Academic Knowledge (Intelligence - Advanced) 
Related talents: None
	Average Tasks:

· Calculate the lifting capacity of a pulley system (Engineering)

· Recall an obscure loophole in Altdorf’s death row provisions (Law)

	Perfect
	Information known. Additional obscure but relevant facts will also be recalled (e.g. Scholar’s View in Old World Bestiary)

	Success
	Information known

	Failure
	Rough approximation, but no details

	Botch
	No information known

	Fumble
	Information is erroneous, with potentially embarrassing or dangerous consequences


***
Animal Care (Intelligence - Basic) 
Related talents: None
	Average Tasks:
· Diagnose a rare disease
· Advanced grooming techniques 

	Perfect
	Diagnose: obscure but effective treatment known
Groom: animal is “best in show”

	Success
	Diagnose: common treatment known
Groom: +10 to Perform tests

	Failure
	Diagnose: no treatment known 
Groom: -10 to Perform tests

	Botch
	As above, plus animal develops digestive problems, hair loss, or suffers 1 Wound

	Fumble
	Animal is accidentally injured and suffers 1d10 Wounds; no Perform test possible


***
Animal Training (Fellowship – Advanced) 
Related talents: None
	· Simple Task: Train a dog to sit
· Moderate Task: Train pigeons to carry messages between two points
· Difficult Task: Train a griffon to carry a rider

	Perfect
	Fast progress – reduce training time by 2 weeks (simple tricks require only 1 day)

	Success
	Steady progress – reduce training time by 1 week

	Failure
	Slow progress – do not reduce training time

	Botch
	Bad habits develop – add 1 week to training time

	Fumble
	Animal flees, attacks/injures trainer, or becomes seriously injured itself 


***

Blather (Fellowship - Advanced) 
Related talents: None
	Average Tasks:

· Distract watchman with a nonsensical street direction inquiry

· Stall muggers with absurd comments about their wardrobes

	Perfect
	Subject is inactive for a number of rounds equal to DoS (WP test to save), or 1 round automatically (no WP test allowed)

	Success
	Subject is inactive for 1 round if WP test is failed

	Failure
	No effect

	Botch
	Subject thinks blatherer is eccentric (-10 to all future Fel-based tests)

	Fumble
	Subject is frightened or offended by blatherer; attacks immediately, runs away or reports to authorities for deviance


***
Channelling (Will Power - Advanced) 
Related talents: Aethyric Attunement +10
	Average Tasks: N/A



	Perfect
	Mastery of the Winds: gain 3 x Mag bonus to next casting roll

	Success
	Control of the Winds: gain 1 x Mag bonus to next casting roll

	Failure
	No effect, casting proceeds as normal

	Botch
	Distracted by the colours: channelling requires a full action, then casting proceeds as normal

	Fumble
	A bitter Wind: channelling attempt requires a full action, produces a Minor Chaos manifestation (WFRP2 pg. 143), and then casting proceeds as normal


Charm (Fellowship - Basic) 

Related talents: Etiquette +10, Schemer +10, Streetwise +10; Master Orator*, Public Speaking*

	Average Tasks:

· Convince watchman to overlook a minor crime
· Seduce the farmer’s daughter

	Perfect
	No WP test to resist. Speaker may gain additional benefits from subject.

	Success
	Charm or Bluff succeeded, possible WP test to resist

	Failure
	Charm: request denied, further attempts possible at -10 Fel if a different approach is used

Bluff: subject disbelieves, no further attempts possible

	Botch
	Charm: request flatly denied, no further attempts possible
Bluff: subject disbelieves, and might report PC as a troublemaker or attempt to counter-bluff

	Fumble
	Charm: subject is offended by the request; -20 to further Fel tests

Bluff: subject reacts violently or attempts to have the PC arrested


***

Charm Animal (Fellowship - Advanced) 
Related talents: None

	Average Tasks: 

· Prevent a guard dog from barking

· Calm a frightened stag

	Perfect
	Animal befriends PC and will obey simple commands expressed through body language (e.g. ‘follow’, ‘halt’, ‘go away’)

