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Karak Azgal is a background book that is a must for roleplaying officiandos. Karak Azgal was once a rich Dwarf hold, but it fell to the forces of
chaos. A dragon moved in, and dug out much of the treasure hidden in the dungeon to form a horde. This dragon was slain, over a thousand
years ago by a Dwarf named Skalf. He claimed the treasure, and ownership of Karak Azgal. He realised the hold was too infested to clear
out, so he built an enclave above the Hold and set up court there. A city has now grown up, rich from the treasures brought up by
adventurers. The dwarfs encourage folk to go down there and recover their ancestors goods (and tax the hell out of them for doing so) but
aren't too fussed about clearing it themselves- Dwarfs take the long view that one day the Goblins that live down there will go extinct, and
when they do, all the gold down there will come back into Dwarf hands. They are, in fact being very generous in allowing folk to go down
there and bring it back up- why, they might even get to keep 10% of it! That's practically giving it away¿ The city setting of Karak Azgal is
perfect for Dwarf gags, intrigue and numerous excuses to be sent into the dungeon. It should be richly populated with interesting characters,
and should logically extrapolate what happens to a city that has grown up on a treasure horde- for example, " everything's very expensive- if
you don't haven any money, you can always take an advance on what you're about to earn¿just sign here (think record company) " No one
bothers to learn your name until you've been down and back out a couple of times. " Dungeoneering teams are commissioned to map areas.
" There are 'recovery outfits' that specialise in finding ancestral treasure. " People bet on the dungeoneering teams. " You can pay for your
funeral in advance should you not make it out " Tavern/first aid outposts have grown up over the air shafts that lead deep into the holdcomplete with winches, tax specialists, and healers, bookies, recruiting sergeants, touting guides and roaring drunk dwarfs. " Dwarfs tracking
down and sealing any 'secret' non-dwarf controlled entrances to Karak Azgal Warhammer Fantasy Roleplay (WFRP or WHFRP) is a
roleplaying system created by Games Workshop. It is set in the Old World, which bears some resemblance to late medieval / renaissance
Europe. The world is threatened by the forces of Chaos. The major power in the Old World is the Empire, in which most of the adventures are
located. The Empire itself is a country full of intrigue, conspiracies, and dark plots. BL Publishing is the publishing wing of the world famous
Games Workshop group of companies. As well as its new Black Industries imprint, the division is also home to the Black Library, which has
been producing best-selling and award-winning novels, comics and artbooks set in the worlds of Warhammer since 1997. It also includes the
Black Flame fiction imprint for non-Warhammer titles, and Warhammer Historical Wargames. Warhammer Fantasy Battle was originally
published in 1986 and subsequently licensed to Hogshead Publishing. This is the second edition of Warhammer Fantasy Roleplay.
A background book on the skaven telling their secret history as well as how to spot and destroy them. For roleplayers you can learn how to
create your own skaven clan, descriptions of the skaven fom, society and mentality. There is a short skaven adventure at the end

When retired engineer Magnus Ironblood is tempted into one more campaign, he finds himself working alongside some
unlikely allies. Sent as part of an Imperial force to bring to heel the secessionist forces of Countess von Kleister, this
ragtag army finds themselves outgunned.
Warhammer Fantasy Roleplay takes your customers back to the Old World. Get the gang together, create your
(anti)heroes, and set off to make your way through the vile corruption, scheming plotters and terrifying creatures intent on
destruction. The Warhammer Fantasy Roleplay Rulebook contains everything you need for grim and perilous roleplaying
adventures in the Old World. 320 page full color hardcover
Youre no hero. Youre an adventurer: a reaver, a cutpurse, a heathen-slayer, a tight-lipped warlock guarding long-dead secrets.
You seek gold and glory, winning it with sword and spell, caked in the blood and filth of the weak, the dark, the demons, and the
vanquished. There are treasures to be won deep underneath, and you shall have them.
Two warriors find their destinies and friendship torn apart during their battle against the Dark Powers and the forces of Chaos as
these now bitter enemies race toward an epic showdown between good and evil.
"Warhammer fantasy roleplay is a complete game. All you need to play is this book, some dice, and a group of friends."--Cover back.
"Warrior-maiden and consort of the blood god Khorne, the name Valkia the Bloody is feared among all the tribes of the north -- friend and foe
alike. From her earliest days as a shield bearer for her father King Merroc, she has known nothing but unending warfare and the brutal
politics of the tribal leaders, and soon reaches out to seize power for herself. Though her feral beauty might attract unlikely suitors and her
enemies may plot against her in secret, Valkia holds the patronage of the Ruinous Powers, and Khorne will not allow his chosen queen to
fall."--Publisher.

The returned primarch Roboute Guilliman strives to save the Imperium from an era of death and darkness. Fell times have come
to the galaxy. Cadia has fallen, destroyed by the onslaught of Chaos. A Great Rift in the warp has opened and from its depths
have spewed daemons and the horrors of Old Night. But all hope is not lost... A hero, long absent, has returned and with him
comes the wrath of the Ultramarines reborn. Roboute Guilliman, the last of the loyal primarchs, has arisen from millennia in stasis
to lead the Imperium out of darkness on a crusade the likes of which has not been seen since the fabled days of the Emperor. But
never before have the forces of Ruin amassed in such numbers, and nowhere is safe from despoliation. From the dreaded
Scourge Stars come the hordes of the Plaguefather, Lord Nurgle, and their pustulent eye is fixed on the Ultramarines home world
of Macragge. As the Indomitas Crusade draws to an end, Guilliman and his army of Primaris Space Marines race to Ultramar and
a confrontation with the Death Guard.
Marijan von Staufer explores the grim and grisly subject of the undead in detail. Packed with background information on zombies,
skeletons, ghouls and worse, this is the perfect companion for all fans of Warhammer.
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