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APPENDIX I: CHARACTER CREATION SUMMARY
Note: �is appendix contains previously published material. �e tables in 
this appendix retain their original numeric labels.

GENERATING CHARACTERISTICS
Starting Characteristics are determined by your character’s race.
To generate the Characteristics of your character’s Main Profile, 
you’ll need two 10-sided dice. Consult Table 2-1: Characteristic 
Generation and find your chosen race. �e table explains how to 
generate each of your starting Characteristics. Depending on the 
Characteristic, you’ll determine its starting value in one of four ways:

1)     Some entries simply list a number (Attacks, for instance). �is 
means these entries are fixed, so just copy down the number. You’ll 
note that no race starts the game with Insanity Points, for example, 
so you’d simply write down 0 under IP on your character sheet for 
that Characteristic. 

2)     Some entries list a base number plus a variable die roll. All the 
Characteristics from the Main Profile, for example, have a 10, 20, 
or 30, followed by +2d10. To generate these characteristics, roll the 
specified dice and add them to the base number given. To generate 
an Elf ’s Agility, for example, you’d roll 2d10, and add the result 
to 30. If the two dice came up 3 and 8, the Elf ’s Agility would be 
30+3+8=41. 

3)     �e Strength Bonus and Toughness Bonus Characteristics 
are different because they are derived from other Characteristics. 
Your Strength Bonus is equal to the first digit of your Strength 
Characteristic, while your Toughness Bonus is equal to the first 
digit of your Toughness Characteristic. For example, a Dwarf with 
Strength 38 would have a Strength Bonus of 3, while an Elf with a 
Toughness of 24 would have a Toughness Bonus of 2. 

4)     Wounds and Fate Points are generated on their own charts, 
using a simple d10 roll. Find your race on Table 2-2: Starting 
Wounds, roll a d10, and then find the appropriate result. Repeat 
the process on Table 2-3: Starting Fate Points. 

SHALLYA’S MERCY
It could be that Ranald, the God of Luck, did not smile on you when
you were generating your Characteristics. Maybe you wanted to play
a character that was good at fighting, but you only rolled a Weapon
Skill of 22. Or you wanted to play a quick-witted con man but ended 
up with a Fellowship of 15. In cases such as this, you may ask for a
boon from Shallya, the Goddess of Mercy. You may replace any one
Characteristic from your main profile with the average result for your 
race instead. Go back to Table 2-1: Characteristic Generation and
find the stat you want to replace. Add 11 (the average of 2d10) to the 
base number given. �is is the new score for the chosen Characteristic.

STARTING CAREERS
Each character in WFRP has a starting career. �is represents what 
 your character did before becoming an adventurer. To determine 
your character’s former occupation, roll d000 dice and consult your 
chosen race’s column on Appendix II: �e Master Starting Career 
Table. You may, at your option, roll on the table a second time and 
pick between the two rolled careers. 

Once you’ve determined your character’s career, look it up (they are 
arranged alphabetically), then copy down the listed skills and talents 

on your character sheet. In some instances, you may be given the 
choice of two different skills or talents. Pick the one you prefer in 
each case. Sometimes you have the opportunity to gain a skill you 
already have through your race. You are allowed to take such skills 
twice; this provides a +10% bonus when you use the skill. See the 
rules for Skill Mastery on WFRP page 90 for more information. 

Your career also includes an entry called Trappings; again, copy 
these onto your character sheet. �e listed items are the equipment 
you start your adventuring career with. You also get, regardless of 
career, the following: 

����������������������������������������������������������������
boots, a tattered cloak, a dagger tucked in a boot or belt, a sling bag 
or a backpack containing a blanket, a wooden tankard, a wooden 
cutlery set, a hand weapon (axe, club, sword, etc.) and a purse 
holding 2d10 Gold Crowns (gc).

You should also copy down the Advance Scheme. �is represents 
the ways in which your character can improve with experience and 
shows you which Characteristics you can increase in this career. 

THE FREE ADVANCE
Your character is not an absolute beginner. To represent this, your 
character is allowed one free “advance.” An advance is either:

1)     A 5% increase to a Characteristic on your Main Profile. 
2)     An increase of 1 to a Characteristic on your Secondary Profile.

Note that you can only take the advance if it’s available on your 
scheme. In the Outlaw career, for example, you could take a +5% 
on your Weapon Skill or a +1 on your Attacks because those 
advances are built into the scheme. You could not take a +5% 
on your Fellowship or a +1 to your Movement because those 
Characteristics can’t be improved by the Outlaw’s Advance Scheme.

Once you’ve chosen your free advance, put a check mark next to 
what you picked on the Advance Scheme. �is indicates that you’ve 
taken an advance. As you gain experience, you’ll earn more advances. 

CHOOSING CAREERS AND HOMELANDS
Some players prefer to pick their starting career, rather than roll for
it. Although this isn’t as fast or easy as the standard method described 
here, some people find they have a very particular character in mind, 
before they even begin creating it. As long as you have your GM’s 
approval, you should feel free to use this method if it suits you. 
Remember, the GM’s word on this is final. 

Some GM’s choose not to let their players use this method, as they 
like the “randomness of birth” that rolling for a career creates. Fate 
may favour you with Noble birth, or curse you to wade through filth 
as a lowborn Rat Catcher—whatever the case, you have to rise above 
it to survive the perils and puzzles the GM is about to throw at you!