	Success
	Animal obeys initial request

	Failure
	Animal is unaffected by the charm attempt, but will not attack the PC

	Botch
	Animal is unaffected, and may attack the PC if naturally inclined to do so

	Fumble
	Animal attacks PC ferociously, barks/roars/squeals louder than before, or flees at maximum speed


***
Command (Fellowship - Basic) 
Related talents: None
	Average Tasks:
· Order henchmen to spy on a minor NPC
· Instruct mercenary to hold a bridge during battle

	Perfect
	Henchmen attempt to perform above-and-beyond the call of duty. +10 to further Command tests

	Success
	Henchmen attempt to perform the task as instructed

	Failure
	Henchmen fail to perform the task due to laziness or misunderstanding, and lie to cover themselves

	Botch
	Henchmen fail as above, flee or return later than expected, and may have “lost” items entrusted to their possession. -10 to further Command tests

	Fumble
	Henchmen rebel violently or betray the characters to their rivals / authorities and do not return


***
Common Knowledge (Intelligence - Advanced) 
Related talents: Seasoned Traveller +10
	Average Tasks:

· Recall appropriate etiquette during a traditional Ogre burial ritual (Ogres)

· Know the names and locations of villages around Altdorf (Empire)

	Perfect
	Information known. Additional obscure but relevant facts will also be recalled

	Success
	Information known

	Failure
	Rough approximation, but no details

	Botch
	No information known

	Fumble
	Information is erroneous or misguided, with embarrassing or misleading consequences


***
Concealment (Agility - Basic) 
Related talents: Alley Cat +10, Rover +10, Tunnel Rat +10
	Average tasks:

· Hide behind a sparse hedge
· Remove traces of passage (footprints, scents)

	Success
	Opposed Test (Concealment vs Perception). Compare Degrees of Success to break stalemates. Tie goes to concealed character

	Failure
	


***
Consume Alcohol (Toughness - Basic) 
Related talents: None
	See WFRP2 pg. 115 or OWA pg. 61


***
Disguise (Fellowship - Basic) 
Related talents: Mimic +10
	Average Tasks: 
· Pose as a cripple or Noble of the same gender
· Avoid recognition by bounty hunter who’s using a good composite sketch for identification

	Perfect
	No Perception test will uncover disguise, unless physical inspection is conducted

	Success
	Disguise succeeds but Opposed Perception test may uncover it

	Failure
	Extended contact (2+ rounds) within 4 yards exposes automatically, and even fleeting contact permits an Opposed Perception test

	Botch
	Disguise fails automatically against anyone within 4 yards, and enemies 5-20 yards away receive an Opposed Perception test

	Fumble
	Disguise falls apart at the worst possible moment, exposing the character instantly


***
Dodge Blow (Agility - Advanced) 
Related talents: None
	Average Tasks: NA

	Success
	 WFRP2 pg. 129

	Failure
	


***
Drive (Strength - Basic) 
Related talents: None
	Average Tasks:

· Turn a wagon more than 90° in a single round
· Negotiate a heavily rutted road

	Perfect
	Control is maintained, and driver is free to perform other simultaneous actions, or gains +1M temporarily

	Success
	Control is maintained with some effort

	Failure
	Wagon wobbles, causing unsecured items to slip loose. Passengers must make an Agi test or miss 1 round. Standing PC’s who fail this test will fall off the wagon.

	Botch
	As above, plus a random wheel takes 1d10 Wounds with no TB modifier (see WFRP2 pg. 120). Wagon’s M score is reduced by 1 until repaired.

	Fumble
	Wagon crashes (see WFRP2 pg. 120)


***
Evaluate (Intelligence - Basic) 
Related talents: Artistic +10, Dealmaker +10
	Average Tasks:

· Gauge the price of grain based on harvest yields
· Estimate value of clothing with casual observation

	Perfect
	Exact value determined, and additional information about the item may be gleaned

	Success
	Value determined within 10%

	Failure
	Value determined within 50%

	Botch
	Value misjudged, may be off by 95%

	Fumble
	Value grossly misjudged at 95% under, or 500% over actual value


***
Follow Trail (Intelligence - Advanced) 
Related talents: None
	Average Tasks:

· Track single quarry over hard, dry tundra

· Determine the specific race of a bare humanoid footprint

	Perfect
	Skip the next Follow Trail test, or learn something unexpected about the quarry

