. With The Creature Guide,
GMs can expand their library of NPCs and crea-
tures to add more flavour to their campaigns.
This hardcover book features background, stats,
and adventure seeds for various people and
monsters that can be found throughout the Old
World.

This supplement is the first in a series of prod-
ucts to feature a new, user-friendly format

for Warhammer Fantasy Roleplay, with all the
information you need included in this easy to
reference hardcover book.
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- Wizard f the Celestial Order

Prior to his recent delmrture, Gavins had ax
grown increasingly interested in the gathered bes-
tiaries of the Colleges of Magic. He e Creature Vault
many meetings with s on Account of his_frequent FXENED NI
MUSINGS over old collections of beasts both ﬁb/ed
and_feared. 1 would not_find this altogether curi-
ous if he had ot gone missing soon after such
an affair. In addition, he wrote to me of crea-

tures that 1 am convinced are works of his own
meandering fictions. Rat men? Truly? 7o think,

someone in this dgy and age could believe in such

gShadows

Sifting Through

L}

mn yths.

Our last meeting was curions indeed. He came to
me, speaking more rapidly than he is accustomed S

R , ; o
about the inadequacy of owr libraries. Many times | o Healanil e e

he em]zlmsiged the importance of knowing our_foes

2 Id they ovenly aduance on Featuring cards, sheets, and other components
and 58171&17 - ared shou ey opery that supplement the The Creature Guide hard-

the Emlzire. cover book, this expansion provides GMs with a
new way to build and run encounters. By trans-
Nzedless to 54, I ox ddmitted_/)' worried about ferring creature and NPC information from

charts and spreads in a book to handy cards and
ngr K/[( &&e’g digdﬁzmmnc e. 1 é’hd” consult the sheets, the Creature Vault provides a new tactile

B and visual way to create and manage encounters,
stars 'Ul&l/ﬂ”t/ > and I would ask, thdl’_jﬂll search as well as reference creature stats and back-

_your dreams _for a possible explanation for our ground information on the fly.
friend’s nyysterious infasuation with the creatures
of the Old World. Ferhaps _your hazy dreams will
hold answers that the heavens deny ne. L=

Sincerely,

| Hilde Kyanmer,

[
i
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Player’s Vault
Available Fall 2010
$39.95 MSRP

The Player’s Guide
I P LT = Available Fall 2010
: 3 $49.95 MSRP

This supplement contains the key player char-
acter focused components from the Warhammer
Fantasy Roleplay core set, packaged in a sturdy
storage box. Featuring the cards, tokens, and
career sheets that complement the information
provided in The Player’s Guide, the Player’s Vault
supplement is a great entry point into Warham-
mer Fantasy Roleplay, and the perfect way to
expand your game to include additional players.

e Sidirmes, I‘I AY ER\ GUIDET

o % ; é W% Following the new format introduced by The
i ’7% T lrcre beere W aé Creature Guide, the Player’s Guide presents all

the information a player needs to play Warham-

req cces) m/a;y,,e % mer Fantasy Roleplay. This hardcover book

A (/L%@ AN contains the rules and gameplay information
,-Jﬂ @ sne arer Geard from the Core Set—expanded, updated, and

ikt il ‘42’7”7 ém/ e Tz, cotrts bk clarified—as well as some previously unre-
o '*I 7 Vececd to- leased material. With hundreds of pages of

(jm M /4’40 B 0 . .

/”” information—including a handy reference for

? @ (222057 tiysid, é% /7/M/ all actions and talents in the game—the Player’s
corelorely Guide is the perfect place to begin your adven-

S Soewre W Mz{/ﬁ/ i tures with Warhammer Fantasy Roleplay.




‘Yaur insights, my Sriend, areinteresy.
ing, of course, bur wltimately lirtle
more than i»m&ecs* and slzeculdtz'an.

’In the interest f acadenmtic curips-

ityy, I Rave appended ngy obseruations
and calcwlations " from the night of _your
dream - my own marginalia for_your

DRUSEMEN?. ?erbdlz,y We can ﬂm{ 4 com-
won thread?

%c/z thank s ~ for ﬁr)mn{in& cop-
tes of Herr Kll{&&e’s writings. I had

much of it alveady, bur s collected,

) it i,j’
invaluable!

Mith thanks,

f[i/ l{ € Kr;{ ner,

!':("'

b $29.95 MSRP

Wizard .a](' the Celestial Oydey

k!

Game Master’s Vault
~ Available Fall 2010

L Gamr Mastin's Vainr

The Game Master’s Vault contains the cards, to-
kens, and sheets to supplement the information
found in the Game Master’s Guide. Armed with
these resources, game mastering Warhammer
Fantasy Roleplay is now easier than ever.

' The Game Master’s Guide
Available Fall 2010
' $39.95 MSRP

Sifting Through
#«Shadows

L}

——
Using the same handy format as the Player’s Guide,
the Game Master’s Guide presents all the Game
Master information from the Warhammer Fantasy
Roleplay Core Set in book form, as well as detailed
information and background on the roles of reli-
gion and magic in the setting.

