Grim and Perilous Adventure: Warhammer Fantasy Roleplay as a Dark Contrast to Dungeons & Dragons
Abstract (299 words)
While the Dungeons & Dragons brand (D&D) dominates the tabletop roleplaying game scene, Warhammer Fantasy Roleplay (WFRP) offers an attractive alternative for those looking for a grittier experience. Comparing and contrasting these two fantasy tabletop roleplaying game products reveals elements of the identity of WFRP, as a British product setting itself apart from the American giant, D&D.
D&D has remained an American product since its release in 1976, while WFRP has been an alternative, British offering, with edition releases tending to trail slightly behind D&D’s. D&D’s fifth edition (2014) and WFRP’s fourth edition (2018) remain popular and are the focus here. Both present fantasy settings in which players roleplay as their characters. Both feature standard fantasy tropes, such as Dwarfs and Elves, divine and sorcerous magic, and vast armouries. Both present the standard features of tabletop roleplaying games – rules for creating and presenting playable characters, rules for resolving challenges (with a particular focus on combat), guidance for players and gamemasters, and so on.	Comment by Ché Wilbraham: I might cut down a bit here. The important thing for the reader is that one is american and one is british and they’re roughly contemporaneous. The other important thing is that they share similar narrative tropes and aesthetic qualities. 
However – where the D&D Player’s Handbook promises “a world of adventure”, WFRP warns that its world is “grim” and its adventures are “perilous”. Where D&D’s setting of the Forgotten Realms is quite unlike our world, WFRP’s Old World setting is transparently based on Earth, with the primary adventure locations being based on historical continental Europe. Where D&D abstracts bodily harm suffered through the simple reduction of a variable, WFRP concerns itself with numbers of teeth and fingers lost to injury, with impacts on both fiction and gameplay.
This presentation will discuss the differences between the two titles, highlighting WFRP’s presentation of a darker, more grounded fantasy, providing an alternative experience and gaming culture. This will present an opportunity to examine the way that the British fantasy tabletop roleplaying scene evolved its own identity in D&D’s shadow.	Comment by Ché Wilbraham: You’ll want to say what the talk will do, and what the audience will get out of it. E.g. In this talk I will discuss these differences and highlight [whatever it is you want to highlight]. This will present an opportunity to examine the way that the british scene evolved along different pathways, etc. etc.
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