As you may have noticed, the character creation includes several 
careers of an origin foreign to the Empire (the Kislevite Kossar, 
for example). �ese represent the small number of outsiders that
can be found adventuring in the Empire. If you don’t happen to 
roll or choose these careers, but would still like a foreign character,
ask the GM’s permission. Any of the careers can be modified to 
accommodate this, simply replace Common Knowledge (the 
Empire) with that of your homeland and add the appropriate Speak 
Language skill. �e rest of character creation remains the same.
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TABLE 2-1: CHARACTERISTIC GENERATION
Characteristic Dwarf Elf Halfling Human

Weapon Skill (WS) 30+2d10 20+2d10 10+2d10 20+2d10
Ballistic Skill (WS) 20+2d10 30+2d10 30+2d10 20+2d10
Strength (S) 20+2d10 20+2d10 10+2d10 20+2d10
Toughness (T) 30+2d10 20+2d10 10+2d10 20+2d10
Agility (Ag) 10+2d10 30+2d10 30+2d10 20+2d10
Intelligence (Int) 20+2d10 20+2d10 20+2d10 20+2d10
Will Power (WP) 20+2d10 20+2d10 20+2d10 20+2d10
Fellowship (Fel) 10+2d10 20+2d10 30+2d10 20+2d10
Attacks (A) 1 1 1 1
Wounds (W) —— Roll 1d10 and consult Table 2-2: Starting Wounds ——
Strength Bonus (SB) —— Equal to the first digit of your Strength ——
Toughness Bonus (TB) —— Equal to the first digit of your Toughness ——
Movement (M) 3 5 4 4
Magic (Mag) 0 0 0 0
Insanity Points (IP) 0 0 0 0
Fate Points (FP) —— Roll 1d10 and consult Table 2-3: Starting Fate Points ——

TABLE 2-2: STARTING WOUNDS
d10 Roll Dwarf Elf Halfling Human

1-3 11 9 8 10
4-6 12 10 9 11
7-9 13 11 10 12
10 14 12 11 13

TABLE 2-3:  STARTING FATE POINTS
d10 Roll Dwarf Elf Halfling Human

1-4 1 1 2 2
5-7 2 2 2 3
8-10 3 2 3 3

TABLE 2-4: RANDOM TALENTS
Talent Halfling Human

Acute Hearing 01-05 01-04
Ambidextrous 06-10 05-09
Coolheaded 11-15 10-13
Excellent Vision 16-20 14-18
Fleet Footed 21-25 19-22
Hardy 26-29 23-27
Lightning Reflexes 30-33 28-31
Luck 34-38 32-35
Marksman 39-42 36-40
Mimic 43-47 41-44
Night Vision - 45-49
Resistance to Disease 48-51 50-53
Resistance to Magic 52-53 54-57
Resistance to Poison 54-57 58-61
Savvy 58-62 62-66
Sixth Sense 63-67 67-71
Strong-minded 68-72 72-75
Sturdy 73-77 76-79
Suave 78-82 80-83
Super Numerate 83-87 84-87
Very Resilient 88-91 88-91
Very Strong 92-95 92-95
Warrior Born 96-00 96-00

Your character’s race provides some additional abilities, known as 
skills and talents. Record the appropriate skills and talents on 

your character sheet. In some cases, you may have to choose between 
two talents. 

Dwarf
Skills: Common Knowledge (Dwarfs), Speak Language (Khazalid), 

Speak Language (Reikspiel), Trade (Miner, Smith, or 
Stoneworker)

Talents: Dwarfcraft, Grudge-born Fury, Night Vision, Resistance to 
Magic, Stout-hearted, Sturdy 

Elf
Skills: Common Knowledge (Elves), Speak Language (Eltharin), Speak 

Language (Reikspiel)
Talents: Aethyric Attunement or Specialist Weapon Group (Longbow), 

Coolheaded or Savvy, Excellent Vision, Night Vision

Halfling
Skills: Academic Knowledge (Genealogy/Heraldry), Common 

Knowledge (Halflings), Gossip, Speak Language (Halfling), 
Speak Language (Reikspiel), Trade (Cook or Farmer)

Talents: Night Vision, Resistance to Chaos, Specialist Weapon Group 
(Sling) and 1 random talent from Table 2-4: Random Talents

Human
Skills: Common Knowledge (the Empire), Gossip, Speak Language 

(Reikspiel)
Talents: 2 random talents from Table 2-4: Random Talents
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Career Dwarf Elf Halfling Human

Agitator 001-015 - 001-020 001-012

Anchorite - - - 013-016

Apothecary - 001-007 021-033 017-028

Apprentice Runesmith 016-057 - - -

Apprentice Witch - - - 029-036

Apprentice Wizard - 008-064 - 037-052

Badlander - - 034-040 053-060

Bailiff - - 041-053 061-072

Barber-Surgeon - - 054-060 073-084

Bear Tamer - - - 085-092

Boatman - - - 093-108

Bodyguard 058-085 065-078 - 109-124

Bondsman - - - 125-128

Bonepicker - - 061-067 129-136

Bounty Hunter 086-100 079-099 068-080 137-148

Burgher 101-121 - 081-093 149-160

Cadet - - - 161-164

Camp Follower - - 094-106 165-172

Carcassonne Shepherd - - - 173-176

Cartographer 122-136 100-113 107-119 177-184

Cenobite - - - 185-188

Charcoal-Burner - - 120-139 189-196

Chekist - - - 197-200

Chimneysweep - - 140-172 201-212

Coachman 137-151 - - 213-224

Deepwatcher - - - 225-228

Dilettante 152-166 114-141 173-192 229-240

Drover - - - 241-248

Dung Collector - - 193-199 249-256

Embalmer - - 200-206 257-260

Entertainer 167-187 142-176 207-226 261-276

Envoy - 177-218 - -

Estalian Diestro - - - 277-280

Ex-Convict 188-202 - 227-233 281-288

Exciseman - - 234-240 289-300

APPENDIX II: MASTER STARTING CAREER TABLE
To determine a career randomly from this table, roll d000 and consult the 
appropriate row based on the race selected. Rolling d000 provides a range of 
results from 001 to 000 (representing 1,000). �e number is generated by 
rolling three ten-sided dice. Instead of adding the results together, the results 
are assigned to either the hundreds’ digit, the tens’ digit or the ones’ digit. 

