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My erstwhile correspondent. Twice now we have exchanged substantial ©
missives, and twice | have gone without remittance, recompense, or even
a response ﬁ)r all my troubles. Have | not made it clear in my fe/ﬁhﬂs
that | am in need of aid? That | am dissatisfied? Have my writings
meant not/n'nj to You, nor my eompi/atlbns and eareﬁ/t/ researéh
brought you gain? Your silence remains the harsheStgfithe many kivves
that pierce my heart, though it vies ﬁar prominence agamst.devilish

eompetitian.

Oh, | have tried to make this place bearableyevén to engage in
conversation with my jailors and thereby improve upon my circumstanees, but it is all for naught.
Their latest ruse is to claim that my jpatron’ has withdrawn their support ﬁ)r my stay here, and
reduced my ﬁme//'nﬂ to a pittance. As though my brother, the Emperor Karl-Franz /Il'mse//{ should
have any issue in finding funds to support his own sister! Lamast assume the Shallyans here
have abandoned their principles entively and decided tofuse the ﬁmds ﬁ)r their own purposes, ﬁ)r /
cannot bring myself to believe that my own brother would abandonine. Perhaps | am naive. Or at

feast, | was.

! have decided to make jaod my escape ﬁom this /J/ﬂCB. Not least of all because my previous
accommodations, S/Jartan as t/tey weré) have of fate fb//en eomp/ete[y mto rum. They tell me that
it s my own fau/t, that in ﬁts and moments of madness | speak ef unutterable t/tinﬂs, tear the

carpets ﬁom the walls and smash the ﬂtrniture to S/J/Ihters. [ am sure t/teﬂ mere[y steal these

t/u'nﬂs while / s/ee/a, /toekinﬂ them far their owmgain or furnlls/linﬂ their own quarters. S tll 1 have
saﬁ[y hidden away my whiting kit and a great deal of /mre/imemfs and correspondence — these
t/tey will never have ﬁom me!

So, with my mind Set on escape, and with all ﬁ)rmer supparé upon which | m[ght have relied
— even your own! — denied to me, | must consider other opéions. ! will need money, and have
pandered /onﬂ and-hard omhow | m[g/uf come about it. T/muﬂh commerce Is a ﬂrubbﬂ business,
there are several mercantile en ferpr/ses / m[g/nf pursue, and [ have ﬂathered some writ/hﬂs on how
togo about this. A ngone in tendinﬂ to undertake such ventures would do well to have the favour of
Handrich, /[or isGaid that the ﬂod of merchants balances all books in the end. Equa/{y [ consider
older ﬂods: R/Iya who m[ghé preserve me should | ﬁnd myse/f Jost in the wilderness, and even /m//[—
falyotten Solkan, who might bring me the justice | increasingly crave. We shall see.

Imallthis | may require a champion, someone whose skill at arms and unwavering heart might

help preserve me where my own ﬂes/t and blood will not. 1 have heard of someone, a kindred

spirit perhaps, who may be ef some use in this respect. He calls /tl'mse/f a knight, though he is
certainly no Reiksquard, nor of any other vaunted chapter | have heard of He styles himse/f Lord




Adalbert Knopp-Inzel, though lord af what | cannot say. Currently he seems preoccupied w{th the
junﬂﬁeuds af Ubersreik, but [ hope he can be convinced of the rightness of my own cause. | e -
a folio on him and his known followers as well — gratefully I still have some contacts in the
Reikland with whom [ may correspond in expectation of reply.

It would be ﬁm/tls/t in the extreme for me to zxp/ain in detail my own /J/ans far escape, t/touj/t / doll
be in touch with a fomfardinﬂ address as soon as | am established elsewhere. Despite your: /onﬂ
silence, | remain /topzﬁ:/ that You may rgp[y. [ trust you remain in jaod health, ondthat ouir
many duties have not overwhelmed you. | must canﬁess, / have imqgined allSerts af Aisasters
that m[g/tt have befa//en Yyou, each qm'fe tervible. Thouﬂh ! hold you no wialice, every fate [ saw ﬁ)r
You was preﬁmb/e to a crueller alternative — that Yyou as well have simp[y abandoned me.

Writing of fate and imaginings, | must share a recent vision with you. It cameto me only lately,
preceding the start of the exodus of all items of comfort from my chambers. | sawAltdorf; and the
skﬂ above it opening up in a wreath of blues and purp/es. quond the skies | saw a realm 0/[ chaos
and change, and terrible ﬁers descending ﬁom it. | think perhaps it was an expression af my own
abidinﬂ regret, ﬁ)r [ do not wish to pono/er that anyé/t:’ng soderrible could tru[y exist. | did not leave
A/tdor/[ so much as | was cast aside by it, as Yyou know, and se it does not seem séranﬂe to me that

my miind m[g/lt confure up such horrors.