	Success
	Trail followed or information gained

	Failure
	Trail is difficult, and can only be followed at half movement. No additional information is gained, but later attempts may be possible

	Botch
	Trail is lost, but can be reacquired by back-tracking and passing a second test. No additional information is gained, and no further attempts are possible

	Fumble
	Trail is lost irretrievably. Information gained may be inaccurate or misleading


***
Gamble (Intelligence - Basic) 
Related talents: Super Numerate +10
	Average Tasks: NA



	Success
	Opposed Test (Gamble vs Gamble). Compare Degrees of Success to break stalemates, conducting a tie-break round if necessary. 

	Failure
	


***
Gossip (Fellowship - Basic) 
Related talents: Etiquette +10, Streetwise +10
	Average Tasks:

· Obtain information about a major NPC
· Learn the whereabouts of the local Thieves’ Guild

	Perfect
	All the latest news and rumours, plus any specific questions will be answered as accurately as possible

	Success
	All the latest news and rumours, plus answers to one specific question

	Failure
	One piece of news, which may be a deliberate lie or completely irrelevant

	Botch
	Character is ignored rudely, threatened, or deceived if NPC is already hostile

	Fumble
	Character is reported to the authorities or enemies for snooping, or is even attacked outright


***
Haggle (Fellowship - Basic) 
Related talents: Dealmaker +10
	Average Tasks:

· Haggle over price of common, legal, non-magical goods
· Haggle over service fees for standard hirelings

	Perfect
	5% off normal price, +5% for every additional DoS. Seller will offer a bonus item or incentive to complete the sale

	Success
	5% off normal price, +5% for every additional DoS

	Failure
	Normal price is offered

	Botch
	Seller takes advantage of the character by overpricing the item slightly, or selling a flawed/damaged piece.

	Fumble
	Seller is offended – no deal.


***
Heal (Intelligence - Advanced) 
Related talents: Surgery +10*
	Average Tasks:

· Bind a sword cut and keep the injury clean

· Ensure a proper diet and rest schedule is maintained for recovery

	Perfect
	Lightly injured: recover 1d10 W

Heavily injured: recover 1 W

	Success
	Lightly injured: recover 1d5 W

Heavily injured: recover 1 W

	Failure
	Lightly injured: recover 1 W

Heavily injured: no effect

	Botch
	No effect

	Fumble
	Injury becomes aggravated or infected. Immediately lose 1 W or halve healing rates until full recovery is achieved


***
Hypnotism (Will Power - Advanced) 
Related talents: None
	Average Tasks:

· Hypnotize a subject without any focal objects (i.e. voice and eye contact only)
· Hypnotize a subject during a one-on-one conversation in a noisy restaurant

	Perfect
	Subject may be influenced to carry out an order, even after the hypnosis ends. In addition, one question may be asked per 10 points of the hypnotist’s WP

	Success
	One question may be asked per 10 points of the hypnotist’s WP

	Failure
	One question may be asked

	Botch
	Hypnosis fails

	Fumble
	Hypnosis fails, but subject is aware of the attempt and may use the opportunity for deception. Subjects with a low Int are likely to become openly hostile instead


***

Intimidate (Strength or Fellowship - Basic) 

Related talents: Menacing +10

	Average Tasks:

· Intimidate someone of equal combat power (Str)

· Threaten to inform authorities of a minor mutation (Fel)

	Perfect
	Opponent obeys commands, and weaker opponents offer additional gifts or favours in supplication

	Success
	Opponent does not attack, and weaker opponents obey commands

	Failure
	Weaker opponents pause for 1 round (or up to 1 day in a non-combat situation)

	Botch
	Opponent is unaffected

	Fumble
	Opponent is angered, and either attacks immediately or attempts to deceive the intimidator


***
Lip Reading (Intelligence - Advanced) 
Related talents: Excellent Vision +10

	Average Tasks:

· Follow a whispered conversation from a distance of 10 yards or less

· Understand the dying mumblings of a feeble plague victim

	Perfect
	Every single word is clearly understood, and accents or nuances may be detected

	Success
	About 75% of the words are understood

	Failure
	Only a few scattered words are understood

	Botch
	None of the words are understood

	Fumble
	A few words are completely misinterpreted, leading to a tragic misunderstanding


***
Magical Sense (Will Power - Advanced) 

Related talents: Aethyric Attunement +10

	Average Tasks:

· Detect which colour of Wind is dominant (see below)

· Identify a wizards’ magical nature within 4 yards

	Success
	Magic detected, if present

	Failure
	Magic undetected


***

Navigation (Intelligence - Advanced) 
Related talents: Orientation +10, Super Numerate +10
	Average Tasks:

· Maintain course on open sea using an astrolabe or similar device

· Estimate travel time to Praag by ski in late winter

	Perfect
	Clear sailing. Skip the next day’s Navigation Test, or arrive ahead of schedule

	Success
	Normal progress

	Failure
	Slight deviation. Roll on the deviation table using 1d5, or add 1d10 hours to travel time

	Botch
	Major deviation. Roll on the deviation table using 1d10, or add 1 day to travel time

	Fumble
	Totally lost. Roll on the deviation table using 1d5+5, or add 1d5 days to travel time


***
Outdoor Survival (Intelligence - Basic) 
Related talents: None
	Average Tasks:

· Build a warm, waterproof shelter for three people
· Hunt, fish or forage in lightly-wooded, temperate lowlands

	Perfect
	Sufficient food gathered for 1d10 people

Shelter constructed will last 1d10 weeks

	Success
	Sufficient food gathered for 1d5 people 
Shelter constructed will last 1d10 days

	Failure
	Sufficient food gathered for 1 person

Shelter will collapse after 1d10 hours

	Botch
	A few scraps of food found

Shelter will collapse after 1d5 hours

	Fumble
	Sufficient poisonous plants, berries or mushrooms gathered for 1 person, or character is attacked by wild animal or character is injured while foraging. Shelter collapses after the last branch is added


***
Perception (Intelligence - Basic) 
Related talents: Excellent Vision +10, Trapfinder +10; Acute Hearing +10, Super Numerate +20
	Average Tasks: 
· Notice the small bloodstain on a jacket
· Hear someone unlocking a door

	Success
	A discrete item is spotted. One extra detail is noticed for each additional DoS (if applicable)

	Failure
	The character is completely oblivious


***
Performer (Fellowship - Advanced) 
Related talents: Contortionist +10, Mimic +10
	Average Tasks:

· Impress the fickle Baroness with a poem

· Juggle batons in a busy marketplace

	Perfect
	Busking: earn 1d10 shillings

Entertaining: add +20 to subsequent Fel tests with the audience

	Success
	Busking: earn 1d5 shillings

Entertaining: add +10 to subsequent Fel tests with the audience

	Failure
	Busking: earn 1d10 pennies

Entertaining: no effect

	Botch
	Busking: no earnings, and watchman will move busker along or locals will pelt with rotten food
Entertaining: audience thinks the performer is an untalented hack,   -10 to Fel tests

	Fumble
	Busking: watchman will arrest busker for disturbing the peace or locals will attack / break busker’s instruments or tools

Entertaining: audience thinks the performer is pretentious or subversive, and will ignore or report to authorities


***
Pick Lock (Agility - Advanced) 
Related talents: Trapfinder +10
	Average Tasks:

· Skeleton keyhole on a common door

· Simple deadbolt on a barn door

	Perfect
	Simple lock is opened immediately; complex lock is reduced by 2 difficulty levels

	Success
	Simple lock takes one minute to open; complex lock is reduced by 1 difficulty level

	Failure
	Unsuccessful but may try again

	Botch
	Unsuccessful; no further attempts are possible on this lock

	Fumble
	Unsuccessful; no further attempts are possible and lock pick is broken or lodged in mechanism. Any traps are sprung and additional noise is made.