Example: When rolling d000 to determine a Dwarf ’s starting 
career, three ten-sided dice are rolled. �e dice results are 3, 8 and 
7. �is would be interpreted as a roll of 387. Cross-referecing the 
Dwarf column with the number 387, we find that this particular 
Dwarf ’s starting career is Miner.

Career Dwarf Elf Halfling Human

Ex-Convict 188-202 - 227-233 281-288

Exciseman - - 234-240 289-300

Farmer - - 241-253 301-312

Ferryman - - 254-260 313-320

Fieldwarden - - 261-293 -

Fisherman - - 294-306 321-332

Freeholder - - - 333-336

Frogwife - - - 337-340

Gambler 203-217 219-222 307-319 341-352

Grail Pilgrim - - - 353-360

Grave Robber - - 320-349 361-368

Grave Warden - - 350-356 369-376

Hedge Wizard - - - 377-388

Hedgecraft Apprentice - - - 389-396

Herrimault - - - 397-404

Horned Hunter - - - 405-408

Horse Coper - - - 409-416

Hunter 218-245 223-278 357-389 417-428

Initiate 246-260 279-292 390-402 429-444

Jailer 261-288 - - 445-452

Kislevite Kossar - - - 453-460

Kithband Warrior - 293-342 - -

Knight Errant - - - 461-472

Lamplighter - - 403-415 473-480

Litigant - - 416-428 481-484

Man-at-Arms - - - 485-496

Marauder - - - 497-500

Marine - 343-377 - 501-516

Mediator - - - 517-520

Mercenary 289-330 378-412 429-453 521-536

Messenger - 413-450 454-486 537-544

Militiaman 331-358 - 487-511 545-556

Miner 359-400 - - 557-564

Muleskinner 401-421 - 512-518 565-572

Newssheet Vendor - - 519-538 573-576

Noble 422-436 451-464 539-551 577-592

Norse Berserker - - - 593-596

Outlaw 437-457 465-494 552-571 597-612

Outrider - 495-534 - 613-620

Peasant - - 572-596 621-632

Penitent - - - 633-636

Pilgrim 458-472 535-548 597-609 637-648

Pit Fighter 473-507 549-562 - 649-660
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Career Dwarf Elf Halfling Human

Protagonist 508-535 - - 661-672

Raconteur 536-550 563-600 610-638 673-684

Rat Catcher 551-578 - 639-648 685-704

Reaver - - - 705-708

Riverwarden - 601-625 - 709-716

Roadwarden - - - 717-732

Rogue 579-606 626-665 649-681 733-748

Runebearer 607-641 - - -

Scribe 642-656 666-705 682-694 749-760

Seaman 657-664 706-745 - 761-772

Seer - - - 773-780

Servant 665-679 - 695-732 781-788

Sewer Jack 680-694 - 733-745 789-796

Shieldbreaker 695-722 - - -

Skald - - - 797-800

Slave 723-730 746-752 746-752 801-804

Smuggler 731-751 753-780 753-772 805-812

Soldier 752-779 - 773-785 813-824

Squire - - - 825-832

Steppes Nomad - - - 833-836

Stevedore 780-794 - - 837-840

Streltsi - - - 841-844

Strigany Mystic - - - 845-848

Student 795-809 781-815 786-798 849-860

Swamp Skimmer - - - 861-864

Swampaire - - - 865-868

Temple Guardian 810-824 - 799-811 869-872

�ief 825-845 816-856 812-849 873-888

�ug 846-860 857-869 850-852 889-900

Toll Keeper 861-875 - 853-865 901-904

Tomb Robber 876-896 - 866-898 905-916

Tradesman 897-924 870-919 890-931 917-932

Troll Slayer 925-952 - - -

Vagabond 953-980 920-961 932-956 933-940

Valet - - 957-976 941-948

Watchman 981-000 - 977-000 949-960

Whaler - - - 961-968

Wise Woman - - - 969-980

Woodsman - 962-000 - 981-992

Wrecker - - - 993-996

Zealot - - - 997-000

Timothy Stone (order #2872174)



240

Appendix III

APPENDIX III: STARTING CAREERS BY ROLE

PARTY ROLE METHOD
Any examination of the careers in WFRP reveals that there are several “roles” 
or concepts that underpin the various starting careers. Most careers fit within 
one of the following broad ideas: Academics, Commoners, Criminals, 
Rangers, and Warriors. An ideal group for any lengthy campaign has the 
players each fill a different niche within the group, thus enabling each player 
to have a clear responsibility and place within the campaign as it develops.

As an optional rule, have the players each pick one of the roles. Avoid 
duplication unless all the roles are accounted for. Once the players have 
their roles selected, they gain their starting career by rolling 1d100 on the 
following tables.

Academics: Academics include any character that has the benefit of formal 
education or training. Examples include initiates, apprentice wizards, and 
nobles.

Commoners: �e salt of the earth, commoners bear the burden of doing 
all of the dirty work required to keep society functioning. Such characters 
include valets, servants, and entertainers.

Criminals: Beholden to no laws, criminals operate outside the bounds of 
society. �ese characters include thieves, agitators, and outlaws.

Rangers: Rangers are rustic types that live or work in the wilderness. 
Common “ranger” careers include charcoal-burners, hunters, and 
woodsmen.

Warriors: �e last role archetype covers all the martial characters—those 
careers that reflect some formal training with arms or characters whose 
primary function is killing. Examples include the marine, soldier, and 
mercenary.

