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UP IN ARMS ON THE Boi

The second section of

The Warrior Class contains some of the most iconic expanded rules with a
careers in Warhammer Fantasy Roleplay. This is as book  Class. These rules fall int
intended for GMs and players of Warrior Characters.
The book contains information on what it is like to New or expanded rules are given
be a common soldier of the Imperial State Troops, or
a mercenary, willing to fight for whatever province
can afford their fees. An examination of the Empire’s
many orders of Knighthood provides comprehen

information on the nation’s elite cavalry.

incorporated the tactical advice At the end of the book is a summary of Talents that

such as the High EIf Alluria

equire rethinking in the light of other rule changes.
or example the Flee! Talent will have more utility using
the new Pursuit rules than it does in the WFRP Core

Rulebook, and the Crew Commander Talent is entirely
new to the Artillerist Career. Rather than scatter these
Talents throughout the book they are compiled in their

own appendix.




SOLDIERS OF
ALL STRIPES

Uri and Hans they were chattin’
about their new company captain.
Though she’s aristocratic
she’s no knowledge of tactic,
but an honourable sort, they agreed.
Now Uri and Hans push up weeds.

—Popular nursery rhyme

For all the pageantry, chivalry, and glorious tales of battle,
when it comes down to it, wars are won by the rankand
file, the footslogger. Of all the stories of dashing cavalry,
noble charges, and swift manoeuvres, battles usuallhinge
on the humble infantryman refusing to give, standing
staunchly in the blood and guts of their fellows, dying for

another’s cause, on the orders of their betters:

ARMIES OF THE'EMPIRE

'The foot soldier mdkes up the bulk of Impetial forces.

Without the nobility of kiightlyorders, the flamboyance
of the pistolier, and the hard science of the artillery, the
infantry are usually recruited from the lower rungs of
society. For peasants the army might be their only chance
to leave their local area, for a desperate street thug their
only colirse away from a life of crime, for a respectable

farmer a genuine chance to see the world.

Standard regiments — halberdiers, handgunners, sword,
pike, and speat — usually recruit those without talent
for anything else. These troops can be trained quickly,
especially in emergencies, and can replace casualties
without upheaval. More exclusive regiments, such as
archers and Greatswords, might already possess their

specialist equipment and abilities when recruited.