***
Prepare Poison (Intelligence - Advanced) 
Related talents: None
	Average Tasks:

· Recognize the type of poison on an assassin’s dagger within 2 yards

· Extract resin from the Black Lotus plant

	Perfect
	Manufacture: 1d10 doses made

Detect: success

Apply: +1W or enhanced effect

	Success
	Manufacture: 1d5 doses made

Detect or Apply: success

	Failure
	Manufacture: 1 dose made

Detect or Apply: failure

	Botch
	Manufacture: ingredients ruined

Detect: failure

Apply: poison ruined

	Fumble
	Manufacture or Apply: user poisons himself

Detect: failure; victim finds the poisoned food delicious


***
Read/Write (Intelligence - Advanced) 
Related talents: Linguistics +10
	Average Tasks:

· Write a letter under time pressure with poor tools
· Interpret the scribbled handwriting of a madman

	Perfect
	Read: every single word is clearly understood

Write: elegant font, grammatically correct with no typos

	Success
	The overall gist of the message is understood, but a few words are incomprehensible

	Failure
	A few words are understood, but the overall gist of the message is incomprehensible

	Botch
	Read: none of the words are understood

Write: spelling and grammatical errors abound; illegible font

	Fumble
	Read: some words may be understood but are taken completely out of context, distorting their meaning

Write: the few passages that are legible have a different meaning from the author’s intent


***
Ride (Agility - Basic) 
Related talents: Trick Riding +10
	Average Tasks:

· Jump the mount over a fence
· Fire a bow while maintaining control of the steed

	Perfect
	Manoeuvre successful, and rider is free to perform other simultaneous actions, or gains +1M temporarily

	Success
	Manoeuvre successful

	Failure
	Manoeuvre failed. Steed refuses to jump or gallop. No further actions this round

	Botch
	Manoeuvre failed, and steed bolts in random direction for one round. Easy +20 Ride test to remain mounted (see below for falling)

	Fumble
	Manoeuvre failed, and steed bolts in random direction for 1d10 rounds. Rider is thrown from saddle (see below). Alternately, steed goes lame or breaks a leg


***
Row (Strength - Basic) 
Related talents: None
	Average Tasks:

· Negotiate moderate rapids
· Make a sudden 180 turn

	Perfect
	Manoeuvre successful, and rower is free to perform other simultaneous actions, or gains +1M temporarily

	Success
	Manoeuvre successful

	Failure
	Manoeuvre failed. Boat does not move, or else continues in a straight line if velocity is sufficient. No actions may be taken by the rower this round.

	Botch
	Boat collides with a nearby obstacle and suffers 1d10 damage minus TB. If no obstacles are nearby, boat takes on water and is reduced to half M until bailed out.

	Fumble
	Hull is breached by a nearby obstacle and boat will sink in 2d10 rounds. If no obstacles are nearby, boat capsizes but remains afloat.


***
Sail (Agility - Advanced) 
Related talents: None
	Average Tasks:

· Weather a moderate storm
· Turn more than 45° in a single round

	Perfect
	Manoeuvre successful, and sailor is free to perform other simultaneous actions, or gains +1M temporarily

	Success
	Manoeuvre successful

	Failure
	Manoeuvre fails. Boat does not move, or continues in a straight line if velocity is sufficient. No additional actions may be taken.

	Botch
	Boat collides with a nearby obstacle and suffers 2d10 damage minus TB. If no obstacles are nearby, boat takes on water and is reduced to half M until bailed out

	Fumble
	Hull is breached by a nearby obstacle and boat will sink in 2d10 rounds. If no obstacles are nearby, boat capsizes but remains afloat.


***
Scale Sheer Surface (Strength - Basic) 
Related talents: None
	Average Tasks:

· Climb a half-timbered wall without rope
· Cling to underside of a moving carriage

	Perfect
	Good progress; next round’s climb test is an auto-success, or climber gains +1M temporarily

	Success
	Surface climbed successfully this round

	Failure
	No progress this round. Any handheld or unsecured items may be dropped

	Botch
	Climber slips. Make a Hard -20 Climb test or fall. If successful, slide down 1 yard and drop any handheld or unsecured items