Academic Careers Dwarf Elf Halfling Human

Anchorite - - - 01-02

Apothecary - 00-03 01-08 03-06

Apprentice Runesmith 00-20 - - -

Apprentice Witch - - - 07-14

Apprentice Wizard - 04-20 - 15-22

Burgher 21-30 - 09-20 23-28

Cartographer 31-37 21-25 21-28 29-32

Cenobite - - - 33-34

Embalmer - - 29-32 35-36

Envoy - 26-40 - -

Hedge Wizard - - - 37-42

Hedgecraft Apprentice - - - 43-44

Initiate 38-44 41-45 33-45 45-50

Litigant - - 46-52 51-52

Mediator - - - 53-54

Noble 45-54 46-50 53-62 55-62

Runebearer 55-71 - - -

Scribe 72-78 51-65 63-75 63-68

Seer - - - 69-72

Student 79-86 66-80 76-85 73-82

Tradesman 87-00 81-00 86-00 83-92

Wise Woman - - - 93-97

Zealot - - - 98-00

Commoner Careers Dwarf Elf Halfling Human

Bailiff - - 01-04 01-04

Barber-Surgeon - - 05-06 05-08

Bear Tamer - - - 09-10

Boatman - - - 11-15

Bonepicker - - 07-08 16-17

Camp Follower - - 09-12 18-19

Charcoal-Burner - - 13-18 20-21

Chimneysweep - - 19-28 22-25

Dilettante 01-06 01-40 29-34 26-29

Drover - - - 30-31

Dung Collector - - 35-36 32-33

Entertainer 07-15 41-90 37-42 34-38

Ex-Convict 16-21 - 43-44 39-40

Exciseman - - 45-46 41-44

Farmer - - 47-50 45-48

Ferryman - - 51-52 49-50

Fisherman - - 53-56 51-54

Freeholder - - - 55

Frogwife - - - 56

Horse Coper - - - 57-58

Jailer 22-33 - - 59-60

Lamplighter - - 57-60 61-62

Miner 34-52 - - 63-64

Muleskinner 53-61 - 61-62 65-66

Newssheet Vendor - - 63-68 67

Peasant - - 69-72 68-71

Penitent - - - 72

Pilgrim - - - 73-75

Rat Catcher 62-73 - 73-74 76-80

Servant 74-79 - 75-82 81-82

Sewer Jack 80-85 - 83-87 83-84

Skald - - - 85

Slave 86-88 91-00 88-89 86

Stevedore 89-92 - - 87-90

Strigany Mystic - - - 91-92

Temple Guardian 93-96 - 90-92 93-95

Toll Keeper 97-00 - 93-96 96-97

Valet - - 97-00 98-00
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Criminal Careers Dwarf Elf Halfling Human

Agitator 01-06 - 01-06 01-07

Ex-Convict 07-08 01 07-10 08-12

Gambler 09-12 02-06 11-15 13-16

Grave Robber - - 16-21 17-20

Herrimault - - - 21-26

Outlaw 13-21 07-21 22-29 27-36

Protagonist 22-34 - - 37-43

Raconteur 35-40 22-33 30-39 44-48

Rapscallion - 34-42 40-42 49-53

Rogue 41-53 43-57 43-54 54-63

Smuggler 54-62 58-63 55-62 64-68

�ief 63-71 64-78 63-74 69-78

�ug 72-77 79-84 75-79 79-85

Tomb Robber 78-86 - 80-90 86-92

Vagabond 87-00 85-00 91-00 93-97

Wrecker - - - 98-00

Ranger Careers Dwarf Elf Halfling Human

Badlander - - 01-07 01-06

Bounty Hunter 01-50 01-20 08-24 07-18

Carcassonne Shepherd - - - 19-24

Deepwatcher - - - 25-30

Fieldwarden - - 25-54 -

Horned Hunter - - - 31-38

Hunter 51-00 21-40 55-79 39-54

Messenger - 41-60 80-00 55-62

Outrider - 61-80 - 63-74

Steppes Nomad - - - 75-80

Swamp Skimmer - - - 81-86

Swampaire - - - 87-92

Woodsman - 81-00 - 93-00

Warrior Careers Dwarf Elf Halfling Human

Bodyguard 01-16 01-10 - 01-04

Bondsman - - - 05-06

Cadet - - - 07-08

Chekist - - - 09-10

Coachman 17-22 - 01-10 11-14

Estalian Diestro - - - 15-16

Grail Pilgrim - - - 17-20

Grave Warden - - 11-16 21-24

Kislevite Kossar - - - 25-28

Kithband Warrior - 11-39 - -

Knight Errant - - - 29-33

Man-at-Arms - - - 34-37

Marauder - - - 38-39

Marine - 40-54 - 40-45

Mercenary 23-38 55-69 17-38 46-51

Militiaman 39-48 - 39-51 52-56

Norse Berserker - - - 57-58

Pit Fighter 49-60 70-75 - 59-63

Reaver - - - 64-65

Riverwarden - 76-81 - 66-69

Roadwarden - - 52-66 70-74

Seaman 61-66 82-00 - 75-79

Shieldbreaker 67-76 - - -

Soldier 77-86 - 67-78 80-84

Squire - - - 85-88

Streltsi - - - 89-90

Troll Slayer 87-96 - - -

Watchman 97-00 - 79-00 91-96

Whaler 97-00
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APPENDIX IV: ALTERNATE STARTING CAREER TABLES

If the GM is developing a campaign where the characters are 
expected to be local to the setting, he may wish to determine careers 
for humans based on the region or type of area. �e region is an 
important factor in what careers may or may not be prevalent, 
especially for campaigns set outside the Empire. �is will give less 
chance of a character being out of place and far from home, and 
ensure they fit the setting a bit more.

If you find that more than one category seems to fit, the GM should 
choose which category to roll under.

Start by rolling 1d10. On a result of 1-2, determine the career 
by rolling d00 on the Careers by Region table. On a result of 
3-0, determine the career by rolling d000 on the Careers by 
Environment table. 

Careers by Region
�e Careers by Region table defines the different possible regions 
as follows: 

Empire: �is is the Empire proper, encompassing the expanse in the 
centre of the territory, as well as population centres such as Altdorf, 
Nuln, and Talabheim. 