Still, 1 have not been able to shake thé vision, worthe imaye of the great feathered thing in the

miidst of it. | think | addressed it, fbr it seemed fami/iar somehow. It noticed me, to its own
amusement, and to my horror | heard it spmk. / have fo:yatten what it said, 1f it tru/ﬂ answered
me at all, though | am /eﬁf with the fee/l'nﬂ that some curse upon me has been renewed. | am not

sure what | hoped to gaint by questioning suchva hallucination. Surely horrlﬁc, enterprising evil

rarely answers regrétted enguiries trut/tﬁt// , revered uncle?

[t was aﬂer this visionthat my clreumstances turned so fou/ 1t has been months, and | ﬁzg/ more
fwyotten thameyer. | do hot refer on[y to yoursc/f It seems to me that even the nuns sometimes
fafyet [@&xist, and appear sur/mlsed to ﬁnd muy room occupied at all when 1 imquire aﬂer ﬁ)(gatten
meals thgy should have bmuﬂht me. One even nqg/ccted to lock the door af my cell ﬂesferday,
and [ was able to sneak out and acquire my own copy of the qu, for [ was not ﬂet ready to de/mrt
entire{y. fuuilf spend some time jat/terinj what | will, and have steeled mysg/f to the purpose.

When next we correspond, dear uncle, | shall be in better circumstances [ am sure.

I/Vit/] d noble heart,
Princess Isabella von Holswig-Schleistein,

Sister to Emperor Karl-Franz |,
16 Brauzert, 2513 IC




. LEGITIMATE BUSINESS ,
ENTERPRISES

Precious few citizens of the Old World ever choose to make a
living from adventure. Most that do still prefer to supplement
their income with more stable work. Even adventurers fortunate
enough to stumble upon the odd treasure hoard know these
opportunities are fleeting, and having a side hustle to fall back
on is essential if they intend to live longer than their heroic

campaigns.

Every Career has an Earning Skill (WFRP pages 51-52) and
a Status that determines their Income (WFRP page 198), both
comparatively risk-free ways for Characters to earn money after
a week’s work. But for most Careers, these gains’are miodest.
Ambitious Players may prefer to invest theif earnings forha
greater payoff later, which could unlock access to Trappings
they could never usually afford. Even Banking, (WFRP page
196) may not return sufficient interest to“satisfy covetous
adventurers.

Enterprises are ways for GMs to fulfil this miche. Theyare
business ventures the Charaeters can nurture over the course of
weeks, months, or evén years, by investing their own (or, even
better, other people’shimoney to stimulate growth. Though they
require more consideration, patience, and effort than living off
Banking interest, they also reduce the risk of misfortune stealing
their nfoney awayaUsually,‘only, a Character’s negligence will
cause their Entérpriseyto fail, which GMs can exploit to create
new adventufes that impéfil the Enterprise unless attended to.

Players can gain additional benefits from Enterprises, besides
the eventual promise of increased Earnings. Enterprises have
their own Earning Skills, which the Players may be more
interested in developing for their Characters than the Earning
Skill dietated by their Career. Enterprises have their own special
rulés, which expand Player options, and may unlock access
to social situations that are barred to less accomplished folk.
Finally, Enterprises can be worked on by multiple Characters
at once, improving the links of teamwork within a party. All
contributing Characters profit when an Enterprise performs
well. Should it perform badly, at least they have their business
partners with whom to share the blame!

STARTING AN ENTERPRISE

Characters interested in owning an Enterprise begin by

choosing one, of the ten Enterprise templates listed in this
supplement as the basis of their company.

Fach template is|quite broadly defined to fit a variety of
different business/ypes — the examples listed may provide the
spark of inspiration, but Players are encouraged to invent their
own money-making schemes, and adapt them to the template
that'suits best! These are:

Courier Service
Crafting Workshop
Criminal Gang
Holy Temple
Knightly Order
Tavern

Market Parlour
Noble Estate
Performance Troupe

Publishing House

BB DD DD DD DD

Characters may choose to start with an Enterprise in the Step 5:
Trappings stage of character creation after calculating starting
wealth (WFRP page 37), spend an Endeavour to acquire one
during a period of downtime (WFRP page 195), or even have
an opportunity to create or take over an Enterprise during an
adventure, if the circumstances are appropriate.

Though each Enterprise template includes a list of Suggested
Careers, there is no limitation on which Careers can select
specific templates. If multiple Characters choose Enterprises,
they may either set up their own separate Enterprises, or
partner up with another Character to share an Enterprise. No
Character can manage more than one Enterprise at once —
such a demand on their time would necessitate abandoning
their adventuring life entirely!




