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NEW RULES
In addition to a wealth of new information and background 
material on the Old World and the role of magic in the Warhammer 
setting, Winds of Magic includes some new and expanded rules on 
magic use, wizards, and Chaos. Players and GMs should familiarise 
themselves with these new rules before using them in play.

ADVANCED MAGIC RULES

Includes additional rules for miscasts, alternate power sources, 
more information about wizards’ staff s, new rules for scrolls and 
special magic items, and more. The advanced magic rules can be 
found in Chapter 5, starting on page 33 of this book.

CORRUPTION & MUTATION

Chaos can leave its taint on whatever it touches, its corrupting pres-
ence eventually leading to madness, mutation, or worse. Rules for 
corruption, mutation, and other foulsome manifestations of Chaos 
can be found in Chapter 3 of the Book of Change. 

DARK MAGIC

A wizard may be tempted to learn proscribed magic, or turn to 
dark sorcery in his quest for power. The Dark Magic talent allows 
wizards to learn dangerous new spells, as described on page 38 of 
this book. 

MARKS OF CHAOS

The Ruinous Powers may bequeath a special boon upon one of 
their followers, a Mark of Chaos. These marks and their eff ects are 
discussed in pages 10 & 20 of the Book of Change. 

USING THE MATERIALS INCLUDED 
WITH WINDS OF MAGIC
In addition to this book, Winds of Magic includes a variety of new 
cards, sheets, and components for the Game Master and his players. 
Some of these resources supplement the content found in the 
Warhammer Fantasy Roleplay Core Set.

NEW CARDS

The location, item, and talent cards can be added to the other cards 
of those types and used as needed. The insanity and miscast cards 
should be shuffl  ed into their respective decks. Winds of Magic also 
includes more than 80 new spells for aspiring wizards, across all 
eight Colleges of Magic.

NEW CAREERS

Winds of Magic introduces ten new careers to enhance and expand 
your game, including several new advanced careers.

PUNCHBOARD

The punchboard components should be carefully removed from 
the frames. The pieces can be added to your existing supply of 
tokens and standups from Warhammer Fantasy Roleplay.

CORRUPTION TOKENS

Winds of Magic introduces new corruption tokens, 
used to track the long-term debilitating eff ects 
of Chaos. See Chapter 3 of the Book of Change 
for more information about acquiring and using 
corruption tokens. 

BEASTFORM CARDS

Amber Wizards have the ability to assume the form of a wild 
animal with their magic. When an Amber Wizard casts the proper 
Beastform spell, he places the corresponding card on his character 
sheet. The card displays the form’s physical characteristics and 
trained skills, as well as the form’s damage, defence, and soak 
ratings. See page 38 of this book for more details.

MUTATION CARDS

The deck of mutation cards introduces a new element of risk 
and peril to the Old World. When a character suff ers too much 
corruption, he may acquire a physical mutation, represented by a 
card from this deck. See Chapter 3 of the Book of Change  for more 
information about mutation cards. 

MARK OF TZEENTCH CARDS

When the Changer of Ways wishes to favour a loyal follower, he 
bestows a Mark of Tzeentch. This special Mark has its own card 
with the abilities listed on it. This card is discussed on page 20 of 
the Book of Change. 

SET ICON
The cards and sheets included with Winds of Magic 
are noted with a special set icon. This allows you 
to quickly identify the supplement materials when 
sorting, adding, or removing cards from your game 
experience.
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What appears on the following pages is an excerpt from The 
Inconvenient Truths by Ehrwig von Dankien, a once respected and 
affl  uent professor of Arcane History at Altdorf University. 

His publication was met with mixed reviews – sneers and open 
mocking by some, revulsion and condemnation by others. Regard-
less, this seemingly innocuous treatise sent shockwaves through 
both the academic and arcane communities with its assertions and 
speculations regarding the history and fundamental roots of magic 
in the Old World. 

The Colleges of Magic, normally victims of their own plodding 
bureaucracies and ineffi  ciencies, reacted swiftly. They destroyed as 
many copies of the text as possible and took measures to make sure 
Ehrwig von Dankien would not produce another such work.

However, despite the College’s best eff orts, a few copies of the work 
remain. The original manuscript was written in the oft-inscrutable 
Classical dialect, and the pages extremely brittle. Despite the po-
tential danger the writings pose, the information has been trans-
lated here for your perusal. 

Read on, with caution.