North: �is area is comprised of the lands around the Sea of Claws. 
From Norsca to the Wasteland and from Erengrad to the northern 
coast of Bretonnia.

South: �is is the area south of the Empire and covers the Border 
Princes and the Badlands and can stretch to the other lands 
bordering the Southern Sea.

East: �is comprises Kislev and the high lands of the east as well as 
the easternmost fringes of the Empire.

West: �e lands west of the Grey Mountains, chiefly Bretonnia and 
Estalia as well as parts of Tilea.

Careers by Environment
�e Careers by Environment table defines the different possible 
environments as follows:

Urban: Comprises all the great cities and can include larger towns, 
especially if those towns are centres of trade  or government.

Rural: �is covers the greatest part of the population of the Old 
World, the tracts of land that have been settled and cultivated or at 
least changed somewhat by the presence of humans.

Coast: �is includes large and small settlements on the coast, and 
is simply the rural area near to the sea. �ose living in large coastal 
cities can choose to roll under Urban if they wish.

Wilds: �is includes the margins, the swamps, heaths, scrub, 
mountains and so on. Places that few humans go and have not been 
touched by civilisation.

Careers by Region
Career Empire North South West East

Apprentice Witch - - - - 01-13

Apprentice Wizard 01-16 - - - -

Anchorite - - 01-12 - -

Badlander - - 13-24 - -

Bear Tamer - - - - 14-26

Bondsman - 01-16 - - -

Cadet - - - 01-06 -

Carcassonne Shepherd - - - 07-14 -

Cenobite - - 25-36 - -

Chekist - - - - 27-39

Deepwatcher - - - 15-20 -

Drover 17-22 - - - 40-52

Estalian Diestro - - - 21-28 -

Freeholder - 17-32 - - -

Frogwife - - - 29-36 -

Grail Pilgrim - - - 37-44 -

Horned Hunter 23-30 - - - -

Herrimault - - - 45-54 -

Kislevite Kossar - - - - 53-65

Knight Errant - - - 55-66 -

Man-at-Arms 31-38 - 37-48 67-74 -

Marauder - 33-48 - - 66-72

Mediator - - - 75-80 -

Mercenary 39-53 49-56 49-60 81-84 73-79

Norse Berserker - 57-72 - - -

Penitent 54-68 - - - -

Reaver - 73-88 - - -

Skald - 89-94 - - -

Squire 69-83 - 61-72 85-92 -

Steppes Nomad - - - - 80-92

Streltsi - - - - 93-98

Strigany Mystic 84-91 - 73-86 93-96 99-00

Swamp Skimmer - - 87-00 - -

Swampaire - - - 97-00 -

Whaler 92-93 95-00 - - -

Zealot 94-00 - - - -
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Careers by Environment
Career Urban Rural Coast Wilds