	Fumble
	Climber falls – hard – and makes a lot of noise in the process


***
Search (Intelligence - Basic) 
Related talents: None
	Average Tasks:

· Find a concealed trap door
· Locate a single book on a shelf of hundreds

	Success
	One item is found, plus one for each additional DoS (if applicable)

	Failure
	Nothing is found


***
Secret Language (Intelligence - Advanced) 
Related talents: None
	Average Tasks:

· Communicate in the din of battle

· Convey a message while remaining discreet

	Perfect
	Message is conveyed quickly and clearly, and no Perception test will intercept it

	Success
	The overall gist of the message is understood, but a few words are incomprehensible

	Failure
	A few words are understood, but the overall gist of the message is incomprehensible

	Botch
	Message is missed entirely

	Fumble
	Message is misunderstood with embarrassing or disastrous consequences


***
Secret Signs (Intelligence - Advanced) 
Related talents: None
	Average Tasks:

· Carve a discreet but legible warning on a tree
· Recognize a warning that’s been carved discreetly on a tree trunk

	Perfect
	Additional information may be imparted or gleaned from the sign

	Success
	Sign is conveyed/interpreted successfully

	Failure
	Only the basic gist of the sign is understood or conveyed, but not its exact nature

	Botch
	Sign is completely illegible

	Fumble
	Sign is misinterpreted or conveyed with embarrassing or unintended consequences


***
Set Trap (Agility - Advanced) 
Related talents: None
	Average Tasks:

· Rig a falling block trap

· Snare a large animal (e.g. bear)

	Perfect
	Perfect placement. -30 Perception or Dodge tests vs trap

Trapping: 2d10 GC worth in hides

	Success
	Good placement. -10 Perception or Dodge tests vs trap

Trapping: 1d10 GC worth in hides

	Failure
	Decent placement. No Perception/Dodge modifier

Trapping: raccoon, squirrel or other undesirable animal caught

	Botch
	Poor placement. Trap fails to trigger or activates too early

Trapping: no animal caught

	Fumble
	Trap activates against PC, or is damaged

Trapping: animal destroys trap and escapes; may attack PC if nearby


***
Shadowing (Agility - Advanced) 
Related talents: None
	Average Tasks:

· Follow target in a dark street

· Track target discreetly in a crowded marketplace 

	Success
	Opposed Test (Shadowing vs Perception). Compare Degrees of Success to break stalemates. Tie goes to shadowed character.

	Failure
	


***
Silent Move (Agility - Basic) 
Related talents: Alley Cat +10, Rover +10, Tunnel Rat +10
	Average Tasks:

· Sneak up behind a guard
· Muffle a fall

	Success
	Opposed Test (Silent Move vs Perception). Compare Degrees of Success to break stalemates. Tie goes to sneaker.

	Failure
	


***
Sleight of Hand (Agility - Advanced) 
Related talents: None
	Average Tasks:

· Pilfer a document from the table with a watcher nearby

· Clip purses in a busy marketplace over the course of a day (Picking Pockets – see below)

	Perfect
	Single object palmed automatically or 1d5 items palmed with Opposed Sleight of Hand vs Perception test

Pick Pocket: 1D10 GC stolen over the day

	Success
	Single object palmed successfully, but subject notices with Opposed Perception vs Sleight of Hand test

Pick Pocket: 2d10 shillings stolen over the day

	Failure
	Object not retrieved, and subject notices attempt with Opposed Perception vs Sleight of Hand test

Pick Pocket: no money stolen over the day

	Botch
	Object not retrieved, and subject notices the attempt automatically

Pick Pocket: no money stolen that day, plus character is chased and/or assaulted

	Fumble
	Object not retrieved, and subject notices the attempt easily, while also gaining surprise (WFRP2 pg. 125)

Pick Pocket: character caught red-handed by the authorities and arrested


***
Speak Arcane Lang. (Intelligence - Advanced) 
Related talents: None
	Average Tasks:

· Read a damaged or poorly preserved document

· Cast a spell of casting number 10, using original text for reference (see below)

	Perfect
	Reading: every single word is clearly understood

Casting from the Book: ignore all Chaos Manifestations and Wrath of Gods for this spell

	Success
	Reading: about 75% of the words are understood

Casting from the Book: Ignore the first “1” for Chaos Manifestations and Wrath of Gods

	Failure
	Reading: only about 25% of the words are understood

Casting from the Book: spell is cast with the restrictions listed below, and no benefits

	Botch
	Reading: none of the words are understood

Casting from the Book: spell automatically fails due to sticky page or smudged writing.