Excerpt from a private letter from Light Wizard Ingrid Krause to 
Supreme Patriarch Balthasar Gelt
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CHAPTER ONE

THE ROOTS OF MAGIC

mocking by some, revulsion and condemnation by others. Regard-
less, this seemingly innocuous treatise sent shockwaves through 
both the academic and arcane communities with its assertions and 
speculations regarding the history and fundamental roots of magic 

bureaucracies and ineffi  ciencies, reacted swiftly. They destroyed as 
many copies of the text as possible and took measures to make sure 

However, despite the College’s best eff orts, a few copies of the work 
remain. The original manuscript was written in the oft-inscrutable 
Classical dialect, and the pages extremely brittle. Despite the po-
tential danger the writings pose, the information has been trans-

Supreme Patriarch Balthasar Gelt

Von Dankien has overstepped the mark! The 
jungle vapours have clearly addled his mind. He 
readily admits in that damned book of his the 
controversies these discoveries will cause. My agents have apprehended him, and he is safe 

in the dungeons of the Hierophants. The universi-
ty has been informed that he is taking an indefi -
nite sabbatical. I have gathered a team to silence 
the printing press; an ‘accidental’ fi re should do 
the trick. I also have my contacts tracking down 
each book that was sold. 
I agree with you that the Colleges should fi nance 
no more such expeditions to Lustria. However, we 
should closely monitor private enterprises to the 
New World – should any such adventurers return 
from the continent with any artefacts from the 
temple-cities among their loot, we must be the fi rst 
to acquire them, by any means necessary. Your humble servant,

Hierophant Ingrid Krause
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PART THE FIRST: 
IN WHICH, TO LUSTRIA, WE JOURNEY
The teachings of Teclis let slip that there existed an elder race more 
adept in magic than even the high elves. The race had prospered 
then languished in the continent of Lustria, whose jungles have 
yet to be mapped by our explorers. This crumbled civilisation held 
secrets waiting to be plucked like ripe fruit from a withered tree. 

I had long been fascinated by the artefacts that adventurers were 
bringing back from the New World, in particular the peculiar script 
of the Lustrian culture. I spent a seven-year sabbatical deciphering 
the glyphs of the Lustrian civilisation, and became the Empire’s 
foremost expert in this almost impenetrable language of an extinct 
race. Thus I was a perfect candidate to head an expedition to 
Lustria, funded by the Colleges of Magic, to search the abandoned 
jungle ruins for lost knowledge.  

Our ship, Sigmar’s Crown, set sail from Altdorf in the spring of 
2519. I will not bore my readers with an account of the expedi-
tion’s long voyage to Lustria. Tales of adventure are the domain of 
populist chapbooks rather than serious academic works. Needless 
to say, the journey across the Great Ocean and the subsequent trek 
through the nightmarish jungles were fraught with peril. It took 
several months to reach our destination: the ruins of the abandoned 
temple-city Pahuax off  the Cactus Coast. 

PART THE SECOND: 
UPON A RUIN OF STONE
The city was deserted; a ruin of stone. The structures were 
wondrous, constructed long ago from giant blocks of granite. We 
penetrated deep into the central temple, a vast pyramidal structure, 
its inner walls carved with images of long-forgotten gods. I lost 
both my scribes to cunning traps, and was thus forced to transcribe 
the reams of glyphs that decorated the walls of the inner sanctum 
myself, a lengthy process not helped by the fact that the natives 
emerged from the jungle and insisted on attacking us. They were 
peculiar reptilians with humanoid characteristics. 

The larger of the breed were outclassed by our handguns and por-
table cannon, but the smaller types proved deadly at ambush. After 
two weeks of work, when our blackpowder and provisions ran low, I 
was dragged from the temple by the captain of my bodyguard. Alas 
I had copied down only a fraction of the glyphs. We fought our way 
back to Sigmar’s Crown, and six months after leaving the Empire’s 
shores, the remnants of the expedition returned to Altdorf. 

Back in the safety of my study, I translated the glyphs I had record-
ed. However, once I became aware of the nature of the knowledge 
I had unearthed, I contemplated throwing my translations into 
the Reik, and myself too, taking my discoveries to a watery grave. 
But I had sworn by the goddess Verena to bring back the lore of the 
ancients. Upon my return to the Old World, I withheld much of the 
information I had gathered in Lustria. 

PART THE THIRD: 
THE FEAR OF KNOWLEDGE
I gave the Colleges of Magic only the bare bones, for I feared that 
they would suppress the full story. I have tried to keep the knowl-
edge to myself. However, each night I dream of the sharp blade of 

Verena’s sword resting on my exposed neck, a sign that the god-
dess demands I release the truth. Thus, with reluctance, I have de-
cided to publish this knowledge and illuminate an ignorant Empire. 