Agitator 001-018 001-008 001-007 -

Apothecary 019-042 - - -

Bailiff 043-060 009-024 008-021 -

Barber-Surgeon 061-078 - - -

Boatman 079-096 025-048 022-049 001-036

Bodyguard 097-114 049-064 050-063 037-072

Bonepicker 115-132 065-072 064-070 -

Bounty Hunter 133-150 073-096 071-091 073-126

Burgher 151-180 097-112 092-105 -

Camp Follower 181-186 113-128 106-119 127-162

Cartographer 187-204 129-144 120-133 163-198

Charcoal-Burner - 145-160 - -

Chimneysweep 205-228 - - -

Coachman 229-246 161-184 134-154 -

Dilettante 247-270 185-200 155-168 -

Dung Collector 271-288 - - -

Embalmer 289-300 - - -

Entertainer 301-324 201-224 169-189 -

Ex-Convict 325-342 225-248 190-210 199-232

Exciseman 343-366 249-264 211-231 -

Farmer - 265-288 232-245 -

Ferryman 367-390 289-304 246-259 -

Fisherman - 305-320 260-294 -

Gambler 391-414 - -

Grave Robber 415-426 321-336 295-308 -

Grave Warden 427-438 337-352 309-322 -

Hedge Wizard 439-455 353-376 323-343 233-286

Hedgecraft Apprentice - 377-392 344-357 287-326

Horse Coper - 393-400 358-371 327-342

Hunter - 401-424 372-385 343-414

Initiate 456-480 425-440 386-399 415-440

Jailer 481-504 441-456 400-413 -

Lamplighter 505-522 - - -

Litigant 523-540 - - -

Marine - - 414-448

Messenger 541-552 457-472 449-462 441-470

Militiaman 553-564 473-488 463-476

Career Urban Rural Coast Wilds

Miner - 489-504 477-490 471-522

Muleskinner - 505-520 491-504 523-576

Newssheet Vendor 565-582 - - -

Noble 583-594 521-536 505-518 -

Outlaw - 537-552 519-532 577-648

Outrider - 553-568 533-546 649-684

Peasant - 569-592 547-574 -

Pilgrim 595-606 593-608 575-588 685-720

Pit Fighter 607-630 - - -

Protagonist 631-654 - - -

Raconteur 655-672 609-632 589-609 -

Rapscallion 673-680 633-648 610-623 -

Rat Catcher 681-710 649-664 624-637 -

Riverwarden 711-722 665-680 638-651 -

Roadwarden - 681-704 652-665 -

Rogue 723-740 705-720 666-679 721-746

Scribe 741-764 721-736 680-693 -

Seaman - - 694-735 -

Seer 765-770 737-752 736-749 747-766

Servant 771-782 753-768 750-763 -

Sewer Jack 783-800 - - -

Slave 801-806 769-776 764-770 767-780

Smuggler 807-818 777-792 771-798 781-810

Soldier 819-836 793-816 799-819 811-854

Stevedore 837-848 817-824 820-840 -

Student 849-866 825-832 841-847 -

Temple Guardian 867-872 833-840 848-854 855-874

�ief 873-900 841-848 855-861 875-904

�ug 901-924 849-856 862-868 911-928

Toll Keeper - 857-880 869-882 -

Tomb Robber 925-936 881-896 883-889 929-964

Tradesman - 897-912 890-903 -

Vagabond 937-948 913-928 904-917 -

Valet 949-966 - - -

Watchman 967-982 929-952 918-931 -

Wise Woman 983-000 953-968 932-955 965-000

Woodsman - 969-000 956-980 -

Wrecker - - 981-000 -
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APPENDIX V: SKILLS & TALENTS BY CULT
As an Initiate or member of another religious career, the character must 
decide who his patron god is and what church he serves. Players can learn 
more about the faiths of the Old World in Chapter 8: Religion and Belief 
of the Warhammer Fantasy Roleplay Core Rulebook. �e chocie of patron 
deity grants the character another skill or talent, as detailed in Church Skills
and Talents entry of each deity’s description. �is information has been 
reprinted here for convenience.

The Cult of Manann
Initiates of Manann start with the Swim skill in addition to their normal 
career skills. Priests of Manann can, at their option, learn the following skills 
as part of their careers: Row, Sail, and Trade (Shipwright).

The Cult of Morr
Initiates of Morr start with the Intimidate skill in addition to their normal 
career skills. Priests of Morr can, at their option, learn the following skills 
and talents as part of their careers: Academic Knowledge (Necromancy), 
Menacing, and Trade (Embalmer).

The Cult of Myrmidia
Initiates of Myrmidia start with the Strike to Injure talent in addition to 
their normal career skills. Priests of Myrmidia can, at their option, learn the 
following skills and talents as part of their careers: Command and Specialist 
Weapon Group (any three). 

The Cult of Ranald
Initiates of Ranald start with the Sleight of Hand skill in addition to 
their normal career skills. Priests of Ranald can, at their option, learn the 
following skills and talents as part of their careers: Concealment, Luck, and 
Silent Move.

The Cult of Shallya
Initiates of Shallya start with the Heal skill in addition to their normal 
career skills. Since the Initiate career already has the Heal skill, this means 
Initiates of Shallya get it twice, giving them a +10% bonus (see Skill Mastery 
in Chapter 4: Skills and Talents of the Warhammer Fantasy Roleplay Core 
Rulebook). Priests of Shallya can, at their option, learn the following skills 
and talents as part of their careers: Resistance to Disease, Trade (Apothecary) 
and Trade (Herbalist).

The Cult of Sigmar
Initiates of Sigmar start with the Common Knowledge (Dwarfs) skill in 
addition to their normal career skills. Priests of Sigmar can, at their option, 
learn the following skills and talents as part of their careers: Command, 
Speak Language (Khazalid), and Specialist Weapon Group (Two-handed). 

The Cult of Taal & Rhya
Initiates of Taal and Rhya start with the Outdoor Survival skill in addition 
to their normal career skills. Priests of Taal and Rhya can, at their option, 
learn the following skills and talents as part of their careers: Charm Animal, 
Navigation and Orientation. 

The Cult of Ulric
Initiates of Ulric start with the Strike Mighty Blow talent in addition to their 
normal career skills. Priests of Ulric can, at their option, learn the following 
skills and talents as part of their careers: Intimidate, Frenzy, and Specialist 
Weapon Group (Two-handed).

The Cult of Verena
Initiates of Verena start with the Perception skill in addition to their normal 
career skills. Since the Initiate career already has the Perception skill, this 
means Initiates of Verena get it twice, giving them a +10% bonus (see 
Skill Mastery in Chapter 4: Skills and Talents). Priests of Verena can, at 
their option, learn the following skills and talents as part of their careers: 
Academic Knowledge (any two), Hypnotism, Secret Language (any one).

Prayer and Blessings
Occasionally, a character praying at a shrine or temple will not only attract 

the attention of the attendant deity, but will also bring some miraculous 

result. Perhaps the character will receive a sign, a sudden epiphany 

pointing the way to the next step in his adventure. �e character might 

even receive a special blessing—a bonus for his next challenge or some sort 

of holy enhancement to his weapon. �e GM will determine when and if 

such a thing might happen, but there are some basic guidelines:

• Different Gods care about different things. A hero praying to Taal 

for guidance in his efforts to save an ancient grove of trees is more 

likely to be heard than a hero praying to Grungni for assistance in 

a political struggle. 

• Blessings rarely come without a sacrifice. �e Gods are impressed

by meaningful sacrifices. A pauper giving his last coin to the 

altar of Sigmar is more likely to be heard than an Elector Count 

donating a statue made of gold.

• Blessings are rare. �ey are rarer without great need. A character 

praying to Ulric for aid in battle may be heard, but it is doubtful 

Ulric will lend him strength unless the battle is of vital importance 

(the character is outnumbered, the battle will decide the fate of the 

character’s family, the battle is for the defence of a temple of Ulric, 

and so forth).

Blessings will generally only be granted to characters who devoutly follow 

the attendant deity, although characters who are properly reverent in their 

prayer may be heard and given a boon.

Blessings can take several forms, and it is up to the GM to decide on a 

suitable one, taking into account the circumstances, the nature of the deity 

involved, and the past history of the character. A character might be granted 

a small bonus to one test, the one-time use of an unknown skill or talent, or 

a one-shot use of a spell. GMs are free to invent new types of blessing, but 

they should only be more powerful than the examples given here in truly 

miraculous circumstances.

A blessing usually feels like a warm glow in the character’s heart, a breeze 

that only he feels, a sound only he can hear. It is a subtle thing. �e Gods 

do not usually speak to mortals or walk among them. A blessing is a thing of 

faith—the character has a sense of confidence that one of the Gods is with 

him; there is no ironclad proof that it is so.