This hardcover book features GM advice, encoun-
ter and campaign management information, and
additional rules to help the Game Master build

. his adventures. It also includes handy references
to the mutation and corruption rules, as well as
charts and tables featuring critical wounds, insani-
ties, miscast results, and other randomised game
effects. This book is a must-have for any aspiring
Warhammer Fantasy Roleplay Game Masters.
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The Witch’s Song
Available Winter 2011
$29.95 MSRP _M

The Witch’s Song is an adventure module set at
the very edge of the Empire. A mysterious evil
is terrorising a small town on the outskirts of
Marienburg’s marshland, and cries of “witch”
echo through the swamp. Yet nothing is as it
seems as the town’s dark past begins to awaken
from the murky depths of the surrounding
Cursed Marshes.

Featuring lesser magicks, witches, and ren-
egades, The Witch’s Song is a complete adventure
that focuses on the dangers of the unknown and
other evils in Warhammer Fantasy Roleplay.
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Omens of War
Available Spring 2011
$39.95 MSRP

Prepare for war! Introducing exciting new op-
tions for combat and warfare, Omens of War
greatly expands the Warhammer Fantasy Role-
play experience. This third instalment in the
Ruinous Power cycle allows players to fu1jther
customise their characters by incorporating .
new fighting styles and mounted combat, while
exploring military campaigns and battles across
the Empire.

Omens of War also introduces the Ruinous Pow-
er of Khorne and his minions, as well as prov1.des
a complete adventure that will pit players against
the machinations of the Blood God.

[here is still ng cs’i&n .a](h'gdwiug, which is a4 di

wish to share with hon w

I hive not even share

I ox ﬁi&lztmed that the t/u'n&cs’ I have seen

Herr Dakiner,

The Duperial Cly of Sigmar had
already “come and

I had foreseen their arviual in "y

own readin g5 and /reémred ﬁr their
presence dccanli;}/

s but I thank,
o _for_your kind intentions. Mory

one by the time I
received _your lust Jetter. Foytunatel :

bless_you. However, the swisch hunters

and their qUESHIONS made wme 4 bit
curions abour our dreams of late.
Surely the visions that Morr sent
ou hold some clowded i gn _aj(' the

Juture, s0 I consulted tip precision
.a]f the stars...

I believe the SOng in_your dreams

May have been an omen indeed.
]Z‘Zre is tragedy on the horizon,
as the stars are 51(7‘7117&ﬁ1)1t/ )
Luing g ff a peculiar honines-
cent glow. I followed their stellsr
PAths to search ﬁr the meanin i _a]f
Manann, but alas, he remains elu-
sive. AN that is certain is theye
are dark_days ahead. Dyyin "y
%dzin&, I encountered somethin

else in the sK_y, which I shall zx-
17/41'71 in this letter.

re shame. 1 very much

at I an about to share with you. I have gone
to great lengths to keep our correspondence far from pring eyes, and I
Py _you have done the same. I ask_that

this particular message, becawse I ang ab

YO take extra precautions with
out to share with you thin 25 that

d with wy Superiors.

IMAY come Lo 17455.




e glow of Morrslich casts unnatural shadoys acyoss the night skies, [}
and in its wake I have seen the Sluzze; f skulls and gergmts. Y isions

have since come to e Ja/(' oceans of bloodshed and strife. 1 kpow these §
Yo be visions associated with the inous Powers, swhich is why I am . E:
hesitant to approach anyone other than you about "y flmlin& . vy |
| 22
£%

Dw

Of 4l the riddes these ortents present s, one t/u'n& can be said with
certainty: war is ni‘glz. he omens have ijkm. I have heawrd the wur-
murf'gbg of political wnrest and corrosive relationships swith povers beyond
the mpire. Cbrm[tian IS we/tkenin& us from within. It s the Work_o

C haos, T fear, breakin 2 our resolve and Jeauin g us weakened before the
minions of Khorne come to destroy us.

Think on ny words. I aouai your reply. In deepest fear,

Filde Kyanmer,
Wizard .a}f the Celestial Oydey
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PR Rlack Fire Pass

sy e oo T Wﬂz; %ﬂﬂé S Available Spring 2011
: G 53995 MSRP

W/ﬁ*wﬂf’g&m&w@¢f/ e "/ ""’,/ leored.

o2, DAL z‘m%/m’u‘wﬁe % L%y%ﬂz%@e
Wh%g%%%l@/ h/ >4

s and Hlracdilled s He moceritacn, u cuionss oo
mmawwmé;zmd%gm%% ,
O Wi e

‘ ? 77‘04?3, 2veerels /gdm¢/¢¢52 n
/é | i d//% Explore the legendary location of Black Fire Pass
W% W %Ch@m(y £ o,%m% through the eyes of the stout dwarfs. As a setting

of constant turmoil, Black Fire Pass presents a

Herak d&%ww WW ~ @120 foo bolel) ree aitonit 1 vecerst- deeper look into this important site.
7 Fenecwed irideresf e %% e Dy, . %6::- ?% Black Fire Pass introduces an in-depth look at

dwarfs, with more information about their his-

A %aa% %M u@%ww loare dent a mg/éml// | tory and presence in the Old World. Including

p new careers, actions, location cards, and two
deccets treto e Dads, lct fovire reat W /444/ A W rulebooks, Black Fire Pass expands the options
available to players and GMs. In addition to

dorree toree, T locus WM %%W W showcasing dwarf technology and rune magic,

this supplement also includes a full adventure

m}jmw%é f%& et st se0 %7@ that is set in this volatile location.
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