Even my partial translation of a single wall of glyphs from a single 
temple chamber catapulted contemporary understanding of the 
prehistory of magic far beyond what Teclis had taught us. The 
glyphs related a legend that was venerable even when the ancient 
pyramid that housed them was constructed. 

According to my translations, the pyramid’s builders believed 
that a race of ancient god-like beings (the Kha’kai’khanx, literally 
‘Revered Old Ones’) arrived on this world many millennia in 
the past. I myself saw hideous statues and murals throughout the 
temple that may have depicted these deities – vile images resem-
bling nightmarish entities with maws of grinning fangs. More 
than one weak-minded soldier was driven mad just be looking at 
their blasphemous forms. 

PART THE FOURTH: 
MUSINGS OF ELDRITCH ORIGINS
I was unable to ascertain the origin of these Old Ones, though the 
glyphs spoke that they had travelled from worlds within worlds 
beyond this sphere of reality. Yet our own cosmology states that 
there are only three realities in existence: the mortal world, the 
transcendent realms of the Gods, and the Realm of Chaos ruled by 
the unspeakable Dark Gods. These ancient glyphs tell otherwise.

According to the temple-scripts, the Old Ones found this world 
a dead, cold place, inhabited only by crude beings and fearsome 
dragon-beasts. With a thought they shaped the continents, fl atten-
ing peaks, raising mountains, and creating oceans and islands as a 
child might play in the sand. Using their immense magical powers, 
they drew the sun closer to the world, melting the ice sheets, and 
forcing dragons to creep underground to escape the fi erce rays. 

The Old Ones did not act alone but created minions, which the 
temple-texts name slann, imbuing them with a fraction of their 
power. The glyphs proclaimed the magical abilities of the slann. 
They could shift the very crust of the earth with a muttered incan-
tation, move mountains with a nod of the head, or drown entire val-
leys underwater by shedding a single tear. They enjoyed a mastery 
over nature that even the high elves can only dream of possessing. 

PART THE FIFTH: 
OF MINIONS & FOLLOWERS
The glyphs also related how the Old Ones formed lesser minions, 
crafting them using their magic as a sculptor might form a fi gure 
from clay or marble. They created lizardmen who served as work-
ers and warriors. The expedition had already encountered the 
descendants of this race. Many of our men had perished from their 
obsidian-tipped cudgels and poisoned arrows. 

Among the smaller lizardmen, the slann bred shamans and granted 
them a portion of their magical powers. These shamans were 
sometimes used as living receptacles by their masters. The spirits of 
the slann could temporarily discorporate and inhabit the shamans, 
using them as their eyes, ears, and mouthpieces from afar. 

I saw no physical evidence of the slann, but depictions on the 
temple walls showed these ugly, bloated, toad-like creatures lording 
over ranks of lizardmen prostrate before them. I pray to Sigmar that 
these monsters no longer exist.
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The slann raised the temple-cities dotted around Lustria, using 
both the brute strength of the lizardmen and their own powers 
to levitate the granite blocks into place. I could not discern the 
date of the construction of Pahuax. However, a stele in the temple 
atrium indicated that the city was sited on a nexus of power, and 
was constructed as part of a network of temple-cities that tapped 
into alignments of geomantic energy that augmented the Old Ones’ 
magic. Even I could sense the power coursing through each huge 
stone block of the pyramid. 

PART THE SIXTH: 
WHITHER HAVE THEY GONE?
What happened to these master-creatures? Why do they not lord 
over the world today? The glyph texts came to an abrupt end. The 
fi nal record speaks of discord and lament. It tells of malefi c horrors 
lurking in the aethyr between this reality and the myriad existences 
over which the Old Ones ruled. These monstrous entities, born of 
anger, lust, madness and decay, scratched at a great portal in the 
northernmost hinterlands of the world that the Old Ones used to 
travel to their other realms. 

They were hungry to enter our reality. The glyphs tell of the 
corruption of the source of the Old Ones’ magical powers, which 
seemed to be the very aethyr itself. Then nothing. Hundreds of 
square feet of wall were left blank as though the carvers of the 
glyphs expected to fi ll every remaining space with a record of 
future events that were fated never to occur. I felt it my solemn 
duty to add one last addendum to these ancient, unfi nished histo-
ries, and carved neatly on the wall: ‘By the Grace of Sigmar, in the 
eighteenth year of the reign of his supreme majesty, the Emperor Karl 
Franz, Ehrwig von Dankien was here.’