If the GM wishes to provide a very powerful blessing, it is suggested that 

it be accompanied by more spectacular heralds—heavenly horns sounding 

in the distance, the clouds parting and the sun’s rays spotlighting the

character, the appearance of a heavenly being that anoints the blessed 

character, and the like. Obviously, this sort of event should be so rare that 

a thousand players could play for a thousand lifetimes and never have it 

happen once.
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APPENDIX VI: PROVINCIAL FEATURES (OPTIONAL)
The character creation rules in Warhammer Fantay Roleplay treat all 

Humans from the Empire in the same fashion. No matter what 
province you are from, you get the same skills and talents through your 
Racial Features. Sigmar’s Heirs, however, delves into the character of each 
province, providing a much greater sense of what makes, for example, a 
Reiklander different than an Ostermarker. Using the information presented 
in Chapter 6: the Grand Provinces from Sigmar’s Heirs, it is thus possible 
to differentiate people of the Empire based on their home provinces. 

�is optional appendix replaces the default Human Racial Features with 
specific Provincial Features instead. When creating a Human character, in 
Step 1 you should choose the province you are from or roll it randomly 
on Table 2-14: Human Birthplace (see WFRP, page 25). When you get 
to Step 3 of character creation, use the information in this appendix, as 
appropriate to your birth province, instead of that on page 19 of the WFRP
rulebook. 

Averland
An Averlander gains the following skills and talents: 

Skills: Animal Care or Trade (Miner), Common Knowledge (the Empire), 
Gossip or Ride, Speak Language (Reikspiel)

Talents: 1 random talent
Special Rules: You gain a +10% bonus on Common Knowledge (the 

Empire) Tests that deal with your home province of Averland. 

Hochland
A Hochlander gains the following skills and talents:

Skills: Common Knowledge (the Empire), Concealment or Gossip, Speak 
Language (Reikspiel)

Talents: Marksman or Rover, 1 random talent
Special Rules: You gain a +10% bonus on Common Knowledge (the 

Empire) Tests that deal with your home province of Hochland.

Middenland
A Middenlander gains the following skills and talents:

Skills: Common Knowledge (the Empire), Gossip or Intimidate, Speak 
Language (Reikspiel)

Talents: Menacing or Warrior Born, 1 random talent
Special Rules: You gain a +10% bonus on Common Knowledge (the 

Empire) Tests that deal with your home province of Middenland.

Nordland
A Nordlander gains the following skills and talents:

Skills: Common Knowledge (the Empire), Consume Alcohol or Speak 
Language (Norse), Speak Language (Reikspiel)

Talents: Stout-hearted or Very Resilient, 1 random talent
Special Rules: You gain a +10% bonus on Common Knowledge (the 

Empire) Tests that deal with your home province of Nordland.

Ostermark
An Ostermarker gains the following skills and talents:

Skills: Common Knowledge (the Empire), Consume Alcohol, Gossip or Speak 
Language (Kislevian), Speak Language (Reikspiel)

Talents: 1 random talent
Special Rules: You gain a +10% bonus on Common Knowledge (the 

Empire) Tests that deal with your home province of Ostermark.

Ostland
An Ostlander gains the following skills and talents:

Skills: Common Knowledge (the Empire), Gossip or Outdoor Survival, 
Speak Language (Reikspiel)

Talents: Coolheaded or Very Resilient, 1 random talent
Special Rules: You gain a +10% bonus on Common Knowledge (the Empire) 

Tests that deal with your home province of Ostland.

Reikland
A Reiklander gains the following skills and talents:

Skills: Command or Gossip, Common Knowledge (the Empire), Speak 
Language (Reikspiel)

Talents: Savvy or Suave, 1 random talent
Special Rules: You gain a +10% bonus on Common Knowledge (the Empire) 

Tests that deal with your home province of Reikland.

Stirland
A Stirlander gains the following skills and talents:

Skills: Animal Care, Animal Training or Gossip, Common Knowledge (the 
Empire), Speak Language (Reikspiel)

Talents: 1 random talent
Special Rules: You gain a +10% bonus on Common Knowledge (the Empire) 

Tests that deal with your home province of Stirland.

Talabecland
A Talabeclander gains the following skills and talents:

Skills: Common Knowledge (the Empire), Follow Trail or Gossip, Outdoor 
Survival, Speak Language (Reikspiel)

Talents: 1 random talent
Special Rules: You gain a +10% bonus on Common Knowledge (the 

Empire) Tests that deal with your home province of Talabecland.

Wissenland
A Wissenlander gains the following skills and talents:

Skills: Common Knowledge (the Empire), Speak Language (Reikspiel), 
Trade (Farmer or Miner)

Talents: Coolheaded or Hardy, 1 random talent
Special Rules: You gain a +10% bonus on Common Knowledge (the 

Empire) Tests that deal with your home province of Wissenland.
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This section summarizes Basic and Advanced Actions used in combat in WFRP. Remember that this list isn’t all-inclusive; it represents the most common 
actions. If you want to do something else, just tell your GM and he’ll let you know what type of action it is and what (if anything) you need to roll.  

— BASIC ACTIONS —
AIM
T�e character takes extra time to set up a melee or missile attack, thus 
increasing the chance to hit. If the character’s following action is a standard 
attack, he gains a +10% bonus to Weapon Skill (for melee attacks) or 
Ballistic Skill (for ranged attacks).

Action Type: Half

CAST
�e character unleashes a magic spell. If the character spends an extra half 
action, the Casting Roll can be augmented with a Channelling Skill Test. See 
Chapter 7: Magic in the core rulebook for more information. Casting can 
be an extended action. You cannot cast more than one spell per round. 

Action Type: Varies

CHARGE ATTACK
�e character rushes up to an opponent and delivers a single attack. �e 
opponent must be at least 4 yards (2 squares) away from the character but 
within the character’s charge move (see Table 6-1: Combat Movement in 
Yards in the core rulebook). �e last 4 yards (2 squares) of the charge must 
be in a straight line, so the charger can build up speed and line up with the 
target. �e charging character gains a +10% Weapon Skill bonus. 

