
Whether for the convenience of looking something up in a single 
place or comparing several elements at a glance, some players may 
prefer a more traditional, structured format to the information pre-
sented on some of the cards and components used with Warham-
mer Fantasy Roleplay. On the following pages, many of the most 
common elements are presented in a series of charts and tables. 

The information in the charts comes from several sources. The 
data is marked to indicate which product it is from. If the GM 
would like to acquire the cards and components for each of these 
items, the set icon makes it easier to identify. Many of the cards and 
components for this information are available in the Game Master’s 
Vault, the companion product to this book.

The tables provide lookup and random generation of Critical 
Wounds, Disease, Insanity, Miscasts, and Mutation. This appen-
dix also includes a list of common conditions a character may be 
affected by, and an assortment of locations with details to inspire a 
GM when preparing or running an encounter.  

Using the Charts & tables
These pages can be used for 
a quick reference, or a GM 
may opt to use these tables to 
generate the game results. To 
do so, the GM will need two 
standard ten-sided dice and 
roll percentiles, then consult 
the corresponding table. 

To roll percentiles—also referred to as ‘d00’—the GM rolls two 
ten-sided dice and designates one as the “tens digit” and the other 
as the “ones digit.” The two numbers are read consecutively, not 
added together. For example, if the GM rolls a 5 on the “tens digit” 
die and a 3 on the “ones digit” die, the final result is a 53. 

In some cases, the GM may be asked to roll again or multiple times 
to resolve a lookup. Each section contains instructions on how to 
generate the results for that particular topic.

Ǆ WFRP Core Set     ǅ Adventurer’s Toolkit    Ǉ The Gathering Storm    ǈ Game Master’s Toolkit    ǉ Winds of Magic     
Ǌ Edge of Night     ǋ Signs of Faith    ǌ Creature Vault    Ǳ Player’s Vault    ǲ Game Master’s Vault
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appendix

Charts & tables



roll CritiCal effeCt sr set

01 Aches and Pains At the end of each encounter, or after a full night’s rest, you recover 1 less stress and 1 less fatigue 
than normal 2 Ǆ

02 Aches and Pains At the end of each encounter, or after a full night’s rest, you recover 1 less stress and 1 less fatigue 
than normal 3 Ǆ

03 Aggravated Wound Your stance is considered one space closer to neutral 2 Ǆ

04 Aggravated Wound Your stance is considered one space closer to neutral 3 Ǆ

05 Annoying Injury After you perform an Active Defence action, add 1 additional recharge token to that card 3 Ǆ

06 Blood in the Eyes When you receive this wound, the GM may place a number of recharge tokens equal to the num-
ber of critical wounds you have on any combination of your action cards. 2 Ș

07 Blow to the Head When you acquire this critical wound, suffer 1 stress. Add ∆ to Intelligence checks 3 Ǆ

08 Broken Nose Add ∆ to your Social actions 3 Ǆ

9-10 Broken Rib Each time you suffer a critical wound, suffer 1 normal wound 2 Ǆ Ǉ

11-14 Concussion Add ∆ to all your checks while you have any cards recharging. If you ever acquire two Concus-
sions, you collapse unconscious until one of them is healed 1 Ǆ

15-16 Concussion Add ∆ to all your checks while you have any cards recharging. If you ever acquire two Concus-
sions, you collapse unconscious until one of them is healed 2 Ǆ

17-18 Constant Pain Whenever you suffer stress, suffer 1 fatigue 1 Ǆ

19-20 Crushing Blow When you acquire this critical wound, suffer 1 fatigue. Add ∆ to Toughness checks 3 Ǆ

21-22 Deep Wound This wound has no special effect aside from its high severity 5 Ǉ

23 Disfiguring Scar Add ∆ to all Fellowship checks. Add  ∆  to Intimidation checks 2 Ǉ

24 Dislocated Shoulder You inflict –2 damage with Melee Attacks and Ranged Attacks 3 Ǆ

25 Disoriented Your mental checks gain: √ Suffer 1 stress 2 Ǆ

26 Distracting Injury Suffer 1 stress each time you adjust your stance to a position further away from the neutral space 
on your stance meter 2 Ǆ

27 Exposed Weakness Reduce your Soak Value by 1 2 Ǆ

28 Exposed Weakness Reduce your Soak Value by 1 3 Ǆ

29-30 Festering Wound Until this critical wound is healed, its Severity Rating increases by 1 each day, to a maximum 
Severity of 5 0 Ǆ

31-36 Flesh Wound The Severity Rating of this critical wound is equal to the number of Flesh Wounds affecting you X Ǆ

37 Grievous Injury After you perform an Active Defence action, add 1 additional recharge token to that card 4 Ǆ

38 Gruesome Bruise When you acquire this critical wound, suffer 1 stress. Add ∆ to Fellowship checks 3 Ǆ

39-40 Hideous Injury The Severity Rating of every critical wound affecting you increases by 1 2 Ǆ

41 Horrible Gash When you acquire this critical wound, suffer 1 fatigue. Add ∆ to Agility checks 3 Ǆ

42-43 Internal Bleeding Your Melee Attacks and Ranged Attacks gain: ¿ Suffer 1 wound 3 Ǆ

44-45 Low Blow Whenever you suffer one or more wounds, the GM may add or remove one recharge token from 
one of your currently recharging cards 2 Ǆ

46 Mangled Eye One of your eyes is badly damaged (GM’s choice). Add ∆ ∆ to all your checks requiring vision. 4 Ǉ

47 Mangled Limb Your Strength and Agility are reduced by 1. The damaged limb (GM’s choice) does not function 
properly until this critical wound is healed. Add  ∏  to all checks requiring use of the limb 2 Ǉ

48 Mangled Limb Your Strength and Agility are reduced by 1. The damaged limb (GM’s choice) does not function 
properly until this critical wound is healed. Add  ∏   to all checks requiring use of the limb 3 Ǉ

49 Minor Nuisance Add ∆ to Intelligence checks 2 Ǆ

table a-1: CritiCal WoUnds
When you need to generate a critical wound result, you may either 
draw a card from the wound deck, or roll percentile dice (d00) and 
consult the following table. The number in the SR column is the 
critical wound’s Severity Rating. 