PART THE SEVENTH: 
ANCIENT TRADITIONS
The most venerable elven histories and dwarf traditions may con-
tain a clue concerning the Old Ones’ fate. It is recorded that about 
six and a half thousand years ago, Chaos came as though from 
nowhere, screaming from the extremities of the world. Chaos had 
not blighted this world before that time. Dwarf legends relate how 
the world was ripped asunder by howling, untamed winds of many 
colours that twisted the fl esh of mortals. The dwarfs hid safely in 
their caverns, and the elves were protected by their wards, but, alas, 
frail humanity was touched by Chaos and the sickening race of 
beastmen was spawned. 

This aethyric storm heralded a tide of daemons from the north 
that would have eclipsed all lands in madness had not the great 
enemy been beaten back by the dwarf Ancestor Gods in the Old 
World, and by the mighty heroes of the ancient elves in Ulthuan. 
No doubt, the men who had survived the initial disaster fought 
and defeated these nascent legions of Chaos too, though we have 
no record of their valiant battles. However, we can be sure that the 
heroic deeds of our ancestors saved this world from domination by 
madness and despair.

I possess a mouldering high elf tome, rescued from a barrow in the 
Hagercrybs, which tells of a ritual performed by the greatest elven 
mages to suck the uncontrollable winds from the world, thus drain-
ing the daemonic hordes of the source of their vitality. The elves 
drove the weakened fi ends back to their chaotic realms at the ends 
of the earth, but at tragic cost, for the mages were trapped within 
the vortex they had conjured, doomed to remain there for eternity.

PART THE EIGHTH: 
AN UNCOMFORTABLE CONCLUSION
I will now hazard a supposition. Was this incursion of Chaos, 
recorded by remembrancers at the dawn of history, associated with 
the collapse of the Old One civilisation, whose ruins in Lustria bear 
silent witness to its fall? What was this gate that the temple-city 
mural texts referred to? 

The Pahuax glyphs mention Chaos only as an external force at-
tempting to break into this world. Was the gate not only a portal 
allowing the Old Ones entry to this world, but also a barrier against 
the horrors that dwelt in the aethyr beyond? I hypothesise that the 
unreal entities that smashed apart the portal and overwhelmed the 
Old Ones’ civilisation were the same daemons that almost de-
stroyed the elves, dwarfs, and men over six millennia ago. 

Based on this evidence, my conclusions concerning the origins of 
magic make grim reading. Our own histories claim that the high 
elves were the fi rst to master the eight Winds of Magic, but say 
nothing about the origins of magic itself. 

Yet the Lustrian texts say that it was the Old Ones who brought 
magic into the world, and that its origins lie within the aethyr. 
These beings tried to control this arcane power, but the same en-
ergy they used seems to have fed the primal daemons of Chaos that 
burst into this world through the Old Ones’ ruined portal. Perhaps 
with the collapse of this gateway, the raw stuff  of magic poured into 
the world – pure, uncontrolled Chaos. 

PART THE NINTH: DAMNATION
Philosophers of magic have assumed that Dark Magic, the raw 
essence of Chaos, is some sort of aberrant matter, formed when the 
eight Winds of Magic stagnate and corrupt. Yet this new evidence 
implies that instead Dark Magic is the true origin of the Winds 
of Magic, that perhaps the eight Winds came into being as Dhar 
spilled from the breached portal of the Old Ones into this world, 
degrading and separating perhaps as a consequence of the high 
elves’ ritual. 

Are our wizards therefore playing with the very stuff  of Chaos? 
This damning revelation gives ammunition to those naysayers 
among the Sigmarite clergy who have always opposed the Colleges 
of Magic, and who secretly yearn for the disestablishment of the 
Magical Orders. 

My analysis of the glyphs from Pahuax brought to light an even 
more terrible truth, one that will rock the very foundation of our 
culture, and challenge orthodox theories concerning the origins of 
mankind. This truth, I shall reveal in the next chapter… 

THE MOST INCONVENIENT 
OF TRUTHS
The text ends abruptly here, hinting at more information, but 
off ering none. At least not in the copy of the book from which this 
translation was generated. 

Rumours circulate that there are no fewer than four versions of 
the next chapter – each purporting to be the fulfi lment of the 
unanswered question hinted at in Ehrwig von Dankien’s troubling 
work. However, given the treacherous nature of this text, it seems 
unlikely the veracity of such claims will ever be verifi ed.
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