Action Type: Full

DISENGAGE
�e character breaks off from melee combat and may move away (see Table 
6-1: Combat Movement in Yards in the core rulebook for distances). 
Difficult terrain like rubble or underbrush reduces distances moved by half 
(round up). If trying to move away from one or more melee opponents 
without using the disengage action, each opponent gets a free attack against 
the character before he moves away. �is is a bonus attack and is made in 
addition to any other attacks opponent’s make during their turn.

Action Type: Full

MOVE
�e character can make a short move (see Table 6-1: Combat Movement 
in Yards in the core rulebook for distances). Difficult terrain like rubble or 
underbrush reduces distances moved by half (round up).

Action Type: Half

READY
�e character can unsheathe a weapon, or pull an item out of a convenient 
pouch or pocket. �e character also put away an item already in hand at the 
same time. So, for example, a character could sheathe a sword and unsheathe 
a dagger as one action. A character can also use this action to take a flask or 
other container and drink a draught.

Action Type: Half

RELOAD
�e character can reload a missile weapon. See Chapter 5: Equipment in 
the core rulebook for the time taken to reload different ranged weapons. 
Reload can be an extended action.

Action Type: Varies

STAND/MOUNT
A character can get up if currently on the ground, or mount a riding animal 
like a horse or pony. 

Action Type: Half

STANDARD ATTACK
A character can make one melee or ranged attack. 

Action Type: Half

TABLE APPENDIX VI-2: ACTIONS BY TYPE

Full Actions

Charge Attack
Disengage

Swift Attack
All Out Attack

Defensive Stance
Guarded Attack

Jump/Leap
Run

Half Actions

Aim
Move
Ready

Stand/Mount
Standard Attack

Delay
Feint

Manoeuvre
Parrying Stance

Variable Actions

Cast
Reload

Use a Skill

TABLE APPENDIX VI-1:  
BASIC AND ADVANCED ACTIONS

Basic Actions 

Aim
Cast

Charge Attack
Disengage

Move
Ready
Reload

Stand/Mount
Standard Attack

Swift Attack
Use a Skill

Advanced Actions

All Out Attack
Defensive Stance

Delay
Feint

Guarded Attack
Jump/Leap
Manoeuvre

Parrying Stance
Run

APPENDIX VII: COMBAT ACTION SUMMARY
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SWIFT ATTACK
�e character can make a number of melee or ranged attacks equal to his 
Attacks Characteristic. �e character must have Attacks 2 or better to take 
advantage of this action. If making a missile attack, a character can only use 
this action if the weapon can be reloaded as a free action or if the character 
has a loaded pistol weapon in each hand. In the latter case, the character can 
make a maximum of 2 attacks (one per weapon).

Action Type: Full

USE A SKILL
�e character uses a skill, which usually involves making a Skill Test. See 
Chapter 4: Skills and Talents in the core rulebook. �is can be an extended 
action.

Action Type: Varies. 

— ADVANCED ACTIONS —
ALL OUT ATTACK
�e character makes a furious melee attack, exposing himself to danger in 
order to land a forceful blow. �e character’s melee attack gains a +20% 
Weapon Skill bonus. However, until his next turn, the character cannot 
parry or dodge.

Action Type: Full

DEFENSIVE STANCE
�e character strikes no blows this round, preferring instead to concentrate 
on self-defence. Until his next turn, all melee attacks against the character 
suffer a –20% Weapon Skill penalty. 

Action Type: Full

DELAY
�e character waits and watches for an opportunity. When the delay action 
is used the character’s turn ends immediately, but a half action is reserved 
for later use. Any time before his next turn, the character can take his half 
action. If two conflicting characters are both trying to use a delayed action 
simultaneously, make an Opposed Agility Test to see who acts first. If the 
prepared action is not taken before the character’s next turn, it is lost. 

Action Type: Half

FEINT
�e character pretends to attack in one direction, deceiving his opponent 
and throwing off his defence. �is is resolved as an Opposed Weapon 
Skill Test. If the character wins, his next attack cannot be either dodged 
or parried. If the character’s next action is anything other than a standard 
attack, this bonus is lost.

Action Type: Half

GUARDED ATTACK
�e character attacks carefully, making sure he is well defended from counter 
blows. He makes a melee attack with a -10% Weapon Skill penalty. Until his 
next turn, the character gains a +10% bonus on any attempted parries and 
dodges. 

Action Type: Full

JUMP/LEAP
�e character jumps down or leaps across something. For details on jumping 
and leaping, see page 138 of WFRP.

Action Type: Full

MANOEUVRE
�e character uses superior footwork and aggression to force his opponent 
to move 2 yards (1 square) in a direction nominated by the player. If desired 
the character can advance 2 yards (1 square) as well. Manoeuvre is resolved 
as an Opposed Weapon Skill Test. If successful the character’s opponent is 
moved as described. �e opponent cannot be forced into another character 
or terrain feature (wall, barrel, etc.).

Action Type: Half

PARRYING STANCE
�e character readies to parry an incoming blow. Any time before his next 
turn, the character can try to parry one successful melee attack against him 
as long as he is aware of the attack. Parrying stance ends at the start of his 
next turn, regardless of whether he parried a blow. See Dodge and Parry on 
page 129 of WFRP for more information on parrying.

Action Type: Half

RUN
�e character runs at full speed (see Table 6-1: Combat Movement in Yards
for distances). �is makes the character harder to hit with missile weapons 
but easy prey for melee attacks because he isn’t actively defending. Until the 
character’s next turn, ranged attacks against him suffer a –20% Ballistic Skill 
penalty, but melee attacks gain a +20% Weapon Skill bonus. Characters 
cannot run in difficult terrain. 

Action Type: Full
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