	Fumble
	Reading: some words may be understood but are taken completely out of context, distorting their meaning

Casting from the Book: the page flutters just as the Winds are harnessed, disrupting the spell. Roll for Chaos Manifestations and insanity as normal, but the spell takes no effect.


***
Speak Language (Intelligence - Advanced) 
Related talents: Linguistics +10, Mimic +10, Seasoned Traveller +10
	Average Tasks:

· Imitate an obscure regional sub-dialect

· Convey a complex message under stress in a non-native tongue

	Perfect
	Perfect communication. All social tests can be made normally

	Success
	Accent is only barely noticeable. Average (+/-0) or easier Disguise, Charm, Gossip and Command tests may be attempted

	Failure
	Accent is apparent and grammar is awkward. Average (+/-0) or easier Disguise, Charm, Gossip and Command tests may be attempted, but at -20

	Botch
	Speech is broken and barely coherent. Basic information can be conveyed, but no Disguise, Charm, Gossip or Command tests are possible.

	Fumble
	Character sputters and fumbles on words. No information is conveyed / no social tests possible


***
Swim (Strength - Basic) 
Related talents: None
	Average Tasks:

· Swim across a cold, choppy canal
· Swim more than 100 yards on calm water

	Perfect
	Swimmer succeeds, and is free to perform other simultaneous actions, or gains +1M temporarily

	Success
	Swimmer succeeds

	Failure
	No progress. Make another Swim test or begin drowning (WFRP2 pg. 136)

	Botch
	No progress. Swimmer begins drowning immediately (WFRP2 pg. 136)

	Fumble
	Swimmer inhales a lungful of water, falls unconscious, and will die in 2 minutes if not rescued.


***
Torture (Fellowship - Advanced) 
Related talents: Menacing +10
	Average Tasks:

· Learn location of bandit camp from a captive
· Extract confession of heresy from a hedge wizard

	Perfect
	All requested information is extracted without seriously injuring the captive. No WP test to resist.

	Success
	All requested information is extracted if captive fails a WP test and survives 1d5-1 Wounds (no T modifier) or IP’s, depending on mode of torture 

	Failure
	One piece of information may be extracted if captive fails a WP test and survives 1d5-1 Wounds (no T modifier) or IP’s, depending on mode of torture

	Botch
	No information gathered, and captive is injured. Inflict 1d10 Wounds (no T modifier) or IP’s, depending on mode of torture

	Fumble
	No information gathered, and captive is accidentally killed, or becomes catatonic for 1 day and gains an instant insanity (WFRP2 pg. 201)


***
Trade (Varies - Advanced) 
Related talents: Dwarfcraft +10; Artistic +20
	Average Tasks:

· Sew a leather jerkin using poor tools under time pressure

· Hold a strenuous new farm job through harvesting season

	Perfect
	Manufacture: may add +1 to item quality

Labour: high productivity (2-3 times normal), employer will take notice

	Success
	Manufacture: see below for item quality

Labour: good productivity, gets the job done

	Failure
	Manufacture: -1 from item quality

Labour: mediocre productivity; not bad enough to warrant firing, but performance is expected to improve

	Botch
	Manufacture: -2 from item quality and a tool may break

Labour: poor productivity and numerous errors will lead to dismissal if not corrected immediately

	Fumble
	Manufacture: nothing is produced, a tool may break, and materials are ruined

Labour: terrible performance and big mistakes lead to immediate dismissal, and possible injury if job is dangerous


***
Ventriloquism (Fellowship - Advanced) 
Related talents: None
	Average Tasks:

· Speak without moving lips during a conversation

· Project voice across a small room

	Success
	Opposed Test (Ventriloquism vs Perception). Compare Degrees of Success to break stalemates. Tie goes to ventriloquist

	Failure
	