When a critical wound is inflicted on a charac-
ter, be sure to note the critical wound’s effect 
and Severity Rating for easy reference, and for 
eventual treatment!
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roll CritiCal effeCt sr set

50 Minor Nuisance Add ∆ to Willpower checks 2 Ǆ

51 Minor Nuisance Add ∆ to Fellowship checks 2 Ǆ

52 Minor Nuisance Add ∆ to Strength checks 2 Ǆ

53 Minor Nuisance Add ∆ to Toughness checks 2 Ǆ

54 Minor Nuisance Add ∆ to Agility checks 2 Ǆ

55 Minor Trauma Add ∆ to Intelligence checks 3 Ǆ

56 Minor Trauma Add ∆ to Willpower checks 3 Ǆ

57 Minor Trauma Add ∆ to Fellowship checks 3 Ǆ

58 Minor Trauma Add ∆ to Strength checks 3 Ǆ

59 Minor Trauma Add ∆ to Toughness checks 3 Ǆ

60 Minor Trauma Add ∆ to Agility checks 3 Ǆ

61-62 Nagging Injury After you perform an Active Defence action, add 1 additional recharge token to that card 2 Ǆ

63 Painful Blow Your physical checks gain: √ The GM may add or remove one recharge token from one of your 
recharging cards 2 Ǆ

64-65 Painful Injury Whenever you suffer a critical wound, suffer 1 stress and 1 fatigue 2 Ǆ

66 Pulled Muscle Add  ∏  to initiative checks 2 Ǆ

67 Pulled Muscle When you acquire this critical wound, suffer 1 fatigue. Add ∆ to Strength checks 3 Ǆ

68 Ringing Blow Whenever you suffer stress, suffer 1 additional stress 2 Ǆ

69 Ringing Skull During your End of Turn phase: The GM must add or remove one recharge token from one of your 
recharging action cards. Lose 1 power. Lose 1 favour 2 Ǆ

70 Ringing Skull During your End of Turn phase: The GM must add or remove one recharge token from one of your 
recharging action cards. Lose 1 power. Lose 1 favour 3 Ǆ

71 Ringing Skull During your End of Turn phase: The GM must add or remove one recharge token from one of your 
recharging action cards. Lose 1 power. Lose 1 favour 4 Ǆ

72 Ruptured Spleen You count as having an extra point of fatigue while you are affected by this critical wound 2 Ǆ

73 Ruptured Spleen You count as having an extra point of fatigue while you are affected by this critical wound 3 Ǆ

74 Seething Pain If your character does not rely on power or favour, suffer 1 fatigue when this wound is acquired. 
Otherwise, whenever you generate power or favour, you generate 1 less power or favour 2 Ǆ

75-76 Severe Sprain Your physical checks gain: √ Suffer 1 fatigue 2 Ǆ

77 Short of Breath Suffer 1 fatigue each time you use an Active Defence 2 Ǆ

78 Short of Breath Suffer 1 fatigue each time you use an Active Defence 3 Ǆ

79 Sickening Blow You count as having an extra point of stress while you are affected by this critical wound 2 Ǆ

80 Sickening Blow You count as having an extra point of stress while you are affected by this critical wound 3 Ǆ

81 Smashed Fingers The fingers on one of your hands (GM’s choice) have been smashed. Add ∆ ∆ to all your checks 
made with that hand – including attacks made wielding a two-handed weapon. 2 Ǉ

82-83 Smashed Limb Suffer 1 additional fatigue each time you perform a movement  manoeuvre 2 Ǆ

84-85 Spitting Teeth When you receive this critical wound, you immediately suffer a number of additional wounds equal 
to the highest Severity Rating among all the critical wounds you are suffering from 2 Ǆ

86-87 Swimming Vision Add ∆ to Ranged Attacks and Observation checks which involve the sense of sight 3 Ǆ

88 Traumatic Blow Add  ∏  to checks made to resist Fear or Terror 2 Ǆ

89-90 Twisted Joint You do not gain a free manoeuvre on your turn 2 Ǆ

91 Weeping Sore You may not recover fatigue or stress during the rally step. If left untreated for a day, this wound’s 
severity increases to 3. 2 Ǉ

92 Worrisome Blow When you acquire this critical wound, suffer 1 stress. Add ∆ to Willpower checks 3 Ǆ

93-94 Wrenched Back Your Melee Attacks and Ranged Attacks gain: √ Suffer 1 fatigue 1 Ǆ

95-98 Roll Twice and select the critical wound with the higher severity rating (if tied, GM chooses)

99-00 Roll Twice and apply both results! You poor sod...

Ǆ WFRP Core Set     ǅ Adventurer’s Toolkit    Ǉ The Gathering Storm    ǈ Game Master’s Toolkit    ǉ Winds of Magic     
Ǌ Edge of Night     ǋ Signs of Faith    ǌ Creature Vault    Ǳ Player’s Vault    ǲ Game Master’s Vault
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